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= Personalizing
Learning

DEVELOPMENTS IN TECHNOLDBY



m‘;‘.‘_\:a,}

RS
=Loyne

(Online Learning ) ’frﬁji iy

i, (
akers aces) T ’J'g - ﬁs g C.mB?F?P\&'ﬁi

?i
BLAfrmE T BRI EFR L 9L A k253&p
ERY % I

ST R EIEH A RAZO5E P AT




AR %

.« i 4E%
— Coding as a Literacy

— Students as Creators
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— Collaborative Learning
— Deeper Learning Approaches
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— Redesigning Learning Spaces
— Rethinking How Schools Work
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