








in the period 1945-2000, the educational
historian Roy Lowe reflects that:

“The central irony of education in Britain
since 1945 is that it has been transformed,
yet in many ways remains the same,

with identifiable social functions and a
hierarchical, even elitist structure which
still at the start of the twentieth century
bears many of the marks of its Victorian
origins.”

Lowe notes the existence of a strong sense
of hierarchy, the fact that parents and
estate agents have a shrewd sense
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of which are the ‘best’ schools in a locality,
a clear public understanding of what are
the ‘elite” institutions, and virtually no
erosion of the rift between the private and
state sectors during this period. In the post-
war period, many sociologists of education
have reached the same conclusion.

Professor Sally Tomlinson, summarising
the voluminous literature on educational
ideology, policy, development and
change concludes:

“Despite the educational successes
and advances that could be recorded, a
major theme in the literature is that any

Can every child matter?

expectations that more access to education
would lead to a more equal society rapidly
gave way to disillusionment. Education
persisted as a means by which inequalities
were created, legitimised and justified,

and privileged groups continued to use

the divisions and distinctions of schooling
to confirm and reproduce their own
positions.”

For those who seek to bring about
improvements in education and narrow

the gap between rich and poor, this analysis
can seem rather pessimistic. It is argued
that the approach tends to focus on the
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large-scale processes that operate to
create educational divisions, and that it
tends to avoid practical action to make
a difference in children’s lives.

Why does every child matter?

As the previous paragraphs indicate, there
are different views about whether and

how the gap in educational achievement
might be narrowed. In practice, most
commentators recognise the importance

of both effective practice and broader social

terms it is based on the notion that the
long tail of educational underachievement
is wasteful of human talent and, ultimately,
human capital. In the brave new economic
order based on globalisation and the
knowledge-economy, raising standards and
increasing social cohesion are important
targets. All this means that the stakes

are high, and that schools are a central
part of this agenda. But at the same time,
schools are increasingly seen as the key

to resolving social problems. Faced with
high levels of geographical mobility, trends

Can every child matter?

children to thrive. However, the answer

to the question of why every child matters
is far from clear-cut. Is it in order to fulfil
their economic potential and add to the
nation’s stock of human capital? Is it to
ensure that all children are able to live and
participate in communities that are safe,
harmonious and culturally diverse? Or is

it to allow all children to ‘find their level

in a society that allocates economic rewards
according to success in examinations? The
answer as to why every child matters may
be all of these and more. Viewed in a wider

"In the brave new economic order based on globalisation
and the knowledge-economy, raising standards and
Increasing social cohesion are important targets"

factors. While few would argue that the
educational gap can be explained away
by blaming it all on wider societal factors
such as poverty or income inequality, it is
not simply a matter of making sure that
all schools follow a set of guidelines or
blueprints for effective practice.

The desire to ensure that every school is a
good school is understandable. It fits the
government’s concern to ensure that all
children are included and have the option
to develop their potential. In economic
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towards the breakdown of traditional family
structures and the much-heralded ‘death
of community’, schools are increasingly
looked to as institutions that can provide
safe havens for children and contribute

to social cohesion and sustainable
communities.

Transforming Childhood
The desire to ensure that ‘every child

matters’ is laudable. It is important that
all schools provide opportunities for

perspective (and in the British context at
least], the drive to ensure that every child
matters is to result in transformations

in the experience of childhood since the
Second World War. Changes in family
structure, growing concerns about the
risks of childhood, along with the
emergence of digital cultures based
around the computer screen, mobile phone
and text-messaging have led to new forms
of childhood. How schools, and society as
a whole, responds to these changes, is of
paramount importance.




Divided we fall

Divided we

“It is a considerable achievement...

that the gap between children
from lower income and
disadvantaged backgrounds and
their peers has not widened”

(HM Government PSA Delivery Agreement 11, ‘Narrow the gap in educational achievement between
children from low income and disadvantaged backgrounds and their peers’, October 2007)

Much has been made of the gap that exists
in our society between the ‘haves’ and

the ‘have nots’ - and as the extract above
clearly shows, little or no progress

is currently being made on narrowing

this gap.

This polarisation is just as real in the area
of access to, and use of, technology as

it is in economic and social deprivation.
With the current fast pace of technological
development, we risk exacerbating this
distance between the ‘e-haves’ and the
‘e-have nots' if it is not addressed via
radical and innovative approaches.

The most effective are those that empower
rather than impose, that seek ways of
involving people in finding their own ways
of addressing a situation, as co-designers,
and that offer fresh routes to participation
rather than the traditional ones that may
have failed them previously. These issues
are no respecters of borders, so good ideas
can be found both here and abroad, but all
can offer valuable lessons about closing
the gaps developing between those able to
effectively participate in digital cultures,
and those who may be left behind.

Digital learning beyond school

An estimated 800,000 school-age children
in England currently don’t have internet
access outside school. In response to this
Jim Knight MP, Minister for Schools and
Learning, announced in January 2007 that

he was setting up a Home Access Task
Force to find ways to provide it. While it
is due to report in March 2008, there are
already moves to make this ambition

a reality.

The Computers for Pupils project provides
200,000 pupils (and their families) across
England with a computer to take home

and a connection to the internet. Identified
through a formula involving the index of
multiple deprivation and free school meals,
this initiative confronts the problem in a
very immediate and concrete way.

However, providing the kit is clearly

only part of the answer. As well as the
computer, the recipients - children and
families alike - also need the skills to
use it and an awareness of the breadth of
possibilities now on offer. While schools
can provide some of what's needed, their
limitations of time, space and curriculum
mean that support has to come from
elsewhere. One model that may offer some
of this support is Club Tech.

Originating in the United States, Club Tech
is a collaboration between Microsoft and
the Boys and Girls Clubs of America. Over
the five years of the project 2,700 clubs
across the country have been equipped with
hardware and software, and given training
in the skills necessary to use it. Beyond
basic computer skills, the initiative has also
seen the development of a digital arts suite
of programs to boost creativity, and an
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annual festival to promote their use. So is
it a model that could be imported into the
UK? That's the question Lizbeth Goodman
of SMARTlab, based at the University of

East London in Newham, wants to answer.

Having recently completed a quality
assurance review of the American set-

up for Microsoft, Goodman knows the
workings of the project well. She was
encouraged initially by the attitude of the
funders. “Microsoft is genuinely interested
in building, from the ground up, community
projects for kids,” she says, and when she
approached the users she found a similar
view. “Having interviewed thousands of
kids, parents and volunteers, the response
was predominantly positive.”

Each location has a standard set-up,

which comes with an on-screen tutorial,

to teach basic user skills. As Goodman
points out, “quality and consistency are
difficult to assure if you just donate the kit”,
particularly in situations where the staff
may be volunteers, and certainly not people
recruited for their computer skills. “You
need a core curriculum, that kids can then
leave,” she believes.

While this may be less of an issue in this
country, due to the place of ICT as a core
curriculum subject in schools, it remains
an aspect that Goodman sees as key,
particularly as she wants this project in
the UK to provide a framework that can
be exported to other parts of Europe, and
then beyond into Africa and Asia. Scoping

how this might work will fall to the two
researchers recruited to the project, even
before the first location for a club has
been identified on this side of the Atlantic
(although some clubs exist on US military
bases). Already the core skills units

are being translated into 100 different
languages and dialects in preparation for

its further growth, although she would like
it to become more accessible for those with
special needs, too.

Beyond the core skills is the digital arts
suite, a set of programs to encourage
creativity, backed up by an annual digital
arts competition. While Goodman has some
personal reservations about this approach,
she acknowledges that it has been very
successful, perhaps because college
scholarships on offer as prizes for young
people from the poorest neighbourhoods
are very “real incentives”.

It isn’t just children that have benefited
from the clubs. The most successful
included instances of wider family
involvement, where mums learned
computer skills from their sons and
daughters, for example. There have

also been instances of grandparents
volunteering, where members not only
built strong relationships but also shared
the perspective of an older generation.

As Club Tech starts up here this
‘wraparound’ approach is one aspect
Goodman is keen to promote, but she
recognises there is a “challenge to

Divided we fall

transport that to Europe”. Other challenges
she and her team face are deciding what
should be in the core curriculum, and how
that links with schools. However, the first
challenge is “to find places where the kit
will be looked after”. Everything else will
grow from there.

Links

Computers for Pupils:
schools.becta.org.uk/index.php?
section=re&catcode=framework
_form&rid=13420

Club Tech:
www.microsoft.com/about/
brandcampaigns/realizepotential/
programs/boysgirlsclub.mspx

SMARTlab:
www.smartlab.uk.com
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CREATING AND COMMUNICATING DIGITALLY IN RURAL INDIA

“You can sit in front of a browser and the
whole world is at your fingertips. You can
find anything in Google,” suggests Matt
Jones, before adding the caveat, “but it is
only from people like you and me.” This
privileged access to technology gives us a
skewed view of the world, he believes, one
where the stories of the majority of the
planet’s population are omitted. It is this
imbalance that he is seeking to redress
through the StoryBank project, a scheme
that is “working towards a place where
the worldwide web does reflect everyone's
concerns and worries. Then social injustice
would be more obvious.”

With funding from the Engineering and
Physical Sciences Research Council, his
project is one of four working under the
umbrella title of Bridging the Global Digital
Divide. Jones and his team are putting
digital tools into the hands of people in
Budikote, a village in southern India, so
they can record and share their stories.
To begin with these will remain within the
community - “narrowcast yourself” as
Jones puts it - but in the longer term they
may make it onto the web.

Will Harwood

For the first year of the project the
emphasis has been on getting the design
of the tools right. A touchscreen monitor
was installed on the wall of a community
meeting place, which could also be
operated via a dial, like a radio tuner. Over
100 digital images and ten broadcasts from
the local radio station were uploaded to
research how users preferred to browse
the content. A combination of observations,
group discussions and individual interviews
with key members of the community then
took place to gauge users’ preferences and
begin to refine the design to meet them,

a process of co-design.

At the same time a number of mobile
phones were provided for the villagers
to begin to create and upload their own
content using Bluetooth. While this is

a community with, as Jones puts it,
“thousands of years of practice at story
telling”, their experience is not within a
textually literate medium. “The kind of
things we are doing try to understand their
values in terms of visual expression and
story telling,” he explains. By providing
devices capable of recording images and

Will Harwood

voices people can create stories and share
them easily with others. It is here that the
process begins to shift from the technology
to the content.

“What form of story - what kinds of story

- would make sense to create on a phone?”
Jones wonders. “What style? A single
image and a voice? Video?” The village
already has a strong culture of self-help,
particularly among the women. “When we
were going through designs villagers could
think of practical reasons for using this and
were excited by them.” He gives the simple
example of school children being taught
practical information, like the importance
of washing their hands and feet after being
out all day.

While the focus of the project has been

on one, small, part of the planet, Jones
recognises the broader impact it could
have, both in the immediate vicinity, with
ambitions to expand to 40 nearby villages,
but also globally; “If we can expose the rest
of world to these stories people will learn.
Designers will learn.”
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Robert Henke and Christopher
Bauder have created Atom -

a sound and space experience
where helium-filled balloons
move and glow in sync with
sonic events to create an
audiovisual ballet of light, music
and motion. The height and
brightness of each balloon is
dynamically controlled during
the performance. The height
and movement of the balloons is
adjusted via computer controlled
cables, and LED lights inside
each balloon vary the brightness.
The eight-by-eight array of
white, self-illuminated spheres
float in space like the atoms of a
complex molecule.
www.monolake.de/installations/
atom.html

Natalie Jeremijenko, Director

of xDesign Environmental

Health Clinic of NYU and the
Experimental Product Design Lab
of Yale University has developed
the abilities of robotic dogs

to make them super-hounds,
capable of sniffing out pollution.
Their modified brains, noses and
legs enable them to seek out

the presence of contaminants
like Volatile Organic Compounds
(VOC) or Trichloroethylenes in
waste ground. The playful new
uses of these interactive toys
renders pollution data legible to
diverse participants, providing the
opportunity for evidence-driven
discussion, and facilitates public
participation in environmental
monitoring and remediation.
www.nyu.edu/projects/xdesign/
feralrobots

Sculpture by means of sound

is the theme of this work, in
which a white fluid on a vibrating
loudspeaker membrane brings
forth a variety of different forms.

The material used here is potato starch dissolved in water; the mixture
solidifies when stimulus is applied but returns to a fluid state when
the stimulus ceases. This piece features two modes of inputting

the stimulus that sets the starch solution into motion: the first is a
constant frequency applied as a sound; the second is the constantly
varying frequency of an installation visitor’'s brain waves.

www.wlos.jp
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Peg Mirror is an interactive
artwork created by Daniel

Rozin, comprising of 650 circular
wooden pieces that are cut on

an angle. Casting shadows by
twisting and rotating, wooden
pegs forming concentric circles
surround a small central camera.
The mirrored image produced in
this work is activated by software
authored by Rozin that processes
video signals and breaks up
imagery geometrically, seemingly
pixel by pixel. The silently moving
wood components in this piece
flicker like jewels or coins in the
spotlight, challenging our notions
about what constitutes a digital
object.
www.smoothware.com/danny/
pegmirror.html

The Camera Lucida (light
chamber) transforms sound
waves directly into light
emissions. In a transparent
chamber filled with a gas-
enriched liquid, several
ultrasonic transducers

produce a constantly changing
sonochemical environment.
After adapting to the absolute
darkness surrounding the
installation, the viewer/listener
gradually perceives the highly
detailed shapes and movements
of glowing sonic vibration.

A hydrophone (a submergible
microphone that is sensitive to
ultrasonic frequencies) translates
into the human hearing spectrum
the sound of the transducers

as well as that of the hundreds
of thousands of gas bubbles
collapsing inside of the liquid.
www.portablepalace.com/lucida

This project explores the
communications possibilities
engendered by physical contact.
In "Freqgtric Drums’, the members
of the audience surrounding a
performer are transformed into

drums. The performer can then play the people he’s hooked up to as
if he were playing the drums. In ‘Freqgtric Game’', players can use skin
contact to issue commands they would be unable to execute with their
input/control devices alone. The project is supported by ADCDU and
Tomimatsu Interaction Design Lab, Kyushu University.
tserve01.aid.design.kyushu-u.ac.jp/~baba/works/FreqtricProject




Environmental lessons

Environmenta
eSS0ONS

Is an opportunity to create a culture of environmental
sustainability in our schools and communities being lost?
And what role might digital technologies play in this agenda?

With the Building Schools for the Future efficiency and low carbon footprints. For some analysts, a radical reappraisal
(BSF) programme now well underway, The real challenge is to design, build, of the whole process, with its flawed focus
the environmental sustainability of our test and maintain schools that integrate on unmeasured inputs such as biomass
existing, and planned, school buildings environmental sustainability into the boilers, photo-voltaic panels and ICT

is increasingly coming under scrutiny. very fabric of the school, to enhance the equipment rather than on outcomes,

But the challenge is not just how to meet curriculum and to deliver what teachers would result in more effective sustainability
sustainability objectives such as energy and children need. approaches. But others go further, and
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insist that sustainability needs to start
with a consideration of how the learners
might benefit.

White Design is an award-winning
architectural practice and consultancy
specialising in sustainable buildings,
including eco-schools and other learning
spaces. Director Craig White explains
how a new approach can provide radical
educational change:

He also flags up some difficulties
specifically around the way that ICTs are
commissioned in the design process:

“One issue is that ICT is not often part

of the design agenda because it is
commissioned separately, like furniture...
we aim to influence the ICT brief as far
as possible, drawing on our specialised
knowledge of making buildings into tools
for learning in their own right.”

ubisa@ auym

Environmental lessons

they use interprets the basic data so that
it is understandable for a 6 or 16 year-old.

“The school now becomes a vehicle rather
than a container for education. We can
then map the building and its information
to the government’s Eight Doorways to
Sustainability.”

The aim is to provide hooks into the
school's systems for learners and teachers
to engage with. For example, the system
could show that 7,000 litres of rainwater
has been collected this month via an LED
read-out in the foyer. This basic data can
be translated to show how many raindrops
there are in 7,000 litres and, from there,
how many raindrops it takes to flush a
toilet. The ‘lifecycle’ of that water can be
mapped from clouds to rivers to seas.

It can be linked to the carbon emissions
created. Lessons can be learned from the
value different countries place on water,
from the European perspective and from
countries where water access is scarce.

The school’s systems can thus provide a
source of information directly relevant to
teaching and learning, which provides rich
opportunities for the student.

So will this vision of ICT as an important
tool for promoting the sustainability of
schools and their wider communities
become a reality? The Education and
Skills Committee warned in its report
‘Sustainable Schools: Are we building

The real challenge is to design schools that
integrate environmental sustainability into the very
fabric of the school to enhance the curriculum

“We don't ask questions about the
architecture or the technology of a new
school building. We start with the child
and then work back from there so that the
product is a building fit for education.”

White believes that the task for sustainable
school design is for every subject to have
an immediate or second-tier link to the
environment pupils are in, by recognising
that physical structure and systems
(heating, light, ventilation, water etc] are
intrinsic to the education experienced by
children. School buildings and the pupils
should communicate with each other.

To offer an alternative approach that really
integrates the environmental agenda with
the educational agenda through the use

of ICTs, White draws on his company’s
experience in designing new schools:

“We build middleware so that pupils can
log into the school system to access the
technical data. They will see how much
heat is being generated, how much water
is being used and from what points,

the carbon emissions that the school is
creating, where the lights are on and off
and so on. All the information they access
is curriculum-friendly and the software

schools for the future?’ that a lack of
confidence and clear direction from
government could lead to ICT failing to
act as a means by which educational and
environmental transformation can be
achieved through the BSF programme.

Roderic Bunn, analyst at the Building
Services Research Industrial Association
(BSRIA) agrees that a unique opportunity
could be lost. He believes that if the
technologies employed are appropriate
and easy to manage, then the pupils can
be empowered to learn and contribute
to the sustainability of their school: “The



best caretakers in schools are the kids. In
maintenance and manageability, they make
a huge difference.”

At the moment, however, he thinks that
we are not exploring this possibility, as
the design of sustainable technologies and
their controls are too often too complex.

“You mustn’t sell dreams and install
nightmares. Design is too often ‘fit and
forget’. It should be ‘fit and manage’ with
much more careful proving of technology.
The technologies are not properly
commissioned and not properly mapped to
schools’ needs. There are really bad user
controls, which are very complex and often
not labelled. Users may have no idea how
they work.”

“There is a danger that under the banner of
sustainability, schools will lose control of
the technology as it becomes too complex
to manage without proper training. There

is very little evidence-based design going
on, with the focus on inputs - technologies
like photo-voltaic panels and wind turbines.
What's needed is focus on outcomes. Are
solar-powered and solar-tracking shading
systems, for example, too complex for

a primary school to manage and gain
educational value?

The challenge is how to give young people
the toolkits and the responsibility to
link together creative, information and

ubisaqg auym

knowledge applications. Learners should
be in control of the ICT they use; software
should be invisible and outcomes-driven,
allowing users to build new links between
applications and data without the need to
write complex code.

But ICT structural management is only
part of the wider context in which a culture
of sustainability is reinforced through the
transformation of school buildings into a
knowledge resource for learners.

Cassop Primary School in County Durham,
winner of the DCSF Award for Sustainable
Schools in the National Teaching Awards,
serves two former coalmining villages

and has been working to become carbon
neutral since 1999, with the installation of
a wind turbine, solar panels and a biomass
boiler to power the school building, and
wide-ranging energy efficiency measures.
The school is a brick building built

around 1912, with the interior completely
refurbished in 1972.

Headteacher Jim McManners and his

staff integrate education for sustainable
development into all school work. Through
partnerships and grants, they have
developed a school that displays and uses
all forms of renewable energy. Pupils -

the Green Team - are at the forefront of

the campaign, as ‘energy monitors” and
knowledgeable guides for visitors, including
linked schools in Europe and Africa.

‘.-.# 5

. k a
® nviro_nme'ﬁal lessons

McManners says: “It isn't sufficient to

act locally. We need to address global
issues and find routes to influence others.
To do that responsibly we needed more
than a prophecy of despair and alarm.
The wind turbine and other equipment
offer us a positive route to education on
sustainability.”

The school has set up a sustainability
centre for pupils and visiting groups of
all ages. The aim is to make connections
between the quality of the environment
and people’s actions, while providing

the opportunity to discuss global issues
and potential solutions. The centre

gives children a chance to learn through
firsthand experiences and for other groups
to make use of facilities. They learn how
the wind turbine works and why it is
installed, which also leads to discussions
on other ways to make energy. Children
can also make and test small turbines

in the centre’s wind tunnel as well as
constructing tiny photo-voltaic cells.

Groups can also see and discuss the
heating system that uses recycled waste
wood, viewing the whole process from
planting to boiler house. Visiting the nearby
landfill site to see what happens to rubbish
prompts discussion on producing methane-
fuelled electricity, recycling and ways to
reduce waste. Visitors can also see school
fuel being made from rubbish, and use a
glass recycling simulator.
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Woodheys Primary School in Sale, Cheshire
is another example of award-winning,
inclusive sustainability. Freda Eyden,
the school's Environmental Projects
Coordinator, says that the ecological
agenda is at the heart of the curriculum
but extends far beyond the school gates.
Among many other eco-friendly tasks,
the children monitor energy use and
teams check daily for wastage in the
building. Updated ICT kit has reduced
electricity consumption.

Eyden works with other teaching staff

to ensure that the knowledge children
acquire in their practical sustainability
routines feeds back into most subject
areas and helps to focus on wider, global
issues such as carbon emissions, resource
management, recycling and renewable
energy sources.

“Feedback from families shows that what
the children learn goes beyond the school
gates. We are making sustainable life the
ethos of the school by living it as well as
teaching it through the curriculum,”

she says.

This evolution of the school's role as
an educational hub at the heart of a
community requires that it extends beyond
the buildings, allowing access to its
knowledge resources ‘anytime, anywhere’

100yd5 Atewiig sAaypoop

and for the greatest number of people.
A variety of devices and networks can
help to create conditions for sustainable
community involvement and inclusion.

Handheld devices (PDAs and high-
specification mobile phones) could provide
the means to cut equipment costs, reduce
energy use and, just as importantly, help
to effect a transformation in the geography
of learning. With these devices, pupils can
acquire knowledge and skills in a variety of
settings, both real and virtual. The devices
can access and interact with information in
the formal school environment as well as
in the community and at home.

Going further, young people can use these
devices to personalise the way they learn,
blending their knowledge of community
software, blogs, wikis, messaging and so
on, with formal curriculum structures to

recreate and own their learning experience.

Established schools can transform their
structures through the use of wireless
networks with portable devices that can
free a wider range of spaces for learning,
extending beyond the physical building into
the surrounding landscape.

However and wherever technology is
used to contribute to achieving the vision
of sustainable schools, questions still

Environmental lessons

remain on whether the current guidelines
and benchmarks in place are adequate.

A sustainable school is not just a building
that meets current green standards.

It has to be a sentient structure that
interacts with learners and gives them
the opportunity to acquire new knowledge
and skills. Learners should also have

a degree of control over the school's
technologies so that they can measure,
adjust and transform their environment.
But most importantly, schools can become
the means to transmit sustainable living
messages out to the wide community,
and this is an opportunity that should not
be missed.




Environmental lessons

White Design

Andrew Aitchison

Woodheys Primary School
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Events

BETT 2008

9-12 January 2008
Olympia, London, UK
www.bettshow.com

It's the world’s biggest educational
technology show and attracted nearly
30,000 visitors to its 607 stands in 2007 -
all the key UK ICT organisations, agencies
and companies are there. Increasingly
international, you need to pre-register
and pre-plan to make the most of this
bustling event.

Learning Technologies
30-31 January 2008
Olympia 2, London, UK
www.learningtechnologies.co.uk

The Learning Technologies conference,
now in its ninth year, attracts many of
the world's renowned learning experts,
visionaries and leading figures and over
300 conference delegates.

Building Schools Exhibition
and Conference (BSEC) 2008

12-13 February 2008
Manchester Central, UK

www.buildingschools.co.uk/bsec/home

BSEC is designed specifically to bring
together the key stakeholders responsible
for the implementation of the government's
Building Schools for the Future, Academies
and Primary programmes together with
generic school infrastructure, maintenance
and design of our schools. The two-day
event provides a unique forum for all those
involved in the school rebuilding initiative,
from policy makers to suppliers.

Safeguarding Children in
a Digital World: National
Conference and Exhibition

13 February 2008
National Motorcycle Museum, Solihull, UK

events.becta.org.uk

This dissemination conference will review
progress towards the establishment of the
UK as the safest online environment for
children and learners across the world.
Delegates will hear first-hand the latest
government initiatives and current thinking
to ensure the safeguarding of children
within their own organisation.

The Education Show
28 February - 1 March 2008

NEC Birmingham, UK
www.education-show.co.uk

The show offers an unrivalled opportunity
for visitors to network with experts and
peers as well as to review the very latest
in educational resources. This makes the
show the must-attend event for anyone
involved in the UK education sector.

Society for Information
Technology and Teacher
Education [SITE)

3-7 March 2008
Las Vegas, USA

www.aace.org/conf/site

The 19th annual conference of the
Society for Information Technology and
Teacher Education, which represents
educators interested in the creation and
dissemination of knowledge about the use
of information technology in education.
This annual international forum offers
numerous opportunities to share ideas,
explore the research, development and
applications, and to network with the
leaders in this important field of teacher
education and technology.

CeBIT
4-9 March 2008

Hanover, Germany
www.cebit.de

CeBIT is the world's largest trade

fair showcasing digital IT and
telecommunications solutions for home
and work environments. The key target
groups are users from industry, the
wholesale/retail sector, skilled trades,
banks, the services sector, government
agencies, science and all users passionate
about technology.

4th IEEE International
Workshop on PervasivE
Learning

17-21 March 2008
Hong Kong, China

wwwra.informatik.uni-rostock.de/perel08

The workshop series aims to address
the issues of pervasive computing

in combination with new types and
possibilities of learning, teaching

and working. PerEL 2008 is a one-day
workshop that covers both the technical
as well as the non-technical aspects of
pervasive learning forcing innovative
learning environments by utilisation

of wireless communication and
wearable computing.

Championing Children,
Families and Communities

18-19 March 2008
Hilton Metropole, Birmingham, UK

www.continyou.org.uk/news_and_events/
events/championing_children_families_
and_communities

This unique event, ContinYou’s annual
conference, will share innovative examples
from across the UK of people, projects and
organisations putting children, families and
communities at the heart of their work. It
will highlight for managers, planners and
practitioners how policies and practice

can connect together across boundaries to
maximise outcomes for all.

Computer/Human Interaction
(CHI) Conference

5-10 April 2008

Florence, Italy
www.chi2008.org

CHI 2008 focuses on the balance

between art and science, design and
research, practical motivation and the
process that leads the way to innovative
excellence. It is about balance in a rapidly
evolving field, the balance between
individuals and groups, co-located and
remote, stationary and mobile, in both

our local and global communities.

Mobile Learning 2008
11-13 April 2008
Algarve, Portugal

www.mlearning-conf.org

The IADIS Mobile Learning 2008
International Conference seeks to provide a
forum for the discussion of mobile learning
research and to further understanding of
the topic from the standpoint of learner
mobility. How the multiple perspectives of
mobility and the interactions among these
influence and enhance current definitions,
design, and evaluation of mobile learning
will also be explored.

EISTA 2008
29 June - 2 July 2008

Orlando, Florida, USA
www.socioinfocyber.org/imsci2008

Relationships between education/

training and Information/Communication
Technologies (ICT) are increasing with
original ideas and innovative tools,
methodologies and synergies. The 6th
International Conference on Education and
Information Systems, Technologies and
Applications brings together researchers
and practitioners from both areas, in order
to support the bridging process between
education/training and ICT communities.

ISTE 2008
29 June - 23 July 2008

San Antonio, USA
www.center.uoregon.edu/ISTE/NECC2008

Join more than 18,000 teachers, technology
coordinators, library media specialists,
teacher educators, administrators, policy
makers, industry representatives and
students from all over the world at this
event focused on hands-on, interactive
learning about how technology and the
latest Web 2.0 innovations can transform
teaching and learning.

ED-Media 2008
30 June - 4 July 2008

Vienna, Austria
www.aace.org/conf/edmedia

The World Conference on Educational
Multimedia, Hypermedia &
Telecommunications is an international
conference which serves as a
multidisciplinary forum for the discussion
and exchange of information on the
research, development, and applications
on all topics related to multimedia,
hypermedia and telecommunications/
distance education.

SIGGRAPH 2008
11-15 August 2008

Los Angeles Convention Center, USA
www.siggraph.org/events/s2008

SIGGRAPH 2008 dissolves the borders
between traditional SIGGRAPH programs
to create a more fluid, interdisciplinary
conference, with more flexible options for
sharing work. The show aims to offer the
highest quality, most timely educational
experiences the community has to offer,
presented by the most powerful and most
engaging leaders in computer graphics
and interactive techniques.

Handheld Learning 2008
13-15 October 2008

The Brewery, London, UK
www.handheldlearning2008.com

The world's leading event for learning
and mobility, the Handheld Learning
Conference is a great opportunity to
connect with the leading international

opinion formers, policy and decision
makers, thought leaders and practitioners.

Futurelab
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