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world expert, so there might be some
expression on my own
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experts, and my latest research interests has
been school of the future and mobile learniqg
change of paradigm in education

In a year 2020 my own kids will be teenagers
School of the Future DVD

Virtual world published f of December 2010
Today launch for TOY3 (6.4.2011)
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World Country side Factories, Neighborhoods Information communities,
Virtualworlds, Facebook

Learner Home,Town RegionCountry Globalnetworks
Teacher Authority, Sourcef Informant, Classroom Guide, Mentor, Coach,
Information, platform Resourcdor learning,

Collaborative data
processing , Learning
Environments

Learning Memorizing Chapter,Study book, Tests Scaffolding, New kind of
information and Social
media

School Elementary school, Comprehensive school, School of the Futureg1st

Automaticdata processing Information and Century Learning

communication
technologies

Media Newspaper, radio TV, Internet Multimedia, Mobile,VRE
CONSUMER PRODUCER PROSUMER
Cooperation Parents, Community School Parents Multi-professional

Expertise, Stakeholders
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Technology / Book Computer Tablet, mobile devices
User Interface

Games VideogamegAmiga, Computer games, console Interactiveand mobile
Commodore 64, games (Xbox, Playstation, games & Apps. (Android,
Spectravideo) Nintendo) Windows, iPod/Pad/Phone)

Phones Wired phone Mobile phone Skype

Programming Coding Scripting, object oriented Modelling, simulatioror

programming visualization

Programs Basic C++, Javaava Script Blender, Mesh

Media Newspaper, radio TV, Internet Multimedia, Mobile,VRE
CONSUMER PRODUCER PROSUMER

Channel Shops, friends Opensource communities, Ontline store

peer networks, forums
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21st century learning

A Basic skills

I reading, writing and math plus
information processing

A Learning management skills and
strategies

I skills to manage learning and
thinking process and strategies

A Media literature

I how to understand different media i
photo, sound, text and their
combination and interpretation of
them

A Life-management skills

I school is part of surrounding society
and we learn for life in general

T social and interaction skills

Taking notice of children's age, level of development and personal interests!
Pasi Mattila



Learning Environment: social, physical, and

virtual space, where learning happens

1. Communal space for meeting

for meeting people and interaction plus
changing information and media

2. Collaborative space for learning

room for people to meet and work,
present their learning process and place
for guidance

3. Personal space for working

place for functions and practice,
experiments and information storage

Virtual learning environment (global)-
Multi purpose house (local)

Ideal usability for phenomenon based, inquiry learning purposes!
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Short History and Future of Learning Techknology

1:1 tablet PC
Electronic
newspaper RFID mobile
_ 20052010
Art Galleries School Library
NetDays
20002005 3D Virtual World
- Cave
- Augmented and
Comenius m-Learning g

Social Media Mixed Reality

e-Learning
19951999 ' Platforms \ TOY virtual 3D Learning

environment

ICT solutions

Smart Schools

: realXtend Cave
Web-sites Binder mobile learning

Internet InnoLobby
Email

Projectsg Projectsg Projectsc Projectsg Projectsg Projectsg Projectsg Projects- Projects



ECOSYSTEM open-source virtual wolds 1st GENERATION

2011 - one use case, closed
- - - made for end-user
’f’ \\ - entertainment
\ TOY3 N
/’ LVM 6\

2nd GENERATION

S - more scalable

S - setup your own servers

v - own service, own island

- network, move between
different services

2010-
3rd GENERATION

- application platform

- not just one use case

- scalable, flexible

- compare: Apache, Firefox
+ proper application

- platforms for more than one
application

- no grid or sim concept
(256*256)

- near game engines (WoW,
Quake, Unity)

Collada
WebGL

COMMUNITY

education
v.1.0
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Background of the study

Future School of Finland at CIE
A Programmehttp://edu.ouka.fi/~koulunet/futus/

TOY 3D virtual Learning Environment
A http://www.realxtend.org/

Pilot schools

A Patamaki primary school

A Pohjankartano lower secondary school

A Karjasilta upper secondary school

UX research at CIE

A Chiru-project started 9/2010 http://chirublog.org/

This presentation focus orducation principles and on the other
hand userexperience (UX)esults
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