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Summary

The project ANDIL is part of the AGORA Initiative for Life Long Learning and focuses on the further implementation and sustainable development of its Digital Divide ‘Studio – Atelier’ concept. ANDIL aims at scaffolding a social network of local implementations of ICT-related projects especially in developing countries which connects experts, professionals and practitioners of different areas of ICT-application in order to learn from best practice examples in different regions. By exchanging experiences and obeying lessons learnt with regard to the different context specific local implementations of Information Literacy projects (Studios) an evaluated generic concept for Information Literacy and sustainable ICT integration in different application areas will be developed (Atelier). This acquired knowledge can be used to implant new subject related regional projects. Thereby, ANDIL contributes to Information Literacy in different application areas in developing countries and to the decrease of digital divide between developing and industrialized countries.
1. The AGORA IFIP Initiative
1.1 Foundations
As we start moving from an informatics society to an information or knowledge society we see transversal themes emerging, that are not just technology based. Examples are the themes of Lifelong learning, Security and Trust, Ethics and Citizen Education that have been discussed e. g. at the Summit on the Information Society, both in Geneva and Tunis. 
Therefore, the AGORA Initiative on Lifelong Learning was launched by IFIP in Poitiers, France, in October 2006. TC3 has played a major role in proposing and creating this project.
The Agora initiative aims to implement a dynamic methodology for initiating cooperation projects on Lifelong Learning with stakeholders such as UNESCO, UNITAR, the Digital Solidarity Fund and other IFIP Technical committees. The methodology takes into account that there is not one solution to Lifelong Learning and also that a lot of preliminary work still has to be done on issues such as reference competencies for LLL, e-portfolio and competency recognition, before effective implementation of LLL can be made a reality. 
The importance of the concept of lifelong learning is illustrated by initiatives such as « Jean Monnet » of the European Union where an integrated approach is aimed at creativity, competitiveness, employability, personal fulfilment, social inclusion, etc. As ICT is a lifelong learning enabler, issues such as the ‘Digital Divide’ (Digital Solidarity Fund) and Open Source resources and education (UNITAR) are related. 

1.2 Objectives

The Lifelong Learning to be fostered by AGORA aims to enhance e-competence and knowledge work competence of professionals, workers and students taking account of the level of access to ICT and the level of e-readiness of the national society. The Lifelong Learning framework will therefore acknowledge that each ‘Lifelong Learning’ situation is a contextual situation, dependent on cultural, social and economical context.

The aims of AGORA are:

· Creation of new principles and methods for learning in authentic knowledge work environments so that lifelong learners can benefit, irrespective of age, skills, resources, facilities, and so forth. 

· Definition of new, authentic and sustainable learning environments in which business and education, professionals and practitioners, experts and users will meet.
· Creation and pilot implementation of new learning environments and new pedagogical strategies that prepare for and allow lifelong learning, including new forms of evaluation suited for lifelong learning and information literacy; each pilot will reflect the local cultural, social and economical context.

· Creation of ICT-supported local and international communities around the new strategies for knowledge building and exchange processes. 

· Closing of the Digital and Knowledge Divide through knowledge development and knowledge sharing in these communities.

Projects can either be aimed at higher education and business academies, or at institutions of secondary education and of business training as well as at professional organisations (such as IFIP) and non-governmental organisations (such as OECD, UNESCO, UNITAR) and civil society.

1.3 Methods – Ateliers and Studios
The reuse of knowledge is characteristic of the AGORA project approach. It aims at networking of knowledge, open access to knowledge, human beings and objects and at developing social networks of people who are engaged in different local projects. Mobilised knowledge and expertise is used in focussed activities with defined outcomes and where evaluated outcomes are used in the next step of activity. 
For these purposes AGORA introduced the generic methodical concept of Atelier and Studios:
On the local context level of concrete projects Studios will be directed at real-world creation of practical instances of e-Education for Lifelong Learning and Information Literacy in different areas of Computer Science Education and educational use of ICT. Studios will provide contextual solutions, suitable for the cultural, social and economic context and for the special demands of the specific subject area of Lifelong Learning and Information Literacy. Iteration of implementation pilots will use the feedback and the evaluation results and the exchange of experiences to improve practice.

On a generalizing and coordinating level AGORA introduces an Atelier which is mutually linked with the studios. An Atelier’s function for a cluster of Studio-projects with similar topics is the development of generic knowledge on educational goals, competences, methods of learning, pedagogical strategies and evaluation for use in other pilot implementations. Thus, an accelerating iteration of refinement and improvement of practice will be achieved. 
In detail the ‘Atelier’-functions in the project are
· Generate generic knowledge based on the experiences of the different studios. 

· Apply this knowledge in local ‘Studio’s’ where Lifelong Learning and Information Literacy pilot implementations are realised. 

· Evaluate and improve the generic educational Lifelong Learning model developed in the Atelier in a process of critical review of the pilot implementations 

· Concurrently improve the practice of Lifelong Learning in the local Studios.

Complex subject areas may have several ateliers to co-ordinate their activities. Thus, in long-term a hierarchical structure of specific, topic related and more general ateliers may emerge.
1.4 AGORA Activities and Events
Meanwhile different AGORA activities and events took place and their development is speeding up. Agora planning meetings provide a forum for: 

· Sharing knowledge between local and international experts,
· Facilitating networking of stakeholders and developing synergy,
· Outlining cooperative projects to address the issues in the framework of main international programs,
· Defining an agenda and strategies for continued planning and cooperation.

AGORA Events:
· 1st AGORA conference at Poitiers, France (2006 October 26 - 27)

· IFIP Council at London, UK 2007 (February 28 - March 3) 

· Planning meeting for IFIP Seminar before WITFOR 2007 and 2nd AGORA conference in Seoul at Paris, France (2007 April 18 - 20) 

· 2nd AGORA conference at Seoul, Korea (2007 June 4 - 6)

· IFIP Seminar at Addis Abeba, Ethiopia (2007 August 13 - 18) 

· TC 3 meeting at Praha, Czech Republic (2007 September 29 - 30) 

· 3rd AGORA conference at Krakow, Poland (May 2008)
· AGORA Workshop on IFIP – LYICT (July 2008)

· 4th AGORA conference, WCC 2008 at Milan, Italy (September 2008) 
· AGORA Workshop at the IFIP Council 2009 in New Delhi, India (March 2009)
(to be confirmed by the IFIP Council 2008)
· 5th AGORA conference at WCCE 2009,  Brazil (July 2009) 
· AGORA Seminar at WITFOR' 2009 in Hanoi, Vietnam (August 2009)
· 6th AGORA conference, IFIP 50th anniversary event London, UK (2010)
(to be confirmed by the IFIP Council 2008)
1.5 Implemented Studios 
As a result of these conferences and meetings several Studios are implemented so far. 

· The Seoul 2.0 Model Lifelong Learning. How to become a learning organisation? “How to manage and administrate Lifelong Learning”: The studio will work on the impact of Lifelong Learning on the management of Education and Training, and will provide tools for managing Lifelong Learning.

· The “Cyber-Teacher Studio”, aiming at working on the new competences of Teachers and Trainers in the Lifelong Learning Society, and providing ideas, tools and resources for building such competences.

· The “Croatian Studio”, aiming at organising e-Learning for Croatian businesses and providing the basic skills to Managers. 

· The “Digital Divide Studio”, aiming at using Lifelong Learning and Information Literacy as a mean to reduce the digital divide and aiming at making Lifelong Learning available for all, in order to avoid a “knowledge divide”.

ANDIL will focus within the AGORA-framework on the activities of the Digital Divide Studio.

2. Bridging the Gap with ANDIL
2.1 The AGORA Digital Divide Studio
In order to decrease digital divide between developing and industrialized countries one pilot Digital Divide Studio (MoKEx: Mobile Knowledge Experience) has been implemented. In the MoKEx Studio CS-experts from industry and universities and students from different countries worked and learned together. This pilot Studio deals with the integration of CS practice within companies into CSE and will be used as a model of knowledge sharing between CS business practitioners and CS educators in the area of Information Literacy. The individual outcomes for students who participated in this Studio-Project are
· The project with real-life situations was highly motivating for the students

· Professional competencies: e.g. skills in programming distributed and web-based systems, database management, mobile communication, screen design, project management

·  “Continuous and Cooperative Self-qualification and Self-organization (CoCoSS)”; knowledge transfer in a team

· Methodological competencies: in project management, user requirement analysis and presentation skills are applied in the context of a real situation; needs of documentation;

· Social competencies: collaborative learning in a distributed team; using ICT for SD and collaboration; negotiating working conditions; 
· Achievement of Key -Competencies for Life Long Learning according to the standards of the OECD DESECO-Concept (s. b.).
The Institutional outcomes for the participating companies and the universities are
· Industrial partners are provided with prototypes of software-products for professional use 

· International co-operation between business and universities leads to a more practice oriented concept of teaching subjects of software-engineering and ICT
· The team is composed of interdisciplinary skills. Co-operation between students of different universities and faculties fosters exchange of ideas and diversity of knowledge

· The project team covers the whole spectrum from research to practice (constrains of practice: budget, time, existing structures)

· In comparison with traditional teaching concepts the students obtained a more decisive and managing role in the project

· Teachers got a more advisory role focusing on the project management and supporting the process of knowledge acquisition

· Project assessment methods like Wiki and Blogs edited by the students are used and improved

2.2 Transmission of Knowledge by means of Contextualization

The experience and knowledge achieved in the first Digital Divide Studio, which is actually running three years in the 3rd cycle with three different groups of students should be used to implement similar concepts of Information Literacy as co-operation projects between industry and educational organisations like universities in different regions of the world. The focus of following Digital Divide Studios should be on the needs of Information Literacy and CSE in developing countries. Co-operation projects should enable partners from developing countries to get access to advanced concepts of ICT and sophisticated educational concepts of CSE and Information Literacy. The transmission of knowledge must consider the different economic, social, educational and cultural contexts in the specific countries according to the Studio –Atelier concept of AGORA. Therefore, the transmission of knowledge has to be done by regional contextualization and with regard to the interests of the participating stakeholders. As a result of these activities several Digital Divide Studios will emerge which can contribute later on to a Digital Divide Atelier.
2.3 Information Literacy and Competencies for Life Long Learning 

Participants of the Digital Divide Studios should be enabled to achieve key competencies for Life Long Learning as well as Information Literacy. 
Information Literacy and Life Long Learning are highly interrelated (see Horton 2008). They are both 

· self directed and self-motivated and merged with processes of informal knowledge achievement which often takes place during working processes outside educational institutions. Nevertheless, they need advice and guidance.

· self-empowering in terms of general education and are aimed at all groups within a society disregarding gender race, social position etc..

· self-actuating which means that sustainable successful personal processes of acquiring Information Literacy and Life Long Learning Competencies are self accelerating and leads to a change of attitudes and habits of a person.
Competencies for Life Long Learning aim at general abilities of a person to meet the different demands of self organized learning, communicating and cooperating with others and acquire knowledge for specific real life situations. According to the DESECO-concept they can be classified in three main categories ‘acting autonomously’, ‘using tools interactively’ and ‘functioning in socially heterogeneous groups’ and must be contextualized and adapted to specific real life problems. Nevertheless they also include subcategories, which comprise ICT-related aspects: the ability to use knowledge and information interactively, the ability to use (new) technology interactively: This last key competence concerns not only the technical skills required to use the technology in a concrete situation but also an awareness of the new forms of interaction that are possible through the use of technology. Finally, a collaborative competence to work together towards a common goal is mentioned in the OECD DESECO concept.
Information Literacy is much more related to different subject areas of CS and ICT-applications in real world scenarios. The application area of ICT can be located in different societal domains like ‘Learning and Education’, Business and Economic Development’, ‘Health and Human Services’ and ‘Governance and Citizenship’. There can be identified different stages of the Information Literacy Life Cycle from ‘realizing the need of information for solving a problem’ to ‘decision making upon the basis of well founded information’ (see Horton 2008). The concept suits very well to the ICT-related competencies concept for Life Long Learning of the OECD.
During the co-operative working and learning processes in the Digital Divide Studios the participants will achieve contextualized aspects of Life Long Learning Competencies and they also will acquire domain specific aspects of Information Literacy.  
2.4 The ANDIL-Triangle

In order to implement Digital Divide Studios which decrease the digital divide by contributing to Information Literacy and Life Long Learning Competencies of its participants the ANDIL project mainly has to deal with three important aspects: 

· Selecting a key sector domain where LLL and IL should be contextualized and where to gain local professionals and participants who are willing to co-operate. AGORA conferences and specific tracks of other IFIP-conferences could be events to organize local co-operation as a first step towards a regional Digital Divide Studio.
· Finding domain related ICT experts and connecting them to each other and the participants of the specific digital Studio. In order to establish an international social network. International Research Consortiums or IFIP with its different technical committees and working groups can be an important source to identify experts who meets the demands of the local stakeholders of a specific Digital Divide Studio and who are willing to join a project.
· Organizing collaboration and co-operation through face to face meetings and via web- based technologies for computer supported collaborative working (CSCW) and Learning (CSCL). Besides conferences Information ‘twinning’ and ‘sistering’ arrangements between partners in developing and industrialized countries could be helpful to initialize a regional Digital Divide Studio.
As the first implementation of a Digital Divide Studio deals with the co-operation of business and universities in the subject area of knowledge management and e-Learning other regional Digital Divide Studio with similar topics could benefit most from its approach. Thus business in the different regions of developing countries will be motivated to establish strong national and international partnerships with information providers and producers as well as with educational institutions.
2.5 Using Web 2.0 Concepts for sustainable Development
In the age of Web 2.0 communication and co-operation between local and international participants of Digital Divide Studios should use these techniques if the specific circumstances make it possible. Thus, face to face meetings can be enriched with Videoconferences with distant partners or with a talk which is downloaded via Video stream. ANDIL should provide a technical platform with Web 2.0 technologies which enables participants to exchange their opinions about Studio activities in a WIKI, a Blog or a Chat. Furthermore, groupware functionality should be available like group awareness functions, a DMS or a LCMS for the needs of co-operative e–Learning.
3. ANDIL Project Action Lines
To put the ANDIL-project into practice action in different areas must be taken:
· Organize workshops as special tracks within IFIP- or AGORA conferences as focal points for emerging Digital Divide Studios. In ANDIL-related workshops regional Digital Divide Studios should be initiated. Co-operation between local practitioners, researcher and educators and global experts should be arranged; e.g. CSE-experts from different TC’s of IFIP, covering different aspects of CS and Information Literacy according to the demands of the regional stakeholders. An important role in this action line must be attached to the IFIP WG 3.8 ‘Lifelong Learning’ and the IFIP SIG 3.9 ‘Digital Literacy’.  
· Develop Social Networks of Experts and Practitioners which are co-operating within a Digital Divide Studio. Enable exchange of knowledge and experience between different Digital Divide Studios by organizing face to face and virtual meetings applying Web 2.0 technologies. 
· Participate in the outcomes of international CS research projects e.g. funded by the EU or OECD by connecting to their social networks of professionals and through transmission of knowledge according to the principals mentioned above. The EU projects MATURE (http://mature-ip.eu/en/start) dealing with informal learning and knowledge achievement in companies and e-start (http://www.estart-net.org/) promoting Digital Literacy in Primary and Lower Secondary (K-9) education in Europe can be partners for this kind of ANDIL activities.
· Provide a moderated web-based platform for purposes of information exchange and the needs of CSCW in locally distributed working groups. In order to minimize travelling costs and for the needs of synchronous and asynchronous collaborative working the following features should be available: Video-conferencing tool, Wikis, Blogs, LCMS, Awareness Functionality, RSS, Chat, Streaming Video and Audio.
· Project Evaluation mainly has to be done by criteria oriented discussions within and between people who are acting in the different Digital Divide Studios. The concept of action research provides us with effective tools in order to improve the practice of the Studios. Furthermore, it will be helpful to offer the communities of practice in the Studios web-based evaluation tools which may gain some quantitative data. This data may be used to support a more general overall assessment of the Projects.
· Scaffold a Digital Divide Atelier based on the experiences of several Digital Divide Studios as a co-ordinating and supporting clearinghouse for the Studio’s activities including technical support with Web 2.0 technologies.

· Thus, foster a sustainable development of each regional Digital Divide Studio and the assigned Atelier.
4. How to put the project ANDIL into practice
According to the project action lines ANDIL will use the funding to organize six conferences or rather workshops during the period of 30 months, starting with the 3rd AGORA conference at Krakow in May 2008 and ending with the AGORA Seminar at WITFOR 2009 in Hanoi in August 2009 (see AGORA events above). These AGORA events should contribute to the development of local Digital Divide Studios and establish a social network of experts, professionals and users. The sustainability of communication and co-operation within the social network will be supported with Web 2.0 technologies provided by IFIP members. Finally, as a result of the local Studios and the assigned social network a Digital Divide Atelier should be established to organize further work effectively. 
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