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THEMATIC WORK GROUPS

TWG 1: Al and big data for teaching and learning: implications for school leaders, teachers, policy makers
and learners.

TWOG 2: Special Needs: addressing challenges and opportunities using IT.
TWG 3: Inclusion of excluded populations: access and learning optimization via IT in the post-pandemic era.
TWG 4: Fostering self-regulatory skills in learners: challenges and opportunities for assessment.

TWG 5: Learning beyond formal schooling: human-computer-human interactions in a digital inter-
connected era.

TWG 6: Aligning Educational Policies with the New Realities of Schooling.
TWG 7: Post pandemic online learning: Sharing the lessons learned on digital teaching for future education.

TWG 8: Pedagogical reasoning and reflective practice: Teacher's Professional Development (TPD) in online
education.

TWG 9: Social Emotional aspects in new modes of learning.
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PERSONALIZED AND FLEXIBLE LEARNING

Extend the boundaries of formal education to include teaching and learning in informal and non-

formal contexts using diverse technologies, in order to foster self-directed learning of students and
teachers.

Promote organizational flexibility and funding for the design and development of innovative
teaching and learning environments.

Create mechanisms to credit non-formal and informal learning practices in formal education
systems.

Construct communites of pracice consising of various stakeholders in order to co-design innovaitve
teaching and learning environments.

Promote the creation of digital spaces where practitioners, researchers and policymakers work
together to leverage co-creaton of ideas and sustainable innovaions.

Design digital learning environments for students that support SRL (self-regulated learning)
development, and acknowledge the opportunities and limitations of these environments.

Include SRL and ways to support SRL by technology in existing competency frameworks for
teachers, and incorporate this into teacher education.

Initate research that clarifies the role of technology in SRL, both theoretically and empirically.

Initate new mutltidisciplinary research methods that are design-based and embedded in practice to
inform infusion and sustainability of technology in innovative teaching and learning environments.



TEACHER PROFESSIONAL LEARNING AND ~ [EDUsurmiT
DEVELOPMENT

- Ensure that practitioners participate in the development and evaluation of data-
based

- approaches to modeling teaching and learning that they can trust, thereby
promoting teacher agency.

- Develop participatory research and implementation of adaptable, context-based
systems for making informed decisions, to foster a culture for professional
learning and development, rather than evaluation.

- Develop theories of teacher professional learning, pedagogical reasoning, and
effective practice that consider new global educational realities involving new
data, new practices and also considering new roles and identities of teachers.



EQUITY AND INCLUSION

Focus the learning ecosystem towards inclusion of excluded populations: develop
digital competence and adopt critical approaches towards technology bias and
opportunities.

Encourage agile policymaking framed within values and a vision of education in the
digital era, respecting diversity and leading to inclusion and equity.

Promote research-based policies to fund effectively-tailored ICT resources and
assistive technologies that support students with special needs.

Call on practitioners to hear the voices of special needs students about their
experiences using ICT (including assistive technologies), in order to make informed
adjustments to teaching and learning in the digital era.

Enable policies that sustain digital technology accessibility and usability for the
marginalized. communities and individuals and promote regulation and accountability
of EdTech developers and providers.

Encourage research and develop tools to measure and monitor digital equity in
educational contexts.




TERNATIONAL SUMMIT ON ICT IN EDUCATION
)| JSUMM

ARTIFICIAL INTELLIGENCE ————2022-23——

- Identify and support new roles of educational stakeholders, pedagogical
practices and policies for Al and data literacies in educational contexts.

 Foster Human-Al-Alliance in education through institutional strategies
and actions to support teachers’ agency and to avoid
deprofessionalisation of educators.

- Build and use a rigorous body of open knowledge and evidence about Al
in education to support evidence-informed development of Al
applications and pedagogical practices.

- Prioritize privacy and ethical considerations through a multiperspective
and interdisciplinary approach as the core of Al in education.
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SOCIAL EMOTIONAL LEARNING ———202223——

- Develop a taxonomy for SEL (social-emotional learning) in digital contexts
to be used by practitioners, taking into account ethical principles in
teaching practices.

- Construct communities of practice using online technologies to solve key
problems related to SEL.

- Integrate SEL in digital educational contexts in pre- and in-service teacher
training programs.

« Conduct research across different countries and cultures to understand
the role of technology in development of SEL competencies and their
impact on the learning and flourishing of students.
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STUDENTS’ POSITION IN THE DIGITAL LEARNING
ECOSYSTEM
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TEACHERS’ POSITION IN THE DIGITAL LEARNING
ECOSYSTEM
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DIGITAL TRANSFORMATION
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DIGITAL NATIVES




PHONE TIMELINE

Digital Natives

1892 1970 14983 — mobile phone
1992 — touch screen
1996 — foldable phone
2007 iPhone 1 |
2013 Google Glass

Digital Immigrants



FOCUSING ATTENTION
FOR 5 MINUTES
20 YEARS AGO - 20 MINUTES



1982

The computer can be seen as an extension
How to draw a line with a computer? of the human brain - if a person is smart, it
becomes smarter, if a person is stupid - it
becomes stupider.

Academician Blagovest Sendov, 1979 |

Howko Noves
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Some envisioned e-learning as...
... and fear that the teacher will probably look like this...
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GOOD NOISE IS A S/gN OF
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1. Bpemesa anarpama wa npoexra (gantt chart - FAHT)
2. OUHAHCOBA PAMKA HA NPOEKTA NO ASAHOCTH
3. AHANM3 HA PHCKA,

4, EXNN 38 pean3atita ia IpoekTa (07 oprannsauuATa)
5. KONMUBCTBENRH KPHTEPHH 33 OLEHKA BhEKTHEHOCTTA HA NPOEKTA ~ BDEME, Nap.

6. MONHTOPHHT Ha npoeKTa
6. Ynpasnenwe Ha npoekra
1. Exun:

W Yuactuum

1. Ynewose;
0 3naum

2. ExkcnepTuia na unenopere (CV);
3. Pons 8 npoexTa;

Ouenkn 4. Oraeneno Bpeme 3a paGoTa no NpoexTa

2, Onucanve Ha AefiHocTTe no paspaGoTka Ha NPoeKTa;
3 Fnaena 3. Onucanme Ha UT;
4, Ynpasnenue Ha NpOeKTa - MeTow, GIoAxer, pecypou;
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* NpeAcTaBW MABATA CH W Aa OTTOBAPA HA BLNPOCH OT KYPHUTO
Kpwtepy 3a ouenssare

* MHUUHMHPaHe/onincanne Ha npoexTa;
+ AHANH3 HA HACTOALLIA PAGOTEH NPOLEC

+ ONHCAHHE HA HOBHA PABOTEH NPOLEC W HANONIBAHN TEXHONOINH;
B Kanewpap « Ynpaenewue Ha NPOEKTA NO NPOMAHA HA PABOTHUTE NPOLECH M BHEAPABAHETO HA HOBOTO TEXHOM
+ OuaKBAHHTE Pe3yNTaTH
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MpeacTasaHe Ha UCTOPUA,
CBLP3aHa C NPeACcToALMA
npobnewm/ 3agaqa / npoekT

Sa no-zonemMume Mmoxe

MNpeacTaBAHE Ha y4acTHUUMTE
chopMHpaHK Ha rpynu

da ce uanonsa MAXHUA
mun nepeoHanHocm
PaznpedeneHue Ha ponu

lobpe e sunaau da uma
gupocy om poda:
3a K020, KaKeo u KaK?

8 exuna

FEHEPUPAHE HA MWOEW 3A PELUEHUE

HA NOCTABEHMA NPOENEM
no eynu

Mogdop Ha
WOEN 33 NO-HATATHLLUHO
pasenTHe

QopmMmynupaHe Ha
3 ugen

Kpatke npepcrtaesnHe
3a Koro e npegHasHadYeHo
Mnanupane Ha 3anaqu
TNouzAcHABaHe Ha naenTe
aKbB LWE & KpanHuA NPoayKT)

®unanex nogbop

PopMynupane
PuHanHaTa uges

Kpartko npeacTasanxe,
3a Koro e npegHasHaveHo

MNnanupane Ha 3anayu
MpoTotTunupaxe

Comania npeacrasnse

HanoansaHe Ha
KPUMUYHO MUCTEHE
U UHCMPYMEHITIU
kamo 6me MucneLu
warnku Ha borHo
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MpencTaeaAHe Ha MCTOPMA,
CBbp3aHa C NpeacToALMA
npobnem/ 3agava / NpoekT
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34 K020, KaKeo U KaK?

rEHEPUPAHE HA WOEW 3A PELLEHUWE
HA NMOCTABEHWA NPOBINEM
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Tell a story related to the
problem [ case [ task

Group forming

Ideation



Mogbop Ha
MOEW 33 NO-HATATBLLUHO
paseuTHeE

QopmMmynupaHe Ha
3 ugeu

Kpatko npegcTassaHe
3a Koro e npegHasHaYeHo
[NnaHsupaHe Ha 3aaaqu
HouzacHABaHe Ha waeuTe
KakKbB We e KpaiHWA NpogykT)

PuHaned nogbop

TopMmynupade
MHanHaTa uge

KpaTko npeacTaeaHe,
3a KOoro e npefHa3HaYeHo
MnanupaHe Ha 3aaa4m
MpoToTMnUpaHe

DUHANHO NpeacTaBAHe

Ideas selection

Set of 3 ideas
short presentation

Final selection

Development

Final presentation



APPROACHES & TOOLS



DESIGN THINKING

THE STAGES OF INTEGRATED DESIGN

Review information Identify a problem and Come up with new Make your
topic. form a thesis statement. ideas based on your idea re
research.




CREATIVITY PROCESS

Ideas, alternatives, Thinking aboUt thinking

possibilities Planning for action
[Lateral thinking

FACTS
Information and data De Bonho CAUTIO
Neutral ahd objective | Thinking hats Caution, CritiCal thinking

What do T khow? Why something may hot work

How will T get the information I need?

FEELINGS g BENEFITS
Ihtuitionh, hunhches Optimism
My feelings-right how ‘Positives, plus poin

NO reasons are given [LOgiCal reasons are given
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THANK YOU FOR YOUR
ATTENTION



