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INNOVATE MY SCHOOL

Welcome

to the first edition of the Innovate My School Guide
By Michael Forshaw

S

ince Innovate My School began in January 2010, our passionate
community of thought-leaders have shared some fascinating ideas
and innovations for improving teaching and learning in their school
- all of which are freely available to read on our website. The Innovate
My School Guide builds on these ideas by exploring in more depth, from
a wide array of contributors, the 10 most popular topics throughout
Innovate My School over the last 12 months.
Within each section, we explore the potential
benefits, pitfalls, future trends and learning
outcomes for each innovation area, providing you
with a warts-and-all view of how they can impact
a school and, ultimately, the learning experience
of the pupil. We have even included case studies
to provide evidence, should you need to
persuade any SLT members on the benefits!

Within each section, we explore
the potential benefits, pitfalls, future
trends and learning outcomes for
each innovation area.

The calibre and number of teachers that want to write for Innovate
My School is always humbling. We’re lucky to work in a space where
passion and enthusiasm is not in short supply, so it wasn’t difficult to
find 21 creative teachers to share their stories within this Guide.

Why are so many schools
speed-dating?
Because it’s an informal and
relaxed introduction to the
latest tech and practices
It’s something different
to usual meetings - fun
and quirky
Ideal for clusters of
heads, deputies, SLTs,
ICT leaders and
business managers
- 2000+ so far
Saves time from
visiting exhibitions
Completely FREE to schools!

It can’t be underestimated the impact our teacher community can have
on teaching and learning throughout the country. As with all of the articles
we publish, the aim is to provide a burst of inspiration that sends you off
on an exciting journey of innovative ideas to take back to your school.
I hope this publication does not disappoint.

“Excellent idea - really
informative session”-

“Like the BETT show without the

“Excellent way of
exploring new technology” -

Halton Association of
Primary Headteachers

Dominic Norrish, Group Director
of Technology, United Learning

Business Manager,
The Holgate Academy

2 0 1 5pain,
/ 1 6bewilderment and crowds”-

Michael Forshaw
Managing Director

For more info please contact Damien or Evon on
01244 312720 / events@innovatemyschool.com
www.innovatemyschool.com/live

Contributors
Mark Anderson
is a prolific keynote speaker, former assistant
headteacher and author of the bestselling
Perfect ICT Every Lesson. He is now an independent
education consultant/trainer and ITL associate.
@ICTEvangelist
educationevangelist.com
mark@ictevangelist.com

Graham Andre
has experience in teaching all years from
Reception to Year 6, and is progression
team leader for Year 3 and 4 at Lanesend Primary
School, Isle of Wight.
@grahamandre
numeracyshed.com
grahamandre07@gmail.com

Eddie Aylett
is the assistant headteacher at Bower Park
Academy in Romford, Essex. He received
his BA Honours in Physical Education with QTS from
Greenwich University, London in 2000.
@GlobalYouthNet
globalyouth.org.uk
aylette@bowerpark.havering.sch.uk

Jane Basnett
is head of MFL at Downe House School
in Berkshire, leading a large and successful
department. She has set up TeachMeets and a school
blog (dhtm.wordpress.com).
@basnettj
janeebasnett.blogspot.co.uk
basnettj@downehouse.net

Sarah Bedwell
is an Aussie teaching English and is currently
her school’s e-learning coordinator, though
she believes in pedagogy before technology.
@FlyMyGeekFlag
flyingmygeekflag.wordpress.com
flyingmygeekflag@gmail.com

Rachel Jones
is a Google / Microsoft certified deputy
director of studies. Interested in creativity
and innovation in the classroom, she is the author of
Don’t Change the Lightbulbs and Teacher Geek.

Ryan O’Donnell
is a technology teacher on special assignment
and former High school Social Studies
teacher in Rocklin, California. Along with teaching, Ryan
presents at technology and Social Studies workshops.

@rlj1981
createinnovateexplore.com
Fairbrother1981@gmail.com

Philip Cotton
has been teaching for seven years. He has
been widely recognised for his 3D printing
work, being awarded the 3D Printshow Educational
Excellence Award in 2013 and 2014.
@ladybridgeDT
philipcotton.com
philipcotton@hotmail.com

Danielle Lynch
is the head of Religion at a Secondary
school in Cairns, Australia, and is in the final
stages of a PhD in Theology at the University of Leeds.

@creativeedtech
creativeedtech.com
rodonnell@rocklinusd.org

Matt Podbury
is the curriculum leader for Geography at
the International School of Toulouse. He’s the
author of geographypods.com, a repository of teaching /
learning materials for the Geography classroom.

@DALynch146
theologyofmusic.wordpress.com
danielle.a.lynch@hotmail.co.uk

Ira Cross Jr
is an Elementary educator working in
Columbus, Ohio. He has a passion for
innovation in education and also for collaboration with
teachers, parents and, most importantly, pupils.
@mr_crossj
mrcrossjr.tumblr.com
mr.iratcrossjr@gmail.com

Mark Martin
is an educator with a proven track record
of innovative and inspirational teaching. He
has presented a number of sessions at BETT on using
mobile technology in schools.

@Mattpodbury
geographypods.com
support@geographypods.com

Juliet Robertson
is an education consultant specialising in
learning outdoors. She’s the author of Dirty
Teaching: A Beginner’s Guide to Learning Outdoors and
I’m A Teacher, Get Me OUTSIDE Here!

@urban_teacher
urbanteacher.co.uk
mark@urbanteacher.co.uk

Nick Dempster
is a Year 6 teacher, English coordinator and
Apple Distinguished Educator for Norwood
Primary in Southport. He’s passionate about using
technology effectively to enhance all areas of learning.
@ICT_with_MrD
norwoodprimaryschool.com
nick.dempster44@gmail.com

Dominic Norrish
is an author, former History teacher,
school leader and edtech consultant. He is
currently the group director of technology at United
Learning, a group of over 50 schools.
@domnorrish
educate1to1.org/book
Dominic.Norrish@unitedlearning.org.uk

Simon Howe
is head of ICT at Ashton on Mersey
school, where he has held a number of
roles, starting as a KS3 coordinator then becoming
KS4 coordinator for ICT.
showe@aom.trafford.sch.uk
aomschool.thedeantrust.co.uk

Philip Nottingham
is a teacher and Computing coordinator
at Springwell Park Primary.Teaching for
approximately 10 years, he’s worked in a variety of
settings, including specialist provision for SEN pupils.
@trysomeicytea
trysomeicytea.blogspot.com
pnottingham@springwellpark.org.uk

Carolyn Hughes
is strategic leader for ICT and a member of
the Senior Leadership Team at Meadowside
Special School. She has four children, the youngest of
whom has Down’s Syndrome.
@meadowsideCH49
meadowsideschool.com
carolynhughes@meadowsideschool.com
Innovate My School

@CreativeSTAR
creativestarlearning.co.uk
info@creativestarlearning.co.uk

Adam Speight
is the award-winning head of faculty for
Computer Science at Kings Monkton
Independent School in South Wales. He has a master’s
degree in Technology for Teaching and Learning.
@Mr_Speight
kingsmonkton.org.uk
adamspeight@kingsmonkton.org.uk

Joe White
works with children with autism and
communication difficulties at Stone Bay
School in Broadstairs, Kent, supporting them to manage
the frustration that leads to sometimes very challenging
behaviour.
@jw_teach
teachsen.wordpress.com
dr_dig2001@hotmail.com

James Winchester
has been teaching in SEN for nine years, and is the lead practitioner
for Strategic ICT and Curriculum at Oak Grove, a Secondary special
school in West Sussex.
www.innovatemyschool.com

@jwinchester25
senclassroom.wordpress.com
Jwinchester25@gmail.com

B11 Education is your one stop shop for all your school
improvement, consultancy and training needs.
new versIon
for

At B11 we are passionate about achieving high quality education for all! Our mission
is to work in partnership with schools to help build their capacity and improve the
outcomes for children and learners across the UK and beyond.

Windows 10
& Mac
Teacher

Nationally Renowned Experts in preparing you for Ofsted.

We Make Teaching with Technology Easier & More Effective

“Incisive, insighul and so balanced. Your developmental review drew our aenon to
the batons we had dropped. We have derived enormous beneﬁt from your experience
and wisdom. You have empowered us. School development budget well spent!”
Colin Hall, Head, Holland Park School, London.

TRAINING OPPORTUNITIES

For nearly 20 years, Netop has been a trusted resource for educators teaching with
technology. From traditional PC-based computer labs to 1:1 smart device initiatives and flipped
classrooms, we’ve evolved with educators as they face new challenges and embrace the
latest technology in the classroom.
Designed with teachers in mind, our classroom management technology is used around the
globe and puts a rich variety of powerful tools in your hands.

All of our training courses are of exceptionally high quality
and are designed to meet the needs of all our participants.
See our website for our current training courses including the
highly acclaimed:

How to become your school’s RESIDENT INSPECTOR.

“Insighul, powerful and highly accurate training! B11 Educaon challenges and inspires
you to improve; truly building our capacity and securing our outstanding grade by
Ofsted.”
Martyn Oliver, Execuve Principal, Outwood Grange Academy, Wakeﬁeld.

We also offer:

guIde LearnIng

IgnIte Interest

engage students

ImProve grades

Focus attentIon

FLeXIBLe PrIcIng

Website Compliance checks
RAISEonline analysis
Developmental Reviews
Governor Training
Safeguarding Audits
School Improvement Partner
Pupil Premium Reviews

AND MUCH MORE!
Learn more or try it free at www.netop.com/education

Get in touch with our UK distributor on
01926 813500 or sales@maitek.co.uk

More information:
www.b11.co
enquiries@b11.co
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Coding &
Robotics

Coding and robotics provide many
opportunities to create innovative
products for schools.

SECTION NAME

CODING & ROBOTICS

Coding & Robotics

Benefits & Pitfalls
Technology is key in modern learning, but to what
extent do coding and robotics play a part in this?
Simon Howe: They help pupils develop improved
independence and resilience to learning, as coding
especially is focused around problem-solving. The
development of critical thinking skills and solving things
in a number of different ways is great, and robotics
enable pupils to program and create a wide array of
solutions to the same problem, in a pupil-led way.

R

eplacing abacuses with algorithms may have lifted
eyebrows a decade ago, but the now well-embedded
Computing curriculum has ensured that the next
generation are experts, not followers, of future technology.
Pupils are driving the world’s economy forward with the
endless digital possibilities that evolve in this digital age.
Understanding how computers work sounds almost archaic
in many senses now. The fundamental principles and concepts
surrounding computing aren’t just being developed to fit in
with current technology; they’re also being propelled into
the world to which we’re headed. This is not only fantastical,
innovative and exciting, but also necessary and crucial for the
UK to remain at the cutting-edge of the digital world.
Robotics is just one way to express creative digital freedom
well, given the extensive cross-disciplinary scope for learning
and exploring new frontiers. In our complex world, robotic
technologies save time, money and even lives. The possibilities
as we progress through the 21st century with our coding
children is awe-inspiring in itself.
The precise and unambiguous nature of code launches
logical reasoning into the forefront of learning journeys,
allowing children to not only understand code, but to be the
digital leaders of the future destiny of it.
We’re delighted to welcome coding and robotics
professionals Simon Howe, Mark Martin, Nick
Dempster and Adam Speight to debate the teaching
methods in this innovative area.

Mark Martin: The journey for many ICT teachers
has been tedious, but the reward has empowered
them to learn a skill that will transform pupils from
being consumers, to creators, within the classroom.
Coding and robotics provide many opportunities
to create innovative products for their schools and
community. It also helps to raise the awareness of the
ever-growing technology sector in the UK.
Nick Dempster: Children become so engaged
in coding and robotics that they often don’t
realise they’re learning risk-taking, logic, reasoning,
sequencing and debugging skills. They relish the
chance to help each other to solve errors and debug

Simon Howe: Take your time in selecting the correct
coding and robotics solutions for your needs, carefully
considering: cost, support, resource, hardware and
software compatibility with school IT systems. Make
sure your staff fully understand how it works before you
deliver to a group.This can be achieved through small
group teaching or coding clubs after school.
Mark Martin: The school’s IT infrastructure isn’t
always adequate to meet the demands of the coding
and robotics environment. Most IT systems in schools
are plagued with filters and blockers, which means the
only hope to effectively build something is at home or
on a standalone computer.

Mark Martin

Nick Dempster

codes when problems occur. Pupils should be given
the opportunity to use something they do not have
regular access to at home, and this is especially true
when working with robots.
Adam Speight: Learners gain an insight as to how
coding and robotics actually work, which enables
them to interact in a much more mature and efficient
manner. Learners automatically develop a sound
awareness of artificial intelligence and gain a more
kinesthetic, hands-on experience when learning how
to code using robotics.
Nick Dempster: In a technology-rich world, it
is not enough to simply use a computer. Allowing
children the experience to actually write their own
code or apps encourages them to think deeper, and
realise just how clever and advanced the technology
they use on a daily basis is. It can also encourage
more children to develop their knowledge and skills
in Computer Science, programming and robotics
when they get older.

There are of course potential downsides to
any technology-based learning, correct?

Contributors

Simon Howe
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Adam Speight

Nick Dempster: Teachers who are not
experienced could be reluctant to use robotics due
www.innovatemyschool.com

to fear of something going wrong. My advice is to
celebrate failures. Deeper thinking and problemsolving will take place as both the children and the
teacher try to defuse what has gone wrong.
Adam Speight: The sole use of visual
programming software is, in my opinion, wrong, as
pupils need to be introduced to textual programming
as soon as possible. Anyone can click a range of
buttons, but a real programmer is the person who can
write and edit actual pieces of code.
Nick Dempster: The belief that coding and
robotics are isolated parts of the curriculum with few
cross-curricular links is a pitfall. This can be overcome
through the teacher’s own creativity.
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CODING & ROBOTICS

Taking the Raspberry
Pi plunge

The key to my coding
classroom

By Simon Howe

By Mark Martin

A

A

t a CAS event in June 2014, there was a talk
from a lecturer at Manchester University. He
talked about a project where all first year
pupils were given a Raspberry Pi to keep and use
within lectures and Computing labs. So I thought to
myself, could I do this for the new Year 10 Computing
pupils in September 2014?
The first step was to get my IT suites Pi-friendly. To
achieve this, we installed new all-in-one desktops with
HDMI out as well as a power cable for the Pi. This
enabled pupils to set up their Pi devices very quickly.
The second stage was giving the pupils a Pi each to
take away and learn with!

Linux and Python enabled pupils to
become more independent and
confident in key areas of computing.
The first few weeks were a steep learning curve for
both the pupils and myself. Initially I found that pupils
were having a number of problems with the display, SD
cards, logging on and sound issues, with each issue taking

Pupils were having a number of
problems with the display, SD cards,
logging on and sound.
up lots of time. However, I found after a few chaotic
weeks that confidence improved, with us all showing the
ability to solve problems at a much faster pace.
Throughout the year we did a variety of projects
on the Pi, with the main area getting pupils to use
the Linux command shell and Python programming.
This enabled pupils to become more independent
and confident in key areas of computing. For the
assessment and storage of work, pupils were using
Google Drive to complete and store work to
be marked. This also enabled the pupils and I to
bypass the IT support team, allowing a fast install of
programs without jumping through hoops with an IT
network manager.
So a year on, what was the outcome of this
project? Overall, a successful one! The promotion
of pupils using their Pis at home, as well as pupils
producing some fantastic work showing knowledge
well beyond the set brief was great to see. One pupil
was using the command shell on the Pi, even
using a text-based browser for research and
finding information on the internet. Another
pupil started to do some hacks on his device,
due to him forgetting his password and
having to gain access. Three pupils on work
experience at our partner UKFast used
their Linux knowledge to build VMs (virtual
machines) and WordPress sites.
There is no doubt that I will be taking
this forward to future computing pupils.
Innovate My School

15

t my previous school, I was given the challenge
to introduce coding and STEAM (Science,
Technology, Engineering, Arts, Mathematics)
to my department and wider school community. The
job responsibility seemed very daunting, because it
required me to have a clear vision that I could carry
out and see through. This meant I had to create an
ecosystem that could run on its own and without too
much micromanagement.
The first step I had taken to introduce coding to
my colleagues within the department was to train
them over a period of a month. We also included
technicians in the process because we felt they would
be key to making this roll-out a success. To get Key
Stage 3 pupils on board, we introduced morning and
after-school code clubs for them to create, innovate
and learn the basics of web development.
To ensure success, I met with the headteacher
to get her backing for the initiative. This was really
important, because if the leadership supports the
drive, then it makes the task easier in implementing
and setting the right culture throughout the school.

We included technicians because we
felt they would be key to making the
project roll-out a success.
To sustain the momentum of getting teachers
and pupils engaged in coding, I created a coding wall
outside my classroom, so that everyone could see its
power in today’s world. I also invited programmers
and coders from the industry in on a fortnightly basis
to come and showcase their innovations to staff and
pupils. This created a positive buzz around the school
and more pupils enquiring about computer science at
Key Stage 4.
www.innovatemyschool.com

I created a coding wall outside my
classroom, so that everyone could
see its power in today’s world.
I took pictures of coding events, posted articles to
the school’s website and magazine. Pupils in the younger
class stated their interest of perusing coding at Key Stage
4, which showed clear evidence that the work being
done throughout the school to push the subject was
having a positive effect on the young people.
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CODING & ROBOTICS

Get started!

Tetrix Robotics

Read about a selection of products and services that can
assist you with coding and robotics in your school.

VEX Robotics
VEX Robotics offers teachers a way
of engaging pupils in the handson learning of systems, materials,
mechanisms and programming
through the plastic VEX IQ and metal
VEX EDR platforms. Linked with
over 100 lessons of FREE curriculum,

e paul_mcknight@vexrobotics.com
w www.vexrobotics.com
t @VEXRobotics

ROBOTC

FREE CAD software and the
extra-curricular VEX Robotics
Competitions, it offers many
unique opportunities for learning
across Design & Technology,
Engineering and Computing.
Involvement also encourages
teamwork, perseverance,
communication and project
management – skills which
industry is looking for.

Pitsco STEM Products

Tetrix Robotics, which includes Tetrix Max and Tetrix Prime,
are the latest in robotics innovation from Pitsco Education.
Built with versatile features and rugged durability, these
robotic systems have incredible compatibility with LEGO
Mindstorms used in FIRST, Arduino, Raspberry Pi, and the
NI myRIO for World Robotics Olympiad (WRO).

e orders_uk@studica.com
w www.studica.com
t @Studica_UK

WorldSkills Robotics
Studica is the sponsor for the
WorldSkills Mobile Robotics
Competition and official supplier of
the Robotics collection. Our robotics
collection is the approved bundle for
creating a robot that will complete
the task specified in the WorldSkills

Competition. Teams around the
world use this product to train
and compete in the WorldSkills
Mobile Robotics Competition. The
WorldSkills Robotics Starter Kit
is a scaled down version of the
collection at half the price.

e orders_uk@studica.com
w www.studica.com/worldskills
t @Studica_UK

Programming is a key element of the new computing
curriculum and ROBOTC, linked with Robot Virtual
Worlds, allows pupils to work one-to-one coding
and debugging.They can run code on virtual robots,
or the physical VEX robots – allowing pupils to see
the actual outcome of their work. Graphical input,
progresses to Natural Language and ultimately C++
code. FREE curriculum, sample code and walkthrough tutorials allow pupils to grow in confidence
as they develop their skills.

e chris.calver@rapidonline.com
w www.rapidonline.com/robotc
t @Rapid_Edu

With Studica, Pitsco hands-on STEM learning
solutions are the best way to help your pupils
excel in science, technology, engineering and
math. Pitsco Education is dedicated to producing
products and curriculum with the sole purpose
of allowing pupils to learn, grow and succeed.
Teachers can find curricular offerings and engaging
kits for pupils at every grade level. Explore
aerospace, dragsters, maths, robotics, engineering,
sustainable energy, physical science, STEM in the
gym, structures and much more!

e orders_uk@studica.com
w www.studica.com
t @Studica_UK
Innovate My School

AnyWorld Coding Kits
Engaging, modular teacher training
and classroom kits using Scratch
and Python that break coding into
simple, easy to understand steps.
Here’s what teachers are
saying: “User-friendly and an
effective way of teaching code.”
“Easy to understand.” “Boosts
confidence and knowledge.”
“Pupils engaged with the kits
straight away.”
www.innovatemyschool.com

Find out more and download
your free lesson plan -covering
KS2 (Sequence of Statements) or
KS3 (Variables and Assignment):
www.anyworld.eu/modular_
coding_for_schools.

e enquiries@anyworld.eu
w www.anyworld.eu
t @anyworldltd
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IT headache?

Urbot
Do you teach computing?
Concerned your pupils understand
enough? Would a simple learning
tool, with no prep time, help? Have
you tried Urbot?
It teaches logical thinking and
problem solving. Pupils use flowcards to make their algorithm
and program.
Urbot scans the cards and
carries out the instructions!

IT Solutions
for all
budgets

No computers. No prep.
Lots of learning. Faster.
It’s also programmable via the
BBC micro:bit.
Order yours today: Choose from
different models and add on sensors.
(Final product may vary slightly.)

e urbot@restech.org.uk
w www.restech.org.uk
t @Restech_edu

Apps for Good

Blue{shift} Coding

Apps for Good is a free education programme
where pupils learn to build their own apps.
Infusing digital learning with teamwork, creativity
and entrepreneurship, the course meets the
requirements of the new Computing Curriculum
and helps connect pupils’ learning to the real world.
Educators have access to our continued professional
development materials, the course content
framework, and tech industry volunteers.The course
ends with our national competition, in which the
seven winning apps are launched on the market.

blue{shift} offer creative coding classes and
workshops for children in Years 1-8. Our teaching
materials cover all aspects of the National
Computing curriculum from coding to physical
computing.
blue{shift} run weekly after-school coding clubs at
schools.We can teach one off workshops or come
to schools regularly to teach computing units.
blue{shift} have written a series of books on
Computing for Hachette which will be published
in Spring 2016.

e education@appsforgood.org
w www.appsforgood.org
t @appsforgoodcdi

e hello@blueshiftcoding.com
w www.blueshiftcoding.com
t @blueshiftcoding

Leading suppliers of:
n Laptops
n Servers
n Tablets
n VDI
n Managed Email
n Interactive Displays

WE MANAGE IT
Call 0845 302 1922
Email education@icc4it.co.uk or visit www.icc4it.co.uk/education
ICC, Connection House, Sandbeck Lane, Wetherby, West Yorkshire, LS22 7TW

Innovate My School

20

CODING & ROBOTICS

A STEM REVOLUTION

Future trends &
Learning outcomes

VEX IQ Super Kits contain
Super Kit
everything you need to build robots! £249.99
• 850 parts • 7 Sensors
• Storage bin
• 4 motors • Programmable brain • Instructions

CLASSROOM BUNDLES

What can we expect to see with coding and robotics in the coming years?
Simon Howe: A shift in focus on security, looking
more at how to secure networks, files and encryption.
I think we’ll also be writing a curriculum around ethical
hacking. I can foresee an increase in the number of pupils
surpassing their teacher’s knowledge of coding, due to
the increased independence of pupils learning beyond
the classroom.There will also be more physical output
for programming languages through various robotic
solutions, rather than on screen outputs. Pupils will be
increasingly using robotic learning to help solve problems
within everyday life.

Nick Dempster: Tablet-based resources will
continue to develop and become more commonplace.
It is far easier from a developer’s viewpoint to update
and improve an app compared to a desktop-based
product.These apps will continue to become more
robust, offering more flexibility and potential challenges
to the users.The use of models such as Lego WeDo
will continue to bridge the gap between on screen
programming and physical, robotic programming, and this
will be extended through more practical projects using
Raspberry Pi and similar kits.

Mark Martin: Coding will be seen as important as
literacy because of the global demand for the skill.The
introduction of robotics into the mainstream will lead the
education system to think more about artificial intelligence.
Designing robots in schools will be seen as a norm, and we
will see more inventions being discovered in lessons.

Adam Speight: The computer robotics industry will
start growing at a greater rate, and there will be more of
a willingness from both academia and industry to work
with schools to inspire the next generation. Robotics
software itself will encompass more visual programming
elements to increase learner engagement.

What learning outcomes have you seen in this area?
Simon Howe: I’ve seen pupils being more
independent learners, having a key skill set to fall back
on if they encounter any problems when working.
They have better knowledge of code and the ability
to create software based on specific problems. More
school leavers will be seen going on to computing
apprenticeships or university as well, leading to an
industry of quality coders. Pupils’ enthusiasm around
robotics is massive, and when the robots are out,
they are instantly engaged, excited and motivated
in the lesson. There will continue to be greater
creativity within the classroom, with pupils leading
their own learning and the teacher there to aid and
troubleshoot, rather than lead.
Mark Martin: Pupils develop better computational,
analytical and problem-solving skills through
programming and coding. They are challenged to think
of solutions they can fix with coding or robots in
their lives or community. This brings project-based

learning alive, and puts emphasis on their problemsolving skills.
Nick Dempster: Coding and robotics encourage
risk, trial and improvement during the coding process. It
improves logical thinking, sequential learning and abilities
to debug - these skills can be applied to other areas
of the curriculum as well. Children also gain a sense
of achievement from physically programming a robot.
Watching their work be brought to life allows pupils
who are not necessarily academically gifted to flourish,
improving communication skills and encouraging them
to demonstrate their understanding to other pupils.
Adam Speight: Pupils can reflect upon a piece of
given source code and interpret what it actually does.
They learn to handle and further develop a piece of
given source and display greater signs of computational
thinking. It’s a kinesthetic learning experience which
introduces them to the world of artificial intelligence.
Innovate My School

Order code
70-7902

VEX IQ Classroom Bundles are designed
to support classroom learning and provide
enough equipment for groups of 10, 20 or 30
students. Each pair of students will have
1 VEX IQ Superkit to work with.

Try

Bundle size

Order code

10 students

70-7950

£1249.99

Price

20 students

70-7951

£2399.99

30 students

70-7952

£3749.99

FREE for 90 days Contact education@rapidonline.com
Orderline: 01206 751166 www.rapidonline.com
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BYOD

BYOD
Bring Your Own Device

By pupils using their own devices
in lessons, I find engagement in the
learning improves.

SECTION NAME

Benefits & Pitfalls

BYOD

Sarah Bedwell: BYOD can bring about significant
cost savings on infrastructure, as pupils are already
familiar with their own devices, and can often use
them in creative ways that teachers haven’t yet
thought of. Pupils can learn at their own pace and
recap lesson content, and as most devices used by
pupils have instant access, there is less learning time
wasted waiting for computers to boot up and pupils
to log in.

W

Rachel Jones: BYOD not only provides an
excellent platform for collaborative working, but
also an innovative way of allowing successful and
meaningful differentiation between learners. By pupils
using their own devices in lessons, I find engagement
in the learning improves and it empowers learners, as
they’re using something that they’re used to at home,
to learn something that they may not be as familiar
with in class. This inevitably sparks curiosity and awe
about learning in some sessions; something that I feel
is often lost during Secondary school.

Dominic Norrish

Dominic Norrish: Gibson’s oft-quoted ‘The future
is already here — it’s just not very evenly distributed’
is the main reason for going BYOD. Done well, it puts
an extremely empowering learning toolkit in every
pupil’s hands, totally disrupting the current model of
school ICT. In the medium-term, BYOD schools will
shift their operating model for IT to “we’ll provide the
infrastructure and services, the user will provide the
device”. Today’s learners are permanently connected
to their own social, academic and interest networks
through a device. BYOD done well brings the school
into this circle.
Adam Speight: It empowers pupils to learn more
efficiently, as they can use a piece of technology
they’re comfortable with in order to solve a particular
problem. It enables digital learner systems to be
set up, which can increase pupil confidence and get
certain pupils involved who may not necessarily like
getting involved in other school activities.

What limitations or pitfalls could present themselves?
Sarah Bedwell: Equity of access must be considered
carefully. This goes for both access to devices, but
also to Wi-Fi / data. There are other infrastructure
considerations to be made, including network access,
filtering and safeguarding, as well as physical protection
for devices against breakage and theft. Teachers need
to strictly monitor use of devices until trust is built up
between staff and pupils - this can take significant time.
Considerations for limiting use outside the classroom
may need to be made as well.

Contributors

Rachel Jones
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What kind of benefits can teachers expect from a BYOD programme?

hether you think BYOD is the key to schools
keeping up with the continual digital advancement in
the classroom, or just a teacher’s constant headache
with a distracted class and overworked infrastructure, one thing’s
for sure: this is still one of the most talked about developments
in recent years.
Love it or hate it, technology follows children around.
Phones and tablets are attached to the hip, and it’s for schools
to decide on whether they embrace the changing trends, or
stifle it at the risk of endangering the creative and technological
advancement of pupils.
Driving forward, the question will not be if, but on what
scale, do we roll it out? There’s no denying that tablet learning
enhances achievement through creative freedom. However, as
tablets embed themselves in our everyday lives, allowing us
access to the entire world at our fingertips, the way in which this
is supported, planned and controlled in schools with network
infrastructure is crucial.
It’s safe to say the BYOD debate will continue to challenge
school leaders over the coming months as policies regarding
equality issues of pupils dominate the agenda. Finding economical
yet fair and inclusive solutions to the issue of differing BYOD
models, dependant on individual financial situations, will be one of
the main challenges for school leaders to embrace and address.
Here to discuss are teaching experts in the field: Sarah
Bedwell, Rachel Jones, Dominic Norrish and Adam
Speight.

Sarah Bedwell

BYOD

Adam Speight

Rachel Jones: The BYOD model does rely on
positive drivers in school to embed good practice. It’s
not something that I believe can be introduced into
lessons in a rush; it certainly takes training, time and
effort and staff need to be fully supported by SLT and
governors.
An important point with BYOD is never to
assume that all children will be confident and good
at using technology for learning. It’s easy to forget
in the technological environment we live in, but for
www.innovatemyschool.com

some, the thought of learning on their own, or with a
borrowed device, will be daunting.
Dominic Norrish: There is the issue of legitimising
illegitimate use: the problem of pupils’ phones as
weapons of mass disruption becomes harder to manage
when the fall back excuse of “I’m doing my work on
it” becomes available. Also, far from bridging the gap
between the poorest and wealthiest pupils, BYOD
exacerbates it, with the less well-off often opting out
entirely as a result of the fear of social shame.
Adam Speight: Clear rules and guidelines need
to be drawn up by all stakeholders within a school
environment before introducing BYOD, and pupils
should be made to only use school Wi-Fi systems as
opposed to their own so that safeguarding can take
place by monitoring what their device is being used for.
Sarah Bedwell: And always remember - teachers
still need a back-up plan!
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BYOD

Battling through BYOD
restrictions
By Sarah Bedwell

C

onvincing my headteacher to give BYOD a
go wasn’t easy. In fact, it took several years
of casually dropping it into conversations,
outright persuading and highlighting all of the
potential benefits (I think he’d call it nagging!) before
he capitulated. My school is in an area of economic
and social deprivation and we, like many other
schools, have faced increasing budget constraints in
recent years. Our IT infrastructure was ageing and
in dire need of replacing. I think it was the financial
argument that convinced my headteacher in the
end. We were able to delay wholesale computer
replacements by two years by introducing BYOD.
It took a lot of planning and negotiating with SLT
before we kicked it off. We had to keep equity of
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BYOD: How it’s transforming
1:1 learning in class
By Rachel Jones

access in the forefront of our planning, as well as
network security, safeguarding and device security.
All of this is built into our very comprehensive
IT policy. Pupils are welcome to use their devices
if a teacher is displaying a green sign on their
classroom door, provided it’s being used as per
the teacher’s instructions. A red sign indicates that
devices are banned and will be confiscated if seen.
Devices are also banned in all communal areas at
break and lunchtimes.

Pupils are welcome to use their
devices if a teacher is displaying a
green sign on their classroom door.

M

y school rolled out 1:1 BYOD in Years 7 and
9, and intends to repeat this over three years
until the entire school is 1:1. The reason
for doing this was to make manageable waves of
year groups with technology, so that teachers could
become used to and eventually practiced at teaching
with the pupils having the devices.

Giving everyone time and space to
grow their confidence was really
important.

The end result is more creative pupils. They
produce their own images for use with Photoshop in
Computer Science. They are coding their own games,
manipulating images in Art, researching products and
pricing components in D&T, blogging in English, using
a huge range of apps in Performing Arts (GarageBand
is a favourite with pupils), and watching experiments
that for various reasons can’t be undertaken at school
in Science. They’re recording live data in PE, accessing
the Khan Academy in Maths, and so much more. This
year we’re dipping our toes into flipped learning,
based on the premise of pupils being able to use their
own devices.
It takes careful planning and even more careful
monitoring of pupils using their own devices at
school. It also takes a huge amount of trust between
staff and pupils to know that pupils are only using
them for work and not social media in lessons. There
must be clear consequences for breaching the rules,
and a consistent application of the IT policy. All in all,
it’s had a demonstrable benefit to our pupils and their
learning.
Innovate My School

The confidence of teaching staff has been
paramount, and there has been extensive (and
continuing) staff training during INSET and twilight
CPD sessions. Training all those concerned has been
time-consuming but vital, and has included parent
and pupil sessions so that we could engage the major
stakeholders in the school community.

Training all those concerned in BYOD
has been time-consuming but vital.
At the same time we also launched Google Apps
for Education, which was particularly well received by
pupils and is now being well utilised by staff.
Another key thing that made the roll out successful
was the formation of a keen group of pupil digital
leaders, who are able to provide peer support as
well as staff training. Giving everyone time and space
to grow their confidence, as well as sharing good
practice, was really important. Having a member of
staff who was responsible for driving this change was
also paramount, as was admitting mistakes we made
and being willing to be responsive and flexible to the
reality of having technology in school, rather than an
idealised view of what it would be like.
www.innovatemyschool.com
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BYOD

Get started!

We provide amazing staﬀ training and we help
with deployment. Our holistic approach
ensures meaningful outcomes that have real
impact and are truly transformative.

HALF - iTeach

Read about a selection of products and services
that can assist you with BYOD in your school.

Working with thousands of schools across the
UK, our staﬀ are teachers who are passionate
about one thing - learning & teaching.

iLockerz
iLockerz are simple yet intelligent
electronic lockers that give
students a secure location to
store and charge personal devices
and equipment for short periods
of time.With features like a
comprehensive audit trail showing
administrators all system/locker
usage, the option to access a locker
using a pin code an access control
card or a fingerprint read and

various in-built charging points
the iLockerz student charging
stations are a must have for any
school looking to implement an
effective BYOD policy.
The iLockerz team
are offering free onsite
demonstrations to all
customers that quote the
‘IMS guide’ when calling in
via 0121 270 6153.

iTeach iPad Training
The team at iTeach
offer great teacher
training for those
schools and colleges
throughout the UK
who have headed
down the route
of iPad, and help
schools new to iPad
plan for success.
Focused on the needs and targets of the school,
training is provided as a sustained programme
over the school year with clear outcomes agreed
with the school leadership team.
Employing only teachers, training is entirely
focused on learning and teaching.

e hello@iteach-uk.com
w www.iteach-uk.com
t @iteach_uk

Talk to us. We’ll get things started and support
you on every step of the journey.
e tellmemore@iLockerz.com
w www.ilockerz.co.uk
t @iLockerzUK

Precedence Technologies

Precedence Technologies offers innovative
products and services aimed at schools who wish
to embrace flexible, modern technologies such
as virtualisation, mobile devices and access from
anywhere in order to enhance learning.
Our reputation has been built on expert
technical support and custom-designed products
which is reflected in our strong and loyal
nationwide customer base.
Embrace and transform ICT in your classroom
and beyond in partnership with Precedence
Technologies.

e sales@precedence.co.uk
w www.precedence.co.uk
t @PrecedenceTech
Innovate My School
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BYOD

Future trends &
Learning outcomes

The Diplomat™ PIN

With all this in mind, what BYOD trends
can we expect to see in the future?
Sarah Bedwell: Schools are going to have to be
continually adapting their technology offerings, while
ensuring that monitoring and filtering services are
adaptable to the constantly changing technology available
to pupils The need to teach digital citizenship across
the curriculum will go hand-in-hand with the increase
in BYOD usage. In short, schools need to embrace the
technology that pupils are already bringing in, and all of
the benefits that go alongside it, while still ensuring that
equity of access and safeguarding remain priorities.

Dominic Norrish: I can see BYOB - Bring Your Own
Browser - as a realistic alternative to a single platform
1:1 scheme getting closer all the time. BYOB schools
will define an ecosystem that allows the key tasks of file
management, collaboration and workflow to take place
using multi-platform apps or a browser. Good examples
of such ecosystems are Microsoft’s Office 365 and
Google’s Apps for Education. It’s only a question of time
before equivalents to the ‘killer apps’ that people buy for
iPads are also available via a browser.

Rachel Jones: Could we be seeing wearable
technology such as Google Cardboard? Or BYOD
on multiple platforms? Wider school subscriptions to
services such as Google Apps for Education are certainly
on the cards, as well as the integration of augmented
reality into more text books / school resources.

Adam Speight: More published research
will come about which shows BYOD policies can
work if implemented correctly. I believe there will
be less excuses about introducing a BYOD policy
as mobile devices become even cheaper and
affordable for everyone.

What learning outcomes have you experienced with BYOD?
Sarah Bedwell: Instant access ensures less learning
time wasted waiting for traditional technology, for one.
Pupils are already familiar with their own technology and
often use them in creative ways not envisaged by staff.
There is huge potential for personalised learning and
differentiation through using BYOD as part of a flipped
learning programme.
Rachel Jones: BYOD can provide learners with the
maximum potential learning opportunities. It ensures
that pupils are given the opportunity to be makers on
content, and to be creative with their learning.Teachers
need to make sure that the focus of a BYOD policy is
pedagogy, not technology.

Dominic Norrish: I’ve experienced higher-quality
outcomes from pupils, greater time spent on each
task, and increased collaboration between pupils.
BYOD offers improved communication between pupils
and teachers, enriched perceptions of relevancy of
learning tasks and, most importantly, enhancements to
an acceleration of some of the key processes which
underlie learning.
Adam Speight: BYOD allows pupils to reflect upon
how a piece of technology can add value to a learning
environment. It builds up a school infrastructure which will
allow a BYOD policy to be successful from the offset, and
empowers pupils to make decisions as to how they would
like to go about producing a particular piece of work.
Innovate My School

PIN code
clever BYOD charging locker
The Diplomat™ PIN incorporates
individual charging lockers with a
miniPad™ fitted to each locker bay,
offering a host of functionality when
using this clever standalone battery
PIN controlled lock.

Charge multiple
devices

24/7 access
to devices

Up to 3 devices per bay
with ChargeLine™ Ultra.

Access to fully charged
devices anytime.

Scalable
solution

Cloud based
software option

From 12 to an unlimited
amount of locker bays.

Automatically assign PIN
codes with TANmode™.

Visit lapsafe.com/pin or call us on 0800 130 3456 for more information
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3D PRINTING

3D
Printing

3D printing lends itself perfectly to
iterative designing, and pupils have
to be okay with the fact that their first
design will probably need improving
and printing again.

Benefits
& Pitfalls

3D Printing
P

erhaps the most ‘sci-fi’ of the current edtech lineup
(remember Star Trek’s replicators?), 3D printers
essentially do what teachers have always been doing:
making something from nothing.
Additive manufacturing allows teachers and pupils, via
computer-aided designs, to bring all sorts of wonders
into the classroom. Want to handle a Pict helmet without
annoying museum security guards, or learn how some
prosthetic limbs are being made? The school’s 3D printer
can help facilitate this.
According to Autodesk: “3D printing adds a new twist
to creation for pupils, allowing them to quickly bring to
life 3D models or experiment with new ways of mixing
mediums. In Mathematics, having a tangible representation
can significantly help a pupil’s understanding of the topic.
With the Sciences, it allows pupils to explore everything
from the printing of cells to the printing of circuit boards.”
A crucial part of getting pupils invested in a lesson
is giving them a point of interest or, preferably, a wow
factor. Here to weigh in on the 3D printing revolution are
two popular British teachers who’ve both had in-depth
experience with the technology: Philip Cotton and
Philip Nottingham.

3D PRINTING
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What would you say are the main benefits of 3D printing in schools?
Philip Cotton: The benefits of 3D printing in the
classroom are vast. Pupils are exposed to the most
relevant, new and emerging technology currently in
industry. They’re able to relate to real-life situations,
and realise that the new technology they are learning
will impact society hugely.
Philip Nottingham: These devices are terrific
real world applications for end products - they really
give pupils’ work purpose.
Philip Cotton: Pupils will also benefit from a more
realistic design and make cycle. 3D printing lends itself
perfectly to iterative designing, and they will have
to be okay with the fact that their first design will
probably need improving and printing again. This may
happen three, four or even five times in some cases,
but their experience of learning 3D printing will be
similar to real-life design engineers!

Philip Nottingham: Models are inexpensive
to produce, too. If you really want to get pupils
motivated, their designs can be printed and used for
fundraising. An ideal example of this could be making
Christmas decorations with your 3D printer.
Philip Cotton: There is a demand for 3D printing
in Art, Science and also Maths; however, the only real
subject where pupils will be taught the process of 3D
CAD modelling is DT. This then lends itself to more
collaboration between departments and staff.
Philip Nottingham: It’s great. Pupils are excited
and engaged to see their models “come to life”.
Philip Cotton: On top of all this, the 3D printer is
a great recruitment tool on open evening as well. For
the past few years, our school’s technology room has
always been packed busy with inquisitive children and
parents mesmerised by the 3D printers.

Any potential pitfalls of which schools should to be aware?
Philip Nottingham: What may make some
schools pause is the price. Costs are falling, though
initial costs of a printer is high.

Contributors

Philip Cotton: Another potential pitfall is speed of
printing. Printers can be slow in comparison to other
machines, and this can pose potential issues when
pupils start designing large models that may require
hours to print off.

Philip Cotton

Philip Nottingham: Absolutely. Print time for
objects is variable; 10 minutes for a 1x1x1cm cube, to
half a day for a more complicated model. The situation

Philip Nottingham
Innovate My School
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can become especially unwieldy when multiplied by
25 pupils.
Philip Cotton: Then there’s the issue of print failure.
3D printers are not magic wands, and sometimes prints
do fail for various reasons.They could peel off the print
bed, the extruder could get clogged or blocked, you
could run out of filament toward the end of a print…
Philip Nottingham: These devices can require a
bit of technical know-how, especially during initial setup.
That being said, out of the box solutions are becoming
more prevalent.
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3D printing in Design
and Technology
A gamechanger for the curriculum
by Philip Cotton

I

feel challenged, as it is something new and you can
be creative.”
It’s the first lesson with the 3D printer.You’re
out of your depth slightly.You’ve only had this one
week with a few spare hours to try and figure out
the machine.You’re a novice in front of the class but
you hold your nerve and demonstrate it anyway.
You’re thinking “Will it print first time or won’t it?”
The printer starts to print, your class is fixated.You’re
a hero; sigh of relief, it worked. This was my first
experience of teaching 3D printing to my pupils four
years ago. I have never looked back since, and neither
have my pupils.
3D printing has helped revolutionise my classes over
the past four years, with some truly amazing results.
I could never have predicted how much of an impact

that this tech could have upon pupils’ attainment and
engagement within Design and Technology. I have been
teaching for seven years, and since I started at my
current school, results have grown steadily from 38%
A*-C to currently 80% A*-C. Every year that pupils
have utilised 3D printing in their GCSEs, results have
increased. I can’t actually imagine my classroom without
3D printers in them now.

You’re thinking “Will it print first time
or won’t it?” The printer starts to
print, your class is fixated. You’re a
hero; sigh of relief, it worked.

how the machine works, pupils will not be able to
leave the room having made a physical object. They
can’t all stand around workbenches energetically
attacking a piece of wood, sometimes profusely
sweating during a hectic practical lesson.
Lessons based around CAD modelling are long
and arduous, challenging and rigorous, but ultimately
are a place for deep thinking and dialogue to take
place. The lessons need to be well planned and
teacher-led. The teacher needs to know the CAD
package well enough to confidently command a
whole class of varying ability and ultimately solve
any issues in the designing process that pupils will
face. The end result of the lessons will be a class full
of designs that will need printing over a period of a
few days and then probably a follow up lesson to redesign and solve any issues with the model. In terms
of the practicality, 3D printing pupils’ work in class is
not as fast as laser-cutting, and sometimes prints can
take hours. I once left a GCSE pupil’s work printing
for 18 hours overnight! Patience is a virtue in the
3D printing process.
Is it really that good? Simple answer:Yes it is! The
current state of 3D printing is similar to where the
BBC Microcomputer System was 25 years ago. Many
schools had one tucked away in the corner and the
teacher would experiment with it sporadically during
the day. 3D printing is due to follow a similar course
of evolution, but at a much more accelerated rate probably within a decade rather than 25 years.We
have an obligation to teach pupils about 3D printing,
similar to the current push on computer coding and

To start teaching 3D printing in class, you have to
be a dedicated and determined teacher, unafraid to
take risks and resilient enough to plough through the
steep learning curve of 3D CAD modelling. The actual
3D printer is the final part of a long process of design
and iteration.
Compare it to writing an essay and then using
an inkjet printer to print it off. Pretty much all the
effort goes into writing the essay; the printer is an
afterthought. With 3D printing it’s a similar concept.
For real learning to take place, all the effort needs to
be focused on creating your design in 3D CAD. Once
you have mastered this, then the 3D printer is simply
left to 3D print out your design.
DT teachers need to take a new approach to how
they teach lessons. Many pupils will ask, ‘What are we
making today, sir?’ When the real question should be
‘what are we designing today?’ Realistically, in a lesson
based around 3D printing, other than demonstrating
Innovate My School
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programming in Computer Science, and without mass
adoption of the technology in the classroom UK pupils
will be left behind in the global manufacturing race.The
Chinese have announced it will put a 3D printer in every
classroom in China. If we don’t follow suit and educate
our current high school generation on 3D printing, then
we are denying them life chances when they are older.

To start teaching 3D printing in class,
you have to be a dedicated and
determined teacher, unafraid to take
risks.
After four years of teaching 3D printing to my
pupils, they have taken the knowledge and skills
learnt in class and have applied it to create their
own design brands, and some are profiteering
from their skills learned. I have witnessed pupils
with target grades of C’s and D’s embrace the 3D
printing process and gain A*s and A’s at their GCSE.
Regardless of ability, 3D printing is accessible to all
pupils, and if teachers have faith in their pupils and
take the ‘3D printing plunge’ then classroom learning
will be transformed along with children’s futures.
A final thought is to consider the quote at the start
of the article: “I feel challenged as it is something new
and you can be creative.” This was the words of a
GCSE pupils when I asked him what his views on 3D
printing were.

www.innovatemyschool.com
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3D PRINTING

Get started!
Read about a selection of products and services that
can assist you with 3D printing in your school.

Laser Lines
Dimension 3D Printers provide
an affordable, easy to use, easy
to maintain, one-step process for
pupils and instructors to explore
concepts in durable ABS plastic.
In addition to their Dimension
range, they offer the complete
portfolio of Stratasys 3D
Printers, from desktop versions
through to larger production
systems.

Paralogic

Paralogic advise and assist customers across
the education sector to help them choose the
best desktop 3D printers for their needs and
utilise them across the curriculum. By offering
demonstrations, free sample prints and teaching
materials we make the process of adopting 3D
design and print into schools as easy as possible, and
with our own team of engineers based across the
UK we provide the very best in terms of after sales
and support options.

e sales@paralogic.co.uk
w www.paralogic.co.uk
t @ParalogicNet

Laser Lines Ltd has been supplying
and supporting this technology for
over 20 years and our experts can
help with any 3D printing queries
you may have.

e 3dworld@laserlines.co.uk
w www.3dprinting.co.uk
t @Laserlines

PTC Creo and
DaVinci 3D Printers
(CAD/CAM)
Creo is used to
design and create
anything from cars,
to prosthetics, to
spacecrafts. The skills
your pupils obtain
will be immediately useful in their future careers.
Creo includes a manufacturing module that
outputs to .stl and G-code.
DaVinci Printers are an affordable solution
for educators. 3D printers fit into curricular
that requires pupils to perform critical thinking,
problem solving and designing.

e orders_uk@studica.com
w www.studica.com
t @Studica_UK
Innovate My School
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3D PRINTING

Future trends &
Learning outcomes
What do you think the future holds for 3D printing?
Philip Nottingham: We’re going to start seeing
more use of 3D printers in schools, what with
solutions for schools dropping in price and software
to create 3D designs getting easier to use.
Philip Cotton: The future of 3D printing and
education is extremely exciting. Every week there is
more and more focus on education and supporting
teachers. The fact that the Department for Education
have funded a yearlong trial in London schools through
Teach Design is encouraging, and hopefully this may
lead to a national strategy for 3D printing.

Philip Nottingham: The technology and resources
are becoming more widely available through the likes of
MakerSpace projects and larger printing facilities, too.
Philip Cotton: In terms of the technology that will
be available to teachers, this will continue to become
cheaper and more advanced. The first 3D printer my
school bought was over £2500, now they are under
£500 and getting cheaper all the time. Carbon 3D
have developed a 3D printer that can print designs in
minutes rather than hours. Once this makes it way to
the classroom there will be some real exciting times;
pupils could design and manufacture in one lesson and
then re-design in that same lesson.

3D printing must lead to some fairly interesting outcomes.
Philip Cotton: The learning outcomes of 3D
printing are extensive. This includes learning how
to design 3D CAD models. This is one of the most
important parts of the 3D printing process, and
is where the real learning takes place. During this
learning process pupils will use Maths and Science
through having to work out dimensions, volumes
and areas for models. They will also learn about the
different materials that 3D printers can use and the
social and ethical issues that arise from this. Did you
know that the most common plastic to 3D print with
is called polylactic acid (PLA) and biodegradable?
Philip Nottingham: It definitely offers various
positives. Bringing 3D printers into the classroom
allows for the design, make and evaluate stages of

Design Technology, and encourages critical thinking
and problem-solving when analysing these designs. It
also helps pupils solve real-world challenges, as the
objects printed can be used in actual situations such
as the spanner printed on the ISS.
Philip Cotton: The most important learning
outcome for me is the fact that pupils find this
challenging and they have to ‘grapple’ and persevere
with the demands that 3D printing requires of them.
It teaches pupils that it is okay to make mistakes
as they will learn from these mistakes. Children
sometimes live in a culture of thinking that a mistake
means failure, when in reality and the world of 3D
printing, a mistake means you will get better.

Innovate My School
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OUTDOOR LEARNING

Outdoor
Learning

Outdoor learning, especially for an
extended period of time, really
promotes independent learning and
often teamwork.

SECTION NAME

Outdoor Learning
E

Aside from getting fresh air, outdoor learning gives pupils
some pedagogical variety, stimulating their senses and engaging
their imaginations. The natural world can be useful for Science,
Geography, Art and even Literature - teachers could always
put on a casual performance of A Midsummer Night’s Dream
surrounded by trees and wildlife!
Then there are specific expeditions; History to a castle,
PE to a football stadium, Biology to an aquarium, DT to a
manufacturing plant and French to… France. Such trips allow
teachers to give pupils an insight that wouldn’t have been
possible in a classroom. There are even the likes of QR code
treasure hunts, as championed by teachers such as Russel Tarr,
which mix the digital and the natural.
Still, there are a lot of factors that teachers need to take into
account, such as safety, cost, planning, permissions and, yes,
sometimes smuggled alcohol. Still, with such opportunities on
the table, it must be worth considering. For further insight,
we approached three teachers who all revel in taking learning
outdoors: Juliet Robertson, Matt Podbury and
Eddie Aylett.

Juliet Robertson: The literature and research in
this area suggest that outdoor learning, as part of a
planned approach, may increase attainment in specific
subjects. In addition, the use of open-ended natural
materials for learning can foster creative and critical
thinking. It can impact positively on the health and
wellbeing of young people, too. Simply being outside
decreases stress levels, improves concentration and
obviously increases physical activity. Outdoor learning
helps to develop responsible citizens and lifelong
appreciation of the natural world. It’s also important
to recognise that teachers can weave together
many of the strands of education for sustainable
development here.
Matt Podbury: The awe and wonder effect
is amazing. Bringing learning to life with carefully
planned and crafted experiences can be a revelation
for pupils, and can lead to heightened interest in
one or range of connected subjects. Then you

have improved knowledge and understanding.
Outdoor learning and fieldwork allows pupils to
apply theory to reality and has a positive effect on
progress and results. Pupils grow independence
and forging friendships; outdoor learning, especially
for an extended period of time, really promotes
independent learning and often teamwork. Cross
establishment and foreign trips often help to forge
new and lasting friendships between pupils and
enable teachers to make new contacts.
Eddie Aylett: You can’t beat the enthusiasm,
first and foremost. When it comes to engaging the
pupils, outdoor learning is terrific. It helps develop
their behavioral skills, their attainment, their sense
of achievement. Something about taking the kids
outdoors really motivates them, and they assess risks
accordingly. Then you’ve got the parent interaction, as
you liaise with them closely on such projects.

What common problems do you face through outdoor learning?
Juliet Robertson: For one, there’s failing to
develop a vision about what a whole-school approach
to learning outside could be. Outdoor learning is
sometimes treated as a subject rather than integrating
the outdoors into ongoing subjects - it needs
continued attention and needs to be embedded into
other ongoing improvements rather than a one-off
improvement focus. Teachers have been conditioned
to believe that real learning happens inside, so they
struggle to think “outside the box”. Educators need
support to change the habit over a significant period
of time. The changes required to embed learning
outdoors are more about mindset than money.

Contributors

Matt Podbury
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What kind of benefits can outdoor learning offer?

ven the most engaging teachers will have pupils gazing
wistfully out of the window from time to time. Their
natural instinct will often be to crave the outdoors so why shouldn’t teachers use that to their advantage?

Juliet Robertson

Benefits
& Pitfalls

OUTDOOR LEARNING

Eddie Aylett

Matt Podbury: It’s vital that all trips should be
meticulously planned and assessed. Issues will arise, and
www.innovatemyschool.com

it is important that these are considered and actions
taken to minimise them before setting off. And be
sure to remember that pupils and alcohol don’t mix
well on an outdoor learning experience! Minimise the
risk by insisting on an Alcohol Declaration Statement
that all parents sign and agree to pick the pupils up
from wherever they are. Ask SLT to back this up with
exclusion and make it well known in the build-up and
while on the trip.
Eddie Aylett: Risk assessment is likely the first thing
you’ll come up against. Then you need to think about
funding, getting permission (and payment, if necessary)
from parents, checking school policies, as well as the
local Borough or County policies. It can all be a bit
daunting at first.
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Getting bums on
very big coaches:

At the end of the day, the Business
and History pupils meet up at Plaça
Catalunya.

A Humanities trip to Barcelona
Neogothic bridge

By Matt Podbury

I

am a sole teacher of Geography at an International
School with an ever-increasing number of pupils
and a large option of classes, especially at KS4. My
major headache when organising trips is the cost
of transportation, and the cost of hiring a coach for
four days is perhaps four times that of the UK. Added
to that, the fact that French coach companies just
don’t do minibuses and often your only option is
a 74 seater! For this reason, the annual Geography
fieldwork trip to Spain has now turned into the
annual Humanities trip, where all KS4 and KS5
Geography, History and Business Studies pupils (72 in
2015) descend on Barcelona and the Costa Dorada
for four days of intensive fieldwork and ‘field play’.
It is generally my job to organise and make the
itinerary for three subjects fit together, as well as

to make sure that the coach can get to drop off and
pick up locations on time. On top of this, our school
wisely allows pupils to double or triple opt, so we
have to work out an itinerary where all pupils get
relevant subject-specific experiences.

French coach companies just don’t do
minibuses, and often your only option
is a 74 seater!
Given that it is a joint IB and IGCSE trip, and
that I can’t be in two places teaching two separate
Geography topics to two different Geography classes,
I utilise a fieldwork centre and my wonderful contact,
Richard, who provides tutoring for one group. My
Year 12 pupils study the impacts of tourism on two
contrasting resorts for their Internal Assessment, while
the Year 10s study the impact of coastal processes on
the town of Sitges for their IGCSE coursework.
At the same time, 40 km north, the historians
are having a brilliant guided Civil War tour around
the key sites in Barcelona. Organised by Russel Tarr,
the Business pupils and their teacher Sam Orchard,
they’re touring around a Cava factory and sampling
the non-alcoholic version of this famous Spanish
bubbly! The Business pupils then have to hotfoot
it to the nearest train station, where they catch a
train and then a metro to the Camp Nou for the
Business of Football seminar. At the end of the day,
the Business and History pupils meet up at Plaça
Catalunya then head back to Sitges where they meet
with the Geographers, all before taking over an entire
restaurant and eating together.
Innovate My School
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Day Two sees all pupils heading into Barcelona
with those KS4 double opters switching allegiances.
The remaining geographers study the impacts of the
1992 Olympic legacy on Barcelona while Sam and
the Business pupils head to the Stock Exchange for a
tour. Russel has a well-planned itinerary taking in the
Gothic Quarter, Sagrada Familia and other less well
known gems that he has unearthed. After all the hard
work, we give the pupils a choice of activities in the
afternoon. Our accompanying Science teachers like it

if we go to the Aquarium, many opt for the El Raval
slums tour and some opt for a bit of shopping! It is
good to give the pupils some free time in return for
their good behaviour, focus and efforts. When back in
Sitges, our Year 10 pupils get to stay out until 10.30pm
and the Year 12s until 11.30pm. They are encouraged
to go and have a coke together, eat a donut and to be
independent. We go in May, so luckily this very cultural
resort isn’t yet in full swing, but the pupils really do
work hard in return for those three hours of free
time in the evening. It’s an action packed trip that is
truly exhausting, but provides our pupils will a brilliant
learning experience that they still talk about on the
Alumni Facebook page long after they’ve left us.

Jenson Grech: International
man of inspiration
By Eddie Aylett

J

enson Grech, a pupil of mine, had never travelled
before - up until two years ago, that is. Due to
financial constraints of his family, they
were unable to have travelled abroad. Jenson has
since travelled to South Africa, Romania and Turkey
with Bower Park Academy. He is the academy’s Global
Ambassador, and this Summer is expected to gain 11
GCSEs at grade A/A*. Without these opportunities,
we as a school (as well as the local community)
would have failed to see Jenson’s true potential. These
experiences have also inspired Jenson to set up a
food bank for the local community. We at Bower
Park Academy consider Jenson’s impressive work to
become a legacy that will inspire future generations.
After travelling to a Youth Summit in Istanbul,
Jenson said: “Since joining Bower Park in 2010 I have
www.innovatemyschool.com

Jenson is the academy’s Global
Ambassador, and this Summer is
expected to gain 11 GCSEs at
grade A/A*.
been fortunate to travel on three international tours.
Travelling to South Africa was an experience that I will
never forget, and one that I am extremely grateful for.
I was lucky enough to also have two of the Manenberg
High School pupils stay at my house, and allowed my
family to also experience the South African culture.”
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Get started!

Smooga
Smoogas create safe places for play - essential in all
playgrounds. Too often football can dominate the
outside space, adding to feelings of insecurity for
many. A smooga provides a discrete arena, particularly
for ball games, allowing all children to play safely
in their own way. A smooga can be used for many
different activities from traditional ball games to
drama, maths, ten pin bowling and much more
besides, ensuring a totally inclusive environment.

Read about a selection of products and services that
can assist you with outdoor learning in your school.

Ardmore Educational Travel
Ardmore Educational Travel,
part of the Ardmore Group,
offer high quality educational
Tours for schools. For over
30 years we have been
encouraging cultural interaction
and work with over 15000
pupils each year. Ardmore
specialise in tailor made
tours and offer something
for everyone as we cover

Eco Explorer
An innovative solution for outdoor learning
designed to inspire classes to get outdoors.
Eco Explorer is an outdoor learning platform
for Science created for schools using iPad devices.
Designed to engage KS1 and KS2 children with
the natural world, teachers can choose current
topics and easily track progress.
Flexible, relevant and personalised: classes using
the system spend more lessons in the Outdoor
Classroom!

e info@ecoexplorer.education
w www.ecoexplorer.education
t @Ecoexplorer
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all the academic trips a school
could provide, from language
tours to ski and sports tours and
tailored curriculum tours, such as
geography and history.

e info@ardmoreducationaltravel.co.uk
w www.ardmoreeducationaltravel.co.uk

Playforce

e info@smooga.co.uk w www.smooga.co.uk t @smoogarena

Tagtiv8
A new perspective on English and
Mathematics - Making Learning
Active, Relevant and Fun.
Our active learning games create
unique & innovative opportunities
to combine English & Mathematics
with PE.
Tagtiv8 active learning games
provide an enjoyable alternative
to classroom based learning,

promoting physical activity – crucial
when we all face the increasing
problems of sedentary lifestyles.

Tagtiv8 games ensure that
children:
• develop confidence with key
mathematical concepts & are
more successful with phonics
and spelling;
• are engaged and enthused;
• feel fitter;
• smile...

e hello@tagtiv8.com w www.tagtiv8.com t @tagtiv8

We care about enriching the life of every child
that plays and learns through our playgrounds.
One of the first to offer a consultative approach,
our award-winning designs are backed up by
a reputation for being the playground supplier
most likely to be recommended by schools. From
imaginative play to PE, quick mail order solutions
to bespoke schemes, landscaping and maintenance,
we’re committed to making the very most of
outdoor spaces in every school or nursery.

e sales@playforce.co.uk
w www.playforce.co.uk
t @PlayforceUK
Innovate My School

Outdoor Play and Learning
1.4 years of primary school is spent in playtimes!
OPAL provides in-school support of 8 half day meetings over
12-18 months to improve policy, planning, staffing, environment,
grounds design, resources and participation in play.
Proven benefits in; behaviour, core-skills, activity, wellbeing,
inclusion, increased teaching and leadership time.
Developed by an award winning school improvement service,
independently reviewed by 2 universities and cited as good
practice by parliamentary groups on play, health and education.
Book a free visit now. 07870 284517.

www.innovatemyschool.com

e outdoorplayandlearning@gmail.com
w www.outdoorplayandlearning.org.uk
t @OPALOutdoorplay
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Future trends &
Learning outcomes

FREE

Letters & numbers

Playground
Survey

What kind of future trends can we expect,
or demand, from outdoor learning?

( no obligation )

Juliet Robertson: I’m hoping that schools will
take heed of the University of Illinois’ Capacity To
Learn research project. This is examining the effects
of schoolyard nature on children’s learning and
academic achievement as reflected in standardised
test scores. The results could have significant
implications for schools. The connections between
learning outdoors, sustainable development education
and global citizenship will be strengthened and better
understood, with schools taking positive action to
make society and the environment a better place. This
is being exemplified in Scotland with its Learning for
Sustainability agenda.

work for you. I can also foresee further resistance to
outdoor learning opportunities by leadership or other
subject areas. In increasingly-pressured curriculum
time, outdoor learning that takes place during the
week can impact on other subject areas. For this
reason, more and more extended outdoor learning
experiences are likely to take place over weekends
or in half term holidays. What’s crucial is that while
Skype, Google Earth, NASA link ups and other virtual
platforms are now accessible in most classrooms and
offer a cheaper and less time-consuming alternative
for many subject areas, nothing can substitute a real
outdoor experience.

Matt Podbury: Outdoor learning providers are
more numerous than ever before. With this increase
in numbers and options for travel has come a
reduction in the prices. Research your provider well,
and contact other schools for recommendations.
These organisations will now do most of the hard

Eddie Aylett: I want to inspire staff and pupils to
travel outside of the classroom. This needs to be for
educational benefits; however, we need to value the
well rounded individual. Enabling staff to see outside
the classroom humanises them in the eyes of pupils,
and therefore aids rapport.

Could you improve your
playground this year?
Could your children have more fun?
Could you help improve their
health & fitness?
Could they learn while they play?

Games

Letters

FULL
IQ
What have
you got to
lose?
Playgrounds
School Crests

We are so confident you will like what you
hear, we will guarantee to beat any other
like-for-like playground marking survey
by 10% – or add 20% of extra
markings free of charge.

Numbers

Interested?

For a complete glossy brochure
please contact us on:

What learning outcomes can this area offer?
Juliet Robertson: Take almost any target or area
of the curriculum and it can be achieved outside.
In particular, Maths and Literacy when undertaken
outside provide variety and an opportunity to develop
practical skills in a different context. Some learning is
actually best taught outside, such as field study skills,
biodiversity, Religious and Moral Education (RME)
with church visits, and so on. On top of this, some
learning simply cannot happen in other contexts. For
example, one nursery I worked with had to rescue a
seal pup stranded on a local beach. That involved using
the internet to find out who could help, describing
the location, checking the seal from a distance and
talking to the Scottish Society for Prevention of
Cruelty to Animals (SSPCA) officer who arrived.

Maps

Matt Podbury: Learning can be enhanced and the
acquisition of key knowledge, skills and understanding
will improve. However, the experience needs careful
planning and management if you are to get the
best out of your pupils. Depending on the activities
and itinerary, pupils can learn the importance of
working together, being in remote locations with
no direct teacher supervision, and improve their
communication skills in foreign languages.
Eddie Aylett: Honestly? Learning outcomes
are unlimited depending on the visit or activity.

Freephone
0800 063 9944

Phonics

or email us at:
info@iqpg.co.uk
or visit us at:
www.iqpg.co.uk
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Multiplication Grids

Locuro

Locuro is the unique, mobile phone
tracking solution for your school trips.

School trips are an important
part of every pupil’s journey.

They can be local, national
or international...

...educational, experiential,
team ﬁxtures or tours.

Yet for parents, “out of sight”
is not “out of mind”.

Locuro uses robust, secure
tracking to give parents
peace of mind.

Showing them their child’s
location in real-time.

Enabling schools to keep
parents up-to-date.

Using one-to-one and
one-to-many communication.

Sharing location, photos, videos,
commentary, scores and results.

With a highly secure permissions
system that tracks the trip
and not the individuals.

Backed up with a dedicated
Incident Response Centre.

Locuro increases parental
engagement with children
and their school...

...captures and stores
memories...

...and reassures parents
without imposing on the child’s
independence.

Locuro - The solution
for all school trips.

Visit our website or call us for more details
www.locuro.com | 020 3322 1607
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CloudBased
Learning

The variety and flexibility of cloudbased products has allowed for real
development and creativity, leading to
some fantastic outcomes.

SECTION NAME

Cloud-Based Learning
N

ot so long ago, clouds in the classroom would bring up
words like “Cirrus”, “Stratus” and “Cumulonimbus”.
Now, though, the cloud is allowing teachers and pupils
alike to connect from anywhere with Wi-Fi or internet coverage.
Cloud computing is relevant to much of education, and will
be useful to several other areas discussed in this Guide
(particularly Flipped Learning). According to British IT / finance
organisation FSN, as of 2013 cloud vendors were experiencing
“growth at more than 90% per annum”. This is no surprise, as
cloud technology allows for boundless sharing of resources,
including those for teaching and learning. There are also
understandable concerns surrounding this technology, such as
security, cost, infrastructure and training. These potential issues
are being addressed with actions such as Microsoft spending
90% of its research and development funding on cloud strategy,
according to CloudTimes in 2011.
How can teachers explain cloud computing to pupils; that it
has nothing to do with Shelley’s famous poem or rainy days?
What’s more, is it truly the border-defying technology that
it appears to be? For this, we enlisted the wisdom of three
UK teachers with plenty of cloud-based experience: Simon
Howe, Philip Nottingham and Adam Speight.

Benefits
& Pitfalls

CLOUD-BASED LEARNING
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With cloud-based technology, what are the
main benefits that come to mind?
Adam Speight: First off, learners automatically
have an equal learning platform as they can learn
at home with the same software as which they use
in school, which means parents aren’t forced to go
out and buy excessive amounts of software which
only privileged pupils’ parents can afford. It can save
schools money too, providing they use the correct
type of cloud technology, as the majority of it tends
to be free. Pupils have access to a greater variety of
resources as opposed to the ones they tend to find
on installed traditional desktop computers. On top
of all this, cloud technology enables the concept of
BYOD to be made a reality.
Philip Nottingham: With cloud-based learning,
pupils gain access from any browser, no longer
needing dedicated hardware at home to access
their data. It allows for worldwide, simultaneous

collaboration, as well as opening up discussions in
classrooms by giving hard to reach pupils a digital
voice (think mind-mapping technologies like Padlet).
Simon Howe: The variety and flexibility of cloudbased products has allowed for terrific development
and creativity, enabling both staff and pupils to work
collaboratively in a more effective manner. This leads
to an increase in quality of work, pupil engagement
and an efficient way of working more fluidly. The
variety and flexibility of cloud-based products has
also allowed for real development and creativity,
leading to some fantastic outcomes. We’ve seen a vast
improvement in the creation, collection and analysis of
information from staff, parents and pupils through the
use of forms, which help drive improvement within
departments and across the whole school!

Presumably there are potential pitfalls?
Adam Speight: Not having a good enough ICT
infrastructure in place makes cloud technology fail
as a concept; if it gets stuck all of the time, pupils and
staff won’t want to use it. Using cloud technology
just for the sake of it is wrong, as its implementation
and use must have a clear vision which is shared by
all stakeholders within a school environment. Staff
shouldn’t be forced to use it, it should automatically
evolve so that they want to use it. Also, a school’s
e-safety policy should clearly detail all the rules and
consequences of using cloud technology by both
pupils and staff, and should they choose to abuse it,
consequences can easily be implemented.

Contributors

Simon Howe

Philip Nottingham

Adam Speight

Philip Nottingham: Successful implementation of
cloud strategies is dependent on internet infrastructure
www.innovatemyschool.com

in place. Data is not stored locally, so explaining the
physical location of data can be problematic. Also, not
all companies, schools and Local Authorities use the
same platform, and cross-platform collaboration can
be tricky.
Simon Howe: By far the biggest concern with any
cloud-based product is the security of your school’s
data and what any third parties can do with it. Make
sure that you read the small print very carefully before
rolling any cloud-based product out in school. Another
key area is data storage and backup. How is your data
backed up - and how often, if ever? This is a key area, as
you know that at some point a pupil or staff member
will lose a key document, so having one of your IT
support team manage this is recommended.
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Cloud technology

- free of charge. This means that there is no need for
families to spend money on any advanced software for
their children to use at home; excellent news for pupils,
as this breaks down barriers to learning.

in the classrooms of Kings Monkton, Cardiff
By Adam Speight

C

loud technology can perhaps be considered
to be one of the greatest technological
innovations and developments this decade. But
what exactly is it? To put it simply, cloud technology
works very much like a normal computer; however,
instead of using programs on your computer you can
do pretty much all of the same activities you normally
do online. This means that work is automatically saved
online within the ‘cloud’.
I have used cloud technology throughout my
entire teaching career, and I believe it is at a point
where users don’t need to have a great deal of
technical expertise in order to use it within a school
environment. This is brilliant news for educators, as

one of the greatest benefits of using cloud technology
within the classroom environment is that it provides all
learners with an equal learning platform. All pupils need
to do at home is to log into their learning platform
through a device with a web browser and they can
then access all of the same products they use in class

If any of my own pupils find
themselves stuck on homework, they
post a message on Google Classroom.

Innovate My School

With pupils able to access various pieces
of software they use in their lessons from the
comfort of their own home, the number of learning
opportunities is extended significantly. One of
the opportunities this enables is the process of
collaborative learning, allowing pupils to work
together online on a particular piece of work. For
example, if any of my own pupils find themselves
stuck on a particular piece of homework, they post
a message on Google Classroom (the VLE which we
use in my school). Then, either myself or a fellow
pupil will reply and give them the help they need. This
way, cloud technology allows me as the classroom
teacher to be more of a facilitator with learning and
encourages the pupils to lead their own learning.
It’s extremely important for them in the context of
developing transferable skills.
One of the other great things about cloud
technology is that it allows mobile learning to take
place. Cloud environments don’t require pupils to be
sat at a computer, as they can access what they need
from a mobile device – meaning that pupils don’t have
to be sat in a classroom to access their work. This
then allows for the option of ‘flipped learning’. My
more able and talented (MAT) pupils are now getting
into the routine of researching a particular topic
before a lesson and posting the links online so that all
of the pupils in the class can take a look at them. This
www.innovatemyschool.com
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means that my pupils are now fully prepared coming
into my lessons and it also gives some them more
confidence to participate in class discussions, as they
will already have some background knowledge of the
topic they are studying.
Cloud technology can also save schools a lot of
money, providing they go about using it correctly. I’ve
seen - and been made to use - cloud technology in
previous roles in a way that costs money and provides
very little benefit to learners. In my current school,
Kings Monkton, the way in which we’ve gone about
using cloud technology is to go down the Google
route as it’s completely free. In all of our Computer
Science lessons we use the Google Application Suite
both in and outside of the classroom. This doesn’t
mean we’ve done away with traditional desktop
software – in fact, we encourage pupils in other
subject areas to make a simple decision as to whether
they want to use Google’s cloud software or a more
traditional desktop software such as Microsoft Office.
We also expect the pupils to justify why they’ve
chosen to use a particular piece of technology. The
outcome of introducing this approach is that we now
have learners who are empowered to make decisions
for themselves.

This doesn’t mean we’ve done away
with traditional desktop software we give a choice!
These are just a few of the benefits that cloud
technology can bring about - but the possibilities are
endless and can easily be explored within schools,
providing teachers are prepared to embark on a
journey of discovery along with their pupils. My
pupils have undertaken this journey over the past
few months in Computer Science, and we have
successfully removed traditional exercise books
from our learning environment and replaced them
with online exercise books. This journey has been
so successful we’ve actually been recognised with a
Welsh Assembly Award for Digital Innovation at the
National Digital Learning Awards. I’m now looking
forward and am excited to see how much further
we can go using cloud technology in a learning
environment.
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idl

Get started!
Read about a selection of products and services that
can assist you with cloud-based learning in your school.

EdintheClouds
Over the past ten years,
we’ve helped hundreds of
school just like yours move
to the clouds and leverage
Google Apps for Education
to work smarter (both
individually and collectively),
to energise teaching and
improve pupil engagement,
and to save money into the
bargain.

www.idlcloud.co.uk

Primary
Secondary

£350
£550

UNLIMITED USE

Multi
Sensory

IDL uses sight, sound, touch, and voice to improve reading and spelling. Links are made
between the visual, auditory and tactile pathways.

Simple
To Use

IDL is very simple to use for both students and teachers. Words are repeated, often with
missing letters, to develop visual memory. Teachers ﬁnd it easy to monitor progress.

Individually
Tailored

Now our brand-new bitesized CPD tool - 123GO! empowers your staff to learn
at their own pace and makes
it really stick.

Eﬀective and Aﬀordable Literacy
and Specialist Dyslexia Intervention

Students choose the colours they feel the most comfortable with. Lines of text are in
diﬀerent colours, making tracking and ﬁnding your place easier.

Independent The cloud is used to store student progress so they can work from any location - picking up
where they left oﬀ. Students can work independently, allowing for larger intervention groups.
Learning

Contact us today and begin
your journey to the clouds.

e info@edintheclouds.com
w www.edintheclouds.com
t @edintheclouds

The Learning Cloud

ScholarPack

‘The Learning
Cloud (TLC) by
Giglets Education
is an innovative
web-based solution
for schools, for
Literacy and also for Language Learning.
TLC is designed to support educators, engage
learners and involve parents. TLC facilitates
teaching that’s tailored to your national
curriculum and employs an inclusive, challenging
and inspiring approach to learning.
A library of enhanced animated ebooks is
explored through focused cross-curricular
learning resources; together these form the
bedrock of a powerful, personalised learning
experience.’

ScholarPack is an extremely powerful yet
remarkably simple MIS package for Primary
schools. We work with Maintained Schools,
Academies, MATs and Academy Sponsors to
deliver our cloud hosted solution to schools all
over England.
We offer a whole school approach which
includes pupil and staff data, behaviour management
and electronic registration. Our assessment
module is used by hundreds of schools to track
pupil progress and offers assessment without levels
ready for the new academic year.

e welcome@giglets.net
w www.giglets.net
t @GigletsReads

e sales@scholarpack.com
w www.scholarpack.com
t @ScholarPack
Innovate My School

Brilliant
Results

idl

One of the most notable improvements is with students’ self-conﬁdence, as their new skills
are transferred to their classes and other areas of school life.
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The document
experts
Arena's electronic document
management software, mstore,
helps organisations to securely
store, share, process and
retrieve documents electronically.

Future trends &
Learning outcomes

A few examples of how this works in practice:

Legal compliance - mstore links with existing

What future trends can you see happening in the cloud?
Adam Speight: This technology will become a
fundamental aspect of all pieces of technology. The
cost of cloud computing will come down, too, with
schools moving more towards different pieces of
cloud technology. Pupils and staff becoming more
accustomed to using cloud technology is very
likely, with BYOD policies to fully encompass these
resources.
Philip Nottingham: As more people adopt cloud
solutions, the potential for worldwide collaboration
becomes even greater. Cloud computing will remove

the need for expensive hardware to be on site to
complete a particularly intensive hardware task. Sharing
work is becoming even easier and integration between
varying cloud platforms will be more cohesive.
Simon Howe: In the future, lots of education
establishments will switch from an in-house server to
having more cloud-based storage and hosting. This will
cut costs for the school as well as enabling pupils to
easily access all work and software from any device at
home. Indeed, the majority of software will switch to
a cloud-based solution.

What kinds of learning outcomes can this technology offer?
Adam Speight: It makes pupils become
accustomed to using cloud technology, and gives
teachers the opportunity to consult school
stakeholders as to the benefits which cloud
technology can bring about.
Philip Nottingham: It gives context to the use
of technology in the wider world. The work your
learners do is able to have an immediate audience and
purpose through the people they share it with. Pupils

will also begin to identify the go-to online tools they
need to complete tasks within a cloud workspace, so
it helps them to become more tech-savvy.
Simon Howe: Cloud-based solutions allow staff
and pupils to work collaboratively to effectively
monitor and mark work more efficiently. They enable
all users to create and store data on any device with
an internet connection, creating a more effective way
of working either at home or at work.
Innovate My School

“mstore has
made the
processing of our
pupil records
much more
efficient. We've
gained valuable
time and storage
space, we are
dealing with less
paper, and we
feel confident
that our
documents are
very secure.”
Ian Parnaby,
Business and
Community
Leader

systems and software (including SIMS), helping your
school to comply with legislations such as BS10008, the
Freedom of Information Act 2000, and the Data
Protection Act 1998.

Document archiving - mstore automatically flags

documents that have reached the end of their retention
period and are due for deletion.

Safeguarding - compartmentalise documents by
type, and control user access.

Protection - electronic files are backed-up and
protected against loss, damage, fire, flood, theft, and
malicious intent. Reports can be generated to review
user activity and see who has viewed, shared, or
modified a document.
Improved efficiency -

once installed, mstore
provides a single reference point for all of your
documents, placing them at your fingertips for retrieval
within a few mouse clicks.
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Online
Learning

Primarily, it’s about access, such
as with subjects that the home
school cannot economically run
due to low pupil numbers.

Benefits
& Pitfalls

SECTION NAME

Online Learning

ONLINE LEARNING
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What kind of benefits does online learning offer?

T

hanks to an unlimited universe of resources,
the classroom has more knowledge than ever
before. With just one computer, teachers and
pupils can explore as much information as they like
for a given topic. However, with this limitless source
of data, it is important that schools know how to use
these resources effectively.
“Online learning… now that’s an interesting topic
to dissect, as it’s a challenge to define,” says Ryan
O’Donnell, a contributor to this chapter. “Basically, there
are four different methods of course delivery, these
being traditional, web facilitated, blended, and online.

These vary based on the amount of course content
delivered via the internet. For example, a traditional class
would have no net-based content, whereas an online
class could have up to 80-100% online.”
With such insights in mind, it is vital that schools
utilise online learning in a way that helps learners
as much as possible. To get to grips with the do’s
and don’ts of this platform, we asked the advice of
four teachers: Simon Howe, Danielle Lynch,
Dominic Norrish and the aforementioned Ryan
O’Donnell.

Simon Howe: Online learning allows both staff
and pupils to work independently at their own pace,
through a variety of resources, to fill in any subject
knowledge gaps or to expand their learning beyond the
classroom. This helps with confidence and engagement
within the classroom, which ultimately leads to deep
learning. It’s also a platform that promotes pupils’
resilience, allowing them to use online resources to
problem solve, assist or expand their knowledge.
Danielle Lynch: After our initial expectations that
online learning is more for fun than learning, pupils
have shown real engagement here, as they like utilising
digital technology to support their learning. Using
their laptops, pupils are able to use (and reference)
internet sources in their work, and share content. If
they are working with a partner or in a group they
can add to their work at any time, and I can see who
has written which parts.

Dominic Norrish: Online learning, at a system
level in UK Primary and Secondary education, is in
its infancy. Primarily, it’s about access, such as with
subjects that the home school cannot economically
run due to low pupil numbers. Certain languages are a
good example and, increasingly, things like Law, Physics
and Economics.
Ryan O’Donnell: Many educators, from teachers
to administrators, have been excited about the
possibilities that can come with an online learning
environment. Some of the benefits include new
engagement opportunities between teachers and
pupils, more flexibility with time, preparing our pupils
for an online world, and creating an environment for
personalised learning and growth.

Are there any particular pitfalls?
Simon Howe: It’s important to take your time
in looking at the correct resources or solution for
your class/school. Don’t rush into something without
trialing it first with a small number of staff or pupils.
Make sure you use online learning consistently, so
that it becomes second nature to all users. If used
intermittently, staff and pupils will not use it effectively
and forget what to do!

Contributors

Danielle Lynch: Internet issues often affect online
learning. These can happen in every school; when
every class is using the internet on their laptops on a
Friday afternoon, they’re often streaming music as well
as completing their work, and therefore clogging up
the already overloaded network.

Simon Howe

Danielle Lynch

Dominic Norrish

Ryan O’Donnell

Dominic Norrish: Thinking that ‘online only’ is an
appropriate replacement for face-to-face teaching and
www.innovatemyschool.com

learning is a bad idea. Learning is fundamentally social,
and while autodidacticism is a known phenomenon,
few would argue that it’s the preferred model we
should begin with. Most successful online learning
uses a blended model, combining f2f with self-paced
study. Also, neither YouTube nor MOOCs should be
seen as the answer. The former is useful, but in no way
a high-quality, risk-managed educational environment,
while the latter are a great concept for democratising
education, but certainly not the panacea to the lack of
a teacher by any means.
Ryan O’Donnell: Many schools fail to recognise
the importance of providing professional development
for teachers. Often devices or tools are rolled out
with only an introduction workshop. ie “Get To Know
Your LMS” to the staff. This often leads to teachers not
feeling ready set up and run an online environment.
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Using Google Drive as
a workbook
By Danielle Lynch

A

s three year groups in school have individual
laptops, for three weeks I have trialled Google
Drive as a workbook instead of an exercise
book with my three classes:Year 7,Year 8 and Year 10.
None of these classes had been given the opportunity
to use their laptops to complete all work in the subject
previously, and so it was a learning curve for all. I had
not taught any of the classes previously, having only
been in school for a month, so I did not know the
pupils, which made it a more difficult task.

Year 8 continually overstepped
boundaries and, in general, did not
produce valuable work.
There was one class with which I did not succeed
in these three weeks. The Year 8 class I taught
continually overstepped boundaries and, in general,

did not produce valuable work. I decided to abandon
the laptops in order to establish the expectations
first, as it was too great a task to tackle both
behaviour management and laptop training. On the
other hand, I had more success with two classes.
Year 7 took quite a lot of training, as they expected
to use their laptop to play rather than to work. I
was tempted to throw in the towel and go back to
exercise books after week one, but by week three I
was glad I persevered as all but one or two began to
produce excellent work in their online workbook.
As expected, Year 10 took to the digital work with
maturity, though there were still some niggles with
setting up and sharing the workbook, and after three
weeks there are still two empty folders. However,
I am hoping this issue will resolve itself by the end
of term, as they are aware that their workbook
counts for 30% of their assessment, which they take
seriously. I therefore have access at any time to all
work produced by pupils in these two classes, even
while they are working on it. I can
give feedback and they can respond at any time.
Innovate My School
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Better note-taking for pupils
with Specific Learning Difficulties
Introducing Notetalker, an App and PC-based solution allowing the
pupil to listen to the teacher without the distraction of making notes
in class. Use Notetalker to record the class and then make notes later.
Notetalker can help you address Ofsted recommendations for
pupils with Special Educational Needs.
Record the class on a smartphone or tablet, with the option to
upload to Dropbox, iCloud, GoogleDrive or the school’s FTP server.
Listen to playback on a PC or Mac to navigate a recording using
bookmark tags and associated photographs.
Add PowerPoint slides and other images to provide a complete
audio, visual and written record of the class.
Notetalker App available for Apple and Android devices.
Notetalker Edit PC is a program available for Windows and Mac.

For more information go to: www.notetalker.com or call: 01483 473 810
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Online Learning: My walled
garden of innovation
By Ryan O’Donnell

I

began trying to implement a web presence with my
pupils since I first began teaching in 1997. Arguably
the greatest online learning development for me,
though, came about two years ago when our district
talked about piloting a new type of web platform
called a Learning Management System (LMS), and the
one which we tried was called Schoology.

An LMS is a walled garden in which
all the pupils are connected in an
online, closed course with the instructor.
I was excited about the possibilities this offered,
but did not realise two features that this would
actually take away from of my traditional website.You
see, an LMS is a walled garden in which all the pupils
are connected in an online, closed course with the
instructor. Now this sounds fantastic for sure, but for
me I lost two things:

#1) Gone were the days of designing and creating
my own site, filled with the themes of History and my
personality. That is because, much like Facebook, there
are no design choices.
However, #2) was a little more substantial. This
issue was that since my course lived behind that wall,
no one else would ever be able to see my material.
What I mean by this, is that over the years I would
often get contacted by teachers and pupils from
schools far and near about how they used my site. So,
now my course would only be visible by my pupils.
However, a concern that we all may have about this
is that my moving this direction the web may not be
a place where won’t be able to search for, learn from
and be inspired by each other.
Neither of these were deal-breakers, though. In the
end, I moved my website over to this new LMS and
was blown away with the new level of learning and
connection that was able to take place.

I found myself engaged in discussions
with pupils online.
What this new system allowed me to do that I
never had the ability to do before was interact with
my pupils. In the past, I was the one pushing the
content and conversation online. In many ways this
was not very different from what my traditional class
was like. With this system, though, I was engaged in
new types of interactions. I found myself engaged in
discussions with pupils online. At times I would post
questions and other times pupils began these. I saw
my pupils finding new stories about History in the
news. I laughed when they shared funny moments
and memes in history. And most importantly, I felt
pride to see my pupils engaged with content, each
other, and myself.

www.innovatemyschool.com
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Get started!

E-safety Support

Read about a selection of products and services that
can assist you with online learning in your school.

E-safety Support from Kodo
Education is a complete online
resource providing everything
your school needs to deliver
consistent, outstanding e-safety
practice across your school to
help keep your pupils and staff
safe online.
This unique service puts
up-to-date e-safety online
training, policy documents, lesson

The Easyread System
The Easyread System is a series of structured
online lessons that help highly visual learners
overcome reading difficulties through the
Trainertext Method. Lessons can be accessed
from any computer and parents can do the
lessons too. A randomised control trial by
the Open University showed the Easyread
group of 8-year-olds catching up 2 years
of reading age in just 9 months. Oxford
Learning Solutions offer a free trial to
schools wishing to test the system.

chatterbox

e support@easyreadsystem.com
w www.easyreadsystem.com/index/index.html
t @easyreadsystem

FutureSchool

Chatterbox,
EuroTalk’s new
online language
learning resource
for primary
schools, makes it
easy to learn, with
fun games that
will keep your
class motivated
and make it even
easier to follow their progress.The web interface
allows you to set homework, create your own
content in minutes and tailor lessons to suit you.
Subscriptions start from just £99 and include access
to over 100 languages, helpful teacher tools and a
range of engaging activities.

With over 20 years of international experience,
the FutureSchool team has successfully combined
technology with the best in pedagogical approaches,
to deliver online Mathematics, English Grammar
and Literacy programmes suitable for Years 1-13,
supported by a deep understanding of the needs
of today’s modern teachers and classrooms.
FutureSchool has become a proven, robust, flexible
and comprehensive solution for all pupil groups,
from the remedial to the gifted and talented.

e chatterbox@eurotalk.com
w eurotalk.com/chatterbox
t @EuroTalk

e schools@futureschool.com
w www.futureschool.co.uk
t @FutureSchool

plans, teaching resources,
expert advice and practical
guidance at your fingertips,
making it easy to share e-safety
awareness with pupils, parents,
teachers and every member of
your whole school community.

e info@e-safetysupport.com
w www.e-safetysupport.com
t @EsafetySupport

Spellzone
Spellzone is an online English
spelling resource for pupils aged
seven to adult, including EAL, ESL
and those with dyslexia.
Hundreds of pages teach all
spelling rules and our new entry-
level starter course covers early
stages of phonic spelling.
Thousands of word lists,
including both ‘preloaded national
curriculum’ and ‘user-created’, can

be translated into 35 languages,
practised within games and
activities, and also set as tasks.
Spellzone tracks activity and
progress, for easy reporting on
pupil attainment.

e admin@spellzone.com
w www.spellzone.com
t @Spellzone

Maths-Whizz
Maths-Whizz supports wholeclass, small group and one-
to-one teaching. The virtual
online tutor responds to each
pupil’s individual learning needs,
raising their confidence and
ability. Combined with the
whole-class teaching tools,
the comprehensive reports

empower educators to make
informed decisions and respond
to them with ease. As a result,
on average, pupils that use
Maths-Whizz for an hour a week
improve their Maths AgeTM by
more than 18 months in their
first year of use.

e customer.success@whizzeducation.com w www.whizz.com
Innovate My School
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Imagine having a teaching assistant for every student in
your class - with Maths-Whizz you can!

Future trends &
Learning outcomes

Adaptive online tutor
Diﬀerentiated learning
Comprehensive reports
Whole-class teaching resources

What can we look forward to with online learning?
Simon Howe: In the future I believe that more
universities, schools and exam boards will develop and
sharing resources across a wide array of subject areas
through the use of MOOCs or other online learning
platforms. I can see more teachers and pupils creating
tutorials, online help and resources to assist others in
their understanding of the subject area.
Danielle Lynch: I can foresee a time when the vast
majority of work that pupils complete in my classroom
is digital.Within the next year, all of my pupils will have
a personal laptop that they carry to class. Classroombased online technologies like the Kahoot game-based
learning environment turn knowledge assessments into
fun challenges. Resources like these are less interactive,
but do allow teachers to set online learning tasks.

Dominic Norrish: Schools with 6th forms in
competitive markets will likely see online learning as
a way to offer subjects which they currently cannot
(or are running at a loss).This will operate between
clusters of schools initially, but will scale with demand to
be a commercial operation, almost certainly. Pupils will
increasingly see online learning as a valid way to extend
their choice and, eventually, providers will establish brand
value, with pupils and schools opting for online learning
via trusted, effective organisations (as has been seen
in Higher Education and the recruitment of overseas
pupils).

* Average improvement when
students use Maths-Whizz for
one hour a week.

KS1, KS2 and KS3 maths

ntain
To raise and mai
maths,
high standards in
or go
call 020 7298 5179
to whizz.com

Ryan O’Donnell: The future for online learning is
bright. As the tools for hosting and managing courses
online become easier for teachers to create, the number
of blended classes will only increase.

What learning outcomes have you experienced?
Simon Howe: I found more independent learning
outside the classroom with both staff and pupils
expanding their knowledge through the use of online
learning materials. Pupils and staff clearly know what they
have to learn/teach as well, as a digital footprint shows
what they need to do to improve and make progress
throughout the year.
Danielle Lynch: Pupils are given feedback more often
and it takes up much less teacher time. I find feedback
via comments on a Google Doc much quicker than
marking an exercise book. I am able to give feedback and
pupils are able to respond to it several times between
lessons, which, in my subject, is particularly useful as
we only have two lessons per week. Pupils have access
to a wealth of information via the internet as they are
completing their work, and learn to judge which sources
to use and to reference their sources properly.

Dominic Norrish: More pupils will be able to study
courses which are relevant to their aspirations, rather
than those which happen to be available locally. More
learners will be able to access the highest quality subject
teaching, leading to better outcomes and enhanced life
chances. Horizons will be lifted by access to national
experts, even if only in a ‘lead lecture’ model. Pupils
will have a better appreciation for what is potentially
possible, and will draw inspiration from this.
Ryan O’Donnell: The greatest outcome seen with
online learning is an increased level of engagement by
pupils. Also, this style of learning will prepare them for
the social and collaborative world they will enter.

Students forgetting to do homework?
Students losing hand-outs?
Spending too much time photocopying?

Schoolbag will solve your
‘homework and hand-out’
problems
www.learningdata.co.uk

Innovate My School
Schoolbag-A6-Ad-Innovate Your School.indd 1

25/08/2015 10:18:51
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Flipped
Learning

Teachers are able to assess pupil
levels before class begins, and know
exactly what pupils know and don’t know.

SECTION NAME

FLIPPED LEARNING

Flipped Learning
T

here’s no doubt that flipped learning has transformed
education possibilities in classrooms, but it’s the practice’s
evolution and future that offers the most excitement. The
role-reversal of the traditional teaching in the classroom and
homework outside has been proven on many levels to boost
productivity, engagement and achievement, but it’s where the
learner-centred model can evolve and grow further in the digital
age that’s getting education insiders on their toes.
Encouraging active learning, rather than overwhelming lessons,
and having the resources, time and expertise to embrace and build
on the questions that emerge from the sessions, all help evaluate a
pupil’s own learning, giving them the ability to learn more from the
curriculum. Collaboration, problem-solving and viewing interactive
materials before the class and bringing things to life inside it are the
main principles behind flipped learning. Teachers take a back seat and
immerse themselves in the group, rather than dictating to it. It’s a
practice particularly useful for promoting higher-level critical thinking.
In our digital world, where traditional 9-5 boundaries are falling
all around us, flipped learning presents exciting opportunities to
immerse young people into different learning situations from a
young age, allowing them to experience and learn from different
teaching methods, often with astonishingly good results. The
world is evolving, and flipped learning allows a seamless flow into
the education stream, bringing pupils up to embrace change and
challenge conformity to push digital possibilities in the future.
Experts Jane Basnett, Sarah Bedwell, Danielle Lynch and
Ryan O’Donnell are here to discuss.

Benefits & Pitfalls
How can flipping the classroom benefit pupils and teachers alike?
Jane Basnett: There are opportunities for
individualised, differentiated instruction, with pupils
having access to content at their level, at their own
pace and able to revisit content whenever they want
to. Teachers are able to assess pupil levels before
class begins, and know exactly what pupils know
and don’t know. Instruction in class is personalised
and targeted at the right level for each pupil, and
differentiated learning is eminently more easily
achievable.
Sarah Bedwell: Pupils learn at their own pace,
irrespective of levels of ability. They can recap
learning as and when needed, without the teacher
needing to stop a lesson. Time spent in lessons can
be differentiated easily, with pupils needing the most
help being identified quickly, and those needing to be
challenged pushed further with less teacher input.

Jane Basnett: Pupils need to be able to access the
content, and so they require appropriate technology
to be able to do this. Parents need to understand the
process so they are supportive of pupils completing
work, using technology at home.
Sarah Bedwell: There is a lot of prior preparation
required by teachers, as well as a certain level of
confidence with technology. It relies heavily on pupils
accessing the learning prior to the lesson (though there
are strategies to minimise this issue over time).
Danielle Lynch: Some pupils have struggled to take
responsibility for doing their homework and, because
re-watching a video in class is permitted, take this as
an opportunity to watch for the first time. A culture
of learning needs to be instilled, otherwise the onus
is on the teacher to check that pupils are completing
their work.

Sarah Bedwell

Danielle Lynch

Danielle Lynch: Pupils begin to understand
that learning is not just about ‘knowing stuff’, but
also about knowing how to use that knowledge
productively. Staff are educated at the same time as
the pupils. This is particularly helpful in cases where
staff are teaching outside the areas which they have
studied at university level and have trained to teach
in. Pupils are encouraged to become responsible
learners, and their individual stage in the learning
process is recognised. Because tasks are set using
Bloom’s Taxonomy, pupils are able to work to the
stage where they are at.
Ryan O’Donnell: With flipped learning, there is
“not a textbook way which fits every classroom”.Your
job as the teacher is to decide what do with that time.
You now change your role with your pupils.You are not
delivering instruction or directions; you are working
with, observing and assessing pupils during class.

What areas should teachers be aware of when embarking on
flipped classroom learning?

Contributors

Jane Basnett
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Ryan O’Donnell

Ryan O’Donnell: The question most people ask
is “what if the kids don’t watch the video ahead of
www.innovatemyschool.com

time?” One, they didn’t have access to watch it and
two, they just didn’t do it. In the case of the latter,
teachers first need to think of this as the same
as “what do you do if a pupil does not do their
homework?” Often, though, it can’t be treated the
same because this front loaded video is a necessity to
the lesson. Therefore, the teacher needs to prepare
for these circumstances.
Sarah Bedwell: There is a potential need for
further training for both staff and pupils.
Danielle Lynch: It is also easy to fall into the trap
of thinking that flipped learning only applies to videos,
where it might also be using reading tasks or other
sources of information.
Ryan O’Donnell: Don’t think that this needs to
radically change the way you teach all your lessons. It
doesn’t need to be your constant lesson strategy. Like
any new idea, give it a shot, and evaluate the results.
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Changing mindsets:

Time to change:

The challenge of flipping lessons in the face of distraction

How flipped learning gave me the freedom to
give my learners more attention

By Danielle Lynch
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By Ryan O’Donnell

I

trialled flipped learning with a Year 7 class who each
have a laptop. For three weeks I set a series of five
homework tasks to watch a video and make notes.
These videos delivered the content of the lesson,
and tasks in the lesson were then designed around
Bloom’s Taxonomy. I didn’t make the videos myself,
but found relevant videos on YouTube, all made
professionally - for example, those from CrashCourse
or Busted Halo.
The first challenge I faced was that this particular
class had not used their laptops yet for prolonged
periods as their ‘workbook’ - rather, they were
‘treated’ to a laptop lesson occasionally. Their mindset
towards using their laptop had to change, which was
a slow process. There are still one or two who hold
on to the belief that the laptop is more for play than
for work. This has been exacerbated by the fact that
we have no program by which to see what pupils
have on their screens. This means that I have had to
learn to trust that pupils are working, and they have

abused this trust. However, over time, and when they
see pupils who have produced outstanding work
rewarded, they abuse the trust less and less.

There are still one or two who hold on
to the belief that the laptop is more for
play than for work.
It was a slow process of training with my pupils,
with positive reinforcement in the form of merits.
They have not yet all bought into the concept that
they are learning the ‘stuff’ of the lesson outside of
the classroom. They still want to be ‘taught stuff’ in
lessons rather than applying pre-gained knowledge.
Their attitudes are slowly changing as they see the
high quality work that can be produced in class using
higher level thinking skills.

Y

ears ago I had a pupil ask me to record my
World History lectures, since the content was
overwhelming to her. I said sure, but thought
“how could I help the pupil who wanted to review
the content at a later date and NOT just have it be an
audio recording of the event?”
I had just been to a tech conference and watched
a fantastic speaker named Hall Davidson talk about
the use of video in the classroom, and even showed
green screen special effects. Well, that was it. I was
committed to try this for my pupils. Instead of just
audio, I set up a video camera in the back of my
room and then recorded myself lecture. Much like a
weatherman narrating in front of a map, I discussed
the history of the world while standing next to the
images and documents of the past, thanks to a clever
bit of video editing. When this phenomenon of flipping
came out I thought “Hey, I can look again at how to
use video with my pupils.”

Appeasement of the Germans leading into WWII,
where I would give a short history of this event. Then
I would discuss what political cartoons were, and how
we can use them to analyse the past.

They would watch the video, such
as the Appeasement of the Germans
leading into WWII, where I would give
a short history of this event.

Instead of just audio, I set up a video
camera in the back of my room and
then recorded myself lecture.
My goal was not to lecture like I did for those
45 minute long videos. I wanted to front-load my
kids by teaching a skill and applying it in the flipped
video. Then, when they returned to class, we could
discuss what they learned and I could watch them
in small groups work on those same skills. As a
History teacher, some of the skills I wanted to have
them learn at home varied. Several of the examples
were analysing political cartoons, evaluating changes
and continuities, and learning how to compare and
contrast. They would watch the video, such as the
Innovate My School
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These videos ended up being 10-20 minutes in
length, and really did what the flipped classroom
promised: time for me to work with class. One
by-product which I did not expect, though, was a
little sense of longing for, and missing that direct
instruction. I mean, come on, doesn’t every History
teacher kind of really like that part of lecturing to
your class? But I did realise that this moving direction
was a positive one and that I, as the teacher, needed
to redefine what my role would be in a pupil-centred
class.
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Get started!
Read about a selection of products and services that
can assist you with flipped learning in your school.

SchoolVid
Video is the best way to capture
lessons, demonstrate pupil
progression and to engage
with your school community.
SchoolVID makes this process
as simple as 1,2,3. FILM using
the device of your choice be it
iPad, iPhone or video camera.
UPLOAD using the SchoolVID
Upload app or direct to

SchoolVID on your PC/Mac. SHARE
with your chosen audience – pupils,
exam boards or the wider school
community. SchoolVID – store and
manage all your school’s media
safely and securely.

e info@digitallearningdelivery.com
w www.schoolvid.com
t @SchoolVID

HUE HD

Sparkol

Introducing the
new HUE HD Pro
classroom camera
and visualiser.
The HUE HD
Pro can view a
full A4 page and
also comes with
specially designed
software, HUE
Intuition, to allow
you to master the full functionality of the camera
with ease.
We are delighted to offer the HUE HD Pro
on a 30-day FREE trial to teachers. Perfect for
recording a lesson and saving it to video for
students to watch at home.
Price per unit: £44.95 + VAT

Sparkol’s mission
is to empower
people to
communicate
brilliantly,
regardless of their
technical ability.
Sparkol make apps
and software, and
publish resources,
to help you engage your audience.VideoScribe
is Sparkol’s make-your-own whiteboard video
software. It’s been used in over 180 countries
by more than half a million people – including
teachers, instructors and marketers. The
VideoScribe iPad app has been described as
‘perfect for classroom activities and teachers.’

e sales@huehd.com
w www.huehd.com
t @HUEHD

e info@sparkol.com
w www.sparkol.com
t @SparkolHQ
Innovate My School
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IMPACT workshops

Future trends &
Learning outcomes

Facilitated workshops to develop strategies and
techniques that deliver impact in the classroom.

What will we see happen with flipped learning?
Jane Basnett: Content will be delivered entirely
through flipped learning. Classrooms will be full of
pupils working at different levels, collaborating and
communicating. Some pupils will be consolidating
knowledge and beginning to apply it, while others will be
creating content and expanding their knowledge so they
can apply it in more interesting and creative ways.
Sarah Bedwell: While it is no ‘silver bullet’ for
education, the potential to change and adapt traditional
pedagogy to suit the needs of modern learners can’t be
ignored.With benefits including personalised learning
and feedback, being able to recap content at will, and
teachers using class time to support learning rather
than lecture, flipped learning is something that more and
more teachers and leadership teams will see value in.
Danielle Lynch: There is a deeper level of
connection with the pupils here as they already have a
relationship with the person who has made the video. I
think flipped learning will also branch out more with the
use of websites for text-based information sources.

Ryan O’Donnell: I do see that now is a pretty
incredible time where change is happening. Changes
in both hardware and software are allowing educators
from all over the world to look at changing not what
we teach but how we teach. Many are still unsure about
this as a learning tool, and time will tell how successful
this will be. Regardless of where the flipped model ends
up though, it’s pretty safe to predict that the model of a
direct classroom instruction will be a thing of the past.
Jane Basnett: The teacher will provide guidance and
scaffolding for all pupils.
Sarah Bedwell: Given that it’s also a way to bring the
outside world to the pupils, I believe it’s not long before
flipped learning is seen as a routine teaching and learning
tool instead of something of a gimmick.
Danielle Lynch: We may also find new ways of
doing flipped learning that take the emphasis off
videos for content.

Jane Basnett: Teachers will understand more
specifically the individual needs of each pupil and will
be able to create content that targets those particular

Design bespoke workshops with our education consultants
or
choose from a range of workshops including:

•Better together;
collaborative CPD
using trios, pairs, lesson study ....

What outcomes have you seen from flipped learning?
Sarah Bedwell: Differentiated support for pupils in
the classroom is a major one. Self-paced learning, where
pupils are free to spend more time on aspects of their
learning that they are struggling with, irrespective of
what others are working on, is another.There’s also the
ability to recap lessons and feedback at will, without the
need for the teacher to be present and the ability to
bring the world to the pupil, through the use of source
materials from experts.

As specialists in video based development,
IMPACT Matters work with groups of
teachers to reflect on and develop
teaching and learning.
Our workshops are
designed and adapted
to address specific
school and individual
priorities.

needs. It will be much easier to understand particular
issues that pupils may face.
Danielle Lynch: Pupils have become more
independent.They begin to see learning more as a
process of using higher level thinking skills rather than
as acquiring knowledge.There is no requirement to
get to a certain task - it is not a race - but there is an
expectation that each task will be completed to the best
of each person’s ability before moving on to the next.
Ryan O’Donnell: It allows me to change the way I
prep my pupils for learning new skills.
Innovate My School

•Great questioning is great teaching
•Feedback for champions
•Creating video for learning
•Be your own coach with Iris connect

For more information

Call 01275 390617
visit www.impactmatters.co.uk
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Game-Based
Learning

GBL offers child-led learning, and you
will often find experts within your class
who will not only teach their peers, but
you as well.

SECTION NAME

Game-Based Learning

T

echnology in the classroom is not just a supporting
role anymore, but rather a dominant powerhouse in
education. The growth of game-based learning (GBL)
over the last few years demonstrates how the traditional
classroom is now adapting to the digital needs of the world
in which pupils will embrace when they leave education. The
interaction, communication and collaboration skills gained
from using technology are not only useful, but also increasingly
crucial for gaining employment.
Games, in the context of learning, enhance education, as
they are a fun and familiar way for young people to acquire
skills. They’re also a great, alternative way to keep their
attention on the more technical and challenging subject areas,
where some may often lose interest in a conventional set up.
Often dubbed the future of education, this type of
motivational learning develops their strategic and leadership
skills, as well as subject learning in an inquiry-based way. The
beauty of it is that there’s a world of resources out there for
all subjects, so teachers are continually on the pulse of new
and emerging technologies from a classroom anywhere in the
world.
We’re delighted to welcome experts in the field Graham
Andre, Nick Dempster and Ira Cross Jr to discuss
game-based learning in education.

Nick Dempster

Ira Cross Jr
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Game-based learning is taking education by storm.
What kind of benefits are we seeing in the classroom?
Graham Andre: Give children a hook. Pupils love
playing computer games - it is part of their culture in
most cases, and if you can use this and bring it into
their learning, you are onto a winner. It encourages
child-led learning, and you will often find experts within
your class who will not only teach their peers, but you
as well. It promotes collaboration and problem solving
and is a great way of engaging the unengaged.
Nick Dempster: It is a fantastic tool for grabbing
the attention and interest of disengaged learners, and
there are a wealth of case studies online about how
Minecraft, Myst and other programs and apps have
helped to inspire writing, particularly with underachieving boys. With the advent of sophisticated
games on tablets, it is now significantly cheaper to
purchase games for children to use in lessons than
it was five years ago. This also allows children to play

on the games themselves, taking ownership of their
learning journey and encouraging independence and
decision-making.
Ira Cross Jr: Game-based learning is very engaging
and can be used as a reward if desired. It’s also
great fun, flexible and has the ability to be rigorous,
if necessary. It’s certainly very flexible for teachers
and pupils alike, and can easily become routine in
a classroom, as games don’t necessarily have to be
made up from scratch.
Nick Dempster: There is also a sense of wonder
and mystery in using games to enhance learning.
Children are often uncertain of what will happen next,
even if they have played similar games before. Just
make sure you have a clear plan of what you want to
achieve using the chosen game.

What downsides should teachers look out for?
Graham Andre: Technology can often let you
down, so always have a non-tech Plan B. Game-based
learning can be great fun, but children, especially
when using something as open world as Minecraft,
can deviate from the lesson objective. Make sure
guidelines to learning and objectives are firmly in
place, and the children are aware of them.

Contributors

Graham Andre

Benefits
& Pitfalls

GAME-BASED LEARNING

Nick Dempster: Resistance from parents - a belief
that games have no place in the school curriculum
- can be an issue. As long as you have done your
research and are clear with what positive results
you want to achieve, this should not be an issue. In
fact, parents I have spoken to have been extremely
enthusiastic - if the children are engaged, then they
are more likely to concentrate and produce higher
quality work.
www.innovatemyschool.com

Ira Cross Jr: The subject does take planning. Most
games, if not all, require pupils to have some prior
knowledge of the material. And they can become overly
competitive sometimes, so lots to watch out for.
Graham Andre: It’s important to acknowledge
your own skill set - if you are going to use games in
your classroom, make sure that you are familiar with
them first.You don’t have to know everything, but to
be proficient is a must.
Nick Dempster: Proper planning will ensure that
your objectives for the project are met. Think to
yourself: is the use of the game enhancing the learning
experience?
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Pushing the boundaries:

It’s all fun and games

The classroom of the future

By Ira Cross Jr

By Graham Andre

G

ame-based learning is a relatively new concept,
but one that I believe will play a big role in
class teaching in the future. As the world and
society change, teaching must change with it. We must
embrace the use of computer games to help stimulate
and engage our children and help to prepare them for
whatever future skills they may need.

My lesson was evolving, not just as
an activity using adjectives.
I have used Minecraft for topic work on Inca
buildings, Eden for creating the school of the future,
and Angry Birds and Epic Citadel for Literacy and
Maths. This case study concentrates on Epic Citadel,
a free iPad app that is basically a demo for a graphic
engine. It allows the user to explore a castle and its
surrounding area. Because it is only a demo there

are no other characters on screen and there is no
story and no plot, but this allows for some brilliant
imaginative work.
The first time I used it, I asked my Year 3 children
just to write what they could see or hear as we took
a tour of the castle. We concentrated on descriptive
words and bringing the tour alive as we made our
way around the barren castle. There was the sound
of a dog barking and this evoked the first questions.
“Where is the dog?” “Can you see it?” “If there is
a dog, there must be a person.” I encouraged this
discussion and asked the children to write their
questions down. My lesson was evolving, not just as an
activity using adjectives, but with questions that would
mould later learning. Onwards we went. I stopped as
we neared the castle gates and asked some children
to share what they had written. There were some
super examples of adjectives, but because there were
no other characters, children had started to see
things. “Was that a ghost in the courtyard?” “Who
was down the well?” “The statue in the church looked
like it had moved.”

Epic Citadel is a free app that allows
the user to explore a castle and its
surrounding area.
We continued. A church bell rang. “Mr. Andre,
we have to go back to the church - there must be
somebody there.” So back to the church we went and
of course there was nobody in sight. “They must have
run.” “Could it be a ghost?” “What if there is a plague
and we are in danger?”
As we left the castle things were no clearer.
We found abandoned tents, a stream, a gate we
could not open. What had happened here? A great
learning experience.
Innovate My School

C

ome on down! If you have no clue as to why
I started this piece with that glorious phrase,
allow me to elaborate. Bob Barker was the
host of the television show The Price is Right. One of
the things that I enjoyed most as a kid was being glued
to a hot, brown leather couch, watching the show
with my grandma. The show had so much to it. It had
solace and sadness, exuberance and exasperation, and
- best of all - happy people running around with no
cares for who was judging them because they were
overflowing with elation. People that lose still win
because they are just excited to be on the show and
participate.
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great things you see, so of course they are engaged.
To me this makes sense to put into a classroom. Every
teacher wants everyone participating, even when they
are not the main focus. Especially when they are not
the main focus.

Every teacher wants everyone
participating, even when they are
not the main focus.
So in preparation for this amazing classroom
experience I got a great outfit from a local thrift shop.
A jacket with various pastel colours straight from the
1970s, a pair of faded Nantucket red pants, a cream
dress shirt, a light avocado green tie, and brown penny
loafers. It is an understatement to say that I looked
good. I turned the classroom into a studio auditorium
with all of the desks facing the front board and in
rows. Game-based learning at its finest.

Bob Barker’s Price Is Right

The Price Is Right had solace and
sadness, exuberance, exasperation
and happy people running around.
So how does a man go from talking about nostalgic
moments to education? It is actually done very easily.
Simplicity is key. I was happy watching the show and
was engaged because I just knew that these people
were listening to every suggestion that we offered.
Those in the studio audience felt the very same. Even
when they are not picked to participate, they still
participate. They scream and yell their suggestions and
thoughts with the hope that the actual participant
will win big. The actual participant gets to do all of the
www.innovatemyschool.com
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Get started!
Read about a selection of products and services that can
assist you with game-based learning in your school.

Busythings
Liven up your classroom and
discover laughter in learning!
Busythings is a collection of
highly engaging interactive
games, learnings tools and
powerful teaching resources;
all designed to make teaching
and learning as fun and easy
as possible!

Curriculum-linked resources
span subjects across Early
Years and Key Stages 1 and 2.
Proven to educate and entertain,
busythings is already trusted by
1000s of schools in the UK!
Visit busythings.co.uk to
start your free 28 day trial.

The Mathematical
Games Company
cZeus puzzle games
offer teachers
almost unlimited and
innovative ways to
encourage pupils to
practice numeracy
and maths skills
such as times tables,
factorisation and algebra, also helping attention,
logic and memory. Graded classes of puzzle allow
teachers to differentiate cZeus to all abilities and
ages. New releases of cZeus from autumn 2015
onwards have a new introductory level and unique
tools for measuring pupils’ progress through
competitions amongst pupils and teams
in different classes.

e admin@tmgcl.com
w www.cZeuspuzzles.com
t @cZeusPuzzles

e enquiries@busythings.co.uk
w www.busythings.co.uk
t @busythings

Mangahigh
Mangahigh is an online maths resource for KS1
-KS4 that boosts pupil engagement and results
via a unique combination of games and adaptive
exercises. The platform enables teachers to assign
curriculum-aligned activities to their pupils and
analyse performance using Mangahigh’s diagnostic
tools. The greatest strength of Mangahigh is its
ability to engage, motivate and positively influence
pupils of all abilities towards learning maths.
Over 5000 schools across the world have already
adopted Mangahigh.

e info@mangahigh.com
w www.mangahigh.com
t @mangahigh
Innovate My School
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Future trends &
Learning outcomes

Video is the best way to...

What kind of learning outcomes have you had with GBL?
Nick Dempster: It promotes deeper thinking across
the curriculum, including empathy for characters within
games and reasoning. It also creates enthusiasm with
reluctant writers and disengaged children, and can be a
great platform for speaking and listening and role-play
activities including hot-seating, conscience alleys and
debates.

Ira Cross Jr: Human beings learn from their
interactions with their world.When most people get
a new smartphone, they don’t usually read the manual
on how it works.They just dive right in and figure it out
while playing with it.What I am saying is that exploration
and games are both related and a part of one another in
that they are both hands-on and engaging.

Graham Andre: The possibilities are endless for gamebased learning, which is the great thing. From improving
writing from creating diaries to designing a game or
describing characters, there is lots of fun to be had.

Nick Dempster: Game-based learning sparks
children’s imaginations and often leads to extracurricular work. In my experience, pupils have been
eager to continue work in their own time including
artwork, stories and downloading / installing the games
to continue the experience at home.

What GBL trends do you think we can look forward to?
Nick Dempster: It depends very much on the
specific school and their approach.While most teachers
are happy to welcome game-based learning to education,
many find it harder to see this method completely
overtake traditional methods.The next trend for GBL
could be waiting round the corner for anybody to
discover - it could be a game that is already out there or
one yet to be invented. My advice would be to keep your
eye out for the next big thing in educational game-based
learning through the App Store, internet and Twitter.

Graham Andre: Game-based learning is a relatively
new concept, but one that I believe will play a big role
in class teaching in the future. As the world and society
change, teaching must change with it.We must embrace
the use of computer games to help stimulate and engage
our children and help to prepare them for whatever
future skills they may need.
Ira Cross Jr: Games have been around since humans
have become bored or wanted to learn something new.
Games and play help you to figure things out. It is not
new that children in early stages of life play with toys and
learn with them.
Innovate My School

Capture lessons. Showcase student progression.
Engage with your school community.

Store and manage all your school’s
media safely and securely.

schoolvid.com

Get in touch
to arrange a
1:1 demo

FILM

using the device of your choice, be it iPad,
iPhone or video camera.

UPLOAD

using the SchoolVID Upload app or directly
to SchoolVID on your PC or Mac.

SHARE

with your chosen audience — students,
exam boards or the wider school community.

Call us: 01608 664476
Email us: info@digitallearningdelivery.com
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Interactive
Technology

With assessment for learning (AFL),
many interactive technologies are
available that allow you to assess
pupils’ levels and thus provide
personalised instruction.

SECTION NAME

Interactive Technology
W

Interactive technology means bringing a pupil into their
education in a way that the classic teaching-from-the-front
technique generally cannot. It entrusts, to a degree, each
learner with their own education. This technology’s growing
popularity with teachers throughout the country may way pose
a significant challenge to the status quo over coming years, with
new opportunities being presented each week.

Danielle Lynch: With a tool like Edmodo, pupils
are able to communicate with each other on the
subject. It’s a safe environment in which discussion is
encouraged, policed by a teacher with whom pupils
can also engage in conversation. Online debates are
easily set up, and the teacher has a record of the

Still, all this innovation does not come cheap, with schools
having to figure out how much to spend and on what.
Therefore, careful consideration is needed. For this topic, we
consult four teachers of varying fields who each have different
experiences with interactive technologies: Dominic Norrish,
Danielle Lynch, Jane Basnett and Joe White.

Jane Basnett

debate and can assess the learning, while also being
able to play devil’s advocate.
Jane Basnett: This technology really helps with
differentiated instruction; in IT pupils are able to work
in a mode that suits them best - audio, video creation,
apps that allow annotation, and so on. They’re also
able to work at their own pace. With assessment
for learning (AFL), many interactive technologies are
available that allow you to assess pupils’ level and thus
provide personalised instruction at the appropriate
level.
Joe White: Interactive technology increases pupil
engagement with their learning; it is both familiar and
motivating, allowing a teacher’s pedagogy to be more
dynamic.You can identify a need and there is probably
a low cost or free app / site that meets it.

What problems might interactive technology pose to schools?
Dominic Norrish: A big concern is spending
literally thousands of pounds per classroom on big
(but not quite big enough) interactive flat screen TVs
and licensing the software to go with them, and then
using about 10% of this functionality. Cut the hardware
budget in half, double the money for supporting
teachers’ use of the tech! You also need to be aware of
the teacher acting as the gatekeeper to the interactive
whiteboard, keeping pupils as recipients only of the
teacher’s interaction with the content, or (worse?)
letting them slowly traipse to the front one at a time to
click one button and then sit down.

Contributors

Danielle Lynch
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When it comes to bringing interactive technology
into the classroom, what are the benefits?
Dominic Norrish: Interactive technology, in
whatever form, has the potential to enhance several
of the processes of teaching and learning which we
know to affect pupil progress. The success with which
a teacher can explain concepts is powerfully supported
by good interactive display technology and the
software that drives it. The ability, via the class screen,
to celebrate a pupil’s work with the rest of the class
improves pupil effort levels during the task. When the
‘interactivity’ is even wider (eg where the audience isn’t
just the class), this is even more noticeable.

hen it comes to getting pupils engaged, why
not give them something that they can grapple
physically? Tablets such as iPads and Chromebooks
are becoming more and more prevalent in British schools,
and with good reason: 1:1 learning gives the pupil more
responsibility and access. By the end of 2014, the BBC was
reporting the presence of tablet computers in 70% of UK
classrooms. This allows certain programs, such as Edmodo,
Aurasma and Sphero, to help bring a classroom to life.

Dominic Norrish

Benefits
& Pitfalls

INTERACTIVE TECHNOLOGY

Joe White

Danielle Lynch: Teachers become accessible at
all hours. When using Edmodo, one Year 7 pupil left a
message at 9pm asking me to meet him in the library
at 8am to help him with his homework. He expected
it to work instantly like other forms of social media,
though in fact I did not log in until 8.30am the following
day. Pupils need to be aware that there will not be an
www.innovatemyschool.com

instant reply like they might expect when texting their
friends. Teachers need to have a life too!
Jane Basnett: Technology is not a cure-all. Simply
using technology will not make lessons better, nor
will it improve learning per se. Good teaching
methodologies must be at the heart of what happens
in the classroom no matter what the tool. Beware the
confident user of interactive technology; if IT is not
used in an educationally sound way then pupils will not
benefit. Also, do not ignore the ability of your pupils to
learn quickly how to use technology tools. Make the
most of them in the classroom.
Joe White: It’s easy to get distracted by gimmicks;
tech must be chosen to meet a need identified by
research or data. The technology must be chosen for
pedagogical reasons, not financial. If teachers do not
believe the technology is accessible, or relevant, or
accusable, it will sit in a cupboard.
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Using Edmodo with
both year 7 and year 10
By Danielle Lynch

I

wanted to experiment with using Edmodo in
different ways with two different classes: A Year 7 in
a more unstructured way, and a Year 10 in a more
structured way.
With Year 7, I set up the group, explained the
expectations to them - that they would use it only
as a learning tool, show respect to others, etc and then gave them the code. The expectations
were immediately disregarded, and I then spent 10
minutes deleting all posts that were not related to
the subject. However, they then used it for workrelated discussion. I also used it to post homework.
They had the option to send their homework as
a post, which was useful as it was visible to other
pupils and therefore models the task. However, the
following lesson I had a series of “I can’t remember
my username/password” interruptions, which I had
not expected. I think this was a factor in the usage

dwindling after the first week. I continued to post
homework links, but the pupils used it less and less.

They had the option to send their
homework as a post, which was useful.
I want to say I had more success with Year 10,
but internet problems prevented the testing of the
structured use of Edmodo! I had planned to have a
‘silent debate’, in which all discussion would be on
the class forum. The rules: each pupil has to post one
comment justifying their beliefs on a topic, and they
have to respond to at least five other comments, as
well as having to respond to every comment on their
own post. We commenced this very well, and I chipped

Innovate My School
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After 10 minutes the internet went
down and stayed down for the whole
lesson!
in with a quote or two from a well-known person, but
after 10 minutes the internet went down and stayed
down for the whole lesson so it became a louder
debate! The Edmodo silent debate did not continue
after the lesson as I had intended, unfortunately.
With hindsight, I think Year 7 need more structure
and Year 10 requires more freedom in order to
encourage continuing conversation about their
learning on Edmodo.

My interactive tech journey:
iPads and SEN
By Joe White

T

he 2010/11 results for ICT were out, and I had
just nabbed the role of ICT coordinator from
the assistant head. The graphs did not look good,
with attainment in ICT lagging well behind English,
Maths and Science. I had spent the previous year trying
to build teachers’ confidence in using the new network
and core software we used, such as SMART Notebook,
and communicate in Print 2. We were well resourced,
each class had an interactive whiteboard and there was
a bank of laptops as well as a small computer room
used mainly for clubs and the internet.
My school is for pupils with severe communication
difficulties and autism.When using computers many
wanted to follow their own agenda, which was usually as
a reward not an educational activity. Something drastic
had to be done. After trialing the original iPad, I ordered
one for each class of six-to-seven pupils.
I distributed them in a training session preloaded with
apps that I had played around with. I then introduced
the guided access option, as I did not want the iPad used
as just a choice time activity. Staff were very motivated
by these and many explored a range of free apps using
them in lessons.The ease of use and familiarity of iOS
meant confidence in use was high. Now pupils could
achieve in ICT even if they wouldn’t use a computer or
the board - many pupils dislike the bright projector.

www.innovatemyschool.com

I had spent the previous year trying to
build teachers’ confidence in using the
new network and core software.
Results improved by the end of the year, and have
remained just behind English and Maths ever since
as teachers adapt the iPad’s uses. One pupil uses one
as a communication aid, and many now use them
as a motivator or reward. Pupils are engaged and
constantly finding new apps to explore.
Our learners display challenging behaviour as a
result of communication difficulties, and the iPads
bore the brunt of this. Three iPads have been damaged
beyond repair, with eight more being repaired
this year. Despite their age, the machines are still
going, and more have been acquired or donated. A
good case is a fantastic investment. Recently I have
collected a set of six to enable all pupils to use at the
same time. This has reignited teachers’ use of them as
an educational tool.
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Get started!
Read about a selection of products and services that can
assist you with interactive technology in your school.

Sync-Ezi
The easiest and most productive way to
sync and charge all your tablets in a safe and
secure environment. The robust Sync-Ezi is
readily portable with handle and wheels and
can be used whilst closed and locked.
Sync-Ezi units come with a full 3 year
warranty, are produced and manufactured
in the UK and are designed to the highest
standards of safety. All sync and charge
units are fully tested and CE marked.

JTRS are an Apple Solution Expert (ASE)
for educator training that will drive
for Education and a Google Education
your vision, transform your teaching
Strategic Partner. Our focus is around
and impact your learning outcomes.
learning and teaching, with technology
acting as the supporting tool for
educational change. We supply product at
education ‘best value’ prices, we have an
in-house technical team of experts and in
-house Apple & Google specialist trainers

e garry.pearson@jtrs.co.uk w www.jtrs.co.uk t @jtrsltd

e info@sync-ezi.com
w www.sync-ezi.com

School Audit

Jigsaw24

School Audit by InVentry helps you take control
of your asset and compliance problems using
a cost-effective cloud solution. As part of the
package we provide high grade QR Labels to tag
and track your equipment. We also offer a full
Audit Service that includes setting up the system,
locating the assets around your school and
provide training for your staff. Please contact our
team for an online demonstration.

Touch screen
technology is now
commonplace in
many classrooms.
Ten years ago,
an interactive
whiteboard
seemed like
something from
a sci-fi film, but now we’re facing a future where
the whiteboard is being replaced by something
entirely new. Interactive touch screen displays and
multitouch surfaces are a far more advanced way
of getting a class engaged. They open interactive
learning up to the whole class, increasing
engagement, involvement and collaboration. From
class presentations to group work, they integrate
collaborative ICT into the classroom to an
unprecedented level.

e info@schoolaudit.co.uk
w www.schoolaudit.co.uk
t @inventryaudit

JTRS

e education@Jigsaw24.com
w www.jigsaw24.com/education
Innovate My School

Sensory Technology
Sensor FloorTM our in-house
developed Interactive Projection
Floor is a proven educational
resource, where fun and
learning go hand in hand.
Operated via a simple touch
screen makes game selections
and choosing playlists very easy.
The system comes complete

with computer, software,
projector, flooring and 180+
games.
Available as an installed or
portable system this is the
most advanced cost effective
projection floor within the
educational sector. Free demos
can be booked via our website.

e sales@senteq.co.uk w www.sensorfloor.co.uk t @Sentequk

Trams
Trams have long experience in the deployment and use of Apple
technology for teaching and learning. By working in partnership
with the Trams education team we can help you successfully
integrate Mac and iPad based solutions and develop the skills
and techniques necessary to maximise learning potential within
your school for both teachers and pupils. Our solutions are
developed and driven by our in-house team of Apple Education
Trainers, all of them teachers themselves.

www.innovatemyschool.com

e education@trams.co.uk
w www.trams.co.uk/education
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Future trends &
Learning outcomes

Quickly notify parents of school activities.
Effortlessly process responses and payments.

What interactive-technology trends could you see
happening in the future?
Dominic Norrish: I predict a move away from
interactive whiteboards and their modern flat panel
equivalents to having an ‘IWB in the hand’ - a tablet
computer being streamed to a dumb display.This is
already well embedded in many schools, albeit still using
an interactive display, this will eventually lead to big
savings in hardware and software. Secondly, tied in with
wider trends around 1:1 and BYOD, the use of Q&A and
Exit Ticket interactivity will become much more routine
and useful for redirecting pupil and teacher effort.
Jane Basnett: Global classrooms, for one. The ability
to connect our classrooms will mean that pupils will
be able to access other cultures, new and different
experiences and connect in a way that they have never
been able to do before. A classroom will no longer have
four walls, as collaboration via devices such as tablets,
plus shared documents and spreadsheets, happens in
real time. Learning will know no boundaries.

Joe White: Technology alone is not a panacea, it
forms part of a process of pedagogical evolution.
Interactive technology does not have to be cutting
edge; training and staff engagement is key.
Danielle Lynch: With Edmodo, pupils are able to
develop their learning further in discussion with other
pupils outside the classroom, if they invest in the idea
of having a discussion forum. In a subject like Religion,

Headteacher, Ysgol Cae Top

Rediscover valuable admin
and teaching time.
Dramatically reduce SMS
and printing costs.

Joe White: Increasing use of interactive technology
will lead to an enhanced level of collaborative learning
using mobile devices, both within class and with global
partner schools. The cost and confidence factors in
implementing interactive technology, both through
buying resources, and providing training will lead to
a widening gap in provision between schools. BYOD
or 1:1 devices for pupils will become the norm very
soon.
Danielle Lynch: I can see interactive technologies
like Edmodo becoming more and more popular,
and perhaps replacing email with classes. It makes
interaction between pupils and teachers more
transparent: all pupils in the class have access to
everything the teacher posts, so all pupils benefit from
whatever discussion or resources are posted.

What kind of learning outcomes can this tech offer?
Dominic Norrish: Good interactive technology,
well deployed and in the hands of an effective teacher
can lead to greater understanding of concepts among
learners, as well as more targeted interventions and
lesson planning, which is informed by really useful
management information. There will also be greater
engagement with difficult or dry content.

“eeZeeTrip takes care of the
admin so that teachers can
teach.”

in which ongoing discussion is very much encouraged,
pupils have a safe forum in which to continue their
thinking out loud. Their thinking is challenged and
therefore progressed by other pupils.
Jane Basnett: Learning can undergo a thorough
overhaul using interactive technology (check out The
SAMR model designed by Dr Rubén Puentedura).
Pupils have the ability to modify and redefine old and
tired tasks. Why write a report about what you could
do on a trip to Paris when you do so much more?
For example, pupils could use an image of a map and
bring areas of the map alive with embedded links,
explanatory videos about a museum, a ‘live’ news
report from the Eiffel Tower, a link to an annotated
document about the best restaurants in town, all
created by the pupils.
Innovate My School

Call 0844 822 8442
Mail hello@eezeetrip.co.uk
and quote:
“Innovate My School”
for special offer.
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Immersive
Environments

Teachers can re-enact key events
from the past as part of the History
curriculum, or visit other countries like
Antarctica.
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With immersive environments, what
kind of benefits can teachers expect?

W

hat if you could take your pupils anywhere, let
them become immersed in whatever environment
you chose? This is becoming an increasingly
popular idea, with sensory and immersive technology
making its way into more schools each year. It’s a particularly
popular area in the special educational needs (SEN) teaching
community, where teachers often have to get extra creative
when teaching their learners.

James Winchester: The use of gesture-based
technology to create immersive environments has
many benefits for a wide range of pupils. Teachers
can re-enact key events from the past as part of
the History curriculum, or visit other countries like
Antarctica and use the environmental controls to
alter elements like temperature, wind and lighting
to give a real sense of what it would be like for the
scientists who live there. Another benefit for pupils
with ASC (Autistic Spectrum Condition), where
experiencing new surroundings and settings can be
challenging for them, is to use this technology to
create these settings so that they can practise the
social skills needed to be successful in such habitats.

For Geography, pupils can be transported to Machu Picchu,
the Sahara, Dubai or Pripyat. A History lesson could take
learners to an ancient Roman city or the Great War trenches.
Shakespeare’s Globe can become a reality without even
entering London.
While technology such as projectors, sensors and gesturebased devices are allowing educators to engage their pupils like
never before, some schools are using more analogue methods
to reach similar effects. Getting into character, building a set
and deploying appropriate lighting and sound effects are all
tactics used for immersing pupils in their learning.

Philip Nottingham: Pupils become absorbed in
the environment they are working in. These spaces,
with their features, can create a multitude of different
environments. It’s also easy to create spaces out of

James Winchester: With SEN, it’s important to
remember that there is no one-size-fits-all solution;
when there is success with one pupil, this does not
automatically translate to others. Many of the programs
that we have used for this technology are in early
development stages and still have the tendency to
be quite buggy. It is only when the tech becomes a
consumer product that the reliability of the software
increases. For example, the Kinect V2 sensor is now
available for Windows, and Microsoft has apps available
on its store now that work. However, technology still in
development stages, like the virtual reality Oculus Rift
headset, has many benefits but can be temperamental.
It is, therefore, important to thoroughly test out the
software before using with pupils.

Contributors

Philip Nottingham

Carolyn Hughes

everyday objects, so pupils can adapt the spaces they
are in physically and digitally.
Carolyn Hughes: We’ve really enjoyed immersive
technology because of the ease-of-use for untrained
staff. It really does provide a wealth of instant
resources for all abilities, too. Then you have the
‘wow factor’ that’s brought to everyday teaching. It’s
inclusive, allowing all learners to access it, and attract
paying visitors if the school were to hire out the
room for others in the area.
Joe White: Learning through immersive
environments can create meaningful contexts for
pupils to practice skills and explore scenarios. Lessons
are engaging, and pupils are hooked by the focus on
a multi-sensory experience. Immersive environments
by their nature blend curriculum areas seamlessly,
allowing transferable skills to be practiced.

Any potential pitfalls that should be taken into consideration?

Is it likely that British schools creating their own holodeck
will become the norm? We have four teachers who discuss
whether or not this would be to everyone’s benefit: James
Winchester, Philip Nottingham, Carolyn Hughes
and Joe White.

James Winchester

Benefits
& Pitfalls

IMMERSIVE ENVIRONMENTS

Joe White

Philip Nottingham: It can be time-consuming to
initially gather resources to create the space.
Not every space is suitable, as there may be restrictions
www.innovatemyschool.com

on what can be used and where, for example attaching
objects to the walls. Additional staffing may be needed,
depending on the space being created.
Carolyn Hughes: Technology failure, involving
troubleshooting and training, can be a real problem. Schools
also have to consider value for money – staff need to evolve
with the system, not just using the same buttons each time.
Installation and initial purchase can be costly, too.
Joe White: There can be a tendency towards
pupils consuming information, rather than it being
an opportunity for creating or interacting with the
environment. Schools need to build in sound pedagogies,
allowing pupils to evaluate their experience and gain
feedback. Immersive technology relies on imagination
and pupil buy-in. Environments must be well planned and
executed, and there is a danger of overstimulation due
to the amount of sensory input.
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Immersive environments
at Meadowside Special School, Birkenhead
By Carolyn Hughes

O

ur installation was set up this year. It was
marketed as easy to use, fully editable, using
a template-based system, and engaging all
of the senses. It was not specifically designed for the
SEN market, but its application as such is incredible.
Our school is a specialist provider of education for
pupils aged 11 to 19 with complex learning difficulties,
communication and/or sensory needs, autism, ADHD
and varying health conditions. The Immersive Theatre
provides something for everyone. Learners can explore
environments ranging from underwater, forests and
deserts to space, storybook scenes and invented
scenes. We have projected images, with Kinect sensors
on three walls and the floor, beanbag seating, air
conditioning, an aroma unit and a sound system.
We installed it in a space the size of two
classrooms, allowing it to be used as a theatre with
space for an audience of about 80 people, before
putting on a school play using the system. Panoramic
images provided backgrounds and settings for every
scene. I added music to the scenes and even some
smells – chocolate for a sweet shop scene and cut
grass for the outdoor ones. The problem with aroma
units is removing the first smell before introducing
the next. They can combine to produce some very
odd smells. Our unit once got stuck in a loop,

repeatedly squirting garlic odour into the room. We
had the door open for several hours to recover!
Traditionally, ‘sensory’ education has included
providing tactile resources so a learner can access a
more realistic experience. Even with an immersive
system, an element of this is still useful. We have a
waterfall scene, where the room is filled with the
sounds of falling water, the scenery is realistic and the
floor is interactive in that the fish swim away when
touched. The waterfall image moves when touched
but no one actually gets wet.
Another successful activity we have used is the
Magic Carpet idea. The interactive floor was set to
display a carpet and the music played Aladdin’s A Whole
New World. Each learner was given a little suitcase for
the journey, containing tactile resources and additional
stimuli. One of the built-in scenes is a blizzard.

Learners can explore environments
ranging from underwater, forests and
deserts to space, storybook scenes
and invented scenes.

Innovate My School

The snow falls all around and the floor even shows
snowy footprints that crunch with each footstep. The
air con is turned to icy cold so everyone puts on their
gloves from the suitcase.
Learners unable to see the walls, through physical
limitations, can have the images brought closer to their
field of vision by intercepting the projected floor image
with a white sheet/tent. One amazing experience was
when a learner with profound and multiple learning
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difficulties (PMLD) responded positively to the images
moving inches from his face. He usually struggles to
show any response as everything happens so far away
from him and he is unable to make more than the
tiniest of movements.
Immersive technology, for us at least, is all about
experiencing places and environments that we cannot,
or will not, access. It can help to bring the outside in.

Digital Dens - Collaborative
Learning Spaces
By Philip Nottingham

F

or this project I worked with a group of 24
Year 4 pupils. The aim of the session was to
create a text-based chat log between the two
main characters in the book the class was studying,
The Lost Happy Endings. This chat log was to explore
the discussion these characters may have had in
relation to the main events of the book.
I created two spaces in a spare classroom to reflect
the two characters in the book. The areas were both
based around upturned tables with strong cardboard
tubes over several of the legs. I then customised
each space to reflect the characters. Jub, the heroine,
had umbrellas placed into the tops of the cardboard
tubes and a colourful parachute to create the canopy.
The interior was decorated with fairy lights and
throw pillows to create a warm, comfortable place
synonymous with Jub’s character. Conversely the
villainous witch’s space was stark. The canopy was
created with cheap white plastic sheets to give the
atmosphere of a bleak and lonely hovel.
Before pupils used the spaces they completed
an activity in class to familiarise them with the
tools they would be using in the dens. A silent
conversation between pairs of pupils took place
via Google Docs. Using knowledge of playscript
structure, the pupils built up their practice chatlog a
line at a time. Each pupil started their sentences with
their name; the conversations were slow and stilted
initially, but as pupils grew used to the system, the
conversations began to flow between them.
Pupils were then divided into two groups. One
would enter the Jub space with myself, the other
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would be in the Witch’s space with another teacher.
Pupils were then tasked with discussing the events
of the book in role as the characters. This provided
great excitement among the pupils, and as soon as
they entered the differing spaces their attitudes
began to change. Those that were in the Jub space
marvelled at the comfortable and attractive space
that they were working in. Those pupils cramped
into the stark Witch’s space became quite miserable,
and that came across in the conversations with
their partners using the collaborative document. To
further immerse the pupils, sound effects relevant
to the story’s events - such as wind, rain and wild
animals - were played using the classroom speakers.
The groups then swapped dens.
Afterwards, I asked each pupil to choose their
preferred space and thoughts on the session. The
response from pupils was very positive, and they
had some inciteful opinions. Much of the feedback
requested the use of the dens in further activities
and this was supported by a general buzz around
the school as to what was happening in the spare
classroom.
Troubleshooting required teachers to ensure pupils
were working on the same document as their partner,
and this is where the extra staff helped keep things
running smoothly. Even so, every pupil was engaged
in the lesson and all pupils created a chatlog with
their partner. Digital Dens will definitely be making a
reappearance within our curriculum, as they provide a
unique and adaptable environment for pupils in which
they can learn in a multitude of ways.
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Get started!
Read about a selection of products and services that can
assist you with immersive environments in your school.

Chromville World
Chromville World introduces a
new form of creative education
for schools. This platform is
a new resource for teachers
interested in turning creativity through technology - into
the most educational source
for pupils.
The package is made up of:
Chromville Science App: An
Augmented Reality app based

around colouring pages themed
around biology, the laboratory
and the planet Earth.
Classroom materials:
2D educational content
focused on Science.
3D printing models: Download and
Print your Chromville characters
in 3D!

C
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e hello@chromville.com w www.chromville.com t @Chromville
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GD Immersive

Sensory Technology

CY

CMY

K

A GD Immersive room in your school will improve
engagement, motivation and learning.
Immersive rooms are powerful and flexible
teaching tools preloaded with curriculum based
content that is easy to edit or redesign according
to your needs. A full sensory experience is created
by interaction with the multiway HD projection,
movement sensing technology, LED lighting and
stereo sound. Take your pupils to any place or time
using this unique learning environment.
Full training and support included.

e enquiries@gdimmersive.co.uk
w www.gdimmersive.co.uk

Our Immersive Rooms use leading edge blending
technology to help children understand and
interact with the world around them.
With our unique software and sensory products
children’s creations can come to life.
At the mere touch of a button imagine your day
at the beach being immersed into the classroom.
You can feel the ocean breeze, the sound and the
vibration of the crashing waves and also smell the
sea air. Total absorption and engagement.

e sales@senteq.co.uk
w www.senteq.co.uk
t @Sentequk
Innovate My School
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Why join the Innovate My School community?

Future trends &
Learning outcomes

“We’re incredibly proud of our community. Through our website,
newsletter and @InnovateMySchl Twitter feed, our readership
and contributors help us to share the latest and greatest in
education innovation.” - James Cain, editor

What future trends should we expect?
James Winchester: The growth of virtual reality
(VR) is certainly an exciting area that is just being
explored with SEN pupils. Headsets like the Oculus Rift,
HTC Vive and Samsung Gear VR are bringing VR to an
affordable level and with content being produced by the
likes of Google this is certainly a growth area.Another
avenue for VR is the use of Android smartphones and the
Google Cardboard app to create cost effective headsets.
These again have been used as starters for creative
writing, with pupils being transported to environments
and getting the full immersive experience
Philip Nottingham: There will be more
integration between the physical and digital spaces
in which pupils learn. We’ll also see an increase in
dedicated spaces for immersive environments.
Technology allowing a wider range of environments,
created with increased realism is to be expected.

Carolyn Hughes: Immersive tech as a Virtual
Reality tool is fast becoming more streamlined, more
realistic, with life-like 3D applications that bring ideas
such as the concepts in Avatar to the table. Handsfree access to activities, including Eye Gaze and mind
control, will become more predominant.
Joe White: Increasing links between immersive
environments and project-based learning will allow
immersive classrooms to be set up and used for
extended periods. A step towards pupil-led learning
outcomes, within a framework allowing free
exploration of areas and much more creativity, will be
developed. On top of this, companies offering bespoke
curriculum-based experiences will become more
prevalent, and Augmented Reality will be the first step
for many classrooms using iPads or Google Cardboard.

2015/16

“Innovate My School has a reputation for being at the cuttingedge of educational theory and practice. I contribute due to
its community; they are extremely positive about teaching and
learning, and happy to share their ideas and tips.” Nicole Ponsford (@NicolePonsford), TechnoTeachers

If you’d like to join our writing collective, email j.cain@innovatemyschool.com
Host your own FREE innovation speed date for your school leader cluster, anywhere in the
UK and get hands on with the latest innovations available today in a fun, quirky atmosphere.
Contact Damien or Evon on events@innovatemyschool.com / 01244 312720 for more information.
Sign up: www.innovatemyschool.com/newsletter

Events: www.innovatemyschool.com/live

How about learning outcomes?
James Winchester: The use of gesture-based
technology is constantly developing. The more we use
it, the more we are learning from it and how it can be
used with a wide range of pupils. We have found that
there is no set way to use the technology and it really
is about giving it a go and seeing what happens. What
has become apparent with using this technology with
SEN pupils is that it enables them to have control
over their own environments, and more importantly,
it is them driving the experiences.
Philip Nottingham: Pupils are aware of the
varying audiences that may access work created
in an immersive environment. They experience
environments to create empathy with characters
and other people, and can utilise the alternative
environments to solve problems.

including speaking and listening, talking about what
they see, imagining where they may go or who might
be in a scene. Geography and History outcomes are
boundless, making use of Google Earth, putting the
world at their fingertips.
Joe White: Any learning space can be made
immersive with some imagination, props and mobile
devices. Even if you just use the iPad to display
a hearth fire video, or stream video back from
explorers or scouts to Mission Control.You need a
passionate teaching team to succeed, and all involved
must dress up and be prepared to get into role to
fully engage pupils. A teaching session in an immersive
environment may not fit into the designated timetable
and will require time to set/tidy up, but don’t just look
at them as one off events; build immersive sessions
into regular plans.

Carolyn Hughes: Cross-curricular learning
outcomes are easily covered with this technology,

STEP 4

Straight to Teaching

Grow Your Own
Qualified Teachers
Straight to Teaching is a unique development programme
designed to help existing school staff gain Qualified Teacher
Status (QTS) while they continue to work in school.
For more information visit our website or call us on 0800 088 6126 and
mention Innovate My School.

start-teaching.co.uk
Live. Learn.
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FUTURE INNOVATIONS

Edtech hitting a classroom
near you soon
STEM is quite possibly the most exciting area of edtech this school year.
Here, renowned author and edu-specialist Mark Anderson looks at some
of his favourite resources.

Sphero and Sphero Ollie
The Sphero 2.0 and Sphero Ollie are branded
as ‘connected toys’, but they are so much
more than that. Coming with a wide range
of different programming tools and games to
support these bluetooth connected devices,
they are highly engaging and can be used in lots
of different ways.
Supported by Sphero’s SPRK initiative (Pupils,
Parents, Robots, Kids), the @SpheroEdu account
on Twitter and its website has lots of ideas on
how you can use their SPRK app, plus others
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Parrot Drones

OhBot Robot

Another drone that is becoming
increasingly popular is the
competitively-priced Parrot
‘Rolling Spider’.
The drones are easy to
assemble and can be customised
with new packs for colours,
propellers and all sorts of modifications.You don’t need to have
the wheels on either in order to use them. Using Tickle app, the
drone can be programmed in a Scratch-like environment.
Drones can be used in STEM activities too, such as
calculating velocity on a collaborative spreadsheet recording
times from one end of a netball court to the other. Pupils
combine their Numeracy, Computing and Physics knowledge
and skills to calculate velocity, angles of inclination and
much more; such is the versatility of the drone that you can
calculate, plan and implement to support the learning activities.

While not as visually appealing as some
of the robots available, the OhBot
is gaining popularity. In essence, OhBot
is a programmable robot head which
can be programmed in lots of different
ways through another Scratch-like
environment.

Three top areas of interest for your classroom this year
By James Cain
such as OrbBasic and MacroLab to incorporate
Computing and STEM into the curriculum.
Fantastic.

Ozobot
Marketed as the world’s smallest robot, Ozobot is
an engaging little robot that responds to light, colour
and commands, and can be programmed without
using a computer.
Supported by a variety of apps such as Blockly,
which facilitates programming in a Scratch-like
environment, specific software such as the official
Ozobot app is great for problem-solving and creating
your own visual programs, or even through using a
big marker on a sheet of paper. Ozobot is great for
engaging young people in their STEM learning.

Makey Makey
Makey Makey is an invention kit that encourages
interaction with computers through the use of
everyday objects as replacements for keyboards
and mice. It makes tech-led learning really fun, and
the possibilities are endless. It’s no small wonder
that Makey Makey is so popular.

Disruptive technology and strategies
Disruptive tech and teaching methods challenge the
status quo, challenging teachers to innovate their
classrooms in order to break away from the teach-fromthe-front standard.
Google Cardboard, a simple-yet-effective addition
to the VR playbox, is effectively a handheld immersive
environment.With big data, teachers are using devices
to obtain vast, detailed information on the work and
learning levels of each individual pupil, granting more
empowerment than ever before. As data-sharing device
network The Internet of Things reaches 15 billion
“things” (Intel, 2015), schools are gradually becoming
more involved. Given that these devices autonomously
collect and share data, it’s an ideal field for pupils and
teachers to collaborate with others worldwide. A UKbased internet of (School) Things is being supported by
Intel,The University of Birmingham,The Open University
and more.

Wearable tech
Despite issues including cost, durability and training,
wearable technology has an exciting future ahead
in the classroom. Google Glass is likely to be the

most popular of the latest devices, as the tech giant is
continuing to develop resources for the device that
can benefit teachers. “My pupils can record first-person
perspectives without having to be behind a screen or
hold a camera,” wrote Philadelphia teacher Margaret
Powers, “which can be challenging for young pupils with
developing fine motor-skills. I have also used Glass to
document my own teaching practice, especially when I
am teaching new lesson plans.”

Twitter
Given that we’re a community-driven organisation,Twitter
is an imperative part of what we do, giving us terrific insight
into the work of teachers and schools.Abbey Catholic
Primary School (@AbbeyPrimary) in Birmingham
share photos of fun, engaging learning techniques.Teachers
like @DiLeed, @lisajaneashes and @MartynReah
use Twitter to collaborate, swap ideas and even blow off
steam (Mr Reah’s #teacher5aday is well worth looking
into).Teaching is a tough, complex profession, but Twitter
helps educators to join together, relate, support oneanother and stay sane.There are scores of free resources
for grabs, too. Make sure that both you and your school
get on Twitter this school year!

Are there any topics you’d like to share with our readers?
Get in touch on news@innovatemyschool.com and join our writing community.
Innovate My School
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