Intel® Education

Internal Glossary of Education Terms
This is a glossary of education terms as used by Intel® Education K-12 program implementations.  These definitions represent internal usage. It is organized in categories: program evaluation, content and curriculum, education stakeholders, and processes.
Program Evaluation 

Evaluation  

An evaluation is study, based on scientific methods, to determine the quality, effectiveness, and impact of Intel Education programs.

 

Assessment

Assessments are items such as: tests, performances, or products that a student completes to demonstrate knowledge, skills, or accomplishments. Assessment is also the process a teacher uses to determine a student’s knowledge, skills, or accomplishments.

Summative

This is an evaluation of an established program that determines the outcomes and impacts of an intervention (or program).  A summative evaluation answers the question “Did the program work?” Most evaluations answer both summative and formative questions.

Formative

This is an evaluation of an ongoing program that provides data to assist in the continuous improvement of the program. A formative evaluation answers the question “What do we need to change?” Most evaluations answer both summative and formative questions.

  

Impact
An impact is a measure of the direct result of a program. For example, an impact of Intel® Teach to the Future is that teachers use technology in their teaching. (Impact=teacher change)
Outcome

An outcome is a measure of the difference that a program makes. For example, the outcome of Intel Teach to the Future is students demonstrating higher-order thinking. (Outcome=student learning)
Content and Curriculum Terms
Content
All written and graphic information in multiple format for delivery to our audiences—this includes all words, images, video, audio, diagrams we provide in print, on CD, and online.
Curriculum
Curriculum is content with an instructional design and learning purpose. It gives sequence and structure to content and has a defined learning experience for teachers and students, from learning goals to activities and assessment. 
Pedagogy
Most simply, pedagogy is teaching. Curriculum is “what” is taught—the content; and pedagogy is “how” curriculum is delivered—the instruction. There are many instructional methods such as lecture, laboratory investigations, or project-based learning.

Instruction
Pedagogy and instruction mean the same thing and can be used interchangeably.  
Student-centered approaches
Instruction based on research that says students learn best when they are actively engaged and applying new knowledge to open-ended tasks. The teacher’s role is to guide students to actively construct new knowledge.
· Inquiry-based learning—broadly defined as student directed investigation of problems or contexts that encourage students to ask questions and define processes to find answers or conclusions.  Scientific inquiry more narrowly defines processes of inquiry in research methods.
· Project-based learning (PBL)—an instructional model that involves students in compelling tasks that culminate in authentic products and performances. Project work can vary widely in subject matter and scope, and can be delivered at a wide range of grade levels. Good projects grow out of interesting questions that cannot be answered by rote learning. While effective PBL does not require technology, projects are often enhanced by technology integration. 
Higher-order thinking

Thinking that is beyond simple recall of memorized information; higher order thinking skills such as synthesis or analysis are encompassed in thinking processes like problem-solving and critical thinking.

Curriculum-Framing Questions 

These are a series of questions that guide a unit of study and include Essential, Unit, and Content Questions. 
Essential Questions
An Essential Question is the highest-order, most abstract, open-ended question in a chain of questions that require students to construct their own answers and their own meaning from the information they have gathered.
Unit Questions

A unit question is an open-ended question tied to a specific topic or unit of study that support and continue the study of an Essential Question.
Content Questions

Content questions directly support content standards and learning objectives and have specific “right” answers.  Content questions support the study of Unit and Essential questions.
Scaffold

Information that builds background understanding, provides support, and demonstrates expectations that help guide successful learning of new concepts and skills.  
Instructional design

Curriculum and instruction are connected through instructional design, which defines sequence or a cycle of activities into a complete experience from goals to assessment.

Backward design

A method of instructional design where teachers start with identifying the results of learning (goals and standards), then decide on acceptable evidence that demonstrates student achievement, and then define what must be done by the students to reach those goals (activities and projects). It turns traditional planning upside down by not starting with a textbook or favored activity.
Instructional plans

Teachers design instruction and build plans for classroom experiences of varying lengths.

· Unit plans outline learning for a major section of a curriculum that takes place over a long period of time. An Intel® Teach to the Future unit plan outlines Curriculum-Framing Questions, all the instructional activities that go on in that unit and includes samples of student products.  
· Project Plans outline instruction that happens within a unit that may involve a student product.  

· Lesson Plans cover one or two days of instruction on a small component of a larger plan. A lesson plan could take place within a Unit or a Project Plan.

· An activity is the smallest unit of instruction and typically addresses specific concepts or skills.

An example would be a unit plan on metrics whereby metric measurement is being learning and applied, a project within that unit would be for students to assemble a metrics cookbook, and a lesson within the unit would be on measuring mass where the activity the students do is measure the masses of different objects.

Training v. Professional Development

Training and professional development are the same thing internally and we tend to use training. Educators tend to distinguish training for learning discrete skills (how to format a document) from professional development for broader and sustained training for improving as a professional (how to integrate technology for improved learning outcomes). In the education community, professional development is the more respectful and accurate term for Intel® Teach to the Future program offerings. 

Course vs. Workshop vs. Forum

These are different kinds of K-12 program training experiences.
· Course – A hands-on, comprehensive professional development experience that is typically a minimum of 40 hours in length, may offer credit for advanced certification. 
· Workshop – A hands-on, flexible modular professional development offering that is typically a minimum of 24 hours.
· Forum – Hands-on, interactive professional development centered on a single topic that is typically 4 – 8 hours.
Education Stakeholders

Teachers 

These are public and private professionals (usually professionally trained and certified as teachers) who are responsible for student achievement and the design and delivery of student instruction.

 

Educators

Educators are professionals who serve teachers, schools, students and other education professionals. This includes teachers, school Administrators, College of Education faculty, and professional staff of regional service agencies serving teachers and students.
 

Leaders 
Leaders are professional staff who manage the larger enterprise of schooling: school administrators, staff of Ministries of Education, State and Federal Department of Education. Leaders are educators.

 

Formal education

This describes public and private accredited K-12 education environments, including schools and Universities.

Informal education 
This describes places other than formal education environments where children learn, for example: museums, camps, after-school programs, community centers, or daycare. 

Engaged Students

This phrase refers to actively involved students who are participating in learning activities with their minds (thinking about it), with their bodies (waving their hands, using computers); and with their emotions (having genuine interest and attention).
Learners v Students  

Intel makes a distinction between those who learn in a formal education environment and those who learn in an informal education environment. Youth and adults who learn in a formal education environment, for example school, are called students. Youth and adults who learn in an informal education environment (such as: community technology centers, after-school programs, educational enrichments programs, or youth club programs) are referred to as learners. As an example, youth who are taught by an Intel Teach teacher in a school classroom are students; youth who participate in the Intel® Learn program in a community technology center are learners.

 

Staff v Teachers
Intel makes a distinction between those who facilitate learning in a formal school classroom environment and those who facilitate learning in an informal education program.  Those who facilitate learning in a formal school classroom are teachers.  The designation as teacher implies that the person has been certified by the state or other accreditation agency as a teacher.  Those who facilitate learning in an informal education program are referred to as staff, regardless of their formal training or certification. As an example, all who facilitate the Intel® Learn program, delivering the curriculum to learners, are referred to as staff, even though they may be separately certified as classroom teachers.           

Process
Internationalization
Internationalization means making an application easily adapted to local languages and cultures. This includes putting all words in the application in a separate lookup file so the application does not need to be re-written for each language. The internationalization project uses this process to publish the thinking tools and related content. (Sometimes abbreviated as I18N—to represent the first (I) and last (N) letters with 18 characters in between.)
Localization
Localization means to both translate and adapt content to match the local language and culture. This includes writing local examples that are culturally-relevant to schools in the country.

PLC 
The Product Life Cycle (PLC) is the set of processes and documents that the Intel Corporation uses to assure that the investment in each product or project is well-planned, well-designed, and strategically aligned with other education projects and policies.
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