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Emerging	  technologies	  

	  	  
3D	  prin;ng,	  Makerspace,	  BYOD	  (Bring	  Your	  Own	  Device),	  

Internet	  of	  Things,	  Virtual	  Reality,	  Virtual	  labs.	  	  	  

Refers	  to:	  
New	  teaching	  and	  learning	  concepts,	  resources,	  ar;facts,	  tools,	  

innova;ons	  associated	  with	  digital	  
	  

Expected	  to	  influence	  educa;onal	  prac;ces	  

	  



An	  explora;ve	  research	  

•  Into	  the	  use	  of	  ‘emerging	  technologies’	  for	  teaching	  and	  
learning	  

	  
•  These	  are	  poised	  to	  beRer	  prepare	  students	  for	  the	  labour	  

market	  

•  Important	  s;mulus	  for	  this	  research	  is	  the	  skills	  gap	  

•  EE	  must	  explore	  the	  relevance	  to	  grasp	  the	  role	  of	  these	  
technologies	  for	  making	  educa;on	  more	  innova;ve	  and	  
produc;ve	  	  



Method	  

•  what	  is	  already	  being	  used?	  
•  added	  value	  for	  teaching	  and	  learning	  
•  what	  strategy	  needed	  to	  make	  it	  work?	  

•  Using:	  	  
–  Desk-‐	  /online	  research	  
–  Interviews	  with	  educa;on	  &	  industry	  
–  Small	  experiments	  in	  4-‐TU	  universi;es	  &	  Na;onal	  
Technical	  University	  of	  Athens	  



Research	  focus	  

Poten;al	  relevance	  for	  educa;on	  
	  

and	  
Develop	  a	  way	  of	  working	  that	  allow	  students	  and	  
teachers	  to	  inves;gate,	  test,	  and	  assess	  the	  usability	  

of	  a	  technology	  in	  their	  micro-‐environment	  of	  
teaching	  and	  learning.	  	  



Virtual	  reality	  

The	  promises	  for	  educa;on:	  	  
–  the	  learner	  in	  control	  of	  the	  immersive	  environment	  
–  physical	  mo;on	  in	  a	  simulated	  world	  &	  emo;ons	  
–  move	  around,	  explore,	  try	  things	  out	  

–  explore	  different	  solu;ons	  	  
	  
Affordances	  
–  Spa;al	  knowledge	  representa;on	  
–  Experien;al	  learning	  
–  Contextual	  learning	  



VR	  summarized	  findings	  



Conclusions	  
	  
•  Skills	  to	  handle	  these	  technologies	  are	  in	  high	  
demand	  

•  Need	  to	  develop	  a	  beRer	  understanding	  about	  the	  
value	  for	  educa;on	  

•  Analysis	  is	  hampered	  by	  complexity,	  diversity,	  life	  
cycle,	  number	  of	  technologies,	  mul;tude	  of	  
educa;onal	  se]ngs,	  research	  ;me	  needed	  

•  Staff	  development	  crucial	  to	  properly	  deal	  with	  the	  
challenges	  and	  opportuni;es	  

•  Pro-‐ac;ve	  approach	  needed	  



1.	  Problem	  
•  Top	  3	  

•  How	  are	  these	  solved	  
today?	  

2.	  Solu;on	  
•  Top	  3	  features	  

3.	  Your	  VR	  proposi;on	  
•  Compelling	  message	  

•  What	  is	  different?	  
•  What	  value?	  
	  

4.	  Educa;onal	  advantages	  
•  Learning	  gains	  

•  Cannot	  get	  it	  elsewhere	  

5.	  The	  learners	  
•  Target	  audience	  
•  The	  end	  user	  
•  New,	  advanced,	  

experienced	  
•  Local,	  online,	  open	  

6.	  Key	  ac;vi;es	  

7.	  Technology	  
•  How	  to	  offer?	  

	  

8.	  Cost	  structure	  
•  Design	  
•  Produc;on	  
•  Implementa;on	  
•  Maintenance	  
•  Sogware	  
•  Hardware	  

9.	  Revenue	  
•  Student	  
•  Teacher	  
•  Ins;tu;on	  
•  Short	  term	  
•  Long	  term	  

CANVAS	  design	  Emerging	  Technologies	  for	  teaching	  and	  learning	  
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