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General introduction 

As in all sectors, innovation will be essential to bring about qualitative changes in education, as opposed to 

the quantitative expansion seen so far. These changes are needed to increase efficiency and improve the 

quality and equity of learning opportunities. Although education is not a change-averse sector, with 

improvements already taking place in classrooms, it has not managed to harness technology to raise 

productivity, improve efficiency, increase quality and foster equity in the way other public sectors have. At 

the same time education can also foster innovation in society at large by developing the right skills to 

nurture it. These skills, including critical thinking, creativity and imagination, can be fostered through 

appropriate teaching, and practices such as entrepreneurship education. Governments should develop smart 

innovation strategies for education with the right policy mix to give meaning and purpose to innovation, 

including creating an innovation-friendly eco-system. 

 The steep increase in the use of digital devices and the Internet with increasing levels of education shows 

that education matters in the uptake of digital technologies. This has huge implications for the role of 

education systems in equipping individuals with the skills they need to benefit from new technology. The 

“digital divide” has become a skills gap between the haves and have-nots. Digital skills generate a 

significant return in terms of employment, income and other social outcomes for those who have them, but 

set up barriers to better life opportunities for those without. 

In recent years governments have invested heavily in information and communications technology (ICT) in 

schools. The quality of schools’ educational resources, including ICT and connectivity, has increased 

greatly in recent years. However, international surveys have found that digital technologies have not yet 

been fully integrated in teaching and learning. Teachers do not feel sufficiently skilled to use ICT 

effectively, at best using digital technologies to complement prevailing teaching practices. As tertiary-

educated professionals, teachers have relatively good ICT skills, but these fall off sharply with age, 

especially among the large cohort of older teachers. 

Analysis of the Programme for International Student Assessment (PISA) data on the effects of ICT on 

students’ outcomes adds to the sobering picture. The introduction of digital technologies in schools has not 

yet delivered the promised improvements of better results at lower cost. There is only a weak, and 

sometimes negative, association between the use of ICT in education and performance in mathematics and 

reading, even after accounting for differences in national income and socio-economic status. 

Part of the explanation for this limited success lies in the focus on technology and connectivity among both 

suppliers and policy makers. Schools and education systems are not yet ready to realise technology’s 

potential. Gaps in the digital skills of both teachers and students, difficulties in locating high-quality digital 
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learning resources and software, a lack of clarity over learning goals, and insufficient pedagogical 

preparation on how to blend technology meaningfully into teaching, have driven a wedge between 

expectations and reality. Schools and governments must address these challenges or technology may do 

more harm than good. 

Although they cannot transform education by themselves, digital technologies do have huge potential to 

transform teaching and learning practices in schools and open up new horizons. The challenge of achieving 

this transformation is more about integrating new types of instruction than overcoming technological 

barriers. Digital technology can facilitate for example: 

 Innovative pedagogic models, for example based on gaming, online laboratories and real-time 

assessment, which have been shown to improve higher-order thinking skills and conceptual 

understanding and in many cases have enhanced students’ creativity, imagination and problem-

solving skills. 

 Simulations such as remote or virtual online laboratories, providing relatively low-cost flexible 

access to experiential learning. 

 International collaborations, overcoming barriers of geography and formal classroom hours. These 

give students insight into other cultures and experience multicultural communication, and closely 

emulate the collaborative nature of today’s professional environments. 

 Real-time formative assessment and skills-based assessments, allowing teachers to monitor student 

learning as it happens and adjust their teaching accordingly. It may also enable the active 

participation of more students in classroom discussions. Technology-supported assessment enables 

skill development to be monitored in a more comprehensive way than is possible without 

technology. 

 E-learning, open educational resources and massive open online courses, mainly aimed at 

autonomous learners. 

Technology-based innovations in education reshape the environments in which schools operate. In general, 

they tend to open up learning environments, both to the digital world and the physical and social 

environment. They also bring new actors and stakeholders into the educational system, not least the 

education industries, with their own ideas, views and dreams about what the future of education can hold. 

Despite fears of “marketisation”, the education industry could be an essential partner in any education 

innovation strategy. Instead of being considered just as providers of goods and services, different 

relationships between schools and industry could foster an innovation-friendly environment, with a greater 

focus on methods over technologies. 

Understanding the education industries better, including their market structures and innovation processes, 

would help to create a more mature relationship with the education sector. Innovation in the industry – 

which develops the products and services that could drive innovation in schools – does not happen in 

isolation from what is happening in the education sector. Only when there is an innovation-friendly culture 

in education systems, supported by an innovation-friendly business environment and policies, will 

industries start to engage in risk-intensive research and development. Governments can support this by 

fostering a climate of entrepreneurship and innovation in education. 
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General outline of the Summit 

The general purpose of the Summit is to stimulate the dialogue among Ministers of Education and high-

level policy makers on one hand and leaders from the education industry on the other on how to shape the 

policies and strategies for creating an eco-system that fosters innovation in education, based on a 

recognition of the power of technologies to drive innovation in teaching and learning. 

The Summit will organise the dialogue in four different sessions, each focusing on one critically important 

topic:  

1. The Teacher in the Innovative World 

2. Educating for Entrepreneurship (Start-Up Nation in Education) 

3. Educational Technology (Ed-Tech) and Re-Thinking Education 

4. Technology in Education as a Tool for Developing Innovation 

The Summit will also feature four cross-cutting horizontal themes (HT), present in each of the four 

sessions (indicated to the left of the following session’s descriptions): 

1. Partnerships for an innovation Ecosystem 

2. Start-Up Culture 

3. Regulation –how can regulation create an innovation-friendly eco-system 

4. Ethics and Technology – the gap between rapid technological development and slow process of 

formulating ethics and education regulations 

Session 1: The Teacher in the Innovative World 

Key Issues 

 

The challenge facing the teaching profession today has never been greater.  Teachers in the 

21
st
 century face new challenges, apart from the complexity of education and teaching that has 

accompanied the profession from the dawn of humanity. Technology makes knowledge 

accessible to the student and seemingly threatens to make the teacher superfluous; the media 

and multiple narratives threaten the ability to express an opinion; and parental involvement 

and loss of traditional hierarchies place teachers in a position with great expectations and only 

partial authority.  
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Today’s teachers have to guide students on a journey of creating personal and social meaning, 

to support learning processes, have a command of a discipline and combine the material 

studied with different disciplines, use technology and manage a class full of children with 

different kinds of intelligence. These tasks become even more challenging in a culture of 

innovation. 

 

The question of teachers’ quality is of global concern. Reports from the OECD and others 

have evidenced the critical importance of high-quality teachers for the quality of education 

systems. Policies focusing on high-quality teachers include improving recruitment of high-

potential students into the profession, high-quality teacher education programmes, mentoring 

and coaching of starting teachers, accessible and relevant professional development, adequate 

systems of feedback and assessment, and opportunities for professional collaboration. 
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Education systems try to attract high-potential candidates into the teaching profession. Some 

countries have created special programs such as TFI (Teach for All) to strengthen teacher 

recruitment. Others have opted for increased academisation of initial teacher education, which 

was expressed recently in a gradual transition to a Master’s degree as a condition of entry. 

Clinical training is acquiring momentum in different models of PDS (Professional 

Development Schools), which combine training with professional development for practicing 

teachers.  
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 Professional development throughout the teacher's career is undergoing a transition from 

isolated in-service courses to ongoing professional study, which takes place in the school by 

leading teachers, peer observation and processes of teacher evaluation, or outside the school in 

discipline-oriented professional communities, simulation centers, teachers’ project accelerators 

and digital courses. 
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 And, finally, in a context of omnipresent digital technology, artificial intelligence and robots, 

teachers also will need to become more human – using empathy, communication and 

cooperation – the essential human attributes. Character qualities, social and emotional skills, 

communication and networking, within schools but also in the wider community are rapidly 

becoming very important dimensions in identifying great teachers, who leave a real mark on 

their students’ lives. 
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 century professionals at the 

frontline of delivery, teachers should become the agents of change, involved in large networks 

of partners and stakeholders engaged in innovation. A strong system of research and 

development surrounding education, connecting teachers and other professionals with state-of-

the-art innovation is essential for an eco-system of change. 

Questions for discussion 

1. How is it possible to attract strong populations that can be prepared to become teaching 

professionals in the 21
st
-century? In teacher education, what balance should there be between 

discipline-oriented training and clinical training? 

2. What processes should be carried out in order to advance the school as a learning organisation 

and promote ongoing professional development of the school’s teachers? 

3. How is it possible to encourage teachers’ initiatives and use of technology as part of teaching? 

4. How can partnerships between teachers, as agents of change, and innovation stakeholders in the 

system be encouraged? 

Session 2: Educating for Entrepreneurship – Start-Up Nation in Education 

Key Issues 

 

In just 25 years, Israel transformed itself from a country whose prize export was oranges to the 

country the second largest startup ecosystem after Silicon Valley. What role did education 

play in this transformation and what can be learned from Israel’s experience regarding how 

education itself should be transformed? 
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The role of education in Israel’s innovation story is mixed. On the one hand, like Silicon 

Valley, Israel’s “Start-Up Nation” was built on its excellent universities. It is hard to imagine 

Silicon Valley without Stanford, or Start-Up Nation without the Technion, Weizmann 

Institute, Hebrew University, and Tel Aviv University.  
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On the other hand, Israelis have long considered their K-12 education system to be in crisis. 

Israel ranked 41 out of 65 countries in the most recent PISA tests, behind most of Europe. In 

problem solving specifically, Israeli students ranked low among the OECD, and even scored 

considerably lower than other countries with comparable math and science scores. 
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What’s going on here? If Israeli schools are underperforming, how did Israel succeed in 

producing a much larger innovation sector than countries that are excelling in math and 

science education?  
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The answer seems to be that Israelis have been gaining skills that are critical to turning ideas 

and knowledge into actual innovations, startups, and companies. The strange thing, however, 

is that they have been doing this largely outside of the education system. 

 

Four extracurricular frameworks have given Israelis the ability to “do things with what they 

know”: 1) Scouts, 2) National Service, 3) Mechinot (pre-army gap year programs), 4) Military 

Service.  
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 These programmes, which span both the civilian and military spheres and often start in early 

childhood, share two key acculturation elements: 1) Focus on building collective rather than 

individual identity, 2) Give young people increasing levels of responsibility and real 

challenges to solve. 

 

In this session, we hope to discuss the following hypothesis: The problem with education is 

not just that it is failing in its own terms, namely, transmitting sufficient breadth and depth of 

knowledge for an increasingly complicated world. The problem is that it is not designed to 

deliver critical skills that must be added to knowledge (“what you can do with what you 

know”), such as leadership, teamwork, problem-solving, communication, emotional 

intelligence, and so on.  

 

Israel became Start-Up Nation largely on the strength of its ability to deliver such critical skills 

through extracurricular frameworks. Is the challenge of educational transformation, therefore: 

how can we deliver what Israelis have been learning outside of school inside our education 

systems? 

Questions for discussion 

1. Should education be optimised for transmitting knowledge or for obtaining skills? Should the 

fundamental structure of education systems be “flipped” to focus on skills rather knowledge? 

2. How would education be optimised for delivering skills? How should the goals of delivering 

knowledge and skills be reconciled or balanced? 
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3. What is the relationship between skills and entrepreneurship? Does everyone need to be an 

entrepreneur? Can entrepreneurship be taught? 

4. Should education have any fundamental goals beyond conveying knowledge and skills? 

Session 3: EdTech and Rethinking Education 

Key Issues 
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One of the challenges facing the education system today is the increasing gap between the 

learning culture experienced by teachers, students and parents as private people and this 

culture as it exists in school. While outside school participants in the educational act are to a 

great extent "citizens of the Internet culture," in school they still study according to 

conventions and within a structure similar to those that characterised education many decades 

ago. These two cultures are competitors to a great extent – they are both cultures that consist 

of a combination of community, knowledge and learning. Although educational technology is 

one of the first verticals of “specialised industry" and was created many years before the 

creation of specific technology for the world of banking or advertising, it has barely left its 

mark in comparison to other verticals. Educational technology has been around for about five 

decades; however, it has not created a revolution or profound change in the field of education. 

This can be explained by the fact that until recently there was no accessible physical 

infrastructure that could support it and no business community that could serve as growth 

engine – but apart from this it seems that the dominant approach until recent years in defining 

the contours of this group of technologies was based on arguable pedagogical and business 

assumptions. 
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In the past few years we have witnessed a change in this context, expressed in the 

development of startups and investments in startups in the field of education. Startups that 

become players with a presence in the field of education are not only an organizational-

economic change but also involve a change in approach. Startups by their nature question the 

existing situation, the obvious, and offer alternatives to it. 

 

There are five outstanding characteristics of this movement of startups in the educational field: 

 1) Who is the developer? The dominant figures in these startups are not necessarily 

programmers or other professionals, but entrepreneurs who are motivated by a solution to a 

specific need that they want to propose; not necessarily by technological abilities. In many 

cases the entrepreneurs are teachers, or there is a teacher who is familiar with the needs on the 

ground in the leading team.  

 

2) Who is the customer? Often, traditional educational technology developed in universities 

and the customer envisioned by developers was the computer professional or the university’s 

information systems. Computer professionals, in their usual manner, emphasised organised 

systems that provide each user with their level of authorisation, organise information in folders 

and files and create detailed reports. So the learning management systems that we all met in 

universities and schools were systems with a cumbersome, old-fashioned design, and of a 

tabular, bureaucratic nature. In the startup world, the customer is the student, and the design 

and interface standard is entirely geared to providing an efficient and successful learning 

experience. 
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3) What does the technology do? The purpose of traditional educational technology is to 

improve existing processes – instead of a board with chalk it offers an interactive board, and 

instead of a printed textbook it offers a digital one; it does not propose to change the education 

system or ways of teaching as we know them. By comparison, entrepreneurship in the Ed Tech 

era is one of alternatives that proposes shortcuts, a different way of working, and adds 

emphases and directions that we could not have thought of in the world before the Internet.  
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4) What is the playing field? On the whole, technology in the era of Ed Tech is not very 

innovative – it does not necessarily involve complex, brilliant algorithms, but is more about a 

good, precise user experience, and design that knows how to speak the language of Internet 

culture. Whereas in the past the meeting with educational technology was an encounter with 

an island that was isolated from the classroom learning experience or everyday life, the 

Ed  Tech era entrepreneur tries to provide the user with discourse and an environment that are 

similar to those familiar from the Internet culture that s/he uses – from social networks to 

games. 
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5) What is the teacher’s role? One of the fascinating phenomena accompanying the 

development of Ed Tech is the active role of teachers as agents of change. Some of the most 

successful startups in this field in the United States (US) owe their success to teachers who 

identified potential, began to use projects on their initiative, and then pressed the decision-

makers to include them in the basket of products that the school purchases. Last year was a 

year of growth for projects that are solely a kind of virtual marketplace in which teachers can 

buy or sell teaching materials. 
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The important characteristic of this revolution is its universal spirit, which sees "technology" 

as a path that offers us new opportunities, empowers, creates new tools for expression and 

offers an alternative to aspects in the world of education that need improving. In order to begin 

to speak the language of Ed Tech the main requirement is a changed outlook – from a world of 

“IT" with exhausting training in mechanical-technical operation of systems that threaten the 

teacher, to a world of tools where the teacher is an active player in selecting (or sometimes 

rejecting), operating and sometimes also creating them. 

Questions for discussion 

The entrance of startups to the field of education brings with it an optimistic spirit and potential for change; 

however, the place of these projects in the education system's everyday world raises some issues. 

1. Scope: In 2015 investments in this field reached nearly USD 2 billion; the numbers are high but 

insignificant compared to total educational expenditure. Technology accounts for a small percentage of 

the education market while in other markets its presence ranges from 20%-50% – this extensive 

investment is also a symptom of the size of the technology's impact on this field. It is generally 

supposed that only extreme and painful constraints motivate systems to change – how is it possible to 

cause change of these aspects in the field of education? Is it right to encourage these changes or is the 

caution of the educational field perhaps justified? 

2. Globalism: The impressive investments of 2015 and the first half of 2016 are deceptive: 75% of 

investments in the field in 2015 were in the US, a market that comprises 25% of the world education 

market and only about 5% of the world’s students. Is the field of educational technology destined to be 

like industries such as music or media, in which the American market is dominant? Is it right that there 

should be a "dominant market" in the education market? How is it possible to encourage the 

economies of Europe, Asia and Africa to close this gap and balance the picture? 

3. Innovation: The picture of investments in educational startups is not uniform; there are many small 

startups that received relatively low initial investments (seed money), and some startups that grew and 
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received large investments. Startups that managed to break through and influence education systems 

are mainly projects that are culturally suitable to these systems, and therefore their value as a catalyst 

for change is small. This development is natural and suits a market that conducts itself rationally. How 

is it possible to encourage projects with potential to change the system? Is such an expectation 

realistic or can it be assumed that such projects will enter the picture only in crisis situations that will 

create a genuine urgency to adopt them? 

4. Regulation: One of the dominant methodologies in the world of startup development is the lean startup, 

a methodology that, among other things, bases itself on involving users from very early stages of 

development, and manages this development around repeated circles of experimentation. This 

methodology proves itself in every field, but it seems particularly right for the field of education. 

However, entrepreneurs in the field of education who wish to meet their users encounter a wall of 

regulation that makes it difficult for them to access them. Is it right to build these walls because of the 

sensitivity of the field? What are the risks and what are the opportunities in this context? Assuming 

that there is room to reduce regulation for startups, what is the right way to do this from the state’s 

perspective? 

Session 4: Technology in Education as a Lever for Innovation 

Key Issues 

 

Innovation in technological education: In order to emphasise skills needed in the 21st 

century such as: manufacturing and working ability, problem solving and decision making, 

creativity, teamwork, time and personnel management, etc., it is essential to strengthen 

innovation in education in general, and particularly in technology studies. Examples of 

strengthening innovation as part of the program to strengthen technology education are: 

P
ar

tn
er

sh
ip

s 
/ 

E
th

ic
s 

an
d
 

T
ec

h
n
o
lo

g
y
 

 Develop a new model for learning in a multi-disciplinary project-based environment, 

tailored to the style of thinking of industrial developers. Development of a model for 

carrying out joint projects that includes multidisciplinary learning and teamwork in 

subjects such as: design crafts, machines, electricity/electronics, computers, etc. The 

model will include establishing digital fabrication laboratories that will enable 

multidisciplinary and interdisciplinary learning, computer aided design, and 

manufacturing with the help of digital tools. 
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 Technology education and code championships: We do not know what the world that 

today's elementary and junior school students will grow up in will look like, to what extent 

technology will rule our lives, what professions will not exist in the not-too-distant future, 

or what new occupations will be created; we do not have answers to these questions, but it 

is clear that the world will be based on changing, dynamic technology and whoever wants 

to understand and have a command of technology must have at least a rudimentary 

knowledge of programming. To this end, it is possible to promote code championship 

competitions for students in Grades 3 to 12; in the lower grades the championship will 

focus on teaching general knowledge, and in the higher grades it will focus on 

professionalising students who have chosen to study technological subjects generally and 

computer science and software engineering in particular, exposing them to work with 

mentors from industry and methods of work in industry, and identifying and developing 

the skills of students who are talented (and interested) in the field of programming. 
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Use of information technology in schools: The 21
st
 century is characterised by far-reaching 

influences of digital technology on how the citizens of the world function in most fields of 

their lives. Technology has changed the way we retrieve, organise, create and distribute 

information, form and maintain social relations, and influence and participate actively in 

global society. In order to enable students to cope successfully with the challenges of the 

information era in the economic and social world and realise their abilities and skills, they 

must develop technological and digital literacy. A variety of technological means, learning 

environments, books and digital content must be made available to students and teaching staff 

in "cloud access". An optimal environment for developing technological literacy is 

characterized by game-playing, sharing and creativity, experimentation in solving problems 

and an opportunity to develop critical thinking.  

 

Examples of strengthening innovation with the help of digital tools are:  

 The MOOC programme – strengthening the ability for autodidactic and shared learning at 

an individual pace, in any place and at any time with no limit on the number of 

participants. Study in this framework will consist of three components: the “team 

model”(studying in a group in which each student also teaches), principles of the flipped 

classroom and use of social media. 

 

 Private lessons (preferably free of charge) on the web with the aim of providing assistance 

for and meeting the needs of every student who wants to improve his or her educational 

achievements in subjects such as mathematics, language, and subjects requiring tutoring. 

These are private lessons as well as immediate support for study (about 15 to 20 minutes) 

for specific questions. 

 

 Bottom-up innovation – a culture of technological innovation. Varied work throughout the 

system is needed that will encourage and develop a culture that includes innovation and 

entrepreneurship mechanisms on the part of different players in the education system. This 

type of culture should originate with the students, teachers and school principals, but also 

from administrators: inspectors, training, evaluation and managers at different levels. One 

of the education system's main resources is undoubtedly the teacher. A teacher with a 

gleam in their eye makes all the difference and pushes the entire system forward. We must 

find teachers who lead technological innovation, to develop them and the projects they 

lead together with high-tech companies and entrepreneurial bodies. 

Questions for discussion 

1. How can we create and encourage a deeply-rooted culture of technological innovation? 

2. Who are the key players in the system who can advance a vision of technological innovation and what 

are the tools that should be given to them? 

3. What is the role of the regulator in a world of frequent technological changes? 

4. Is it worth continuing to develop digital books or should we rely on digital content units, assuming that 

the structure of the book is a passing phenomenon? 

5. Should digital literacy be taught through subjects, or as a generic subject in its own right? 
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