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Low-cost laptop 
experiment under way
Birmingham’s pioneering use of XO computers 
from the nonprofit One Laptop Per Child initiative 
has captured educators’ attention

years ago to bring technology to

children in developing countries, the

nonprofit partnered with Birmingham—

at the behest of Mayor Larry Langford

and the Birmingham City Council—

for the first large-scale educational

deployment of low-cost XO laptops 

in this country. 

The pilot program, running from April

15 to Sept. 1, began with 1,000 of the

group’s $200 laptops for students in

Glen Iris Elementary School’s first

through fifth grades. After some

bureaucratic squabbles, the school

board went on to approve the city’s 

purchase of 14,000 more—funded 

by taxpayer dollars—with plans to

eventually include all 15,000 students

in the school system’s first through

eighth grades. > continued

Ask Amicah Bitten about her home life,

and what she likes to do outside of

school, and the 9-year-old is cagey, 

doling out only small details: she reads

the J.C. Penney catalog, she likes to

swim sometimes, and she knows some-

one who does drugs and she hates that.

But ask the Birmingham, Ala., girl 

about her computer, and Bitten opens

up, smiling brightly and chatting easily

as she taps the machine’s tiny green

keys and shows off what she can do

and what’s possible with this machine,

a small and ultra-light laptop known 

as the XO.

Bitten was given the green-and-white

computer, about the size of a hardcover

book, as part of One Laptop Per Child

(OLPC) initiative’s first foray into the

United States. Initially launched three



But concerns remain. Some critics wonder whether a
computer initially designed for children in poor, rural
parts of the world—and primarily using its own non-
Windows operating system—is the right learning tool
for students who eventually will seek to join the general
computing population in the U.S. Others worry that
teachers will have trouble getting up to speed. Still oth-
ers are concerned that it could be difficult to track
progress and achievement on machines that promote a
constructivist approach to learning, which could pose a
problem in today’s educational climate of high-stakes
testing and accountability. 

So, as students like Bitten embark on a new school year
spent with a new learning tool in their bookbags, edu-
cation leaders are keeping a close eye on Birmingham to
see if this program will work—and whether it will be
worth duplicating in school districts across the U.S. 

“There’s enormous potential here,” said Tracy Gray,
managing director at the American Institutes for
Research and head of its Center for Implementing
Technology in Education. “There’s also enormous pres-
sure.”

To hear Nicholas Negroponte talk about it, the idea of
giving a laptop to every child is not extravagant—it’s a
matter of necessity.

In a speech at the 2006 annual Technology,
Entertainment, and Design (TED) gathering of bright
minds in California, the founder of OLPC and former
director of the Massachusetts Institute of Technology

Media Lab called children our “most precious natural
resource,” best tapped if they’re given a solid education
and understand how to “learn learning.” 

This constructivist approach to education, pioneered in
the 1960s by MIT Media Lab professor Seymour Papert,
can be taken a step further with a computer,
Negroponte said. As students create their own programs
and projects and use technology as a tool, they also
learn to think about thinking.

With this idea in mind, Negroponte in 2005 created the
nonprofit OLPC to bring low-cost, hard drive-free com-
puters with mesh wireless networks to poor, rural chil-
dren in the developing world. Quanta Computer built
the machines and agreed to take less profit per unit than
usual. Also helping to keep the cost down was the use
of a customized version of the free, open-source Linux
operating system. 

At about $175 a pop, Peru bought 272,000 machines,
and Uruguay picked up 100,000. The program contin-
ued to grow, in part owing to the temporary “Give One,
Get One” campaign that allowed customers in the
United States to pay $399 for a pair of laptops and
donate one or both. As part of that program, more than
150,000 machines were shipped to places like Rwanda,
Mongolia, Haiti, and Afghanistan. 

The success of this international effort naturally led
many educators and officials to ask why the program
was not available to the thousands of students in the
U.S. with little or no access to technology. 
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(Maine is among a growing number of states that have
tried their own version of one-to-one computing pro-
grams, giving laptops to more than 34,000 seventh- and
eighth-grade students and teachers. But at $300 per
machine, per year, including software and support,
Maine’s leased computers are too expensive for many
U.S. school districts to consider.)

Negroponte said the reason the U.S. wasn’t initially
included in the OLPC program was because of the vast
difference in need; the U.S. spends upwards of $10,000
per child in elementary school, while Bangladesh, for
example, spends $20. But, he said, the U.S. was part of
OLPC’s long-term plan all along. 

Enter Birmingham, which—after a hard push from the
mayor’s office and the city council—committed
$500,000 to the purchase, deployment, and support of
15,000 XO laptops, along with training and mainte-
nance.

And now, the hard part: proving this was a worthwhile
expenditure, overcoming negative assumptions about
the technology, training the students and teachers to
use it, and figuring out a way to measure students’
progress on a machine that falls outside normal curricu-
lum and performance measurement methods.

Said Janine Langston, the Birmingham Public Library sys-
tem’s literacy, outreach, and youth services coordinator:
“If it can work in this large of a system, it’s a good sign
for other schools and cities.”

“At first, people might think it’s a toy. It’s green, it’s cute.
But it’s not a toy,” said Garen Elaina Fowler, manager of
special projects for the city of Birmingham, above the
din during a recent session of training camp for students
and their XOs. “Any issues people have with the com-
puter are mostly based on assumption.”

It’s true that the XO is small, light, and has a Fisher-Price
sort of appearance. It looks as comfortable in Amicah’s
little hands as an old-school Speak and Spell. Other per-
ception problems plague the XO. For one: The fact that
the machine initially was designed for children in devel-

oping nations leads some people to think the XO is
somehow inferior to other, more expensive and jazzier
machines.

Not so, Negroponte says. “Fifty percent of the cost of your
laptop is sales, marketing, distribution, and profit,” he told
the crowd at the 2006 National Educational Computing
Conference in San Diego. Of the remaining cost, he said,
about three-fourths is used “just to support the operating
system and the obesity of the software in it. It’s like a fat
person using [his] energy to move [his] weight.” (See the
video “$100 laptop … Billion-dollar idea”:
http://www.youtube.com/watch?v=UvpP3Farb2g.)

The XO is lean, fast, and powerful. Applications are called
“activities,” and on this computer they allow the user to
engage in chatting, painting, programming, music compo-
sition and synthesis, audio and video recording, slideshow
creation, and mathematical calculations. The Birmingham
computers also have the Firefox web browser, and other
programs can be downloaded from the internet (see
http://wiki.laptop.org/go/Activities).

Perception problem No. 2: The non-Windows operating
system is weak and doesn’t prepare students properly
for a real-world computing environment. (Though some
XOs are now being equipped with a version of
Windows, Birmingham did not purchase that model of
the machine.) 

“In the world, most companies do use Microsoft. That’s
something I’m a little bit concerned about,” said Joanne
Stephens, executive director of instructional technology
for Birmingham City Schools. 

Shaundra Daily counters that concern. She’s from MIT
and was the director and facilitator of the XO camp in
Birmingham. Consider this, she says: A computer that
uses Windows or a Mac operating system largely does
all the work for you—there are handy icons and snazzy
graphics, and rarely does a user gain an understanding
of the programming behind it.

With XOs, the children don’t just use an application to
find out the circumference of a circle. They make a circle
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and connect the dots and arrive at the answer after
employing critical thinking. “The language they use with
the XOs is not something that will hinder them later,”
Daily said.

Amicah would agree with that. She has used other desk-
top and laptop computers and says she much prefers her
XO. “This teaches children about technology,” she said
knowingly, while efficiently stacking homework papers.
“There’s so much you can do.”

Students like Amicah have caught on to the use of their
XOs very quickly and, during the camp, ended up teach-
ing each other new uses, activities, and programs for the
machines. 

But some critics worry about the teachers: Can they get
up to speed as quickly, while also devising educationally
sound, project-based uses for the machines in their
classrooms?

“Technology is only a tool, and unless you have other
support systems surrounding it and teachers who know
how to use it and creatively build it into the content,
then it’s really like bringing a piano into every classroom
and then wondering why everyone is not able to play
Carnegie Hall,” said Gray, from the American Institutes
for Research. 

In Birmingham, Daily and her husband—Julian Daily,
executive director of Boston-based G84 Consulting,
hired by OPLC to build local teams—trained about 50
teachers before the start of the school year, said Robert
D. McKenna, the mayor’s liaison to the city council. 

During these training sessions, teachers learned how to
use the machines to support instruction, and they creat-
ed project-based learning environments to take back to
their classrooms.

“The thought is that these teachers will then train other
teachers throughout the system,” McKenna said.

This could be problematic, Gray said: “The computers
might increase students’ interest and might keep them
engaged, and [they] might make [students’] projects

more legible—but unless you have well-trained teachers
and a vision for the computers’ use in the curriculum,
then I’m not sure this is any different than giving each
child a new textbook.”

And though educators are very familiar with how to
measure a child’s achievement when the child is using a
textbook as a tool, Birmingham officials don’t yet know
how to track progress with the XOs—a big issue in the
era of No Child Left Behind and standardized testing.
Most of the existing educational software, complete
with assessment and data-management capabilities, is
geared toward Macs or Windows-enabled machines. 

“We’re working on how to assess and track progress,”
Stephens said. “We’re trying to find an instrument to
measure that.”

Some advocates of the XO suggest its effectiveness can
be measured in non-traditional ways. When the Maine
laptop program went into effect in 2002, Negroponte
said, truancy dropped. Parents who hadn’t been partici-
pating in teacher conferences began to show up.
Discipline problems decreased and student participation
increased. Even writing scores got a boost. (See “School
laptop program begets writing gains:
http://www.eschoolnews.com/news/top-news/news-by-
subject/research/?i=50322.) 

It’s too soon to tell whether this or any of the other pre-
dicted problems, or triumphs, will occur in Birmingham.
But officials there are cautiously optimistic—and school
leaders elsewhere in the country will be watching closely.

“Right now it’s trial and error,” Fowler said, “but we
expect it to be successful.”

Christine Van Dusen is an Atlanta-based freelance writer.

Birmingham City Schools
http://birmingham.schoolinsites.com

One Laptop Per Child
http://www.laptop.org

XO Activities (a wiki from One Laptop Per Child)
http://wiki.laptop.org/go/Activities

See these related links:
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Recent advances in technology and nearly two decades of
research into how students learn have come together in a
series of programs that could represent the future of
assessment.

Developed by researcher Mogens Jensen, these online
programs reportedly can map a student’s behavior, both
mentally and emotionally, and then suggest a highly cus-
tomized solution for growth as the student develops aca-
demically.

In effect, the programs aim to pinpoint how each stu-
dent’s mind processes information, then prescribe a solu-
tion that is targeted specifically to the individual.

The programs grew out of Jensen’s theory of “mediated
constructivism”—in layman’s terms, the idea that all the
cognitive and motivational tendencies associated with a
learner can be developed with the help of teachers, par-
ents, mediators, coaches, and guides who are aware of
that student’s culture, as well as his or her mental and
emotional proclivities. 

This process is the basis for what Jensen calls “mediated
learning experiences,” or experiences the student must
have in order to “learn how to learn.”

Putting his theories into practice, Jensen—who received
his doctorate in psychology from Yale University—found-
ed the International Center for Mediated Learning and
developed MindLadder (http://www.mindladder.com), a
family of online programs. 

The programs allow educators, parents, and administra-
tors to work together as a team to help each student
reach his or her full learning potential, Jensen says.

The MindLadder concept builds on research from
Reuven Feuerstein and others, Jensen said—but where-
as Feuerstein’s model recommends a stand-alone pro-
gram, Jensen’s reportedly embeds the development of
students’ ability to acquire knowledge directly within the
curriculum.

The first step is to discover how teachers can best reach a
particular student both mentally and emotionally. To do
this, a teacher (or someone else who knows the student
well) fills out the first resource in the MindLadder solu-
tion—the LearningGuide.

The LearningGuide is best described as a snapshot of a
student’s mind, Jensen said. It identifies both target areas
in need of investment and strengths that can support
growth and change. 

The guide begins with background questions about the
student’s general behavior, because Jensen believes that
“context makes a difference.” For example, the questions
might ask if the teacher has had any concerns about the
student or has noticed any recent changes in the student’s
behavior. 

The questions then progress toward understanding a stu-
dent’s “intellective functions.” These functions focus on
the student’s concept of time, how the student interprets
symbols and signs, whether the student is receptive to
vocabulary, whether he or she is prone to being imagina-
tive or creative, et cetera. Some responses are based on a
number scale, while others range from “not true” to
“very often true.”

The guide then assesses the student’s non-intellective
factors. This portion focuses on aspects of personality—
social and emotional behavior. Non-intellective factors
can include self-esteem, whether a student believes his
or her emotions are ignored, whether the student has
feelings of competency, how he or she responds to dis-
tractions, whether the student has a tendency to belittle
others, how distracted he or she becomes, and whether
the student gives up before trying a problem.

The LearningGuide also raises questions about students’
reading skills, math skills, and all other subject-area skills.
These are rated on a scale from “low” to “excellent.”

“These questions begin the search for patterns in the

‘MindLadder’ suggests the future of assessment
Next-generation program reveals how a student’s mind processes information

> continued
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student’s learning processes,” said Jensen. “We’re mov-
ing away from the wait-to-fail approach. With
MindLadder’s reach-to-teach model, schools can antici-
pate, recognize, address, and document student learning
needs and match them up, without delay, with specific
and effective instruction.”

The LearningGuide can be printed out as a PDF, or a
teacher can fill it out online or via eMail. The guide comes
in a short version that focuses just on basic functions, a
standard version that covers everything, or a long version
that should be completed by a school psychologist for stu-
dents with behavioral difficulties.

When the teacher has completed the LearningGuide,
each function of the student’s mind is color-coded accord-
ing to what must be developed (urgent), what must be
strengthened, and what could be built upon (good).

“Before, only school psychologists could complete these
kinds of tests, and it would only be for troubled students.
Now, the test is simple enough for any teacher to use and
understand, and [it] can be used for all students to best
help them learn,” Jensen said.

A teacher can click on an “advisor” button at the bottom
of the guide to get help on how to teach to the student.
For each function of the mind—for example, understand-
ing symbols and signs—the advisor feature gives informa-
tion about the function’s meaning, how to introduce it to
the student in a private or classroom setting (including
examples of real classroom scenarios), and how to embed
the teaching of this function into the larger curriculum. 

The advisor section for each function can be read either as
a “novice” or as an “expert,” and it also contains the
most recent research about these learning functions.
Eventually, Jensen says, the advisor feature will include
video of many classroom scenarios.

The LearningGuide doesn’t have to pertain to a single stu-
dent—it can be used to provide a snapshot of an entire
classroom by choosing “composite” before viewing the
results. This composite report will show the teacher the
strengths and weaknesses of the group as a whole.

Teachers also can select which function they want to
focus on specifically, such as reading skills, and the report
will show which individuals in the class have strong read-
ing skills and which have poor skills. Advice on how to
teach each dynamic group of students similarly is available
through the advisor feature.

Lynda Lee Osborne, a teacher at Asa Philip Elementary
School in Fulton County, Ga., said the LearningGuide
questionnaires and cognitive mapping capabilities have
“proven invaluable, allowing me to isolate areas of ease
and challenge for my students with respect to their cog-
nitive processing.”

Along with the LearningGuide, MindLadder’s program
also includes a Dynamic Assessment. 

If the LearningGuide offers a snapshot of a student’s men-
tal and emotional processes and how they relate to learn-
ing, the assessment is a movie—one designed to make
the student’s thinking as visible as possible. Educators can
use the LearningGuide to collect information about the
student in preparation for the assessment. 

During the assessment, the examiner (educator) and the
student explore processes that are used to collect, con-
nect, and communicate information. Jensen said the
assessment is an “interactive, collaborative relationship
that treats the teacher as mentor”—a relationship much
like students in Europe have with their teachers, he said.

The assessment measures the student’s efficiency, reten-
tion, and many other factors—including the difference
between the questions students got right and the ones
they got wrong. Eventually, the assessment will be view-
able on both on the student’s screen and the teacher’s
screen, allowing each answer the student gives to pop up
in real time on the examiner’s screen. (As of now, the
assessments are still administered in paper format.)

“This is not meant to replace traditional testing,” Jensen
said. “Instead, it is a whole new way of looking at assess-
ments. The teacher is a mentor, not just an examiner. The
test, along with the guide, measures students’ growth over
time, allowing them to be the best learner they can be.”

>>> continued from page 5
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For the past year and a half, students at Broad Creek
Middle School in Newport, N.C., have used virtual-reali-
ty technology to enhance their reading skills across the
board—and there is evidence to suggest these efforts
are paying off.

Quest Atlantis, created by Indiana University professor
Sasha Barab, uses a three-dimensional multi-user virtual
environment and games with storylines to help children
learn academics and life lessons.

Since students began using Quest Atlantis, their reading
scores have improved, especially for some of the weak-

er readers, Broad Creek Principal Cathy Tomon said.

“We had students who were reading at a first grade
level and were in the sixth grade,” Tomon said. “One
student went from a 2.5 to a 6.1 [reading score] from
August to June. We’ve seen tremendous growth in his
reading. [His teacher] believes the program has given
him the incentive to do well in school.”

Disadvantaged and poor-performing students in North
Carolina have been the ones to see the most positive
results from the program, said Frances Bradburn, the
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Jensen first introduced the MindLadder programs five
years ago during the meeting of the International
Association for Cognitive Education and Psychology
(IACEP) in Seattle, and representatives from Singapore
took immediate interest. 

Since that 2003 conference in Seattle, ICML has conduct-
ed four training workshops in the United States: two in
Atlanta, one in Sacramento, and one that just concluded
Aug. 15 in San Diego. Four beta projects have emerged
from these training workshops, Jensen said—two in
North Carolina, one in California, and one in Georgia.

Fulton County’s Osborne says her students use the
Dynamic Assessment in one-to-one scenarios or in small
groups. Making sure her students know the goal of the
assessment is not to judge, but rather to help them grow
and learn, Osborne uses the assessment to pinpoint areas
of weakness and work through challenges in how her stu-
dents process information.

“Using the variety of MindLadder programs, I have seen
students become more aware of their thinking and more
confident in their expression of what they know,” she
said. “My students have gained clarity in their reflection
on their learning, thus enabling the transfer and applica-
tion of what they’ve learned to subsequent situations. ...
They also really enjoy the camaraderie of learning and
seem to gain a greater respect for their own minds—

almost as if they were empowered by the comfort and
knowledge that they now had cognitive tools to apply at
will for processing information.”

Implementing the LearningGuide and the Dynamic
Assessment might be a challenge for many educators,
because “…we as educators are not prepared to think
and conceive of learning as malleable and adaptable,”
said Lynn Pennington, an independent education consult-
ant specializing in data-based problem solving. 

“Most of us were taught, implicitly or explicitly, that intel-
ligence was a fixed entity, thanks in part to the prolifera-
tion of IQ tests and classification of students’ potential to
learn over the last 50 years,” Pennington explains. “We
need to throw away those old perceptions and embrace
the idea that we can teach in ways that enhance students’
ability to think and learn, making mastery of any content
standards possible.”

The total MindLadder package includes initial costs for
training, as well as an annually renewable licensing fee of
about $15 per student for continued access to the pro-
grams, upgrades, and support. Training can be cus-
tomized to meet the pace, scope, and material require-
ments of each school or district, Jensen said.

>>> continued from page  7

MindLadder
http://www.mindladder.com/index.html

See this related link:

Virtual environment boosts reading skills



former director of instructional technology for the North
Carolina Department of Public Instruction, in a press
release. She initially approved Quest Atlantis for use in
the state’s schools.

“These hard-to-reach children have been so excited and
motivated by the program. Children that normally do
not enjoy school have a newfound drive to be there,”
she said in the release.

Tomon said the game-style approach of Quest Atlantis
appeals to students.

“In today’s society, our children are gamers, and they’re
so involved in technology,” she said. “So [Quest Atlantis]
really gets their interest.”

She also said that students with poor reading abilities
are seeing the most growth.

Barab said Quest Atlantis was developed to give teachers
a way to instruct students in an interesting way and in
instances when field trips might be out of the question.

“We use the power of games to help kids understand
why they’re learning what they’re learning in school,”
he said. The program “makes school content more
meaningful and engaging for the students.”

In Quest Atlantis, students learn a variety of subjects by
assuming the roles of junior scientists, political advisors,
business managers, or national park rangers.

“It positions students as active agents trying to solve
problems,” Barab said.

In the spring of 2007, Quest Atlantis was tested with
fourth- through eighth-graders in 11 North Carolina
schools and expanded to schools in more than 26 coun-
ties for the 2007-2008 school year, particularly in areas
that haven’t performed well in the past, said George
Newman with the One Planet Education Network
(OPEN). OPEN is the exclusive licensee of Quest Atlantis
for North Carolina. 

“The whole idea is all about putting students in a real-
world environment and challenging the kids on different

subject matters,” he said. “It gives the students a chance
to use the content they learn and see how math, science,
language arts, and reading have an impact on the world.”

Schools are asked to apply for participation through the
Quest Atlantis web site, and if they are selected, Indiana
University professors then train the schools’ teachers to
use the program. Teachers can choose for their students
to participate in games or scenarios from 15 main
worlds, Barab said, with some of the larger scenarios
lasting eight or nine days.

One of the popular worlds, the Taiga world, was
designed specifically to host a curricular unit on water
quality, according to the Quest Atlantis web site.

“Students come in and are asked immediate to solve a
problem. For example, they’re told that the fish are
dying, so they have to find a way to improve the water
quality,” Barab said. The choices a student makes deter-
mine the outcome, giving the students a sense of con-
sequences and allowing them to become an agent for
change, he said, adding: “It allows them to connect to
things that matter like environmental awareness.”

The program helps teachers find interesting ways to
teach content and gives students a storyline that makes
that content interesting, Barab said.

And that’s something Tomon said teachers are happy
about.

“The teachers are so excited about it—and when you
get the teachers excited, you know you’re doing a good
thing,” she said.

Barab said that, while Quest Atlantis has been mainly a
research project for the past four years, he hopes to
expand the initiative and make the program available
more widely.

“We’re shooting to add 30,000 more kids,” he said.
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Quest Atlantis
http://www.questatlantis.org

See these related links:
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As technology makes its way into all aspects of educa-
tion, it’s not surprising that art classes are no exception:
From kindergarten students to undergraduates, technol-
ogy products are helping budding artists, as well as
experienced creators, build their skills.

And while some might fear that traditional media, such
as charcoal drawing or oil painting, are being pushed
aside in favor of software-based creations, educators
who spoke with eSchool News said it’s important to
establish a strong base of traditional skills on which to
build a knowledge of new technologies.   

Stephanie Reese, a technology teacher at Notre Dame
Preparatory High School in Scottsdale, Ariz., has been
using Corel Painter, software designed to mimic tradi-
tional painting, for 12 years.

“I use art in the classroom to teach everything from
communication and desktop publishing to web design
and in yearbook classes,” she said. “We’re using it for
students to be able to tell a story, and this allows them
to do it visually. Whether they use video or artwork, they
still manipulate the medium and create something that’s
a story.”

Reese uses Painter to teach different concepts—includ-
ing 3D animation modeling, 3D figures for geometry,
and sculpting for anatomy classes—and also to teach
color theory.

While Reese currently teaches students in grades 9-12,
she has taught classes ranging from elementary school
up through undergraduate courses.

“It doesn’t matter the age; these kids are so technology-
adept that all you have to do is show them the basics
and they just take off,” she said. “I think [technology]
can replace some of the traditional forms of art instruc-
tion, but I think there’s a need for the tactile feel of clay
and paint, and getting dirty—it’s a real need. Until some
of the software has a more haptic feel to it, that need is
going to continue to be there—and I can take clay and

teach something that I can’t teach with a computer pro-
gram.”

She added: “I don’t think technology is replacing tradi-
tional art instruction, but I think it’s a really good piece
to use alongside it. … It’s really a skill they need to go on
and be competitive with the rest of the world.”

Educators seem to agree it’s possible to strike a balance
between maintaining use of traditional artistic tech-
niques and learning new technology-based techniques,
such as digital imaging.  

Pennsylvania’s University of the Arts (UA) introduced dig-
ital image making into its curriculum about 10 years
ago, and students use Corel Painter in select courses
while still adhering to traditional artistic techniques.

“I think we’re still hanging on to the traditional aspects
of image making, and we think that makes the digital
aspect of image making even better,” said Mark
Tocchet, chair of the university’s illustration department. 

While UA students still practice traditional techniques,
“we try to stay as contemporary as possible … because
that’s what our students experience when they get to
the workforce,” he said.

UA’s teaching staff emphasizes skills and content,
instead of focusing on teaching a program.

Technology draws a place in art curriculum
Software helps students of all abilities learn key art concepts

> continued
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“If you teach students a program, in two years it’s prob-
ably obsolete, but if you teach them to draw or paint,
they’re going to do well—whether it’s drawing with a
pencil or drawing with technology,” Tocchet said.

UA students learn traditional artistic techniques through
their sophomore year and then begin learning digital
techniques in their junior and senior years.

“There are only so many courses and credits you can
feed to students, and it’s a tremendous amount of infor-
mation, especially because of the influx of digital [tech-
nologies]—but I have to tell you, whether they’re work-
ing traditionally or digitally, every year they seem to be
doing better and better work,” Tocchet said.

He also emphasized the importance of learning tradi-
tional skills first and keeping those skills as a base on
which to build digital skills.

“What you learn, for instance, drawing in an anatomy
class is indispensible when it comes to learning about
design, composition, and line quality, and these are all
things you think about when you’re making a picture,
whether traditionally or digitally,” he said.

“Learning to be an artist these days is a very complicat-
ed thing,” he added. “Our students have to have a body
of work, but they also have to know how to market it,
promote themselves, create web sites, have graphical
design and production skills, and have a much keener
sense of the marketplace—it’s a very difficult thing.”

Using technology in art classes also might help take the
pressure off students—especially younger students—
who enjoy art, but who feel they aren’t talented enough
to draw or paint.

“Too many people say, ‘I can’t draw,’ but I constantly
remind kids and adults that their creations don’t have to
be perfect,” said Peter Reynolds, the founder and exec-
utive creative director of Fablevision. 

“They just have to be ‘perfect-ish,’” said Reynolds, refer-
ring to the phrase that spurred the idea for the compa-
ny’s most recent product, Animation-ish, a software pro-

gram that lets people create “do-it-yourself” animation.

Fablevision partnered with Montreal-based Toon Boom
to create Animation-ish, which uses a three-tiered sys-
tem to help people of all skill levels create animation.
Fablevision is planning to launch an online social-net-
working community connecting Animation-ish users,
and the company is also working on an annual anima-
tion festival.

The software “has lit the creativity fire for so many of my
students—especially those who struggle to communi-
cate their rich thinking through more traditional
means,” said Wade Whitehead, a fifth-grade teacher in
Roanoke, Va.  

“It ... permits kids to create original and meaningful
drawings, doodles, and even complex animations. It
encourages exactly the kind of adventurous, blank-page
thinking I try to generate in my classroom.”

Robb Ponton, an instructional technology resource
teacher in the Williamsburg-James City County, Va.,
Public Schools, has used DrawPlus from Serif, a desktop
publishing, design, and graphics software company, for
13 years.

The Serif Design Suite includes PagePlus X3, WebPlus
X2, PhotoPlus X2, and DrawPlus X2.  The suite also
offers free teacher resources to accompany the program,
such as lesson plans, guides, handout sheets, and proj-
ect and presentation ideas.  

Ponton said students in his district use DrawPlus not only
in creative arts classes, but also in core curriculum sub-
ject areas to create and animate illustrations for con-
cepts such as chemistry compounds and Spanish verbs.

“The students are so much more creative and come to
more clearly understand the subject matter [using
DrawPlus],” he said.

As part of his role, Ponton helps teachers learn how to
incorporate technology into their lessons.

In one elementary school lesson, Ponton shows students
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a professional artist’s drawing and then uses DrawPlus to
break the image down into its basic shapes. Students are
tasked with putting those shapes back together, and in
the process they begin learning how basic shapes can be
used to create more complicated images.

DrawPlus offers pre-defined shapes, which Ponton said
is beneficial for students who might not have top-notch
drawing abilities themselves; the program keeps children
interested, where before, they might have lost interest
out of frustration.

“Students learn more when they draw something for
themselves,” Ponton said. “The software gives teachers
a crucial ‘hands-on’ component to their lessons.”

Some companies are working to connect professionals
with students who might be interested in entering the
digital-arts arena.  

The IPAX education program, from Sony Pictures
Imageworks and Sony Pictures Animation, recently
announced a new online mentoring program set to
begin this winter. 

The three-month program, called Animation Mentor,
will pair top students from 18 IPAX member schools
from around the world with top Sony Pictures artists,
who will provide online mentoring, training, and guid-
ance. Animation Mentor’s mentor-apprentice teaching
model and online learning platform will let Sony men-
tors help students develop their skills and grow their
craft. Tools will include live video conference question-
and-answer sessions with mentors, video guest lectures
with industry experts, and eCritiques, in which mentors
provide video commentary while drawing directly on the
student’s work to illustrate their concepts.

One goal of the program is to help students develop and
sharpen the skills they will use in digital-arts careers.

“We’re very excited about this opportunity to showcase
how IPAX schools can work together to develop cooper-
ative and collaborative programs that will propel aspiring

digital artists forward in their careers,” said Barry Weiss,
senior vice president of animation and artist develop-
ment and chair of the IPAX collaboration initiative. 

And professional tips can do wonders for a young artist’s
development and self-confidence.

“There is nothing more valuable than the guidance a
professional can give a budding animator who is honing
[his or her] craft,” said Bobby Beck, chief executive offi-
cer and co-founder of Animation Mentor. “This partner-
ship really validates the teaching model Animation
Mentor embodies and the technology we’ve created to
support an incredible learning experience—no matter
where you are on the planet.”

IPAX and Sony representatives say the program repre-
sents a chance for IPAX member schools to engage
future visual-effects and animation professionals with
the mentor-apprenticeship learning model. Top students
from the 18 IPAX member schools will be selected
through an application process, in which student work is
reviewed by Sony artists and matched with an appropri-
ate Sony mentor. 

The program is designed specifically for advanced stu-
dents who are working on a range of special projects,
including short films, animation, or visual effects. Sony
mentors will give students individual feedback to help
guide their work and perfect their skills over the course
of the program.

>>> continued from page 12
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The National Science Teachers Association (NSTA) has
developed a new resource to improve the quality of sci-
ence instruction in the nation’s schools: an online hub
that provides affordable, on-demand professional devel-
opment to help educators boost their knowledge about
various science topics, as needed.

NSTA introduced its online Learning Center (http://learn-
ingcenter.nsta.org) earlier this year with more than
3,000 electronic professional development resources
and opportunities, including books, journal articles, web
seminars, and online courses.

“As we [continue] into the 21st century, science will play
an increasingly central role in our personal lives. To pre-
pare students to be active and thoughtful participants in
society, science education must be dramatically
improved,” the organization said in a press release
about its Learning Center. “Highly qualified teachers
who have a solid grasp of science content are central to
high-quality science education.”

As of press time, more than 60,000 educators were
signed up to use the Learning Center to diagnose their
individual learning needs and track, document, and val-
idate their professional growth over time. Many of the
site’s resources are available free of charge to NSTA
members and for a small fee to non-members.

More than 50 free, on-demand Science Object lessons
allow teachers to increase their content knowledge at
their own pace, said Al Byers, assistant executive direc-
tor of e-learning and government partnerships for NSTA.

Byers said the resource is particularly useful for K-8
teachers, who might have a general education degree
but no in-depth knowledge of some of the science con-
tent areas they are expected to cover in their classrooms.

“Many K-8 teachers don’t have the [specific] knowledge of
the [science] content they teach,” he said. “They can do

more harm than good if they don’t know the content.”

Byers said K-8 teachers often don’t consider themselves
to be science teachers, but they are, in fact, teaching sci-
ence. He said the Learning Center enables teachers to
learn more about specific topics—like Newton’s First
Law or the differences between force and motion—
based on the grade level they are teaching.

Science Objects, each of which focus on a specific con-
tent area, are designed to enhance teachers’ under-
standing of a prescribed set of ideas based on the sci-
ence literacy goals in the national science education
standards, NSTA says. Each Science Object takes one to
two hours to complete.

Teachers also can sign up for SciPacks that contain three
to five Science Objects, as well as a pedagogical section
that provides a larger context for teaching the content.
SciPacks allow teachers to get certification credit if they
pass an assessment upon completion.

Byers said several school districts and state education
departments have partnered with NSTA in a model that
allows the educational institutions to monitor the pro-
fessional development of their teachers.

Partners include the West Virginia, New Hampshire, and
Hawaii education departments; Cincinnati Public
Schools; Gwinnett, Forsyth, and Lincoln County, Ga.,
schools; the Oregon Science Teachers Association; the
University of Texas-Tyler, Texas A&M University, and
Towson University. In West Virginia, participating teach-
ers can qualify for graduate credit at Marshall University.

“We provide the accountability [for the institutions],”
Byers said. “Teachers take pre-assessment tests to index
their professional development needs.”

Through this “business-to-business” model, Byers said,
teachers in participating institutions have full access to

NSTA provides on-demand training 
for science teachers
Group’s new online Learning Center aims to fulfill a need

> continued



Researchers gathering in Boston for the American
Psychological Association’s annual convention highlighted
a series of studies Aug. 17 suggesting that video games
can be powerful learning tools—from increasing the
problem solving potential of younger students to improv-
ing the suturing skills of laparoscopic surgeons.

One study even looked at whether playing “World of
Warcraft,” the world’s biggest multiplayer online game,
can improve scientific thinking.

The conclusion? Certain types of video games can have
benefits beyond the virtual thrills of blowing up demons
or shooting aliens.

In one study, 122 fifth-, sixth-, and seventh-grade stu-
dents were asked to think out loud for 20 minutes while
playing a game they had never seen before. Researchers
studied the statements the children made to see if play-
ing the game improved their cognitive and perceptual
skills.

While older children seemed more interested in just play-
ing the game, younger children showed more of an
interest in setting up a series of short-term goals need-
ed to help them learn the game.

“The younger kids are focusing more on their planning
and problem solving while they are actually playing the
game, while adolescents are focusing less on their plan-
ning and strategizing and more on the here and now,”
said researcher and Fordham University psychologist

Fran C. Blumberg. “They’re thinking less strategically
than the younger kids.”?

Another study compared surgeons who play video
games to those who don’t.

Even after taking into account differences in age, years
of medical training, and the number of laparoscopic sur-
geries performed, researchers found an edge for gamer
surgeons.

“The single best predictor of their skills is how much
they had played video games in the past and how much
they played now,” said Iowa State University psycholo-
gist Douglas Gentile. “Those were better predictors of
surgical skills than years of training and number of sur-
geries performed. So the first question you might ask
your surgeon is how many of these [surgeries] have you
done and the second question is, ‘Are you a gamer?’”??

Some videos games even appear to sharpen scientific
thinking skills.

Researchers Constance Steinkuehler and Sean Duncan
of the University of Wisconsin at Madison looked at a
random sample of 2,000 discussion posts about the
popular multiplayer online game World of Warcraft to
see what the players were talking about. The game is set
in a fantasy world where players hunt, gather, and bat-
tle to move their characters to higher levels. Players who
work together succeed faster.

all of the Learning Center’s resources, with a customized
page that allows an advisor to track their progress.

“This model has a unique added value that shows the
access history and the percentage of the lessons that
have been completed,” Byers said.

In both the business-to-business and business-to-individ-
ual models, teachers are able to develop a customized

professional development plan based on their own indi-
vidual needs and preferences.

The Learning Center “is not an end-all-be-all, but it’s a
critical and unique niche that [helps teachers fulfill their]
larger professional development plans,” Byers said.
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Researchers mull gaming’s impact on learning 
Studies suggest the benefits of playing video games go well beyond thrills

NSTA Learning Center
http://learningcenter.nsta.org

See these related links:



The first-graders in Grace Yuan's class in Fairfax County,
Va., are playing “Jeopardy,” eagerly responding to clues
about animals and their habitats, diet, and movements.

Sound routine for a group of 7-year-olds? Well, look
again. These clues are in Chinese.

One girl, a bit uncertain, pondered the Chinese charac-
ters and pictures of animals. “Believe in yourself,
Rachel,” a classmate yelled. Applause rang out when
she gave the correct response.

The class is a result of the National Security Language
Initiative, introduced by President Bush in 2006 to teach
students Chinese and other foreign languages consid-
ered critical to the nation’s future security.

“We’re going to teach our kids how to speak important
languages,” he said. One goal, he added, was “to
advance America’s interests around the world, and
defeat this notion about our—you know, our bullying
concept of freedom by letting people see what we’re
about.”

At Providence Elementary School in Fairfax County, prin-
cipal Joy Hanbury believes that learning Chinese will
stand today’s children in good stead.

“We are looking at how global our world is,” she said.

The federal program is based on the premise that you
can engage foreign governments and their citizens more
effectively when you speak their language. The empha-
sis is on “critical needs” languages, including Chinese,
Arabic, Russian, Hindi, and Farsi.

The Education Department, one of four federal agencies
involved in the program, has awarded 88 grants totaling
about $26 million to communities around the country to
expand instruction in these languages beginning in
kindergarten.

Chinese, thus far, has been the most popular.

“People understand in a competitive world, you’ve got
to be fluent in the languages where business is boom-
ing, and China is one of those places,” said Holly
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The study found the game encouraged scientific think-
ing, such as using systems and models for understand-
ing situations and using math and testing to investigate
a problem.

The vast majority of those participating in the discussion
posts (86 percent) shared knowledge to solve problems,
and more than half—58 percent—used systematic and
evaluative processes, researchers found.

The forums show that gamers are “creating an environ-
ment in which informal scientific reasoning practices are
being learned” by playing the online games, said Duncan.

But the news wasn’t all good for advocates of video
gaming.

Other studies confirmed earlier research that found 

students who played violent games tended to be more
hostile, less forgiving, and believed violence to be nor-
mal compared to those who played nonviolent games.

>>> continued from page 15

> continued

American Psychological Association’s 2008 convention
http://www.apa.org/convention08

Fran C. Blumberg, Fordham University
http://www.fordham.edu/academics/colleges__graduate_s/
graduate__profession/education/fields_of_study/
psychological__educa/blumberg_24839.asp

Douglas A. Gentile, Iowa State University Media Research Lab
http://www.psychology.iastate.edu/faculty/dgentile/index.htm

Constance Steinkuehler, University of Wisconsin-Madison 
School of Education
http://www.education.wisc.edu/ci/ect/?folder=people/
faculty&pageName=steinkueler&section=people

See these related links:

Students urged to learn key languages
Even kids as young as kindergarteners are now studying Chinese 



Kuzmich, the Education Department’s deputy chief of
staff.

Studies have shown that young children are much quick-
er than adults to pick up foreign languages. Other
research suggests that elementary school students per-
formed better in other subjects if they also took a for-
eign language.

“We do have pretty compelling data that show there are
really good reasons to put in good programs at the ele-
mentary level,” said Marty Abbott of the American
Council on the Teaching of Foreign Languages.

Fairfax County now offers Chinese, Arabic, Japanese,
Latin, and Italian, in addition to the more traditional
Spanish and French. Arabic and Chinese were selected
by parents, primarily to give their kids a future econom-
ic edge, said Paula Patrick, foreign language coordinator
for the county’s schools.

The county is using the nearly $622,000 grant it received
through the National Security Language Initiative in part
to train teachers in those two languages.

Grace Belyea, 7, is a first-grader at Providence
Elementary and a student of Chinese. “I like counting,
and I like doing activities on the SMART Board,” she
said.

She and classmate Suzanna Kirchman demonstrated
their counting skills, up to 31—the maximum number of
days in a month. Every day the children review the day,
date, month, and year, said teacher Yuan.

Yuan demonstrates on a computer the individual strokes
needed to write Chinese characters. She creates com-
puter games, such as the animal “Jeopardy” that the
children were playing this recent day.

“Games are a good teaching tool,” she said. “It lets
them feel Chinese is not like a boring language.”

The children clearly enjoyed their version of “Jeopardy,”
displayed on an interactive whiteboard. Hands flew up
when it was time to pick players.

Later, Suzanna, 7, explained why she likes learning
Chinese. “Maybe you can learn about China, because
it’s very far away,” she said.

Yuan, a Taiwan native, intersperses language instruction
with lessons about Chinese culture. And she works with
the classroom teacher to support regular lessons: When
the children learned about the food pyramid in regular
class, for example, they also studied fruits in Chinese.

The Providence first-graders have two 30-minute
Chinese classes each week. Language instruction will
continue through sixth grade. At that point, they can
choose to continue Chinese or pursue another lan-
guage.

The county school board aims to have each student
competent in at least two languages by the time they
graduate from high school.

The Education Department believes there’s room for for-
eign language instruction even as schools work to meet
the math and reading requirements in the No Child Left
Behind law.

“There are ways to integrate subjects into one another,”
Kuzmich said.

The 6-year-old education law also requires that teachers
be highly qualified—generally that they have at least a
bachelor’s degree in the subject they teach or pass a sub-
ject-matter test. But many people fluent in critical lan-
guages don’t meet the requirements.

Under the Bush initiative, grants are provided to help
people with those language skills get training and certi-
fication. The goal is to add 1,000 new foreign language
teachers by the end of the decade.
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National Security Language Initiative
http://www.ed.gov/about/inits/ed/competitiveness/nsli/index.html

See this related link:
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Intel Corp. has unveiled the third generation of its low-
cost laptop for students, which branches out from the
standard clamshell design with a tablet-style option and
includes a touch screen.

Introduced at the Intel Developer Forum 2008 in San
Francisco Aug. 20, the new Classmate PC—slated for
deployment by the end of this year—is aimed primarily at
students worldwide in grades 3-8.

“We spent a lot of time with ethnographers, building this
Classmate with students in mind,” said Jeff Galinovsky,
regional manager for the Classmate PC. “We’ve been col-
lecting over two years of research to help develop the best
PC for students.”

Since its initial release in 2007, Intel has developed two
prior versions of the Classmate PC: the rugged, camera-
equipped, first-generation Classmate, and the Atom-
processor Classmate introduced in June. The Atom
processor is Intel’s smallest chip, built for low power and
designed specifically for a new wave of mobile internet
devices and simple, low-cost PCs, Intel said. 

Like Intel’s previous laptops, the new Classmate’s design
concept will allow for local original equipment manufactur-
ers (OEMs) to release versions of the computer with differ-
ent colors or decorations. Examples of these OEM-branded
Classmate PCs include the HCL MiLeap (India), Olidata’s
JumPC (Italy), FTEC’s SmartBook (Malaysia), Neo’s eXplore
(Philippines), and CTL’s 2Go PC (United States). 

Intel’s newly formed Ecosystem Vendor Alliance, which
connects technology vendors from around the world by
letting them share common opportunities, resources, and
experience, will continue to provide services for the new
Classmate. The alliance provides tools, training, sales,
marketing collateral, and online matchmaking of ecosys-
tem partners. 

It also allows vendors to list their products or services on

www.classmatepc.com, where educators can search for
applications, tools, and content that will meet their specific
needs by subject, age, language, and country. As of press
time, the alliance had more than 50 members, and Intel
expects membership to exceed 100 in the next six months. 

The alliance includes operating system vendors, independ-
ent software vendors, content providers, hardware ven-
dors, and educational service providers.

The new design

Keeping in mind schools’ need for a ruggedized, portable,
low-cost PC with collaborative software applications for
students, Intel’s research showed that kids like to have
“micromobility,” or the ability to carry their PCs around
the classroom and outside to share with their peers. 

“We realized that the clamshell [design] worked for the
desktop, but maybe not so much for outside,” said
Galinovsky, “so we turned this PC into a tablet.”

The new Classmate comes in either a clamshell or tablet
design and has a touch screen. The touch screen is unique
in that it is designed with palm-rejection technology, Intel
said. This means students can rest their palms on the tablet
and write or design at the same time, without their palms
registering on the tablet—making it easy for students to
write equations, draw a picture, or write paragraphs.

Already, thanks to Intel’s Ecosystem Vendor Alliance, ven-
dors have come forward to make their educational soft-
ware touch-enabled. For example, Pasco Scientific’s soft-
ware is now touch-optimized. Soon, thanks to the
Ecosystem, the Classmate’s internet launcher will be
touch-optimized and therefore quicker, Intel said, as well
as its network manager and collaboration software.

Another new addition is the Classmate’s accelerometer
technology, which switches image orientation: A student
can turn or flip the screen, and the image will turn or flip
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Intel unveils third-generation Classmate PC
Latest low-cost laptop design includes a tablet-style option 
and a touch screen
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with it. This technology coincides with the third-genera-
tion Classmate’s improved 180-degree flip camera.

“Understanding that there is no one-size-fits-all when it
comes to education, we are passionate about transform-
ing the way students learn,” said Lila Ibrahim, general
manager of Intel’s Emerging Markets Platform Group.
“We want to offer more choices to meet the diversity of
student learning needs across the world.”

Initial specs for the new Classmate include a higher-reso-
lution, 1,024 x 600, 8.9-inch LCD screen and a smaller
hard drive (instead of simple flash). It will include the Intel
Atom Processor N270, which runs at 1.6GHz, and have
30-percent longer battery life, Intel said.

Drawbacks include the price and the more fragile aspect
of the PC when in tablet mode.

“Of course, students will have to be more careful when in
tablet mode, but it’s still very rugged. We’re working on
how to get it more rugged,” said Galinovsky. “Also, the
price will jump with these new features, but we still want
to keep the cost within the school-affordable price
range.” As of press time, Intel had not decided on a fixed
price. (Earlier versions of the Classmate PC typically sold
for about $399.)

Though Intel’s new tablet-design Classmate caters to sci-
ence and math instruction, it also opens up the technolo-
gy to the arts and writing “more than any other genera-
tion,” said Galinovsky. “The interaction with the environ-
ment, the micromobility, the palm-rejection technology,
and the large handle will make this PC great to use in all
subjects.”

Earlier this year, the nonprofit One Laptop Per Child ini-
tiative—whose low-cost XO laptop is a leading competi-
tor of Intel’s Classmate PC—unveiled a new design of its
own, with a dual touch screen that gives it the appear-
ance of an eBook reading device. (See “Laptop-for-kids
project to resume donations.” http://www.eschool-
news.com/news/top-news/?i=53876) The next-genera-
tion XO, called the XO2, is not expected to be available
until at least next year.

>>> continued from page 18

Intel’s ethnographic research for the tablet Classmate
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See these related links:

‘Curriki’ redesigns its web site, adds
Sesame Workshop content
http://www.curriki.org

Curriki, an online community for creating and sharing
open K-12 curricula, has redesigned its web site to make
it easier for educators to use. In addition, Curriki has
expanded its offering of free curricula with a new edu-
cational program, Panwapa, from Sesame Workshop,
the nonprofit educational organization behind Sesame
Street, in partnership with the Merrill Lynch Foundation.
Panwapa, which in the Tshiluba language of the Congo
means “here on this earth,” is a collection of education-
al resources designed to introduce and model the skills

needed for global citizenship. The newly redesigned
Curriki web site features an easy-to-use home page that
gives users three ways to become an active member of
the community. Users can “Find” open-source curricula
and educational materials, “Contribute” their own high-
quality content, and “Connect” through Groups with
other educators and learners. New tutorial videos and
tips offer additional support, helping members find the
information they need faster and easier, Curriki says.
Further improvements reportedly will be phased in over
the next several months, including the ability to gener-
ate a collection of free educational resources in a format
easily suitable for printing.

> continued
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Browser company unveils free 
curriculum for web site design
http://www.opera.com/wsc

The Norwegian browser company Opera has launched a
sweeping education initiative aimed at supporting and
enhancing web standards education and training in high
schools, colleges, and universities worldwide. As part of
this initiative, Opera has unveiled a Web Standards
Curriculum, which aims to provide a thorough under-
standing of client-side web design and development. The
curriculum is available online, free of charge, under a
Creative Commons license. Targeted toward both educa-
tional institutions and web developers, the materials cover
CSS, HTML, and background concepts, provide instruction
on web design theory (including typography, color, and
information architecture), and deliver enough introductory
information about JavaScript for users to be able to work
with JavaScript when it is encountered, including debug-
ging and writing simple scripts, Opera says. “Industry best
practice demands standards-based web development, but
there’s very little foundation-level information  available for
students,” said Ben Buchanan, a prominent web develop-
er and speaker. “The average beginner tutorial is out of
date, and most standards-based articles are beyond begin-
ner level. Opera’s new curriculum aims to fill that gap, with
a set of articles showing how to build standards-compliant
web sites from the ground up.”

Online multimedia gallery offers
videos on various science topics 
http://nsf.gov/news/mmg/index.cfm?s=2

The National Science Foundation’s Multimedia Gallery fea-
tures nearly 100 videos and webcasts on a wide range of
science topics, including a fossil that might represent the
first vertebrate to emerge from the sea; turning forest-
industry waste into fuel and textiles; “superglue” pro-
duced by aquatic bacteria; a house built on a “shake
table” (earthquake research); teaching robots to swim; 14

engineering challenges for the 21st century; solving a
crime scene mystery; a 60-second history of the universe;
earth’s deep-time archives; dinosaurs; and more. The video
clips are searchable by keyword or phrase.

Leadership
PBS launches new online community
for educators
http://www.pbs.org/teachers/connect

PBS has unveiled a new online community for preK-12
educators that aims to support the advancement of digital
media content in education. “PBS Teachers Connect” pro-
vides Web 2.0 tools and opportunities for teachers, school
library media specialists, technology coordinators, early
childhood educators, and other education professionals to
share ideas, collaborate, and support the effective use of
technology to enhance learning. The new online commu-
nity is built around PBS Teachers, the web portal to the
wide-ranging multimedia instructional resources and pro-
fessional development services that PBS offers preK-12
educators. At no cost, educators can search more than
3,000 standards-based classroom activities, lesson plans,
interactive resources, and other materials on the PBS
Teachers web site, then easily bookmark, annotate, share,
and manage their tagged content within the PBS Teachers
Connect community. The site also enables educators to
form shared-interest groups online. The community fea-
tures a personalized home page for each user, enhanced
user profiles, a searchable database of resources and com-
munity members, bookmarking tools, and discussion
threads. Additional components, such as private messag-
ing, community feeds, friend feeds, online events, and a
digital media gallery, will be available this fall, PBS said.

‘RezEd’ is educators’ real ticket 
to virtual worlds
http://www.rezed.org

For educators who are ready to take on the growing
frontier of virtual worlds, a new online hub—RezEd—
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now exists to make the journey to alternative realities a
little easier. Launched in beta format in mid-March,
RezEd is a comprehensive virtual-world resource for edu-
cators, students, and those simply interested in learning
what these increasingly popular worlds are all about.
Developed by the nonprofit organization Global Kids
through a grant from the MacArthur Foundation’s
Digital Media and Learning initiative, the site brings
attention to all aspects of learning across virtual worlds
through resources such as weekly best practices, moder-
ated discussions, and twice-monthly podcast interviews
with students, educators, and experts in the field.
Visitors to RezEd can learn about several virtual places
and topics, such as Second Life, K-8 virtual worlds, virtu-
al gaming in education, research on the sociology and
ethics of virtual worlds, and more. RezEd “is a commu-
nity that makes accessible and practical the type of
research being done by many and connects them with
practitioners in the field to inform their work,” said Barry
Joseph, director of the Online Leadership Program for
Global Kids.

New web site sheds light on a top
career choice for young women
http://www.engineeryourlife.org

Research indicates that low enrollment rates of young
women choosing engineering as their major have led to
dwindling numbers of women entering the profession,
suggesting that high school girls don’t perceive engineer-
ing as relevant to their educational or professional goals.
Now, a new national campaign—called “Engineer Your
Life”—intends to change that. Spearheaded by members
of the engineering community and Boston-based public
television station WGBH, the program is built around
three key messages—creativity has its rewards, make a
world of difference, and explore the possibilities—that
aim to change the perceptions high school girls have
about engineering. Its interactive web site includes pro-
files of 12 young female engineers whose choices
embody the campaign’s key messages. Their stories depict
engineering as an option for young women who are inter-
ested in careers that make a difference in the world while
being flexible, fun, and creative—and as a goal that is
desirable and within their reach.

>>> continued from page 20


