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ACS International Schools Surrey, 
United Kingdom 

Shortlisted for the 2022 Digital Technology in Learning award 

Our students and staff come to us from every corner of the globe. The result is a 
wonderfully open-minded, outward-looking culture, with a genuine curiosity about 
the world. Internationalism is at the very heart of the ACS philosophy; we are proud 
of our multicultural identity and commitment to diversity, tolerance and choice. At 
the heart of our approach is the idea of readiness – we empower our students 
with the skills and knowledge to thrive in a world that is changing fast. 
 
During the pandemic we have been working closely with our partner schools to 
ensure that learning can still take place. This has involved many digital 
opportunities. As schools return, we are again offering a ‘mobile makerspace’ to 
the schools in our region. Our high school students will be trained in the use of 
laser cutters, 3D printers, Sublimation and image transfer, design software and 
general CNC and CADCAM concepts and principles. ACS has purchased a 
Glowforge Laser cutter, 2 Ultimaker 3D printers, a sublimation printer, various heat 
presses for t-shirts, baseball caps and mugs, primary and secondary age software 
from Techsoft UK and many different materials which will allow students to be 
creative in their use of technology and cover that element of curriculum. 
 
All of our partner schools (20 schools) were given a suite of laptops during the 
pandemic by ACS (300 machines), to support virtual learning, and we will ask them 
to install software on those. Our high school students as part of their service-
learning curriculum will offer weekly sessions for students, whilst our partnerships 
staff will host teacher training twilights for staff. We will visit the partner school, 
install the mobile maker space, ensure they know how to use it and then leave 
them with it for 2 weeks to allow all classes to go through the facility. We will be 
supplying all consumables (mugs/t shirts etc). This gives every student in our 
network the opportunity to make and be creative using digital tools (hardware and 
software). 
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How and why the initiative has transformed, rather than replaced, a student 

learning opportunity, identifying how the initiative does more than simply 

replicating the traditional physical classroom expectation beyond delivering it in 

an online format 

Our partner primary schools would not have had access to this equipment. The 
cost of a laser cutter is around £7K, 3D printers are around £3K to £4K and the 
consumables can also mount up. Children can be creative in coding, which we 
already provide with our robotics classes using our NAO and Pepper Robots, they 
can take part in our massive Minecraft World Training in January, or simply just 
design and print on paper. The mobile maker space is an opportunity to inspire 
and engage in a way that captures children and gives them something exciting to 
be involved in. Designing in 2D and using a laser to cut out jigsaws, keyrings and 
picture frames, or designing in 3D and making personalised USB sticks out of 
various types of plastic. Making a mug or a T-shirt using sublimation and going 
home proud of what they have achieved and wearing their creation for all to see 
what they have created. This is what makes this initiative so special. Hands on, real 
life, physical product design and an opportunity to use their creations in everyday 
life. For our high school students they can practice their life skills in communication, 
empathy, teamwork etc. whilst also learning digital skills to a higher level. After all 
there is no better way to learn than to teach. This initiative brings previously 
unachievable digital education to the hands of all children in our community, 
opportunities for shared best practice and brings us all closer together. 

How and why the initiative includes evidence of helping students to develop 

digital responsibility 

Firstly, for the students at ACS, they get to learn the software and hardware for a 
genuine purpose. There is a tangible outcome. They have the responsibility to liaise 
with the partner school thorough the headteacher and ICT leads and find out 
where the gaps in education are, what they would like to be taught and 
investigate and research how to best accomplish this. Understanding that IT is not 
a separate entity on its own and should be taught within the context of other 
subjects. For example - If a primary school is studying the Aztecs, then why not 
encourage them to make Aztec artifacts on the laser cutter etc. Once the students 
get into the school and start teaching, they will come across different personalities, 
different ways for using the technology and begin to understand digital 
ergonomics, the way users approach technology, the issues that can arise - that 
are unexpected, how users can be fearful of new technologies the differences 
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between technophiles and technophobes and empathise. They will engage in the 
software and hardware at levels previously unseen, as users unearth new errors, or 
use the equipment poorly. 
 
The students and staff in the schools will gain new appreciation for the digital 
world, what is possible and will be introduced to the responsibility to care for 
equipment, to follow procedures. They will make mistakes, have failed 
prints, chosen the wrong colours on the software and multiple other issues – and 
learn how to troubleshoot, overcome and persevere. 

How and why the initiative has made a positive impact on student learning by 

marrying pedagogical and technological approaches to the benefit of all 

students and which is evidenced through assessment 

For many schools, a digital education is satisfied using online packages such as 
Scratch. For the some they have access to hardware which compliments the 
coding with things like Lego Technics or a robot. For the lucky few they get access 
to programming of peripheral devices such as Arduino or Raspberry Pi and can 
see physical results through movement, sound or lights. This initiative has a very 
positive impact as it ensures that every child in our primary network of over 40 
schools gets hands on with the latest technologies. They all get to be creative with 
technology (which is the basis of the computing curriculum) and design, 
manufacture and evaluate through the design cycle model. The initiative allows 
other subject areas to be taught through technology, enhancing the taught 
curriculum and giving opportunities to SEND students who respond well to STEAM 
related activity (but learning other educational content through it). Our 
partnership staff will be on hand to work with teachers to design a curriculum 
around the resource, which is bespoke to them, but also shareable with other 
schools in the group. In primary education teachers re always looking for evidence 
for assessment in the form of photographs, evidence of work and physical 
outcomes, and this ticks all those boxes. The final assessment will always be 
watching the children show their parents what they have made, the instant 
gratification of “I made that” and the inspired ‘more able’ children who test the 
boundaries of the machines and software. 
 
 
How and why the initiative has addressed a challenge or opportunity in a way 
that has directly impacted the school and demonstrates the potential for longer-
term development as a sustainable initiative for the school 
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As with all technology – it changes regularly, can be expensive to replace – or 
becomes obsolete within a few years. Primary schools tend not to buy into this 
equipment because they use it for a module, then ‘store’ for the remainder of the 
year, or they cannot afford the equipment or consumables. We find schools who 
have spent the capital but have lost their teacher who started the initiative. The 
beauty of this initiative is that we have a lead teacher who is a specialist in this 
area. An experienced Design and Technology Head of department who knows 
these machines inside and out. This equipment will never stand still as it will always 
be in use across schools. Through economies of scale a £7K laser cutter used by 
6000 children is a lot more effective than one stored and used in one school only. 
As new technologies come out it is easier for a collective to purchase more 
equipment or use charitable funds as part of the ACS partnerships strategy. Whilst 
it is common for state schools to purchase expensive equipment and then use it 
well beyond its obsolescence, we can ensure that the latest technology is 
available, the maker space is updated frequently, and regularly maintained. The 
value of this programme to enhance digital skills for ACS students and 
partner school students is incredibly impactful and satisfies many of our 
partnership strategy priorities, highlighted through research and face to face 
conversations with our partner headteachers. 

How and why the initiative includes strategies that enable it to be shared beyond 

the wider school community 

The very nature of this project is partnerships and ensuring ALL children get the 
opportunity to experience coding beyond a drag and drop system. This initiative 
teaches our students digital skills and the value of public benefit as well as many 
other life skills. It gives opportunity to train local workforce in digital skills for the 
classroom, creating a network of teachers who feel comfortable with technology 
and have a support network they can call on as and when they need it. For local 
children that would never have this opportunity to enhance their digital skills, but to 
also spend time with older role models and build aspirations for their future. To 
share best practice and create a strong ‘family’ network of IT teachers across the 
region, with everyone involved in how the programme develops, what equipment 
would be best for future courses, curriculum etc. When paired with our outreach 
box scheme and the availability of our classroom Arduino packs, or robots this 
covers the entire National curriculum for computing – ensuring no child gets left 
behind. As this programme builds, we hope to bring industry on board to help us 
finance future purchases, give professional advice and to offer guest speakers to 
talk to our schools about future technologies and career choices. We will, as 
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always, share our project with the other international schools in our network and 
support them to start similar programmes in their region, following our approach 
of ‘collaboration, not competition’ to ensure ALL children have opportunity. 
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