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•  An educator's tool for u0lizing Alaska’s Digital Archives 

•  Integrates library digital resources & museum objects 

•  Over 15,000 items 

•  Partners with six Alaskan ins0tu0ons 
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LearnAlaska: Objects Online 

Image and Metadata  
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•  Enables teachers and students to build customized 
mul4media presenta4on by selec4ng historical documents, 
maps, oral histories, video clips, and three‐dimensional 
objects, and adding interpreta4ons to illustrate a theme or 
concept on Alaska. 

•  Expands the use of the Alaska’s Digital Archives beyond a 
searchable database. 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LearnAlaska 
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LearnAlaska 
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•  2003‐2005 

  Funded by US Department of Commerce 

  US $300,000 = NT $10,000,000 

•  2004‐2008 

  Funded by IMLS (Ins4tute of Museum and 
Library Services) 

  US $750,000 = NT $25,000,000 

LearnAlaska 
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•  Personnel Expenses ($$$) 

•  UAMN – Contribute 500 digi4zed objects per year (including 
digi4za4on, research, metadata, etc.) 

•  Data Inputs (edi4ng, upload, quality management, etc.) 

•  So[ware Development  Content DM 

•  Cul4va4ng Partnerships (equipments and training) 

•  Teacher Training Workshops  

•  Conference Presenta4ons and Travels 

LearnAlaska 
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LearnAlaska: Partner School Districts 

•  Delta Junction 
•  Yukon Koyukuk 
•  Allakaket 
•  Hughes 
•  Huslia 
•  Manley 
•  Minto 
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Since LearnAlaska is linked directly to the database, it avoids 
the copyright issue as none of the images, or audio and 
movie clips will be downloaded to a local computer.  

Preserves the integrity of metadata of each 
individual object. 

LearnAlaska 
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http://www.learnalaska.org/ 

The Web site is no longer exist! 

2005-2008 
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2005-2008 

•  Long‐term Sustainability  

–  Change of ownership 
–  Human and financial resources 

–  Build‐upon a proprietary database (ContentDM) 

•  Ins0tu0onal buy‐in / Build‐in infrastructure 
•  Structure of the project  Support sustainability? 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How People Learn 

1.  Learning is related to percep0on 
2.  Learning is related to memory 

3.  Learning is an ac0ve process 
4.  Learning entails acquiring a repertoire of cogni0ve 

structures 

5.  Learning occurs in phases 
6.  Learning is influenced by development 

數位內容網站的教學、應用與推廣 



18 

Museum Educa0on / New Media 

1.  An Experience  
2.  Meaning and Understanding (Interpreta0on) 

3.  Educa0on Outreach 
4.  Resources Repository 
5.  Building Learning Community 

LEARING IS AN ACTIVE PROCESS 

數位內容網站的教學、應用與推廣 
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EXAMPLE 
OLOGY – American Museum of Natural History 

•  Since 2001 

• Web site for kids ages 7 to 12  

•  Based on the premise that "everyone 
wants to know something" and designed 
as a place to explore, ask ques0ons, get 
answers, meet OLogists, play games, and 
see what other kids are interested in. 

•  Allows to collect learning objects, create 
and develop own project by combining 
and reorganizing different learning 
objects. 

•  Building learning resources 
•  Giving the ownership back to 
the learner 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OLOGY – American Museum of Natural History 

OLOGY Card 

71127259304 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Construc0ng Knowledge 
Connec4ng the Dots …. 

1.  A path to follow (construc0vism) 

2.  An interest / Interes0ng (learner centric) 
3.  A rewarding experience 
4.  Flexible and customized 

Learning is not so much absolutely right, but more or less 
reasonable, convincing, enlightening, and informa0ve 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Thank You! 

Questions 

Leveraging the Information Asset 
數位內容網站的教學、應用與推廣 


