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At the doorstep of 21 century learning

The LABIearning Guide Collection is produced by the Comenius LABlearning
project 2011 -13, funded by the European Commission.
The material is openly available to all non -profit users.
More information about the project and the partners on
www.LABlearning.eu

The complete LABlearning Guide to media based learning
for disengaged youth

The aim of the LABIlearning Guide Collection is to offer institutions, communities,
teachers, mentors and youth workers an opportunity to work on their mindsets
and to be motivated to establish such empowermental facilities for disengaged

youth.
This Guide is the complete Guide Collection.
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Introduction

Teachers cannot teach how to be entrepreneurial without themselves being
entrepreneurial
EU Commission- Entrepreneurship Education: A Guide for Educators, 2013

The same is true for creative media laboratories for disengaged youth: teachers,
mentors and youth workers in the LABs must be as experimenting, open and
curious dand learning das the young people.

This is why you will not find manuals or templates in the LABlearning Guide
Collection.

Firstly, because media based learning can take on so many different forms,
shapes and structures that it is impossible and irrelevant to offer instructions.
But most of all because it would contradict the very meaning of media based
learning, as adult staff is expected to learn alongside the young people and take
part in their missions, quests and empowerment.

The adults in the LABs are senior learners and explorers.

There are many parameters at stake in what we pragmatically call media based
learning, and also many discourses intersect in such environments. Many
principles and practices are borrowed from various theoretical frameworks.

This is why no simple and straightforward guidance is possible either. And this is
why the LABlearning Guide Collection is precisely a collection : a collection of
different types of guidance from di fferent angels and perspectives, trying to
cover the most important topics linked to creative media based learning.

The aim of the Collection is to offer institutions, communities, teachers,
mentors and youth workers an opportunity to work on their mindsets and  to be
motivated to establish such empowermental fac ilities for disengaged youth.

They will not be short of challenges.

Educational disengagement among youth is, for many different reasons, expected
to increase along the next decades.

Neither nature, nor economy or technology will solve these problems. The
problems will only be properly addressed once the communities start to offer
youth what they need and what matches globalization and 21 ' century learning.

At the end of the Guide Collection you will find information about how the
LABIearning consortium and its networks can support you.



LABIlearning

IN short

LABIlearning In short

The LABIearning In short is a 1 page hand-out for large -scale distribution. It is
presented at the forefront of the Collection to strike the media based learning
chords and to allow the readers to start getting in flow with creative media
based learning for disengaged youth.




LET USGUIDEYOUTOWARDSVORKNGWITH
MEDIA LABORATORIESR DISENGAGED YOUTH

The EU funded LABIearning project has produced a
Guide Collection
for teachers, mentors, youth workers, schools and colleges &and educational
policy-makers don how to establish empowermental and creative media
laboratories for disengaged youth to chang e their mentality and re -build their
learning capacity and motivation.

You can access the entire Collection from the opening page of
www.LABlearning.eu
including material from media LABs in Italy, Catalonia Spain, Holland and
Denmark.

However, the consortium offers much more:
Counselling
on media laboratories for disengaged youth for national and European
educational policy -makers

Collaboration

on the establishment of media laboratories in formal and non -formal contexts
with institutions and communiti es
Training

in managing media laboratories for disengaged youth for teachers, mentors and

youth workers

The LABIlearning consortium offers its services on non-profit basis and helps
linking the media laboratories to 21 *' century learning.

THE 10 PRINCIPLES OF EMPOWERMENTAL MEDIA LABORATORIES FOR
DISENGAGED YOUTH

The young people should work with creative media, linked to own interests
and without limits

They should work in team -based projects with epic dimensions to allow
immersion

The media projects should link to real -life and to the surrounding community

Creative media LAB projects can easily be linked to curricula and societal
challenges

The media LABs should foster entrepreneurial mentality, initiative and risk
taking
Gamification and creation of digital games can be an important driver in the
media LABs

The LAB environment must be based on flexibility, tolerance, patience, trust
and mutual respect

The media LABs should be strongly supported by the community and the
community should j oin forces and ensure sustainability

Empowermental media LABs should be available in formal as well asinnon -
formal settings 24/7

Whenever possible, the media projects should link to international
collaboration and networks



The basic
LABearning
Principles

The basic LABlearning principles

LABlearning is a pragmatic mix of problem based learning, media based learning
and coll aborative |l earning principles, andé | n
principles of LABlearning in very few words. LABlearning is not about theoretical
dogmatic, but about exploring a variety of creative, inclusive and productive
learning practices.




Re-think learning

To take full advantage of new technologies, we need to fundamentally rethink
our approaches to learning and education i and our ideas of how new
technologies can support them .

Mitchel Resnick, MIT Media Lab- Rethinking Learning in the Digital Age

What motivates LABlearning is the fact that in many member states, many young
migrants and youth who need special attention are not doing well in the
education system.

This poses a great and serious challenge to EU education systems, especially for
primary and secondary schools aswell as initial vocational training.

Most research as well as everyday evidence confirms the general i mpression of
the existence of an increasing mismatch between the media culture of young
people in the new generations and the classroom didactics, the tra ditional way of
organizing education in EU throughout centuries.

Moreover, much evidence indicates that these groups of young people are, in
fact, able to learn, and often quite talented.

But they learn differently from the standard-students of th e traditi onal education
system.

LABIlearning will take the learning into the media world of youth at risk, instead

of asking them to leave their media world and enter the old classrooms.

Hard fun

ENTERTAINMENT?

When we change the traditional classroom teaching into active and project based
media labs, are we doing this to make the learning more entertaining ?

Do we need to change the classrooms because the young people are bored?
Because they are used to music, films and YouTube all day long?Is that it?

Perhaps many young people reallyarebor ed i n the c¢cl assr ooms

point. The media labs are not created to entertain the young people.

but

t



Some people think of the media labs as a place where the young p eople can do
whatever they like, play computer games, search the YouTube and play with
music and update their Facebook.

Some people think we make media labs to please the young people... To be more
0li ke themdé and their |ife.

However, this is not the cas e. On the contrary.

MORE CHALLENGING, MORE WORK...

In fact, the young people will be working much harder than in the classrooms.
Sone of them might not like that at  the beginning, but the media projects must
be so exciting, so seducing, that the young people will slowly start to engage
themselves more and more in the project missions The idea is that they will
experience immersive learning . Learning that makes you forget that you are
learning, forget yourself...

The extensive use of all sorts of state of the art media is not to entertain the
youth teams, but to allow them to unfold and express themselves & and to start
learning with the media tools they use in their social lives.

Most young people, and disengaged young people in particular, are not used to
do this. They might be media fluent as to specific social ways of using media, but
they are certainly not media fluent for learning...

For many young people learning with media and in media projects will be very
hard work. They will be challenged in th e media projects in ways they have
never experienced before. They will be taken seriously, and they will be
seriously challenged...

Why do we believe that they will engage in such challenges dinstead of quitting
and dropping out...?

THE PROJECTS

Becausethey will experience a new way of feeling personally involved in all parts
of serious projects.

They are not used to this.

The projects are real -life projects, often defined and carried out in collaboration
with people or organisations from the community & a bank, a kindergarten, a
school, a theatre, the local NGO for sustainable energy, an elderly centre, etc.

The youth teams will be engaged in defining the mission, in the project planning,

in the research, in the dialogues with the clients, in advanced me dia work and in
producing and presenting the outcomes of the projects.

They will not be able to do this. Neither will the mentors. But they will learn to

do it on the flight dthey will learn by doing...

The important thing is that the projects must be real-life projects, have a clear
mission and must deliver useful outcomes for the students, the school , the client
or the community.

HARD FUN

Media is used extensively in all phases of the projects, because it allows a great
variety of expression forms and t he youth teams to form and unfold content in all
sorts of ways.

And the extensive use of media encourages critical dialogues on design, usability,
aesthetics, etc. - This is hard fun.

It is not entertainment, but hard work that is also fun. It can be hard work to
learn to edit a video at high level, but it is also fun. Not entertainment, but fun,
pride, overcoming obstacles, taking new steps, showing your work to other
people... using your own special talents, or finding new...

And first of all: feeling inv olved, accepted, respected, dedicated, almost
forgetting yourself...

The Intel Computer Clubhouse Network offers 20 years of experience in this field.
And bottom line is: yes, it can be done, yes it is happening...

So, hard fun. Does this mean that the you ng people cannot play computer games
in the media labs?

No. They can use computer games for learning. Or, they might design a game
themselves. Or design some of the projects using strong game principles from
good digital games. Production, not consumption. ..
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| . The basic LABIlearning principles

[SETUP]

LABlearning is not about classrooms and teaching. LABlearning is about
establishing a laboratory of learning in which the learners take part in all
processes, including defining the learning missions. The laboratory metaphor
signals experimentation and exploration an d trying out different pathways,
including taking risks.

[PROBLEM BASED]

LABl earning includes |l earnersd participation in

learning missions, as well as participation in the organisation of the learning
activities. LABlearning sets out from a problem or a group of problems, from
which the mission can be defined.

Learning based on problems and challenges, and not on the consumption or
transfer of ready -made knowledge, aims to increase the learning to learn
capacity and motivation of the learners.

[LEARNING AS PRODUCTION]

LABlearning is about a laboratory in which knowledge and competences can be
produced, instead of being re -produced. The production of knowledge and
competences encompasses both the mental and collaborative construction of
knowledge from a variety of sources, as well as the production of digital and
physical products.

[PRODUCING FOR OTHERS]

As much as possible, the learning productions should be made useful to other
learners, or to people in the community.

The producing for others should not be reduced to simulations, but should as far
as possible aim to create and circulate real and useful knowledge and
competences in the community.

[OWN TALENTS AND ASPIRATIONS]
No matter the topics and contents of the learning, the learning should link to the

|l earnerds own talents and aspirations:

the learner would like to be good at.
This includes technological talents, artistic talents or diff erent forms of technical
skilsdor entrepreneurial talentsé

[COMMUNITY APPROACH]

LABlearning should open the doors to relevant resources in the community that
might be included in the learning mission, or might benefi t from the produced
knowledge and competences.

[MEDIA AND TECHNOLOGY]

LABIlearning should include all sorts of state of the art, emerging and social
technologies to allow the learners to be creative and express themselves to the
max, collaborate in vitual envi ronment s, to enhance
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media technologies, and to exploit the great learning potentials of interactive
technologies, inclu ding media production and digital games .

[ATMOSPHERE]

LABIl earning shoul d not s meuld| offed ank ependschool 6, b
environment, based on mutual interests, trust and respect, in which the different

players jointly pursue their learning goals and help others reach theirs.

The supportive LABlearning environment should be accompanied by clear and

strong challenges and hard fun, demonstrating that learners and learning

missions are taken very seriously.

Much more on www. LAHearning.eu
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EmPOWEI ment
media didactics

for disengaged
youth

Empowerment media didactics for disengaged youth

This comprehensive guide offers building blocks to create media based
laboratories across all sorts of learning activities in formal as well as in non -
formal education and linking strongly to what we call 21 *' century learning.

The guide elucidates what media labs are about from different angels and
perspectives, never by enforcing manuals but by offering open inspiration

12




Why media based learning works for disengaged

youth
THE WHY

Traditional education didactics is outdated for all learners, not just for youth at
risk.

All learners could significantly improve their learning outcomes, their
competences and their creativity if offered explorative and productive media
LABs instead of teaching and lecturing.

Nevertheless we argue that media LABs are of special importance to youth at
risk. Why is that?

Strong, self-confident and academic learners can manage their learning pathways
even if offered outdated education settings and methods. They might not be able
to unfold their talents to the full, which they should in the knowledge economy,
but they can manage their learning in a somehow acceptable way.

This is not true for youth at risk.

What does youth at risk mean in this context?

d Young learners from non-academic communities and families

d Young learners with low qualifications in the traditional subjects, such as
reading and writing and math

0 Young learners not able to learn in the classroom

0 Young learners with low self -esteem when it comes about schooling

d Young people who cannot, from their life perspective, value the theoretical
learning offered

0 Activist and media entertainment addicted young learners

d Young learners with very little support from family and friends as to lear ning

8 Young learners not aware of what they would like to do with their future life

8 Young people easy victims of drug and alcohol abuse

d Young learners typically dropping out of secondary school or vocational
training, often more than once

8 Young people being trapped between unsuccessful basic school and the lack

of ability to attend secondary high or vocational training

As can be seen we are a long way from the above mentioned strong learners not
able to fully unfold their talents.

These large groups of young people are in need of very powerful initiatives to
overcome their so-called educational deficit. If not, they are lost for life, and
lifelong learning will turn out to be life non -learning.

Why do media LABs make a difference, then?
Let 6 s panie ofthe mast ingportant factors.

8 The work processes are practical, action oriented and product oriented

0 Reflections are in a natural way inserted when needed as time -outs in the
practical work flow

8 The young learners are not passively listening and responding to teacher
initiatives, but design their own mission and work flow

13



8 The learning is not based on academic skills and qualifications, but on own
talents and action learning

8 The young people are engaged in defining the projects, their missions and
their work methods prior to engaging in the activities; missions are not felt
as externally enforced and irrelevant

d Even though most young people do not know how to learn with media and
technology, they are familiar with technology and feel they are on saf e
ground

8 To a great extend the learning activities are based on the known talents of
the young people, or based on the development of new talents

8 The learning process is not divided into isolated academic topics, but
represents a long coherent work flow

d The learning potential of the work processes is not depending on your
academic and theoretical capacity, but on a diversity of very different
capacities

8 The use of high-end media is well -known to be highly respected among these
young people, and they are wel [-motivated to work hard to get more media
skills

0 The work flow is to a large extend based on interacting with external
professionals, the community and social networks

8 The work process has a clear final goal: to produce a product or service of
high quality to be used by other people in the community; often the young
people take pride in their products and the fact that other people need them

8 No formal teaching takes place in the LABs; the learning is indirect and
emerges through the practical project work

8 The media LABs do not smell like education, but more like an open, action -
based and productive workplace

8 The young people are at the centre of all the phases in the projects: from
mission design to delivery of the products; they acquire a deep understandin g
of their different roles in these phases and of production processes

0 Basically the young people are recognized for what they can do and for what
they would like to do , not for what they should be able you do according to
the formal education system

. MEDIA LAB PROJECTS

It is interesting to describe the typical work flow in such media LAB projects for

youth at risk. Such a description tells us about what kind of learning, skills and

competences the young people will need to develop along the media pro jects.

Media LAB projects are, of course, very different, but it is possible to outline the

mo st typical phases, as there is a certain o0log
media projects as well.

Of course, the description below depends on the size and scop e of the project

and on to what extend it is possible to carry out these phases in the practical

learning situation .

Media LAB projects should not be oO0Odogmaticbé, but
in the actual situation and with the resources available.

The young people might, most likely, not be able to carry out the different tasks

in the work flow, but they will learn a lot from trying and from being challenged

by all these activities.

One of the great advantages of this didactic is that everybody around t he young

people are taking them seriously, which will encourage the young people to start

taking themselves seriously.

MISSION
Depending on the formal or non -formal context, the young people will be invited

14



to discuss a given or new mission they will be e ngaged in as a team or as several
teams.
The mission must be real and important and challenging. It must make sense and

motivate the learners.
Main skills to train

Devel op ideas, construct, plan, reflection on ot
can offer, establishing relevant teams, defining a project, designing work flow

and tasks

RESOURCES

The young teams will find out what resources are needed to carry out the
mission. This includes own skills and training needs, support from external
professionals, counselling from different people in the community, media needs
and resources, available mentors and process supporters, time and costs to take

into consideration.
Main skills to train

Reflecting on what we can do and not do, what we need to learn and why it is

necessary, identifying support resources and even partners, planning of work

flow and work tasks, di scussing the teamds capac
about it

FIRSTDIALOGUES

The young learners will contact people they need to collaborate wit h along the
project. They must expose the project and the reason why they need support or
collaboration. They also need to explain the benefits for the approached
resources and for the community. Moreover, they need to explain what kind of
contributions th ey need from the collaborators and how the team will receive
the support. The people to approach might be working in a private enterprise, a
health institution, a cultural institution, or they might be media professionals or
technology supporters.

The initial dialogues might include discussions with the end users of the final

products of the project.
Main skills to train

Communication with different people in the community, explaining your cause
and your mission to other people, describing what you need fro m other people
and why they should help you, planning how to use these resources during the
project, identifying the needs and interests of possible end users

FIRST DESIGN

Then the young teams will, supported by mentors and professionals, engage in
the first work tasks and some training activities are inserted when needed &
knowledge and skills are created when you need it.

The first steps often include finding knowledge, using existing material and
resources and trying to outline and visualize what the pr oduct or service should
look like.

The first steps will normally reveal additional training needs and additional

support needs.
Main skills to train

Internet search, selection of useful resources, elaborating on material,

estimating what we have and what w e need to create, visualizing plans, flows
and outcomes, creating the first concrete visions of the products, including

already at this stage: what kind of things would the end users like to have and

how the users will use the products in practice

SECONIMDIALOGUES

Now the youth teams will establish dialogues with their mentors and
collaborators about the first design steps. They will also communicate with
possible end users about their ideas, now starting to take on more concrete
forms.

The feed-back from these dialogues will go into the further design steps.
Main skills to train

Presenting ideas to partners and users, receiving feed -back, managing the
frustration when feed -back is unexpected, learning how to use the feedback from
different sources to take further design steps, most importantly learning to

15



adjust own ideas and expectations to partnersd
bet ween what | would Iike to do and what they nec¢
SECOND DESIGN

The time has come to start producing some of the elements for the production. It

might be a video, an interview, a piece of music, a web framework, and some

photos, whatever. The young people will engage deeply in this work if properly

guided.

The big challenge is for the team to coordinate all this and to rememb er to work

together even if the team members are working on different elements.

This phase might require a lot of media work and training, and strong mentoring

and guidance will be needed.

At the end of this work process, the team will bring together the different

elements and construct the first version of the product or products.

The material must be presented in a way that makes it possible for other people

to discuss it and perhaps test it.

Main skills to train

Designing and producing with all sorts of media, taking ideas into concrete media

elements, coordinating different project and media tasks in teams, seeking

advice and guidance when needed, putting together different pieces of content

into a meaningful flow, getting new media skills on the flight , ensuring the

testability of the produced material, product or service

TESTING

The first, and of courseun -f i ni shed, material should be O0tested

to the people or the institution who will use it. The team of young people should

try to make the first version testable or at least discussable to allow a fruitful
dialogue with end users.

It will be important in this activity to listen well and capture the feedback from

the users, and, afterwards, to reflect on what kind of adjustments or furthe r

developments might be needed.
Main skills to train

Presenting material in a way to allow testing or discussions, strong listening and
capturing skills, constructive dialogues with users, understanding the needs and
ideas of the users, making user feedback operative to the final productions

FINAL PRODUCTION

Based on the testing or dialogues with the users, the youth teams will start

producing the final outcomes of the material, products or services.

This process is demanding and will require considerable mentoring and
professional gui dance. The young |l earner s cCri
challenged in this phase.

The youth team should feel proud in the process of finalizing the work.
Main skills to train

Media skills, coordinating skills, critical and se If-critical approaches, agreeing
with the team, open to ask for help and guidance, take pride in your work

DELIVERY

The final material, products or services should be delivered to the users. It can
happen in the form of an event, a celebration or in a ver vy informal way. The
youth team will need to present their work to the users and perhaps offer
guidance on how to use the material.

The learners should make sure to organize feedback from the upcoming user
experience.

Main skills to train

Presentation to users and perhaps other audiences in the community, guiding
users towards a proper use of the outcomes, making users interested in
evaluating their user experience, and perhaps making them interested in further
collaboration

EVALUATION

If possible in the sp ecific learning context, the delivery should be followed up by
a double evaluation activity. Normally young people are not interested in

16



evaluations, but when the evaluation is about their own work, the interest will
change.

On one hand, the youth teams should evaluate their own work process: what did
we learn, how we learned, what worked and what did not, and what would | like

to learn more about (the topics, media tools) and how can | do that.

On the other hand, the learners should plan and carry out an informal evaluation
of user experience.

Main skKills to train

Reflecting on your own learning process, reflecting on your new talents and
needs, reflecting on teamwork and reflecting on user satisfaction, planning
further steps in your learning journey base d on what happened in this project

And always: meeting a need by producing products or services always produces
new needsé How can we create and approach new nece

. A LEARNING EXPERIENCE

Most of the above described activities might not be possible i n a specific context.
The young learners might not be able to carry out all these different tasks.

This is not so important.

The overall aim is to offer the young learners a new learning experience, very
different from their almost always rather negative  classroom experience: to show
them that learning can be different, joyful and exiting, and that they are not
stupid.

Wh at is important is the young |l earnersdo feelin
proud, did | take new steps, did | occasionally forget mysel f during the work
flow?, have | developed new talents or ideas, do | feel encouraged to take new or
further steps, did | have fun during the project, did | like this kind of work, etc.
Clearly, media LABs are not so much about subject learning, but much mo re
about the famous key words: empowerment, self -confidence, learning re -
motivated, discovering skills and talents, renewed energy to take further steps.

If some of the young people feel some of these things, your media LAB was
successful.

17



... Horizons of media based learning for disengaged youth

THE RHETORIC OF TECHNOLOGY

It was hoped, from the early days of information technology, that it would
revolutionize education.

It did.

It offered knowledge to millions of people, it offered online communication and
e-learning and it offered measures to make education more efficient.

But it was a oOotraditional o6 revolution. Lots of
that technology has basically changed education.

But it has not.

In most cases technology has been integrated into traditional didactics. Some
teachers and learners benefit from this, some not.

All evaluations agree: the more privileged a learner, the more benefit from
technology.

Technology itself is not revolutionizing the way most people learn, especially not
the way youth learn. And it will not. The learning potentials of technology will
only be unfolded when integrated in new didactics, in new ways of learning,
shifting the f ocus from the classroom to actively producing learners: 21 *' century
learning.

Technology itself will not produce one milligram of learning. On the other hand,
some technologies offer incredible rich tools for learning if integrated in creative
learning processes. These learning processes are, though, not derived from
technology, but derived from knowledge and experience about what learning is.
Socrates pointed in the right direction 2000 years ago with very limited

technology.
In fact both the misuse of te chnology and the unmanageability of available
Oknowledgedé might very well disturb |l earning ratt

<l 5 - {
“"é’“" A5
33200

. THE EDUCATION CRISIS

Europe has experienced deep crisis in its education systems for more than a

decade. High drop-out rates, early school leaving, disengaged youth, etc.

The new generations of learners have exposed the conservatism of the education

systems 0 neither able to meet the young people, nor able to link to the new

realities of learning and work.

Many attempts to change the old classrooms have been made over the last 10-15

years, some of them quite successfully, but basically the education system

remains unchanged.

Policy-makers, educational professionals and stakeholders seem unwilling to give

up the formal control of the sy stem, its work methods and its outcomes.

The education crisis is about new generations of young people not willing to
passively receive Oknowledge6 from the teachers,
hours, days and years. They do not have the industrial discipline, they do not

want to have it and they are not able to; neither the so -called smart students,

nor the so-called weak students.

The new generations are active, networking, self -c ent er ed, technol ogists,
disciplined6, rapi dloldcdnsenvaia edacatibn Virrees.k i ng t he
The education system at large is not able to respond to this profound cultural

change.

In fact, most students have been bored in the classrooms for ages, but perhaps it

was less visible in the old days. Technology and technological youth seem to
super-expose the failures of the traditional education system.

Technology did not revolutionize learning; it simply made visible its failures.
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. DIDACTIC DAWN

Technology and technological youth seem to super-expose the failures of the
traditional education system, so we said.

But, in fact, we have known for decades, if not for centuries, what good creative
learning is about.

Socrates did not offer answers, but only new questions. Freud did the same in his
field of work, and the constructivists followed these pathways in more systematic
ways.

But the industrial era called for mass educational solutions, not new questions,

|l ater on accompanied by t he -digoguwes with the
learners: enlightenment, but not empowerment, and mostly for the middle class.
The creative learning environments were always and are still found in the fields
of non-formal learning, such as the Nordic folk high schools and the global
Computer Clubhouse Network.

No doubt, the didactic dawn is highly influenced by both the communication
technol ogy itself, as wel/l as the new
It has become clear throughout the last decades how outdated the traditional
educations are when confronted with the potentials of creative technology and
huge challenges of globalization.

Today, everybody seems to concur: innovation is urgent in the European
education sector. The new technologies are seen as key drivers in this
innovation.

. TECHNOLOGY AND DIDACTICS

But, techno logy cannot define innovation in learning. Innovation in learning must
be based on knowledge about how we facilitate good and creative learning. Good
and creative learning was possible long before the emergence of Facebook and
computer games.

This means that innovative didactics are to be based on non -technological
principles. On the other hand, technology offers rich access to all sorts of
creative tools, and properly used technology can make creative learning
processes unfold to the max.

Examples of core and non-technological principles on which creative learning
should be based might be:

& The learning environment must be open, explorative and open -ended
8 The learning must be linked to the interests and aspirations of the young
people

8 The young people must be involved in defining problems and missions

8 The learners must critically explore the knowledge available

0 The learners must interact with external experts and community resources in
the learning process

d The learners must learn to organize, elaborate on and present the knowledge

8 The learning outcomes could benefit other learners or citizens in the
community; often the young people take pride in their products and the fact
that other people need them

8 The learning process should be product-oriented, as it offers the young
people concrete, focused and practical perspectives in the learning
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8 The learners should use a variety of expression forms along the process and
when delivering the final outputs, as using different forms of expressions
help the learners de velop different forms of intelligences

The overall learning process is open-ended

The learning should be linked to real tasks, not to artificial or simulated
tasks.

ox Ox

All this can take place without the use of any of the new technologies, but it is
very clear to what extend new technologies can dramatically increase
productivity, creatively and motivation in such processes.

. WHAT DOES MEDIA MEAN

When we talk about media & as in media based learning -, we mean all sorts of
new technologies fit for learning: text editing, digital photography, video,
animation, social gaming, serious games, social networking, all sorts of useful
software and hardware.

But in our context we talk about media for learning. Media for entertainment
might be different. Play Station might not be relevant to learning, whereas
Facebook and Photoshop might be extremely relevant.

Defining media for learning includes challenging one of the great myths of our

time: the idea of odigital nati vesboé.
Most vyoung peopl e snto @layStatibneanddackbook bt dheya
are not at all/l 0fluentod when it comes about |

are not technically capable, they are, but they do not know how to learn with

the technologies at hand.

Therefore, in learning with media nobody is ofluent 6: neither t
the learners.

We are all in the same boat: we must learn to learn with any media available,

and we must learn to base the learning principles on knowledge about learning,

not on technology. Any available creat ive technology should support creative

learning, not the other way round.

ear

he

Thus, the term Omedia based | earningdé is actuall"

on creative learning principles, but the practical learning is based on extensive
use of creative med ia to enhance productivity, creatively and motivation.

«
— - o

. MEDIA BASED LEARNING IN FORMAL SETTINGS

It can be expected that innovation in learning will emerge from bottom -up
initiatives: good practices demonstrating the benefits for the young learners as
well as for the institutions.

Therefore it is urgent to organize a variety of laboratory and media based
learning processes in formal education. As long as the creative learning
initiatives remain isolated in non -formal settings, assessment requirements are
quite low or even non -existing in these settings, the strong potential of creative
media based learning in formal education will not be demonstrated.

Creative laboratories of learning can be established at all levels and in different
scales in formal education. It can even be done without disturbing the formal
assessment rules and routines. I'tds not about
learn.
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There is a wide range of opportunities to establish media based settings: from a
group work to a class project t o a large cross-subject and cross-class thematic
community learning initiative.

The wide range of opportunities is described later on in this paper.

The aim of such limited media learning laboratories is to enable young people,
teachers and institutions to learn to innovate the traditional classroom didactics.
This is done by learning from practical experience and by telling the success
stories to a wi der audience.

. MEDIA BASED LEARNING IN N&EDRMAL SETTINGS

Many young drop-outs, young unemployed, street youth, etc. are in great need of
after -school and 24/7 learning provisions, and different laboratory settings can
be established in youth clubs, in community centers or in public or private
institutions.

As no or very few formal requirements are forced upon such settings they can
develop into high -powered and very creative media learning incubators for young
people, and have a huge impact on youth performance in school.

One of the advantages in such non-formal settings is that the laboratory must
finance itself, in full or partly. This is a great challenge to the young people
working in the facility, as they will learn to contribute to their own la boratory by
producing useful projects or products or services to organizations in the
community.

The sense of ownership resulting from such activities is quite amazing, and this
kind of ownership is only possible to a lesser degree in formal education.

In such nonformal settings it is easier to link the media projects to the
community, to interested institutions and to real needs in the city, including the
labor market.

The aim of such non-formal settings is to re -motivate and re -engage youth at risk
by offering creative and relevant media learning projects, but also to use such
facilities as an inspiration to the formal education sector.

The formal education system can learn a lot from these settings, and the idea of
linking formal and non -formal youth se ttings closer to each other is extremely
interesting.

. THE PRINCIPLES QFEDIABASED LEARNING

Turning to the practical use of media in laboratory settings, we should define the
most important media learning principles, not to be confused with the basic
didactic principles described above. It is important to notice that neither the
young learners not their teachers can be expected to know how to work in media
laboratories!

The sense of experimentation is therefore fundamental to the labs.

8 The use of media should be guided by the learning needs and the missions of
the project undertaken

8 The media is not for entertainment, but for learning; hard fun

8 The learners must have access to all state of the art media tools for creative
learning; they should no t be limited by lack of access to quality tools

8 The mentors are learning mentors, not technology experts
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8 The learning settings must have easy and flexible access to media
professionals for inspiration and help, as well as to technical support

8 The most important media resources are tools with which you can express
yourself creatively

d It is important to the young learners that they learn to reflect critically on
why they are using the different media tools and for what purpose

8 The media labs are based on production, not on consumption: you cannot
play computer games, but you can create a game

8 The choice of media should reflect the target and purpose of the produced
outcomes

8 The media work should link as much as possible to the local community,
including private enterprises, cultural institutions and educations

8 The media work should be based on the personal interests and talents of the
young people, and should link to non -technological creativity, such as
drawing, painting, playing music, crafts, etc.

d The mentors should ensure the quality of the learning and offer guidance on
the quality, relevance and usability of the outcomes produced

8 Networking with peers in social networks should be encouraged

1 |

. LESSONS LEARNED FROM MEDIA BASED PRACTICE

Let us try to sum up some of the negative lessons from youth media projects over
the last two decades.

When we analyze the evaluations of the practical experiments, we will notice a
clear pattern: most evaluations focus on a limited set of obstacles or roa dblocks,
seriously damaging the expected outcomes of media labs for youth at risk.

Here are some of the typical obstacles to successful media LABs:

Professional staff not ready to let go of the traditional control

Professional staff not really interested in learning with media , more like

simulating an interest

d Young learners not understanding what the media LAB is about and how they

can benefit from it

Lack of patience on the teachers and mentors side, but also on the side of

the institution

Lack of support and inspiration for using hardware and software

Lack of technical support when needed

Learning projects not sufficiently based on the interest of the young learners

Not interesting missions, or not sufficiently promoted

Isolated learning space, not linke d to the community or to creative

environments

Too much time pressure, not allowing time to learn to work in the media LAB

both for learners and mentors

8 Tight work schedules, not allowing the learners to unfold or follow ideas and

interests and getting in flow

Not enough time to train complicated hardware or software

External partners not seriously interested

0 Professional staff not really dedicated to exploring themselves, just
pretending to do so

& More time needed to make the young learners feel ownership to the media

o)
0

Qx Qx Ox Ox Ox Ox Qx

Ox Ox

projects
0 Overestimating the young | earnersd technol
8 Learning processes too abstract and academic, dropping of the non -academic

learners

0 Learning projects too ambitioustentat oo far away
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In conclusion, such lists should call for strong and serious reconstruction of the
media labs. With youth at risk you can only fail once or twice. Too many failures,
game over!

. HARD FUN
Ar e we promoting omor e f un givinh in eodthe at i ono ? Ar €
entertainment culture of the young people?

Not at all.

The Il earning innovators at the MIT Media LAB wus
What do they mean by that?

They clearly promoted fun in |l earning, or of un

collaboration with the LEGO company. Having fun, feeling good, feeling pleasure

seems to be contradicting serious learning, at least when serious learning is

based on discipline, self -control and abstinence?

The joy of | earning seems Ifgoneans thiesameempt abl e d, but
fact, one might argue that ol earning without | oy
The deep feeling of satisfaction when engaged or immersed in challenging

learning activities is the real driver of lifelong learning interest.

Therefore, we do not agree that o6fund should be opposed t
fact we argue that fun, and pleasure and joy are preconditions for sustainable
learning processes: real learning includes the whole person.

When MI T use t hadfeunpdr, e stshimmghowldhal in sutcessful
media based learning the young people are challenged much more in all
dimensions than in the classroom. Media based projects, when based on the total
engagement of the young learners, are hard work: you need to learn so much and
so many different things, most of them being quite different from remembering
what the teacher said in the class.

This is why young people at risk can grow in media LABs: if they are successfully
engaged in the learning projects, they will grow precisely b ecause they are
challenged, and precisely because they are following their own interests and
using their own talents.

Thus, media LABs are not more entertaining or easy going than the classroom. On

the contrary, the LABs are far more demanding than the classrooms. And, it is

precisely because of the ofuno, the opleasureod
makes the young learners work so hard!

Therefore, once again: you cannot play entertainment games in the media LABS,

but perhaps you can create your own com puter game?

. THE INTEGRATION OF LEARNING AND WORK

It is important to realize that not only is the traditional education system not

tuned in with the new generations; it is also not tuned in with the labor markets

of globalization.

What is learned and assessed in traditional education?

Traditional oOknowl edged and traditional os kil :
competences needed in the labor markets of the knowledge society, and assessed

by traditional methods, such as multiple choice tests.

Today it is possible to be successful in the education and totally fail in the labor

market. And the other way round.
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So, the traditional education system is challenged from both sides: from the new

generation of young learners and from the 21 *' century labor markets !

Lately it has become a transversal key priori
educational programs to develop projects and practices integrating learning and

work.

Media LABs offer this integration in several ways:

0 The missions of the media projects are linked closely to the community
resources in the learning process, and could benefit people from the
community, i.e. children, elderly, other young people, or the community at
large

8 Many media projects link directly to mentors or collaborators in the private
sector, such as sponsors, media professionals and project partners

0 The LABs invite several resources other than educational professionals to
participate in the media projects

8 Many of the skills needed in the media learning processes include skills highly
needed and acknowledged in the labor markets, i.e. planning, problem
solving, production, delivering, entrepreneurship, taking risks, etc.

8 The media LABs smell much more of entrepreneurship, risk taking and
production than the classrooms that in general iso late themselves from the
community and the labor markets

. INNOVATIVE EVALUATION AND ASSESSMENT FLUENCY

We all know that one of the great obstacles to innovation in learning is the
demand for control from the formal education system and powerful commu nities
in the society at large.

This control is practiced in the form of formal assessment and validation systems.
The learning and the curricula are directed towards those formal assessment and
validation systems.

Most assessment systems are controlled by national governments, and the local
education can do very little about it.

So, on one side the institutions need to establish innovative learning settings
within the traditional education system, on the other side the education system
needs to develop innovative and relevant assessment methods that meet the
challenges of the new learning processes and of the modern labor markets.

The new assessment methods are likely to be process based, self-evaluative and
team based, and to be able to assess the qualit y of an entire learning process,
not just the results of the learning process.

The EU Commission has paved the way for such innovations by launching the
learning outcomes based assessment: what should be assessed is not how many
books the learner has been reading, or how many hours the learner has spent in
the classroom, but what the learner is able to do as a result of the learning
process

To assess what the learner can do, we need to monitor and assess the entire

learning process within for instance a media based project. This is quite different

from a post festum multiple choice test exam.

To make the assessment measures fluent with the ne w learning processes, we
need a top-down approach (national governments changing the assessment
methods) as well as a bottom -up approach (LABlearning settings demonstrating
the strengths and relevance of alternative work and assessments methods).
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... Teacher or mentor dFreud, Socrates...

There are many obstacles to innovative didactics: national policy -making,
conservative educations, reluctant or

expectations, just to mention a few.

One of the most severe obstacles is, of course, the teachers.

Most of them are not used to work in media LABs, give up control and emerge

into exploration side by side with the learners.

For many years public policy has responded to this by offering more teacher

training: you must learn this and that to update your teaching skills.

This is mission impossible, as new technologies and new social practices are
emerging all the time, and change has become the rule, not the exception. The
teachers will, unless they are natur al
The good news is that they dondt need

It goes without saying that teachers of today should take an interest in the world
of creative technology, but they do not need to be technology experts at all. It is
not their most important role.

Most teachers ask: what must we do to be able to manage these new media,
these new | earning settingsé

But perhaps it is not about what you should do, but about what you should not
do.

Shifting from teaching to mentoring, and that is what is needed in the media
LABs, means NOT doing a lot of things you used to do in the classroom. Thou
should not teach, Thou should not organize, Thou should not take the scene,
Thou should not control the learning process, Thou should not direct all activities

nsecur e t

users
t o.

towards the final test s; Thou should not

ltds more | ike the famous Freudian rul

not about drinking or smoking, but about not giving in to  your desire to tell the
Opatientodé how things are.

The patient can only heal himself by constructing his own story about his mental
life.

The same is true for the learner, and even more so for the young learner: she can
only learn from constructing her knowledge and experience, and especially from
doing this in real -life situations.

The teacher cannot replace this process. The teacher cannot transfer the needed
knowledge and experience to the learner, as Freud could not transfer his
knowledge about the p atient to the patient. In fact, he could, but he found out
that it did not help the patient. Neither will it help the learner.

So, the basic rule of mentoring in media LABs is the rule of abstinence.

Mentoring means waiting, hesitating, watching, reflectin g, - and then stepping in
when the learners need guidance or mentoring.

The mentor learns with the learners. Therefore the mentor should never engage
in the same projects several times. If so, he will lose his learning drive and
motivation to explore.

The mentor is a senior learner .

The mentor is experienced in learning, not in media. He can help you when you
get stuck, when you need a push to go
or situations. But he will never take over your learning process. Lik e Socrates: he
will answer your question with another question, allowing YOU to learn.

Let us point to some of the important qualities in a media LAB mentor:
Focusing on facilitating the learning of the learners

Avoiding taking over the learning of the learners

Willing and able to explore with the learners

Deeply interested in creative media, but not needing to be an expert
Sharing the mentoring with non -educationalists from the community
Intervening when relevant and constructive: just in time

Offering his experience when useful

Demonstrating patience and acceptance towards the individual learner
Watching the learning process, stepping in to let it progress

Offering time -outs and dialogues when things get stuck

OQx Ox Ox Ox Ox Ox Ox Ox Ox Ox
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8 Making needed resources available during the work process

8 Offering critical and useful input

0 Not giving in to opopulisto behavior to please

0 Making sure that the | earnersd ambitions are ¢
same time

8 Encouraging the learners to make mistakes and to take risk s

0 Aprotagonistofandrole-model for ohard funo

Basically, mentoring cannot be learnt in theory, but only by practicing it, and
sharing your experience with peer mentors.

To quote the European Commission: only entrepreneurial teachers can foster
entrepre neurial mentality.
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Key approaches to LABIlearning for disengaged youth

MISSION

The media laboratories will re -engage young people not learning well in the
classrooms by letting them work with all sorts of media tools and social media in
teams and projects, linked to real life and community.

The laboratories will allow the young people to discover that they can learn, that
leaning can be fun and exciting dbut also hard fun.

The laboratories will help build their self -confidence by offering immersive
learning, sometimes taking on epic dimensions, in an open and creative learning
environment, build on respect and trust.

The | aboraties will enhance the young peopl eds |
as well as make the young learners more attractive to future employers.

|
| ——

. LABORATORY

The media laboratories can be established in all sorts of formal and non -formal

education and training contexts.

The laboratories offer the young people creative work facilities with state of the

art media equipment and access to mentors, media professionals and community

networks.

Laboratory signals research, exploration, experimenting and working together in

project teams with clear missions and goals.

The key driver i n t he | aboratories is the young peopl efs
and personal aspirations.

The laboratories are not classrooms with teachers, but open work places where
projects can start, be carried out and made useful to the community.

The laboratories are populated by mentors, junior mentors, media people and
community collaborators, not by traditional educational staff roles.

The atmosphere of the laboratoroes will be welcoming, creative and encourage
team based work and projects 6 more like a fim stu dio or an atelier than a
classroom.

. TECHNOLOGY

The key principles in the laboratories are about how to learn, how to be creative,
how to follow ones ideas, not about technology.

Technology is used to allow a high degree of creativity, self-expression and
communication, and because technology is the natural language of the young
people and holds the future keys to education and labour market.

The laboratories will offer the young people high quality and open -ended
(unlimited) media tools , allowing the young people to follow their talents and
interests wherever it lead them.

Technology is not tought, but explored, not instructed, but mentored, not
isolated, but collaborative.

The laboratories will offer readily technological support and cr eative media
inspiration, but will also invite the young people to find their own solutions,
individually and in teams.
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. LOCATION

A media laboratory mig ht be placed anywhere in the community : in a school, in
an after -school facility, in a community centre, in an old factory or closed super
market dor linked to a sport club or to a cultural or educational centre.

Media based learning can flexibly take on the form of a place, a situation, a
process, a project, a room, a mission
The young people should be involved in designing and re -designing the lab space
themselves, asking the question: what should a creative media work place or
process look like and why?

Any facility, educational activitity or building can be re -organized to host a
media lab.

The | ab space should meet the needs
work and should smell of creativity and community.

Many people from the community will be invited to visit the media lab and
propose useful activities.

If possible, a full me dia lab should be place at the centre of the city or the
community to allow everyday and fluent personal contact to other people,
families and friends and institutions.

. THE YOUNG PEOPLE

The labs might first of all address disengaged young people bet ween 12 and 20
from disadvantaged communities and families, and in danger of dropping out of
the educational system or simply not being able to link to education or labour
market.

These young people are invited to join the media laboratories in the school, in
the after -school facility or in the community centre.

There are no requirements, no tests, no conditions for joining, except: interest
and curiosity.

Nevertheless there are conditions for participating in the laboratory activities.
Agreements are made between the youth teams themselves and between the
youth teams and the mentors on how to work responsibly in the laboratories.

These values cannot be taken for granted, but must be developed among the
young people dalong with an increasing motivation to w ork in the projects.

of

a

Mo s t of the time the young people donot

except play with the technology. They need to be guided and to learn to find,
follow and trust their own intersts and talents.
And if they have no talents, t hey will develop some.

. STAFF

The laboratories will be populated by other adults than in the classroom, as no
teaching takes place in the labs.

Teachers will shift their roles to mentors, working side by side with the young
teams, some of the most dedicated young people will work as junior mentors,
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media professionals will inspire and collaborate, and people from the community
will join in when th ey are needed to carry out the media projects.

The laboratories will ensure that qualified mentors are the key references for the
young people, and the mentors are expected to be able to work fluently and
patiently with young people that might have persona |, social or learning
problems.

Mentors are not required to be media experts, but to take a personal interest in
exploring all kinds of media & and be able to work in open laboratories and be
focused on guiding and facilitating the different ways the young people work and
learn.

Mentors and youth teams will establish useful contacts to professionals and
interested institutions in the community.

A |
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. COMMUNITY PROJECTS

The projects in the laboratories will as often as possible be linked to real needs
or to innovation in the community.

It will be smaller or larger projects, depending on the circumstances. And it will
be projects with all sorts of institutions and people, depending on the interest of
the young teams.

Projects might be with energy compani es, kindergartens, art institutions, banks,
sport clubs, elderly, etc.

It is important to the laboratories that the learning and the media exploration
are linked closely to real -life challenges, not to examples in a text book.

A part of the growing self -confidence in the young people comes from making
useful things for the community, things people in the community need and
appreciate.

Community projects are not based on a fixed curricula, but on a combination of
different topics and fields of knowledge, def ined by the project and the mission.
When the laboratories demonstrate their value to the community, the community
can be expected to support the laboratories & whether in formal or non -formal
settings.

. THE SOCIAL DIMENSION

The media laboratories ar e also social networks.

They offer young people, often with social or personal problems, a strong social
network of friends, team members and adults @ all of them working for the same

thing: using creative media to produce interesting things for themselves and the
community.

The social bonds emerging in the laboratories are based on collective work: you

are respected for the way you contribute to the team mission, and for the way

you explore new ways of doing things dnot f or your parents?®d
academic virtues or the color of your skin.

You might even be respected for being a
ideasé And for being different.

The social and psychological factors in the laboratories are important, as they
contribute to building up trust and respect, and also contribute to the

re-motivation of many young people.

The media laboratories will ensure that the adults in the facilities are aware of

and able to manage these social and psychological challenges.
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