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Meet challenging standards by promoting students' authentic
intellectual work Educators have long called for more rigor and
engagement in classroom work, alongside calls for enhancing equity.
Yet classroom practices and student outcomes have been slow to
change. A promising solution is the research-backed, real world-tested
potential of the Authentic Intellectual Work (AIW) framework to meet
intellectually challenging standards including Common Core. This book
provides * Richly detailed case studies of successful AIW
implementation at the statewide, districtwide, and individual school
levels * lllustrations of collaborative teaming to advance higher-order
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how AIW transforms professional development and evaluations and
increases coherence and alignment of initiatives There is no such thing
as a simple formula for school improvement, ...
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Child Safety on Bicycle Seats. A Study Evaluating the Need

for Additional Markers to Increase the Visibility of Children When
Transported by Bicycle.

Sommario/riassunto This book reports on research findings and practical lessons featuring
advances in the areas of digital and interaction design, graphic design
and branding, design education, society and communication in design
practice, and related ones. Gathering the proceedings of the 7th
International Conference on Digital Design and Communication,
Digicom 2023, held on November 9-11, 2023, as a hybrid event,
inffrom Barcelos, Portugal, this book continues the tradition of the
previous ones reporting on new design strategies to foster digital
communication within and between the society, institutions and
brands. By highlighting innovative ideas and reporting on
multidisciplinary projects, it offers a source of inspiration for designers
of all kinds, including graphic and web designers, Ul, UX and social
media designers, and to researchers, advertisers, artists, and brand and
corporate communication managers alike.



