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1. Overview





In the early 80s, learning and assessments undertaken under controlled conditions left pupils little room for independent discovery and self-paced learning. With the onset of e-learning in the late 90s however, a learning transformation emerged that provided the seeds of innovative e-learning practices. While the general mode of assessment in classes still utilizes the conventional pen and paper approach, the availability of e-learning platforms has enabled pupil learning and assessment to be more interactive, self-reliant and pupil centric.  Of late, U.S. researchers have also documented that children who use computers appear to develop better learning skills than their peers who lack computer savvy. In a study of 122 pupils, those exposed to a home or school computer either alone or with someone, scored three to four times higher on assessments that gauge cognitive development compared to non-users (Computer Use Develops Early Learning Skills, The Korea Times/ Journal Pediatrics, 9 June 2004).





With this in mind, AEC-ITC 2004, Team Singapore have embarked on an innovative pupil centric mode of e-learning and discovery that is intended to enhance and elicit among fellow pupils a creative desire to discover and know more. The motivation behind the proposed initiative stems from three facets:





A demand by pupils for innovative and fun ways of assessment. This raises the need for tools that are easy for teachers to use to build assessments that inspires pupils. Opportunities should also be available for pupils to create experiential learning games of their own and contribute these games to the community. They can either use the existing game engine to generate new games utilizing Flash based applications.





The need for royalty free images for use by pupils and teachers in projects and lesson content creation.





The growing demands for an efficient and focused digital reference library and (pupil and teachers-friendly) search engine comprising content relevant for education.





In developing the system, team members have considered the emergence of new interactive applications that would infuse creativity, interest and fun in learning, research and self-paced discovery.  The rationale of letting a pupil experience meaningful learning while having fun is conceived with the vision of developing a ‘one-stop pupil-centric’ EduRepository that addresses the need for:





A fun, creative and motivational learning system upon which pupils would build and develop their creative skills and knowledge.





Dynamic learning, assessment and reference materials on a wide range of educational topics that could easily be sourced, developed upon and adapted across various subject disciplines. Scalability of the system to link the information to different subject disciplines and across different Asia-Europe schools is a key consideration.
























































    Area Administrator. They are volunteer teachers who will take care of vetting games, images, and links by registered users in their region. Once content is approved, it will be stored in a temporary repository waiting for the Main Administrator to review for final inclusion in the permanent repository.








    Main Administrator. A few volunteers will be granted rights as Main Administrators. They will have the rights to remove content and approve content for inclusion in the permanent repository.





All users of the system will be required to sign an electronic consent form that all content generated or downloaded from the EduRepository will be primarily for use among the AEC-ITC participating schools on a non-profit basis. This clause will be included in the content submission templates and users must affirm that content posted are original to avoid copyright infringements.





MINIMUM NUMBER OF SCHOOLS/STUDENTS INVOLVED:





The innovative project will be open to all participating schools in the ASEF 2004 programme.
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Piloting Phase, Audience and Targets 


For the purpose of the pilot phase, our target audience will take into consideration:


   Securing participation by AEC-ITC schools across Europe and Asia. It is the contention that there will be approximately 500-1000 users of the system, with at least an area administrator for each school and a main administrator for each participating country.


   To develop the three core components of the system with the features as described above and to gather feedback towards enhancing the system during a 6 months pilot phase. Through the pilot trial, we aim to understand the culture, needs and resources that are most useful to pupils & teachers and bring about an integration of information contributed by pupils and teachers.


   To set EduRepository targets of at least 5,000 websites in the digital library, 300 original images and 20 assessment-based games in the repository that would allow pupils to collaborative and dialogue (across regions and continents), develop cultural websites, and assessment games that would bring about a greater understanding  of the cultural dynamics in countries.


Following the pilot trial, improvements to the design and workflow of the system will be undertaken and considerations made on devising new engines to generate other types of content most relevant to educational users.


It is the contention that to facilitate usage and moderation of materials in the EduRepository, there will be 4 categories of users in the system:





    Anonymous Users or Public Users. These users will be able to browse the system for published content, utilise the search facility but will not be able to contribute content.





   Registered Users. Registration is free. All users must be registered before they can be allowed to contribute content (e.g. games, images, reference links). As a start, Registered Users will come form the worldwide team of AEC-ITC participating schools.








The proposed initiative would also address the following key objectives and strategies in the process:





Fostering collaboration between schools across different countries through facilitating the sharing of valuable education resources.





Creating an online environment which will have a comprehensive range of education resources and links for secondary school’s use.





Encouraging creativity in students and teachers through providing them with resources to generate new inter-cultural content.














ICT tools will comprise a database programming platform (comprising server based programmes such as ASP, PHP, SQL) that enables easy access, storage and  retrieval of information via a web interface on a global scale.
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There will also be opportunities for users to generate assessment-based games utilising the in-built game generating engines. These include applications such as Hangman, Word Search, Metropolis, Riddles and Infographics. To configure the game for a particular assessment, users simply need to complete a template describing the content of the assessment-based game. The system will subsequently generate a Macromedia Flash file with an attached XML file containing their desired content. These files will be zipped together for download by the user. Once downloaded and unzipped, the games can work on any Flash-enabled browser. The user can then submit their completed game for inclusion in the repository of published games, which has to be approved by the Area Administrator and the Main Administrator.





In retrospect, while the platform provides an easy access to assessments in a fun & innovative manner, it confers on students a new manner of assessment in line with what they are used to – the e-learning revolution. At the same time, it impacts on everyone the value of integrating technology with creative & innovative thinking in learning and teaching.





 An image resource bank





The Image Repository allows users to source and/or contribute stock original imagery captured and edited by fellow pupils and/or teachers across the various countries.  Accordingly, the repository’s interface will allow users to upload images and provide descriptions, country where image is taken (if relevant, e.g. Eiffel Tower picture will be tagged as France), keywords and relevant subject listing so as to facilitate easy searching. Conversely, all users, including Anonymous Users can search and download pictures via two ways:





By browsing the catalog organized by subject and topic. User can also decide to narrow searches based on country.





By simple or advanced keyword search.





 A pupil/teacher-based repository of world-wide web-resources





With the increased emphasis for students to adopt a multidisciplinary approach in their learning processes, students are faced with the need to be more discerning in the manner in which data is retrieved and research undertaken.   Although printed reference materials are available in the library, such resources are rapidly outdated. The availability of relevant web based resources from reputable institutes and organisations however enables student access to “real-time”, current and relevant information. While search engines built into sites such as Yahoo & Ask Jeeves facilitate students’ inquiry into topics of interest, the high degree of clutter, advertorials, and irrelevant/non-related sites can result in students spending time in the information sifting process (and even be distracted/discouraged in the process).



























































Consequently, the proposed EduRepository initiative would comprise the following three key modules integrated into a one-stop experiential learning portal:





A virtual interactive assessment platform that employs gamming as a principle of experiential learning wherein pupils are quizzed on curriculum and enrichment based topics in an innovative and captivating manner (questions being easily customized by teachers). Consideration is placed on providing application tools that empower teachers and pupils to generate and contribute curriculum based interactive virtual assessments of their own design, utilising an in-built game engine embedded in the EduRepository (e.g. SIM City, Hangman, word search, crossword gamming concept). Alternatively, pupils and teachers can design game engines using Flash applications and contribute these to the EduRepository.





An image resource bank that provides royalty free images or illustrations derived from pupil and teacher contributions (across the Asia-Europe continents) that would serve as a repository for pupils and teachers to leverage and use in projects and lesson content creation. With learning and research extending beyond the boundaries of classrooms into neighbouring countries or across continents, the repository would consolidate both pupil and teacher contributions in a taxonomic format by country of origin, topic/ discipline, etc that would enhance and enrich the visual learning/teaching process.





A pupil/teacher-based repository of world-wide web-resources catalogued and categorised by genre  (Science, Humanities, Languages, Aesthetics, etc), sub-genre (Science – Chemistry/ Biology/ Physics) and topic (e.g. Biology – Cardiovascular System) to save pupil and teacher’s time & effort in sourcing for lesson-based resources. As the database would be a contribution by pupils/teachers, pupil librarians and teacher/parent volunteers (across the Asia-Europe continents) would be granted rights to enter key data comprising the site’s genre, sub-genre, synopsis, reference links and related information. Information would be reviewed by a team of moderators (from respective schools/countries) to ascertain and ensure the reliability and validity of information based on standard guidelines. 


 


2. Proposed EduRepository Initiative





The virtual interactive assessment gamming  platform





The proposed platform is intended to empower students to role-play various scenarios in accordance with the respective gamming environment while being quizzed in the process in order to proceed from one level to the next. Questions emplaced within the respective gamming applications would be curriculum based and can be easily modified by teachers in accordance to the desired learning outcomes. Challenging questions are intended to encourage students to independently learn, explore and review lessons delivered by teachers. Learning materials associated with questions can also be supplemented via a school’s e-learning system. A post assessment report incorporated within the game application enables teachers to access students learning and address areas of deficiencies that require remediation.
























































Country 		Name 					Email 





Brunei 		Pg Mohd Sufian Pg Mohd Said 		� HYPERLINK "mailto:pyan_bn@yahoo.com" ��pyan_bn@yahoo.com�


				


Greece		Georgios Manthos 			� HYPERLINK "mailto:gman@pi-schools.gr" ��gman@pi-schools.gr�


			


Ireland		Clifford Brown 				� HYPERLINK "mailto:cbrown@thedigitalhub.com" ��cbrown@thedigitalhub.com�





Japan		Hideaki Kobayashi 			� HYPERLINK "mailto:rxw05614@nifty.com" ��rxw05614@nifty.com�





Thailand		Jarunart Ratanapreechachai 		� HYPERLINK "mailto:jarunarto03@yahoo.com" ��jarunarto03@yahoo.com�





		Amporn Anantapinitwatna 		� HYPERLINK "mailto:amporn@msu.ac.th" ��amporn@msu.ac.th�





Singapore	So Kah Lay				� HYPERLINK "mailto:so_kah_lay@moe.edu.sg" ��so_kah_lay@moe.edu.sg�


		


		Oon Kian Peng				� HYPERLINK "mailto:oon_kian_peng@moe.edu.sg" ��oon_kian_peng@moe.edu.sg�





Ang Wei Ling				� HYPERLINK "mailto:weeling@nygh.moe.edu.sg" ��weeling@nygh.moe.edu.sg�
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It is the contention therefore that time could be best spent in reviewing a larger repository of information relevant & specific to the study at hand. To address this, a cataloguing database that segregates information by genre  (Science, etc), sub-genre (Science – Biology) and topic (Biology – Cardiovascular System) in alphabetical sequence would save students and teachers considerable time and effort in sourcing for curriculum related information circumventing the need to sift through hundreds of irrelevant URLs.  In line with this, our initiative aims to:





Develop a user-friendly, efficient and easy to manage interface for information retrieval/sourcing.





Encourage a higher degree of collaboration among students and teachers





   Reduce the time and effort required in information sourcing, thereby allowing effective utilization of time and manpower. 





   Constantly seek innovative means to improve the overall efficiency and effectiveness in data research using technology








This initiative will incorporate development of a database and user-friendly interface enabling students and teachers easy one-stop access to information. To facilitate research, a search engine will also be integrated into the platform allowing a search by subject, topic or keyword. For example, should a user wish to expand his/her knowledge on the topic “Culture in Thailand”, the user simply logs into the Internet database located within the web portal and searches for the URL listing bearing the word ‘Culture or Thailand”.    





To facilitate ease of populating the database with relevant and reliable curriculum based URL sites, the database would incorporate an input interface where teachers/librarians and student/parent volunteers would be granted rights to key information on each site’s genre, synopsis and related information. As content must be safe and relevant for pupils usage, there will be strict vetting and approval of content submitted before links are registered. Such information would be subsequently reviewed by a team of moderators (in each country) who would ascertain the reliability and validity of information based on standard guidelines.  Regular checks would also be undertaken to verify that the URL of the sites are current and not outdated. To assist in the determination of the key terms/glossary for the database, teachers could provide a glossary of key concepts, terms that they deem (most used and) crucial in teaching. A select team of senior students could similarly provide a glossary of “the most used terms in learning” under the respective subjects. Librarians and student volunteers would subsequently search the web and populate the database with relevant URLs related to students and teachers needs. 
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