
Emerging 

Technologies in 

Education

What Does the Future Hold?

The Future is Now!



Existing Technologies

Already in use for:

Âcommercial or scientific purposes

Âsocial or recreational purposes

ÂUbiquitous technology



New Technologies 

ÂNew equipment and gadgets

ÂMore cooperative or collaborative 

technology

ÂMore sophisticated teaching, learning & 

classroom management systems

ÂMore user generated content



Major Trends 2006*:

ÂSocial Computing

ÂPersonal Broadcasting

ÂEducational Gaming

ÂCell Phones & Handheld Devices

ÂAugmented Reality & Enhanced Visualization

ÂContext-Aware Environments & Devices

from the Horizon Report 2006 Edition. 



Educational Technologies

ÂSocial Computing

Ãvirtual conferences

Ãvirtual collaboration

Ãfolsonomy; folksomonies; folsomonic 

(ex: wikis)



Educational Technologies

ÂPersonal Broadcasting

Ãpodcast; podcasting

Ãweb blogs; blogs; blogging

Ãvideo blogging ïvlodding



Educational Technologies

ÂGames, educational

Ãelectronic games

Ãgames; gaming; game play or gameplay

Ãoperational gaming

Ãvirtual reality games

Ãcomputer games and education

ÃMOO Multiuser dimension, Object Oriented 

ÃMUDs Multi-user Dungeons 



Educational Technologies

ÂCell Phones

Ãcellular telephones

Ãhandheld computers 

Ã3rd generation mobile telephone technology; 

3G; 3.5G

ÃSMS or short messaging service; text 

messaging



Educational Technologies

ÂHandheld Devices

Ãhandheld computers

Ãpersonal computers

ÃPersonal Digital Assistants or PDAs

Ãpen scanners

Ãtablet computers (or digitizing tablets)

Ãprojectors



Educational Technologies

ÂAugmented reality & enhanced 

visualization

Ã3-d visualization tools

Ãsimulations

ÂVirtual environments

ÂAlternative reality



Educational Technologies

ÂContext aware environments & devices
(dissolves boundries between people and computers)

Çsmart or intelligent Rooms



Major Trends 2007*:

ÂUser-Created Content

ÂSocial Networking

ÂMobile Phones

ÂVirtual Worlds

ÂNew Scholarhip & Emerging Forms of 
Publication

ÂMassively Mutiplayer Educational Gaming

from the Horizon Report 2007 Edition. 



Comparing Trends 2006 to 2007

Â User-Created Content

Â Social Networking

Â Mobile Phones

Â Virtual Worlds

Â New Scholarship & Emerging 
Forms of Publication

Â Massively Multiplayer 
Educational Gaming

from the Horizon Report 2007 Edition.

Â Social Computing

Â Personal Broadcasting

Â Educational Gaming

Â Cell Phones & Handheld Devices

Â Augmented Reality & Enhanced 

Visualization

Â Context-Aware Environments & 

Devices

from the Horizon Report 2006 Edition 



Educational Technologies

Â Virtual Learning Environments
Examples: BlackBoard, WebCT, etc.

sometimes also called:

ÃLearning Management System (LMS), 

ÃCourse Management System (CMS),

ÃLearning Content Management System (LCMS),

ÃManaged Learning Environment (MLE),

ÃLearning Support System (LSS) or

ÃLearning Platform (LP) 



Gadgets, etc.

Âminiaturized personal computers

Â portable pen scanners; pen-scanners

Â 3-D photocopiers creating virtual models

(rapid prototyping machines)

Â better, brighter, lighter, less expensive video-
data projectors

Â better mobile phone with better WWW and 
multimedia capabilities



Gadgets - Mobile

iPods

iphones

wearable computing



Gadgets - Mobile

Handheld Devices


