
Culture and Community  
Community in the classroom and the culture of the learning environment have a powerful 
influence on a student’s ability and willingness to learn.  Teachers can foster positive classroom 
community and culture by designing experiences that teach students how to value one another, 
the importance of human connection, that failure is a part of the learning process, and that their 
learning will serve a greater purpose beyond the walls of the school building.  These 
experiences will prepare, equip, and empower them with the skills to be empathetic, committed, 
efficient, and effective contributors to the local and global community at large. 
  
Assessment 
High quality assessments are essential for customizing learning for all students.  When used 
effectively, assessments can transform instructional practices, thereby empowering students to 
think critically about, and take responsibility for, their own learning and growth.  High quality 
assessments can include performance based assessments, quality questioning, alternative 
assessments, student-selected demonstration of knowledge, Socratic seminars, and incorporate 
reciprocal feedback, conferring, and data analysis. 
  
Learning and Instructional Design 
Thoughtful learning/instructional design effectively engages and empowers students by placing 
them in the center of their own learning.  Through powerful learning design, all students are 
provided with opportunities and experiences that create relevance, help students find value in 
the content, and can create a willingness for students to invest more deeply in the learning 
process.  Quality instructional design includes establishing a student-centered classroom, 
students as leaders, problem and project based learning, teacher and student collaboration, 
student voice, and student choice, and much more. 
  
Future Trends 
Our world is changing.  Cars are driving themselves, and students are living in a new world 
creating their own jobs in a global economy.  From AR (Augmented Reality) to VR (Virtual 
Reality), STEM/STEAM, innovation, and gamification, evolving trends include what is on the 
horizon for the classrooms of today and tomorrow.  
 


