A New Generation of Learning

What's Up, What's in Store &
What's at Stake




Baby Tests
Mess Test

¢ Obtain a 59-gallon box of Legos. (If
Legos are not available, you may
substitute roofing tacks or broken
bottles.) Have a friend spread them

all over the house. Put on a
blindfold. Try to walk to the
bathroom or kitchen. Do not scream
(this could wake a child at night).




Baby Tests

Feeding Test

¢ Obtain a large plastic milk jug. Fill
halfway with water. Suspend from the
ceiling with a stout cord. Start the jug
swinging. Try to insert spoonfuls of

soggy cereal (such as Fruit Loops or
Cheerios) into the mouth of the jug
while pretending to be an airplane.
Now dump the contents of the jug on
the floor-.




Baby Tests

Financial Test

® (o to the nearest drug store. Set your
wallet on the counter. Ask the clerk to

help himself. Now proceed to the nearest
food store. Go to the head office and

arrange for your paycheck to be directly
deposited to the store. Finally, learn to
enjoy the clothes in your closet today;
you'll likely have the same wardrobe
when your children graduate from
college.




Baby Tests

Grocery Store Test

® Borrow one or two small animals
(goats are best) and take them
with you as you shop at the

grocery store. Without using a
leash on the animal(s), try to
complete your shopping while
keeping them in sight and under
control. Pay for anything they eat
or damage.




Baby Tests

Physical Test (Women)

¢ Obtain a large bean-bag chair
and attach it to the front of your
clothes. Leave it there for 9
months. Now remove 10% of the

beans.




What's Up

e Memos ¢ CDs * MP3s

e Family focus * Individualist ®* Online
community




What's Up

NetGen's Online 12.2 hrs per week
— 28% > GenX, 50%>Boomer

NetGen 50% more likely to send IMs than GenX,
2x as likely to read Blogs, 3X as likely to use
Social Networking Sites

41% HH Broadband (up from 29% in 2004)
75% HH Mobile Phones

— Data to phone: 45% NetGen, 27% GenY,
17% Boomers

91% HH use a Search Engine once a week




What's In Store

Attract, Serve, Retain,
& Engage
Visioning
Planning
Fundraising
— Capital Funds
— Operational Funds
— Maintenance Plans

Sustainable Learning
Environment




What's In Store

Blurring and Blending
Mobility Galore
Gaming

Social Networking

High-lmpact Presentation/Engagement
Technologies

e Analytics, Diagnostics, and Evidence-
Based Education

e The Human Touch




Face to Face

Infrastructure |

* Campus
*Classrooms
*Lecture Halls
*Labs

*Office Hours
*Library

Blurring and Blending

Blurred

Blended

Activities

Online
Infrastructure
*Portal
*Learning Mgt
Systems
*Repositories
*Phones
*Blogs
*ePortfolios

Lecture, Dialogic, Small Groups, Learning Communities, Project-
Based Learning, Self-Directed Learning, Collateral Learning




Blurring and Blending

FlexNetﬁ ( Previous |Play Again ‘ Next »

Click To Advance
Blending In-Class and Online Instruction

You will meet in an on-campus
classroom the first and last
week of a course. The class
weeks in between will be
conducted in the online virtual
environment.

FlexNet®, at University of
Phoenix, combines the
flexibility of the online
classroom with the traditional
campus classroom structure.

FlexNet®
The Online Education With Class™




obility Galore
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iPod in Education

Learning to go.

See. Hear. Learn on the go.

Apple enables educators to expand their curriculum to meet the mobile and media-rich learning styles of
teday’s students. iPod extends teaching and learning beyvond the normal clazsroem hours, allowing
students to easily and continuously learn. iTunes and iLife let them access, create, =share, and
communicate knowledge, and iPod provides students the ability to learn as they live — on the go.

Follow the leaders. i S
Many educators are already using iPod in their curricula with great

resufts. They're integrating audio and video content including spesches,
inter, =, artwork, music, and phetes to bring lessons to life. By using

the iLife suite of multimedia applications, educaters and students can
create their own iPod content. In all, its a great way for educators to
create, organize, and distrirute content. All of which add new and
exciting dimensions to learning.

\:\I,——d, Engage individual learners. Create O
= | =i

\" =i iPod allows educators to more eazily engage and match the individual needs of
diverse learners. It can be an essential tool in helping students acgquire new skils

R and improve their academic achievement. With iPed, educatienal institutions can

!'- deliver better on the promise of preparing all learners for life in the 21st century.

Resources and Success Stories

¢ iPod in Education News & Profiles
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Mobility Galore

*izBlackBerry Pearl. | Small, Smart and Stylish,
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Who PLAYS Computer and Video Games?

69%

of American heads of households
play computer or video games.

How Many Gamers Play Games Online?

44% of most frequent game players say they
play games online, up from 19% in 2000.

The average game player age is:

33

AGE 31.0% under 18 years

44.0% 18-49 years
il ilibie 25.0% 50+ years

In 2005,

25%

of gamers were over the age of 50.

Who Plays Games Online?

28% 42%

of online game of online ?ame
players are male. players are female.

The Top Four Reasons Parents Play
Video Games With Their Children:

Because They're Asked To 79%
It's Fun For The Entire Family 75%
It's A Good Opportunity To Socialize With The Child 71%
It's A Good Opportunity To Monitor Game Content 627




Gaming

“Games are widely used as educational tools,
not just for pilots, soldiers and surgeons, but
also in schools and businesses. ... Games
require players to construct hypotheses, solve
problems, develop strategies, learn the rules
of the in-game world through trial and error.
Gamers must also be able to juggle several
different tasks, evaluate risks and make quick
decisions. ... Playing games is, thus, an ideal
form of preparation for the workplace of the
21st century, as some forward-thinking firms
are already starting to realise.”

— The Economist, August 4, 2005
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Social Networking

fachu* login  reqister help

E-mail: Welcome to Facebook!

Password: Facebook is an online directory that connects people through social networks at schools.

The site is open to a lok of schools, buk not everywhere yet, We're working on ik,
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¥ou can use Facebook to:

m Look up people at your school,
= See how people know each other,
® Find people in wour classes and groups,
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3

JOIN NOW o NP e

A ik | o 1
MEMBERSHIRES! EREE: WG ﬁ %

L L

SECOND LIFEIS A 3D
ONLINE DIGITAL WORLD

Rtrwen Li " Pl hiael

IMAGINED, CREATED, & OWNED PR e S By _ W

v
| BY ITS RESIDENTS. .\ N v f

DOLLARS .

Azhlea

=8 &




Social Networking

WIKIPEDIA

Deutsch

fele £

Mederlands
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150 000+ artikelen
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145 Q00+ ardicoli

Espanol




See it f I
the campus that never sleeps. B m

Education evolves.

The brilliant ideas network,
bringing you video discourse, FEEw
discussion and debate on nE =

politics, technology, business
and culture. THE WORLD IS THINKING




Social Networking

cluetrain

manifesto

commons

OPEN EDUCATIONAL RESOURCES




wieer.  High-Impact Presentation/
Engagement Technologies
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3D Displays see 30 without the glasses

PEONE™ 38 You won't believe your eyes!
e

It's finally here - full 3D without
the need for glasses or any special
viewing apparatus.,




Analytics, Diagnostics, and Evidence-
Based Education

Competing on
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The Human Touch
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What's In Store

Blurring and Blending
Mobility Galore
Gaming

Social Networking

High-lmpact Presentation/Engagement
Technologies

e Analytics, Diagnostics, and Evidence-
Based Education

e The Human Touch




What's In Store

Attract, Serve, Retain,
& Engage
Visioning
Planning
Fundraising
— Capital Funds
— Operational Funds
— Maintenance Plans

Sustainable Learning
Environment




AUDIO REMAISSANCE

RST CENTURY
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What's in Store
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Dr. Mark David Milliron
mark@catalyzelearning.com

catalyticconversations.blogspot.com
www.markmilliron.com




