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If we wish to prepare a generation of citizens, 
entrepreneurs and leaders for the 21th. 

Century, who can face real problems, we 
must give them tools and methodologies  for 

real problems to solve

Smart Education Labs. 
Imagine the future, we can build it together!!!

9ŘǳŎŀǘƛƻƴ ƛǎ ƻƴŜ ƻŦ ǘƘŜ Ƴƻǎǘ ǇƻǿŜǊŦǳƭ ǿŀȅǎ ǘƻ ōǊŜŀƪ ǘƘŜ ŎȅŎƭŜ ƻŦ ǇƻǾŜǊǘȅΣ ǎƻ ƛǘΩǎ ŜƴŎƻǳǊŀƎƛƴƎ ǘƘŀǘ 
more children around the world than ever are finishing primary school. However, fewer complete 
secondary school, and an estimated 250 million children cannot read or write although many have 
ōŜŜƴ ǘƻ ǎŎƘƻƻƭΦ LǘΩǎ ŎƭŜŀǊ Ƴŀƴȅ ŎƻǳƴǘǊƛŜǎ ƘŀǾŜ ǎƻƳŜ ŎŀǘŎƘƛƴƎ ǳǇ ǘƻ Řƻ ǘƻ ōŜ ŀōƭŜ ǘƻ ǇǊŜǇŀǊŜ ǘƘŜ 
next generation for a more technologically advanced future. Investments in education are going to 
ōŜ ŎǊƛǘƛŎŀƭΦ ²ŜΩǊŜ ǿƻǊƪƛƴƎ ƻƴ ŀ ƳŀƧƻǊ ǊŜǇƻǊǘ ǘƘŀǘ ǿƛƭƭ ƭŜƴŘ ǎƻƳŜ ƛƴǎƛƎƘǘ ƛƴǘƻ Ƙƻǿ ǘƻ ƛƳǇǊƻǾŜ 
education systems to ensure children learn. 

Jim Kim.
President at The World Bank .
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Solution:
Use technological innovations to individualize 

public education cost-effectively.

Smart Education Labs. 
Re-Imagine Digital Education

Education is a fundamental right for every citizen in the world and key to the future of any country 
development. Education has its price everywhereτbut the only thing more expensive than 
investing in education is not investing in education. Bad practices produces high costs for society 
in terms of public spending, crime, health, and economic growth. No country can afford to leave 
too many of its children behind and not to help them achieve the competencies needed for a self-
fulfilled life in economic independence

ÅNot enough children stay in school. Progress is being made, however slowly. Globally, primary 
school enrollment has increased from 84% in 1999 to 91% in 2010. However, secondary school 
attendance remains low. Low rates are due to limited space, low value on education, and the 
high costs of secondary school.

ÅMillions of children who are in school are not learning. National education systems are 
overwhelmed in the race towards universal access to education. Classrooms are too full and 
educators are ill-equipped, poorly paid, and inadequately supported. Scores show that most 
students are not gaining the minimum literacy and numeracy skills during primary school, 
causing parents to question the value of their children continuing to attend.

ÅQuality education drives economic and social change. Education has significant social and 
economic returns.  But simply the number of years in school is not enough. It is the acquisition 
of knowledge and skills (cognitive and behavioral) achieved through quality education, rather 
than schooling alone that promotes employ-ability, productivity and growth.

ÅGlobal dropout rates are high, especially for girls. Around the world, more than 75% of girls 
currently out of schoolare expected never to enroll again. For those of us committed to 
addressing global poverty, improving education for girls may be the closest thing to eliminating 
the root cause.

Å Increase Potential Lifetime Earnings. In the developing world, 42% of girls are not enrolled in 
school and more than 50 million girls live in poverty. This doesn't have to be the case. Research 
shows that education is powerful mechanism to increase future earning potential. An extra year 
ƻŦ ǇǊƛƳŀǊȅ ǎŎƘƻƻƭ ōƻƻǎǘǎ ƎƛǊƭǎΩ ŜǾŜƴǘǳŀƭ ǿŀƎŜǎ ōȅ мл-20%, while an extra year of secondary 
school boosts wages 15 to 25%.

ÅA new change paradigm. Closing the gender gap to educate more girls around the world is 
proven to have a ripple effect throughout society. An educated girl will invest 90% of her future 
income in her family, compared to only 35% for a boy. This means that increasing the number 
of women with secondary education by just 1% can increase annual per capita economic growth 
by 0.3%.
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Networking, Co-Working, Social Learning in 
the digital age is changing the traditional 

business rules. Figuring how people like to be 
connected and learning non-traditional 

networking on social media to keep up has 
become required back of life.

.

Smart Education Labs. 
Imagine the future, we can build it together!!!

ONE holds out the prospect of the "new smart education revolution", offering άƛƴƴƻǾŀǘƛǾŜ 
ŎƻƴǎǳƭǘŀǘƛǾŜ ǎŜǊǾƛŎŜǎ ŀƴŘ ŀŘǾŀƴŎŜŘ ƛƴǘŜƎǊŀǘŜŘ ǎƻƭǳǘƛƻƴǎέ ƛƴ ǘƘŜ field of "Smart Education", 
providing leading technology and real added value in an environment of excellence.

Education is about to become more interactive, more fun, and more social. Specifically in the way 
ǘƘŀǘ άƴŜǿ ŀŘǾŀƴŎŜŘ ǘŜŎƘƴƻƭƻƎƛŜǎ ŀƴŘ ƳŜǘƘƻŘƻƭƻƎƛŜǎέ ǿƛƭƭ ƛƳǇǊƻǾŜ learning and teaching 
processes. It is not only changing the environment around students, it also allows them to design 
their own exciting learning ecosystem. Our strategy of the process as a whole, we provide value 
from design and build to operate the complete Smart Digital Education portfolio.

In this innovative ecosystem, students will face with real-live problems with simulation-based 
training, prefaced with advanced classroom methods on process fundamentals, the most efficient 
and fastest way to educate students and prepare them for future citizens and leaders. The future 
of ά!ŘǾŀƴŎŜŘ wŜŀƭƛǘȅέ ǿƛƭƭ ǇǊƻōŀōƭȅ ƘŀǾŜ ǘƻ ŘŜŀƭ ǿƛǘƘ ǘƘŜǎŜ ǘŜŎƘƴƻƭƻƎƛŜǎ ŀƴŘ ƻǘƘŜǊǎ ǘƻ ŎƻƳŜΦ
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Smart Education Labs & Social Learning
a global leader providing advanced eLearning solutions and 

services for the most innovative organizations

άEducating the individual is the ŎƻǳƴǘǊȅΩǎ 
most valuable investment. It represents 
the foundation for progress and 
developmentά

Our team spent many years leading the development of the 
knowledge society, with the Best-in-Class services and 
solutions, designing, creating, editing and publishing 
innovative products for the learning community. Our 
strategy: provide value along the customer process as a 
whole. ONE is now leading the Virtual & Augmented Reality 
learning experiences with SmartEducationLabs.

ά hb9 ϧ tŀǊǘƴŜǊǎ bŜǘǿƻǊƪέ  ŎƻƴǘǊƛōǳǘŜ ǘƘŜƛǊ Ƨƻƛƴǘ ŜȄǇŜǊǘƛǎŜΣ ǿƘƛŎƘ configures a broad knowledge 
base summarizing the best market practices for the implementation of eLearning and Educational 
solutions.  This knowledge base is a key asset to be able to guarantee the successful 
implementation of a leading, robust, scalable solution that is also sustainable in the long run.
Our added value proposition comprises a set of innovative technologies, methods, and knowledge 
based on leading market standards and tools. 

Both ONE and Partners advocate win-win services and solutions for the global market and share a 
common vision that reinforces their partnership to pursue a leadership position in the Global 
eLearning and Smart training market.

Advanced Reality, Immersive and Mixed RealityΣ LƴǘŜǊŀŎǘƛǾŜ {ƛƳǳƭŀǘƛƻƴΧ ƛǎ ǘƘŜ ƴŜǿ ŀƴŘ most 
disruptive technology of today. 

The need for less costly, efficient, safe, and environmentally friendly training solutions, drives the 
demand for these training methodologies and advanced solutions in most competitive sectors and 
industries. 
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More than two decades of experience in digital  educational world, allows us 
to have a innovative vision to anticipate our customers needs. We and our 

partneŕ s network understand the sector, so we are able to provide 
experience, knowledge and references along the whole value chain.

SmartEducationsLabsenables students to live and experiment amazing 
experiences, interacting with all kind of items facing real-world problems in a 

disruptive environment.
Students can tour museums, historical sites, art galleries and exhibitions, 

virtual labs ςor visit the Space in the International Space Station or the North 
Pole for close encounters with wildlife.

Immersive learning experience
VR can overcome the kind of time and location barriers posed by busy 

schedules in mainstream schools, thereby making impractical field trips 
possible.

Visualizing complex and abstract learning concepts
complex graphics and arithmetic can be explained through virtual reality, 

giving rise to clearer understanding among students. For example, items such 
as DNA, anatomy, geography and ecosystems can be illustrated in three-

dimensional clarity.
Stimulating student creativity

Interactive learning generates an appetite for learning and creativity among 
students, as well as enthusiasm for researching new technologies and other 

topics.
Comprehensive one-stop virtual reality

eLearning teaching package

Our methodology 
is designed for success

Consultancy
Smart Learning & Social Learning 
Learning by doing
ActionsBasedLearning
Virtual Reality/AugmentedReality
AdvancedLabsSimulators
Real time interaction
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Methodology needs to be adapted to every single Educational Community. A 
multicultural scenario needs a multi entry assessment that need to be modified to 
meet specific learning goals:

Å Identify learning targets: Introduce questions you want students to think about 
during the experience. Identify a real live problem to resolve. 

ÅHands on, the Road Map: Let students explore the tools, scenarios and action's 
best adapted to the initial situation. Helping them to the process of design and 
storytelling. Selecting assets, resources and materials at their own pace, at school 
or at home.

ÅActions based learning: Develop higher level thinking skills by providing students 
an opportunity to collaboratively develop solutions for issues they have identified 
during the initial process. Design the whole process with design thinking tools 
and selecting the tools to face to real problem solution to the initial real problem 
to be resolved.

ÅFacing the problem, finding the solution: Let students to put in practice their 
learning experiences, choosing their own paths and demonstrating their learning 
by editing or creating a proposal for new virtual real-life materials that include 
their own observations and solutions.

ÅKpísand sustainable improving process: We must identify the key performance 
indicators and evaluate every experience sharing with the other teams the 
lessons learned and defining new improving methods for the new actions.

Learning by Doing. Along this continued learning process, learning by doing will help 
the community to take their own actions adapted to their students skill´s. The 
integration of educational VR experiences is aligned with defined learning goals, and 
ŀƭƭ ǘƘƛǎ ƴŜǿ ŜȄǇŜǊƛŜƴŎŜǎ Ŏŀƴ ŜŦŦƛŎƛŜƴǘƭȅ ǎǳǇǇƻǊǘ ǎǘǳŘŜƴǘΩǎ ŘŜǾŜƭƻǇƳŜƴǘ ŀŎǊƻǎǎ 
subject areas and grade levels. And not only students, but teachers and parents  
too. 

SmartEducationLabsit is only the beginning of this virtual adventure exploring 
nature, science, technology and arts. But there will be many new experiences to 
come, together with the integration of new emerging technologies and real-life 
experiences to develop in a new disruptive scenario that has changed forever.

Our methodology 
is adapted to the learning Community
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Advanced Reality: Virtual Reality, Augmented 

Reality & Mixed Reality in the Classroom

Virtual reality, augmented reality, mixed reality, haptic feedback; artificial 
intelligence, roboticsΧǘƘŜ line between these and many other technological 

realities is becoming blurred and they are beginning to be grouped under one 
new disruptive educational ecosystem: Advanced Reality. But how can it be 

understood by educational community and used effectively in the classroom?.

When I imagine the classroom of the future, I imagine a place where �^�š�Z����
�P�o�}�����o�������µ�����š�]�}�v�����}�u�u�µ�v�]�š�Ç�_are partners in fostering that creative, 
innovative, free and sustainable knowledge environment. Authentic 

motivations to build a better �^�•�u���Œ�š���o�]�(���������}�•�Ç�•�š���u�_�X��In any case, with or 
ǿƛǘƘƻǳǘ ǘŜŎƘƴƻƭƻƎȅΣ ǘƘŀǘΩǎ ǳƭǘƛƳŀǘŜƭȅ ǘƘŜ Ǝƻŀƭ ƻŦ ŀƴȅ ŎƭŀǎǎǊƻƻƳ ŜȄǇŜǊƛŜƴŎŜΣ 

ƛǎƴΩǘ ƛǘΚ !ƴŘ ƛŦ ǘŜŎƘƴƻƭƻƎȅ Ŏŀƴ ǎŜǊǾŜ ŀǎ ǘƘŜ Ŏŀǘŀƭȅǎǘ ŦƻǊ ƎŜǘǘƛƴƎ ǘƻ ǘƘŀǘ ǇƭŀŎŜΣ ǿŜ 
need to embrace it now.

In this new �^�^�u���Œ�š�������µ�����š�]�}�v�������}�•�Ç�•�š���u�•�_�U��students can learn by doing, 
practicing, experimenting and training until they reach the objective with the 

correspond prize. They can spend as many hours as they need without any 
conflict about devices, instruments or risk. Practicing in virtual scenarios with 

materials and situations, impossible to replicate or archive in every school 
around the world. 

Specifically, at this point we are exploring different ways that VR will improve 
education. VR & AR not only changes the environment around children, it also 
allows students to construct their own exciting learning worlds as small as the 

atom or as big as the cosmos. 


