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Introduction 

It is often said that, "The future is not what it use to be!" In this information-
driven, technology-rich world, where jobs are created and become obsolete in less 
than ten years, preparing our children for a future that we can not imagine has 
become one of our society's greatest challenges. ..and it is a challenge that we are 
not addressing. 

There are many barriers that prevent us from retooling our classrooms. But at the 
core is the story of education that resides in our minds. Most adults base their 
knowledge of schooling on their education experiences from 20, 30, or 40 years 
ago. It is a story that is etched almost indelibly by years of being taught in isolated 
assembly-line fashioned classrooms. 

How do we retell the story of education and fashion a new image of the classroom 
as a rich and comprehensive environment where students learn by asking 
questions, experimenting with a rich and diverse information environments, and 
interact with people around the world? 

Jennifer James, a cultural anthropologist and leadership maven, describes three 
types of leaders who affect change.  They are: 

¥ Master leaders, who are masters of their field and inspire followers 
through their accomplishments, 

¥ Creative leaders, who invent such compelling new ways to do things that 
people follow, 

¥ Leaders, who tell a compelling new story. 1 

James says that it is the compelling story-teller who will bring about the changes 
that our education industry needs today, leaders who can present a vision of 
teaching, learning, classrooms, and schools that are relevant to the needs of 
today’s children and their future. 

She goes on to say that this story should have three elements in order to connect 
to the community and inspire a desire for change.  It must: 

                                                
1 James, Jennifer. Thinking in the Future Tense. New York: Simon & Schuster, 1996. 
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¥ Fit the market place and our beliefs about the future, 

¥ Resonate with deeply held values, 

¥ Be a story that we can model, something that we can point to. 

The Market Place 

Thomas Friedman has become a house hold name because of his book, The World 
is Flat.  Hardly any conference can exist today without at least mentioning this 
book, and many include entire presentations devoted to the topic.  The concept 
derives from a business trip that Friedman took to India, where he discovered the 
degree to which not only manufacturing is being outsourced to developing 
countries, but also information-based jobs, such as programming, law, insurance, 
tax processing, and much more -- accomplished globally today, thanks to a 
number of enabler events and inventions.  The world is no longer hilly, with the 
industrial world driving economies.  It has become flat.  He whispers to his wife, 
upon returning, that Columbus learned that the world was round by traveling 
west.  He’d just learned that the world was flat by traveling east. 

Friedman is eager to admit that the world is not actually flat.  It is far from it.  
However, it is flattening, and the concept has a great deal of usefulness to our new 
story about education, because it has become an often mentioned and talked about 
book, and it effectively explains an economic reality that faces us nearly every 
day, that jobs are leaving and going overseas.  The story is one of increased 
globalization.  It is also a story, when examined and told for the sake of 
opportunity, about global cooperation.  We often hear about making our students 
more competitive.  There is a certain amount of truth and usefulness to this 
approach, but the larger truth is that the world is becoming more cooperative.  
Your task is not as much about competing on a broad scale, but to be able to 
innovate into niches of usefulness – to become more cooperative. 

Another part of the market story that is, sadly, being overlooked, as we rush to 
compete for the high tech, science, and engineering jobs, is that so much of what 
we buy as we participate in this new global economy, is the art and style of a 
product.  When we buy our new HDTVs, we aren’t investing in the technology.  
We are investing in the story.  We are buying a better picture, better sound, a 
better story.  What we buy to see is what the creative artists have contributed.  
That’s what we are bringing into our homes and into our experience.  So as we 
invest more in preparing our children with the science, math, and technology 
skills, we must invest just as much in preparing artists, musicians, composers, 
actors, and story tellers. 

Finally, it is essential for us to come to understand and to be able to tell the story 
of information.  The very nature of information has changed in the past decade, 
and largely as a result of these changes and the technologies (computers and the 
Internet) that have caused them, the nature and flow of publishing have changed.  
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Because of word processors, desktop publishing, inexpensive cameras, image and 
video editing software that comes pre-installed on computers today, virtually 
anyone with a valuable story to tell and the skills to use these technologies, can 
publish that story and even draw revenue 
from it. 

This new situation is being effectively 
told through the concept of the long tail, a 
phrase coined by blogger and founder of 
WIRED Magazine, Chris Anderson.  It is 
a graph that describes information 
products and the numbers sold or 
circulated.  The mainstream information 
products, to the left, sold many copies.  
These are the music hits, movie blockbusters, and bestselling books.  The far 
more products to the right did not sell so many copies.  However, they exist today 
because writers, musicians, composers, artists, and video-makers can now reach 
global niche markets. 

There is an economy here.  Few of the long tail workers are making a living there.  
However, many of them are making at least part of their living.  I made enough 
money from the first three editions of Raw Materials for the Mind, a self-
published book about integrating technology into the curriculum, to send my 
daughter to college.  This is not a small matter, and it is a story that fits the market 
place. 

Deeply Held Values 

Simple.  What we all value is our children.  It is a common bond of all cultures, 
and it is core to what we do as educators.  Talking about our children is an easy 
in, as we try to connect our stories with our communities.  What’s new is, “our 
children.”  They are probably the most paid-attention-to generation ever.  They 
grew up with “Baby On Board” signs on their minivans.  They have grown up 
during the most dramatic years in human history in terms of rapid productive 
change.  They are tech savvy information artisans, who see content not as the end  
product (learn this!), but as a raw material (what can I do with this?). 

We must learn to explain today’s children to their parents.  The see it, but they do 
not understand.  They worry about their children and they worry about 
themselves.  If we can better describe their children’s information experience and 
also come to understand that experience for the learning potential that it holds, 
then our new story is almost told. 

According to a 2005 PEW Internet in American Life report, 57% of teens in the 
United States have produced digital content and published it to real audiences on 
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the Internet.2  They are not satisfied to be mere consumers of content.  They want 
to participate.  They want to take music and pictures and videos, and speech and 
mix it all together to make something new -- a new message.  Even video games 
are game, as they turn Halo II (a popular MMORPG3) into a movie set, directing 
and filming documentaries, game shows, talk shows, and even feature length 
movies. 

Video games are also a topic of increased concern and interest.  Education 
researchers are beginning to pay very close attention to the video game experience 
and the learning potentials.  Video games are learning engines.  You can not get 
to level two, unless you have learned something.  Using this nearly ubiquitous 
practice as a teaching and learning opportunity and presenting this as a story to 
the community can help us retool education. 

Modeling the Story 

Where were we going with our billions of questions before we had Google?  The 
answer is, we didn’t ask so many questions.  We all have our own personal oracle 
today, and it has turned us into a question-asking, answer-seeking, problem-
solving culture. Yet, we still teach our children to answer questions, not how to 
ask them.  We teach them to memorize answers, rather than how to find them.  
We teach them to be good consumers of information, but not how to be effective 
and responsible producers of information. 

The new web might be our model.  Web 2.0, a wave of new information tools, is 
transforming the Internet from just a library for finding answers, into a virtual 
information landscape where we are participating within communities to ask 
questions and answer them – again and again.  Through blogs, wikis, podcasting, 
and RSS, a new information environment is emerging that has enormous 
potentials for educators, and it is an environment within which we will be forced 
to rethink literacy and to teach, along side the information skills, a new topic -- 
information ethics. 

This part of the story is still difficult to tell.  We are still visualizing it and writing 
it.  But it is time for us all to be engaged in that conversation. 

Resources 

Recent Salient Reports &  Ar ticles 

¥ 2007 Horizon Report -- http://www.nmc.org/horizon/ 

¥ Workforce Readiness Crisis -- http://tinyurl.com/yuucpm 

                                                
2 Lenhart, Amanda and Mary Madden. "Teen Content Creatives and Consumers." PEW Internet & 
Amercan Life Project. 2 Nov 2005. Pew Internet & American Life Project. 17 Mar 2007 
<http://www.pewinternet.org/pdfs/PIP_Teens_Content_Creation.pdf>. 
3 Massively Multiplayer Online Role Playing Game 
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¥ How to Bring our Schools out of the 20th Century -- 
http://tinyurl.com/ub33l 

¥ The New Commission on the Skills of the American Workforce -- 
http://www.skillscommission.org/ 

New Story Starters -- http://tinyurl.com/25pbb2 

Did You Know? Video from Karl Fischer  -- http://tinyurl.com/23tumz 

Aggregated Bloggings that Mention new, story, and warlick -- 
http://tinyurl.com/yv8asa 


