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IN NOVATION

AWhat can you find out about me online?
. Teachercertification
| Current employment

[ Connections to others
1 MySpace
1 Facebook

[And mdaoogléme!

AAre you using these online resources?



https://apps.sd.gov/applications/de04public/TeacherLookup/TeacherSearch.aspx
http://kbaldwin.tie.wikispaces.net/
http://www.myspace.com/
http://www.facebook.com/
http://www.google.com/

Who are you?

A Wikispace owner A Social bookmarker
A Blogger A Feed reader
A Data manager A 21st century leader



http://superintendentempower.org/

One thing we know for certain will C
stay the same inthe 21 Ce n t U CIRES

TIF

Did you know?




- INNOVATION

Some predl ct il o Ng=A

AThe World is Flat
- Globalization
AThe World is Spiky
Centrali zati oneConnecti o
AMade to Stick
[ Curing the Curse of Knowledge
AA Whole New Mind
[ Creativity



http://books.google.com/books?id=9zo3HgAACAAJ&dq=The+World+is+Flat
http://books.google.com/books?id=JDC7XsPHhAQC&pg=PA58&dq=The+World+is+Spiky&sig=Qjby4P-HwTiV_0bAmtbq3T6gq0s
http://books.google.com/books?id=-JY3AAAACAAJ&dq=Made+to+Stick
http://books.google.com/books?id=TeDAAAAACAAJ&dq=A+Whole+New+Mind
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Web 2.0
Creativity and Innovation




PARTNERSHIP FOR 21 CENTURY SKILLS

CREATIVITY=
INNOVATION
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Core Subjects and
215t Century Themes Information,

Life and Meds, and

Career Skills Technology




Technology in NCLB —

° To improve student academic achievement through the
use of technology in elementary schools and secondary
schools.

- To assist every student in crossing the digital divide by
ensuring that every student is technologically literate by the
time the student finishes the eighth grade, regardless of the
student's race, ethnicity, gender, family income, geographic
location, or disability.

- To encourage the effective integration of technology
resources and systems with teacher training and curriculum
development to establish researchrbased instructional
methods that can be widely implemented as best practices
by State educational agencies and local educational

agencies. ot
TIiE




SDEducational Technology Standards,

° Strand 1: Nature and Concepts INNOVATION

Understand history and progression of technology in relation to the ]'[/F
development & design of future technology.

Analyze relationships and connections between technologies in different fields of
study and how they apply to communities.

Understand and use the design process in problem solving.

© Strand 2 1 Social Interactions
Understand the safe, ethical, legal, and societal issues related to technology.
Investigate the advantages and disadvantages of technology.

°© Strand 3 T Information and Communication Tools
Use technology to enhance learning, extend capability, and promote creativity.
Evaluate and select information tools based on appropriateness to tasks.

°© Strand 4 T Information and Communication Processes

Understand purpose of information technologies to communicate with a variety
of collaborators.

Exchange information and ideas for an identified purpose through information
technologies.

°© Strand 5 1 Information Literacy and Decision Making

use technology to locate and acquire information. /"’?
determine the reliability and relevancy of information.




Teaching and Learning Today

INNOVATION
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INNOVATION
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Random Number Generator

Based on the year generated, think about something

Important in your life at that time, and then about what
technol ogi es you were using
8-track? Or your first calculator? Maybe even a

Commodore 64 or Atari?

Share with a neighbor (o


http://www.fi.ncsu.edu/spotlight/recent.html
http://www.mathgoodies.com/calculators/random_no_custom.html

War of the Minds
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The Times are Changing

CREATIVITY=%

Agricultural INNg.ViT_ION
AFarmers £

@

Industrial
A Factory workers

Information
AKnowledge workers

\,_
Conceptual
A Creators and Empathizers
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ABaby Boomers (19411 96 0) di scovered
AGeneration X (1961-1976) became the pioneers
AMillennials are the settlers, the new society

[ Computers arenodot technol ogy

[ The internet is better than TV

[ Doing is more important than knowing

[ Learning more closely resembles Nintendo than logic

[ Multitasking is a way of life

[ Staying connected is essential

[ Zero tolerance for delay

Remember, you are only as old as you feel!



Where In the Digital World are you?

The Immigrant Accent

AThink in paper
AUse email

AWork independently
AStep by step

AText focus

AOne at a time
ADeliberate speed

The Native Speakers

AThink digitally

AUse txt msg & IM
AWork collaboratively
ARandom access
AGraphics focus
AMulti -tasking
ATwitch speed

_ A
Taken from presentations by Marc Prensky " " ?



So what?

AStand up if you know a kid
[ Who owns a laptop
[ Who owns an iPod/mp3 player
[ Who owns a cell phone
[ Who text messages
[ Who uses IM (instant messaging)
[ Who plays video games
[ Who uses any other piece of technology

Do YOU do any of these? _
’ TIF




The Pew Info

| INNOVATION
AThere is a widening gap between techne &3

savvy students and their schools

AMany schools and teachers have not yet
recognizedi much less responded tol the
new ways students communicate and access
iInformation over the Internet

AStudents want more and more engaging
Internet activities at school that are relevant
to their lives

Technology & Innovation in Education




Introducing School 2.0
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http://edcommunity.apple.com/ali/item.php?itemID=11842



http://etoolkit.org/etoolkit/self_assessment/index/Principal
http://edcommunity.apple.com/ali/item.php?itemID=11842

According to some South Dakota INNOVATIO
High School Students 7iE

ALess than 50% of their time is spent on
- Community/work -based projects or internships
' Hands on/laboratory activities

- Small group collaboration to find collective
solutions

" Providing input on classroom activities or topics
[ Explaining their thinking in essay form
- Working on complex problems
AMore than 50% of their time
[ Working individually answering questions

5
yZ
Technology & Innovation in Education




enGainge 21 Century Skills

Digital-Aage Inventive
{ iteracy Fhindiing

¥* Basic, Scientiic, Bzonomic, and = Adaptability, hEnaging
Technological Lter@cies Complexiy, and Zelf-Oirection

#* “A=ual and Information Lte@cies

¥ hulticubural Literacy and Global
Anareness

#* Curiosity, Creativity, and Risk-
taking

*.__#* Higher-order Thinking and
Sound Reasoning

Academic
.ﬂ.chieueme
Effective __ = Hiaah
Corri e ation R Prockretivity
# Teaming, Collaboration, #* Prortize, Plan, and Manage for
and Interpersonal Skills Fesults
# Perzonal, Social, and Chvic * Effective Use of Real-waord
Fezponszibilty Tools
¥ Inter@ctive Communication * Relevant, High-quality Products
By VCREL “Metii Group

http://www.metiri.com/features.html




Four things that hold us

back from innovating, INNOVATIO
or that make us get innovation a bit wrong: T1F

1. THIN -SLICING Taking a thin slice of a more complex process
makes us less likely to succeed

2. FEAR=LOATHING ? Encourage purposeful play
3. OVERPLANNING make the task more demanding cognitively

4. "WHY BOTHER?"
Kids are changing. The 16 year old in 2007 is entering the
employment market with only internet -age experiences on which
to rely (the internet came into being in 1991). The six year old
entering elementary school expects the web to allow them to
publish and share their views with the world.
http://edu.blogs.com/edublogs/2007/03/so_motivating_y.html



http://edu.blogs.com/edublogs/2007/03/so_motivating_y.html
http://edu.blogs.com/edublogs/2007/03/so_motivating_y.html
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