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Smart Education Labs

Imaginethe future, we can build it together!!!
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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 hav
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next generation for a more technologically advanced future. Investments in education are going t
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education systems to ensure children learn.

JimKim.
President at The World Bank
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Smart Education Labs

ReImagine Digital Education

Education is a fundamental right fevery citizen in the worldnd key to the future of angountry
developmentEducation has its price everywheréut the only thing more expensive than

investing in education is not investing in educatiBad practiceproduces 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

A Not enough children stay ischool. Progresis being made, however slowly. Globally, primary
school enroliment has increased from 84% in 1999 to 91% in 2010. Hosesendary: school
attendance remain®w. Low rates are due to limited space, low value on education, and the
high costs of secondary school

A Milliens of childrerwho are in schoodre motlearning Nationaleducation systems are
overwhelmed in the race towards universal access to education. Classrooms are too full and
educators are iHequipped, 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

A Quality education/drives-economic:andsoci@nge Educatiorhas 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 thrquglity educationrather
than schooling alone that promotes emptaypility, productivity and growth

A Global dropout rates are high, especially for girls. Around the world, more5%mof.girls
currently out.of:schoare expected never to enroll again. For those of us committed to
addressing global povertynproving .education:fon girlsiay be the closest thing to eliminating
the root cause

A Increase Potential Lifetimgarnings. lthe 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 theRes®arch
shows:that-education. is.powerfulamechanismito increase future earning poteftiaxtra year
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school boosts wages 15 to @b

A A new change paradigm. Closihg 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 Hdyis:means/that increasing:the number
of womenwith:secondary-education by just 1% can:inerease.annualper capita .economic grow
by 0.3%
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Smart Education Labs

Imaginethe future, we can build it together!!!

ONEholds out the prospect of the "new smatlucationrevolution",offeringd A y y 2 @+ G A @S
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providing leading technology and real added value in an environment of excellence

Educations about to become more interactive, more fun, and more social. Specifically in the way
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processesilt is not only changing the environment around students, it also allows thetasmgn

their own exciting learningcosystemQOur strategy of the process as a whole, we provide value
from designand build to operate the complet8mart Digital Educatigportfolio.

In this innovative ecosystem, students will face with-tea problems with simulatiotrased

training, prefaced with advancexdfassroommethods on process fundamentatie most efficient

and fastest way to educatgudentsand prepare them fofuture citizens and leader3he future
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Networking, CeNorking, Social Learnimg

P the digital age is changing the tradition
A !*‘ business rules. Figuring how people like to
& connected and learning nemaditional
networking on social media to keep-up h:

become required back of life
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Smart Education Labs & Social Learning

aglobal leader providing advanceceLearningsolutions and
services for the most innovative organizations

GEducating the individual the O 2 dzy (:N&" Q &
most valuable investment. It represents

the foundation for progress and

developmentx

Ourteam spent many years leading the development of the
knowledge society, with the Best-Class services and
solutions, designing, creating, editing and publishing
innovative products for the learning community. Our
strategy: provide value along the customer process as @i
whole. ONE is noveading theVirtual & Augmented Reality.
learningexperiences witfsmartEducationLabs
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base summarizing the best market practices for the implementatialefrning 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 knowled:
based on leading market standards and tools.

Both ONEandPartnersadvocate wiAwin 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 ReglityL y 1 SN OG A @S { A Yozt | (0 A 2y
disruptive technologyf today.

Theneed for less costly, efficient, safe, and environmentally friendly training solutions, drives the

demand for these training methodologies and advanced solutions in most competitive sectors ar
industries.
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Our methodology

Is designed for success

More than two decades of experiengedigital educationalvorld, allows us
to have a innovative vision to anticipate our customers needs. We and our
partner's networkunderstand the sector, so we are able to provide
experience, knowledge and references aldingwhole value chain.

SmartEducationsLalesablesstudents tolive and experiment amazing
experiences, interactingith all kind of items facing realvorld problems ira
disruptive environment.
Students can tour museums, historical sites, art gallerieseathéitions,
virtual labsg or visitthe Space in the International Space Station orwegth
Pole for close encounters withildlife.
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
complexgraphics 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
aring and creativity among
it technologies and other
topics.
Op virtual reality
daching package
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Our methodology

is adapted to the learning Community

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:

A \dentify learning targetsintroduce questions you want students to think about
during the experience. Identify a real live problem to resolve.

A Hands-on;the:RoadMapet 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.

A Actionstbased:learningevelop 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.

A Facingthe problemfinding the/solutidret 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 rBf materials that include
their own observations and solutions.

A Kpi's and sustainablesimproving proces§e 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 DoingAlong this continued learning process, learning by doing will help

the community to take their own actions adapted to their students ‘skilThe

integration of educational VR experiences is aligned with defined learning goals, and
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subject areas and grade levels. And not only students, but teachers and parents

too.

SmartEducationliabsis only the beginning of this virtuatlventureexploring

nature, science, technology and arts. But there will be many new experiences to
come, together with the integration of new emerging technologies anditeal
experiences to develop in a new disruptive scenario that has changed forever.
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Advanced Reality.\/irtual Reality, Augmented
Reality & Mixed Reality in the Classroom

Virtual reality, augmented reality, mixed reality, haptic feedbactificial
intelligence, robotics ( Hire between these and many other technological
realities is becoming blurred and they are beginning to be grouped under one

new disruptive educational ecosystefvdlvanced RealityButhow can it be
understood by educational community and useftectively in the classroofh

When | imagine the classroom of the future, | imagine a place whev&
Po} o u S$]}v }uwweupatth€ls in fostering that creative,
innovative, free and sustainable knowledge environment. Authentic
motivations to build a bette*su &S o]( JIm @mScase, Xvith or
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need to embrace it now

Inthisnew™u ES n S]}v }lst@estscan léarn 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.
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