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Al is not the future of technology
it's the technology of today that's shaping our future.
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Learning Phases 223 L

Phase #01 Skillset / Task-based Learning
B Subject Learning - Practices - Experiments

Learning deTour ;EEE2 L F

Phase#02 iETEIRS Social Issue Based
B PEER Research - Design - Prototyping

S1 Assessment H—F4%5T(d / S2 - S3 Learning deTour ;EH2ERE
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Phase #01

Phase #02

Phase #03

THE "LEARNING HOUSE" in the strage

Common Core*
Thematic Sharing / Entrepreneurship / Studio

Studio / Workshops based Learning
(Groups *+ Cycles)
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Lesson #01 Community Projects / Project-based Learning
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