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https://youtu.be/w-tFdreZB94

¢, Qué tecnologias identificaron?
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Virtual

Disembodied environments, where
learning, discussion and assessment
happen regardless of physicality or
geography.

Studio

Peer to Peer learning environments where groups
coalesce to discuss, learn and solve problems
with each other and the teacher serves as a
Jfacilitator.

Classroom

The prevailing paradigm of a single
teacher addressing dozens of students
unidirectionally in a physical setting.

Data Educational
projectors games

Interactive
whiteboards

Achievements
& badges

Electronic
paper screens

2012

Educational
programming
tools

Billed as an evolution in grading

Ien.i;iéed :-?:he:' e come:?e, 16 ) mechanisms, gamification brings instant

O thie oSO ohn = | Sfeedback to acquired knowledge through
- GAMIFICATION achievements and points systemns.

5

Student-
developed
apps

Rather than considering IT a standalone tool
or skill, digitization tends to disperse
throughout every facet of the classroom.

Self-paced
learning

Comparatively, in studios and
wvirtually, we see ubiquitous,
mobile use of technology-

‘ algorithms
As classrooms digitize, students
2[]20 are free to collaborate with peers
globally.
DISINTERMEDIATION
Undoing the traditional teacher-student
- model, these technologies offer a scenario -\0"’
Object- where Al handles personalization while
Eye tracking embedded teachers focus on teaching. S2s
intelligence teaching
platforms
Mobile
tearning
piatforms

Classrooms, as physical teaching

models, tend to be replaced by studios

and virtual teaching modes. =

Embedding computation to the physical via Task-
Attention intelligent objects, the internet of things, and assignment
tracking connectivity with a profound impact on algorithms
ltearning mechanisms.

TANGIBLE
COMPUTING

4

Instruction becomes project-
performance- and portfolio-based
instead of traditional assessments.

2030

VIRTUAL/PHYSICAL
STUDIOS

(==

Bridging the online—offline gap, these future
technologies offer a potential future where embodiment

E
is secondary to information access. -

Over time, education becomes a continuous,
interconnected effort, allowing students 1o cope

with a perpetually changing world.

Retinal

screens Holography

Neuro-
informatics

2040

Immersive
virtual reality
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Ciclo de adopcion tecnologica

Pragmaticos Conservadores
iEsperemos!

iIQuedémonos
. con la multitud!

Escépticos
iDe ninguna
manera!

Visionarios
iPor delante

itud!
T de la multitud!

iProbémoslo!

Pragmaticos pioneros
y rezagados
(Mayorf(a pionera)

Conservadores Escépticos

(Mayoria (Rezagados)
rezagada)

Visionarios
(Usuarios

Entusiastas
dela

tecnologia
(Innova-
dores)

2.5% 13.5% 34% 34% 16%

pioneros)
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Bohlen y Beal en 1957, difundidos en el libro “Diffusion of Innovation”



https://www.amazon.com/Diffusion-Innovations-5th-Everett-Rogers-ebook/dp/B000FC0NH8/ref=mt_kindle?_encoding=UTF8&me=

Ciclo de tecnologias emergentes

Subiendo
moderadamente

Expectativas Enaumento Enel Descendiendo

‘ Pico
Actividad mas alla de
Proliferacién de los primeros en adoptar

proveedores

Empieza la sobre Empieza la prensa negativa

promocion en los medios
Consolidacion y fracaso

Los primeros en de proveedores

adoptar investigan
Segundaltercera ronda
de capital para

Primera generacion de
emprendimientos

productos, altos precios,
mucha personalizacion :
Adopcion menor al

5% del mercado
total

Primera ronda de
capital para
emprendimientos

Segunda generacion de
productos, algunos servicios

Desarrollo de las mejores
practicas y metodologias

Expectativas
estables

Comienza la fase de

alta adopcién: 20% a 30%
del mercado potencial

ha adoptado la tecnologia

Tercera generacion de productos,

paquetes prearmados,
familias de productos

Pendiente de
iluminacion

Pico de expectativas Abismo de
sobre dimensionadas desilusion

Lanzamiento
tecnolégico

Meseta de
productividad
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Tendencias

tecnoldqgicas 2014

expectations Internet of Things
Natural-Language Question Answering
Wearable Userinterfaces
Speech-to-Speech Translation
Autonomous Vehicles g?;::wm:ei%z:"“g
SmartAdvsors Complex-Event Processing
Data Science Q Big Data
Prescriptive Analytics b In-Memory Database Management Systems
Neurobusiness O Content Analytics
Biochips
Affective Computing - %’:&?ﬂg‘:‘;‘;mmmo -
SmartRobots Augmented Reality Speech Recognition
3D Bioprinting Systems Machine-to-Machine - Consumer Telematics
Volumetric and Holographic Displays Communication 3D Scanners
Software-Defined Anything Senvices g
Human Augmentation Quantified Self Montong 7] . -Enterprise 30 Printing
Brain-Computer Interface . - [| L“Actvity Streams
Connected Home X Y In-Memory Analytics
Cloud Compt':‘t:l'_\g Gesture Control
Virtual Personal Assistants Virtual Rea
Digital Securty SmartWorkspace lity
Bioacoustic Sensing A
As of July 2014
Innovation Peak of Trough of Plateau of
Trigger Inflated Disillusionment Slope of Enlightenment Productivity
Fuente Gartner 2014 Expectations -
time
Plateau will be reached in: obsolete

Olessthan 2years © 210 5 years

@5t 10 years A morethan 10 years @ before plateau
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Tendencias tecnoldgicas 2017

Gartner Hype Cycle for Emerging Technologies, 2017

lv Connected Home
Virtual Assistants | [Deeploathing: Plateau will be reached in:
loT Platform Machine Learning @ less than 2 years
Autonomous Vehicles @ 2105 years

Smart Robots
Edge Computing
Augmented Data

Nanotube Electronics @ 5tot0years
Cognitive Computing /\ more than 10 years

Blockchain

Discovery
Smart Workspace Commercial UAVs (Drones)
Conversational
Brain-Computer User Interfaces Cognitive Expert Advisors
Interface Volumetric
Quantum —— Displays
Computing

Augmentation

Enterprise Taxonomy

and Ontology Management Virtual Reality

Expectations

Neuromorphic
Hardware

Deep Reinforcement
Learning Software-Defined

Anif}cial General Security

Intel ce
e Augmented
Reality
Smart Dust
As of July 2017
Peak of
Innovation Trough of . Plateau of
= Inflated o 3 e
Trigger Expr;ciations Disillusionment Slope of Enlightenment Productivity
Time

Tiversidades

Gartner huac

gartner.com/SmarterWithGartner

Source: Gartner (July 2017)
© 2017 Gartner, Inc. and/or its affiliates. All rights reserved.



Quée es la Adopcidn tecnoldgica?

Definicion.

Es la brecha entre la tasa de cambio de la tecnologia y la tasa de
incorporacion de dicha tecnologia en la vida diaria de los individuos
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Tendencias en HE

Higher Ed Business Trends Higher Ed Technology Trends
Cloud
Competency-Based Education oY Open Microcredentials
Reinventing Credentials Q Digital Assessment
_ Mobile o :
Analytics Everywhere Predictive Analytics
Social
Breaking Boundaries (‘QDCIE VR/AR Comeback
| ]
Revenue Diversification ‘:‘ Hybrid Integration Platforms
Increasing Political Intervention Information Institutional Video Management
—,
Innovative Learning Spaces Artificial Intelligence
Internet of Things Listening and Sensing Technology
Student Recruiting (( @ )) Robotic Telepresence

Source: Gartner (December 2016)
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» Uso eficiente de los recursos

» Entorno externo

» Riesgo, incertidumbre

» Tecnologias no alineadas con la estrategia de la institucion
» Seguridad de informacion

» Conocimiento y capacitacion

» Indicadores

» La tecnologia avanza mas rapido que la adopcion

> La gente

» Vertical de educacién poco atractiva para empresas

» Nivel socioecondmico de nuestras comunidades universitarias
» Problemas técnicos
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