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que impiden la adopcion
De la tecnologia



Seven Years of the NMC Horizon Report Higher Education Edition

0 KeyTrends | 2012 | 2013 | 2014 | 2015 | 2016 | 2017 [ 2018

Blended Learning Designs

Growing Focus on Measuring Learning

Advancing Cultures of Innovation

Redesigning Learning Spaces

Deeper Learning Approaches -

Collaborative Learning
Evolution of Online Learning
Rethinking the Roles of Educators
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Proliferation of Open Educational Resources
Rethinking How Institutions Work
Cross-Institution & Cross-Sector Collaboration
Students as Creators

Agile Approaches to Change

Ubiquity of Social Media

Blending Formal and Informal Learning

Decentralized IT Support

Ubiquitous Learning -

Rise of New Forms of Interdisciplinary Studies
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* Rediseno de los espacios de aprendizaje Entornos de aprendizaje sociales

* Cambio a enfoques de aprendizaje mas Entornos Personales de Aprendizaje (PLE)

profundo

Aprendizaje abierto (Open Education)

* Avance en la cultura del cambio y la
innovacion

Aprendizaje hibrido

* Crecimiento del interés en la analitica de
aprendizaje

Tendencias clave que aceleran la adopcion de nuevas tecnologias




TOPICS  FUTURE OF LEARNING LEADERSHIP  SERIES = SMART SCHOOLS
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Three Ways to Design Better Classrooms
and Learning Spaces

By Guest Author - November 23, 2016

https://www.gettingsmart.com/2016/11/three-ways-design-better-classrooms-learning-spaces/
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CONNECTED -/

EQUITABLE, SOCIAL. awo PARTICIPATORY

| 2772/@

Connected learning is a model of learning that holds out the possibility of reimagining the
experience of education in the information age. It draws on the power of today’s technology
to fuse young people’s interests, friendships, and academic achievement through experiences

(ProDuCTION )
CENTERED

Connected leaming prizes the
|earing that comes from actively
producing, creating, experimenting,
and designing. because it promotes
skills and dispositions for kfefong

learning, and for making meaningful
contributions to today's rapidly

ea:g ng work and social conditions:

INTERESTS )

Interests foster the drive to &
gain knowledge and expertise. &
Research has repeatedly showne
that when the topic is personally g
interesting and relevant, learners’#§
achieve much higher-order learni

outcomes. Connected learning views:;

interests and passions that are
developed in a social context as
essential elements

SHARED PURPOSE |
Today's social media and

web-based communities provide
unprecedented opportunities for
caring adults, teachers, parents,
learners, and their peers to share
interests and contribute to

common purpose. The potential

of cross-generational learing and
connection unfolds when centered

~ 4@ EXPE&TiSE ; - : o -\ and community, beczuse

on commen goals

meaningful and

knowledge-rich ecology of ongaing participation,
L« seli-expression, and recognition. In their everyday
Il exchanges with peers and friends, young people
fluidly contribute, share and give feedback
& Powered with possibilities made available

b+ by today's social media, this peer culture
B can produce learning that's engaging
€ and powerful

OPENLY. 1
NETWORKED

Connected learning
environments link
learning in school, home,

laced with hands-on production, shared purpose, and open networks. HER’ Clll.tllRE g,”r;?f”a'sgr;
S o

‘ ) > learners achieve best when
t L ) ad \ < = ‘ | their learning is reinforced
4 3 ; and supported in multiple
< \\'{\ 1 S S i 3 oy bt/ settings. Online platforms
)) ‘ A ACEDA can make learning
s — — T ™ ‘ Vi resources abundant,

“‘&SE.;T""NA - accessible, and visible

( E \\ w ) ) ‘
= . B 1a) 2 S g across all leamner settings.
Connected learning
ACADEMIC recognizes the
: importance of

academic success for intellectual growth and
2s an avenue towards economic and political
gpportunity. When academic studies and institutions
draw from and connect to young people’s peer culture,
nd interest-driven pursuits, learners flourish

ACTIVE RELEVANT REAL-WORLD EFFECTVE HANDS-ON

NETWORKED INNOVATIVE PERSONAL TRANSFORTATIVE

XPLANATIONS 2002 tacns o

ope3dxduo)d afezipuaidy

https://emocreativos.com/2012/06/01/connected-learning/
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To Be MOEE FlLEXIBLE
WE NEED TO BE MOZE

OI’EN

By Gavin Blake, https://twitter.com/feverpicture - https://www.facebook.com/photo.php?fbid=555325557833359&set=a.555325261166722.1073741825.152524824780103&type=3&theater, Copyrighted free use,

https://commons.wikimedia.org/w/index.php?curid=25311400

WE HAJE ExPECTED
OUE STHENTS To BE
FLEXIBE...

IT 15 TIine FOZ

EDCATION To RE

FLlexipLe .
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LOCALIZACIONES FiSICAS

® MUuUsSeos

® galerias arte

e universidad

e trabajo

e escuela

e casa

o café

o bibliotecas/librerias

ipad android

eeee

navegadores web

Redes
personal/ambiental/publico
® amigos/familia

® social/profesional

e colegas/lectores

o universitarios/alumn@s
o redes sociales

@ nota:todo se solapa

AUDIO/VIDEO

B & LOC, VIRTUALES

COLABORATIVO
T
&

™

googledocs google drive
ONLINE VIDEO Sy

BOOKMARKS

~ulo1?

delicious diigo pinterest instapaper

BUSQUEDA ONLINE

Personal Learning
Environment

qr reader quora
Gougle Google

PRODUCTIVIDAD

/

\BLOGS/ FEEDS

Go:gle calendar
google calendar

9
keep

calendar
MEDIOS
TRADICIONALES

LOSTAT
E MI“““ e periddicos

e television

blogger

australian lost at e minor S
curriculum e radio
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Developments in Technology

Analytics Technologies

Adaptive Learning Technologies

Games and Gamification

The Internet of Things

Mobile Learning
Natural User Interfaces

Bring Your Own Device
Makerspaces

Flipped Classroom
Wearable Technology

3D Printing

Tablet Computing
Artificial Intelligence
Next-Generation LMS

Affective Computing

Mixed Reality

Robotics

Quantified Self

Virtual Assistants

Massive Open Online Courses

eAlleaNpa e1Sojouda) ua sonnealIusis sojjoliesa



* Analiticas de aprendizaje y aprendizaje
adaptativo (personalizacion del
aprendizaje)

* Makerspaces (espacios de fabricacion) y
robotica

* Realidad Aumentada y Virtual

* Inteligencia Artificial

Desarrollos importantes en tecnologia educativa

Trabajo en la nube y desarrollo de espacios
colaborativos

Aprendizaje mévil y ubicuo
Gamificacion

Flipped Classroom




2004 2005 2006 2007 2008 2009 2010 2011 2012 2013 2014 2015
One Learming Uki- Parsonal Uszar- Grass- Claud Opan Electronic Mobile Massivaly Flipped Bring Yaur
Objects quitous Broad- Created rools Com- Content Books Apps Open Class- Chaim
Year or Wireless casting Content Wideo puting Oniling alalyy] Devica
Less Courses {BYOD)
Scalable Extended Social Social Met- Colla- Mobiles Maobile Mobiles Tablat Tablet Learning Flipped
Vector Learning Come- working boration Come- Come- Com- Analytics Class-
Graphics puting Webs putinig puting puting FOGM
Two to Rapid Intedligent The Mabile hdorbile The Electranic Garme- Game- Games & b Maker-
Proto- Searching Phones in Phones Broad- Parsanal Books Based Based Gami- Printing Spaces
Three typing Their band Wab Learming Leaarnirg fication
Years Pockets
Peualti- Edu- Edu- Virtual Data Gao- Simple Alg- Laarning Learning Games & Waarable
miodal cational cational Worlds Mashups Every- Aug- mented Analytics Analytics Gami- Tech-
Irterfacas Gaming Gaming thing miented Raality fication nalogy
Reality
Four to | Know- Social Aug- Massively Social Semantic Gesture- Geslure- Gestura- 3D Quantified Adaptive
. ledge Metworks mented Pelualti- Operaling Aware Basad Based Based Prirting Self Learning
Five Wabs & Knone- Reality & player Systemns App- Caom- Com- Com- Tech-
Years ledoe Enhancad Edu- lications puting puting puling nalogies
Vilebs Visuial- cational
ization Gaming
Context- Confext- Context- The New Collective Smart Visual Learning Internet of Wearable Wirtual Internet of
Aware Aware Aware Scholar- Intedli- Objects Data Analytics Things Tech- Asgsistants Things
Com- Com- Environ- ship & gence Analysis molagy
puting puting/ ments & Emerging
Aug- Devices Forms of
mented Pub-
Reality lication

2016 2017 2018
Bring Your Adaptative Analytics
Own Device Learning Technologies
BYOD Technologi
es

Learning Mobile Makerspaces

Analytics Learning

and

Adaptative

Learning

Augmented The Adaptative

and Virtual Internet of Learning

Reality Things TEchnologies

Makerspaces | Next Artificial
Generation Intelligence
LMS

Affective Artificial Mixed Reality

Computing Intelligence

Robotics Natural Robotics
Users

Interfaces
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https://dougbelshaw.com/blog/2016/11/11/thoughts-gsuite-education/
http://aplicabilidadtrabajosenlanube.blogspot.com/2016/03/aplicabilidad-del-trabajo-en-la-nube.html



-
How to GAMIFICATION +,

Run a Successful Gamification Project

A guide by Pete Jenkins

1 Assess Objectives o Player Type Strategies 5 Design a Prototype

~ Define the '@—" Find a Theme
[ 7 JN s - N Demographics :
of the Players
Agree Key List All Prioritise Assess if rQl\l
Business Objectives Objectives Gamification
Objectives is applicable @ Pluy Test It

e Gather Intelligence

Identify User oroducti
ot fre Moivations o roduction
&-()-@-E
' 8 Y G
(XX
Organisation's Existing Speciﬁcdations Existing and

Build a 2
Prototype
Create 4
a Specifications Boc)
Document

Development Metrics _an Planned
Plans wireframes Technology
Platforms
Choose Your Project
Team Management gg}'?g;;% Roll it Out
; Choose Game
Define the Target Behaviours : Follow Up Plannin
e Mechanics for P 9
Each Player Type
BSelecl List Target D&ﬁr;e the Repeal for
usiness User etrics
Watch Out Assess Develop Features Plan Regular
Oblective Behaviours Objectlve For Disruptors Effectiveness Overall, For Improvement Fresh Content

And For Each
Game Mechanic

GAMIFICATION E"J <‘ 01273358000 petejenkins @ pete jenkins@gamificationplus.uk Q gamificationplus.uk  © 2016 GAMIFICATION+ LTD

https://gamificationplus.uk/gamification-project-design-framework/
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@ duolingo

F i i
< Courses rench Fihls Take a test to jump ahead!

Are you a beginner?
Start here with the Basics

Not a beginner?
Try this Placement Test

It takes about 5 minutes, and

“» adapts to your level by getting
o @

harder (or easier) based on your

answers.
Basics 2 Phrases
0/5 0/4
D U\
®
Learn Practice Shop

http://lamotora.com/duolingo-o-el-sistema-educativo-del-futuro/

Quit
d

Translate this sentence

A girl

Une fille

& You are correct

Too cute! Thanks so much
for helping him out this year!

https://www.classdojo.com/es-es/
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MY

https://www.teachermagazine.com.au/articles/mobile-phones-in-the-classroom-what-does-the-research-say
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40 herramientas para aplicar la metodologia flipped classroom en el aula

Si quieres innovar y llevar a la préctica esta metodologia, con aulaPlaneta puedes hacerlo de manera muy sencilla.
Ademds, te presentamos otras 40 herramientas para darle la vuelta a tu clase

Desarrollar actividades
individuales y colaborativas

Generar cuestionarios
interactivos

@ QuizMEOnline

o L
0CoNQr

gnowledge lﬁ socrative

aulaPlaneta®

Ba educaplay
thoodle

e

Fomentar
el aprendizaje
colaborativo

A & QUIZSWGr e
Crear presentaciones ~ aulaPlaneta

Google

(2]
] Office 365

aulaPlaneta®

Quizlet

GeaGebra

Crear murales
virtuales

{teAchnology

e et

Rubric Maker

aulaPlaneta®

rusiIsTalr

/Mmovenote

FECC00  PANSPTO
whoyak

SCREENCAST & MATIC

* EDpuzzle

o yorur aven

Evaluar a los

de rubricas

Crear videolecciones
o videos interactivos

Publicar o divulgar
los trabajos

www.aulaplaneta.com @Ikl aulaPlaneta

http://www.aulaplaneta.com/2015/05/12/infografias/cuarenta-herramientas-para-aplicar-la-metodologia-flipped-classroom-en-el-aula/

alumnos a través
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http://abctherapeutics.blogspot.com/2016/05/the-demise-of-authentic-makerspaces.html
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ttps://support.google.com/edu/expeditions/answer/6335093?hl=es



https://gacharters.org/newsletter/google-expeditions-allows-westside-students-take-virtual-field-trips/
https://support.google.com/edu/expeditions/answer/6335093?hl=es

Significant Challenges

Competition from New Models of Education

|ouU23)

e] ap uondope e| uapidwi anb soanedl}iudis soljesaq

Blending Formal and Informal Learning

Improving Digital Literacy

Integrating Technology in Faculty Education

Personalizing Learning

Authentic Learning Experiences

Rewarding Teaching

Insufficient Metrics for Evaluation

eiso

Embracing the Need for Radical Change
Rethinking the Roles of Educators
Achievement Gap

Advancing Digital Equity

Managing Knowledge Obsolescence

Balancing Our Connected and Unconnected Lives

Teaching Complex Thinking
Scaling Teaching Innovations
Expanding Access -
Academics’ Attitude about Technology
Documenting and Supporting New Forms of Scholarship -
Adapting Organizational Designs to the Future of Work

Economic and Political Pressures




Mejora de la Competencia Digital Docente * Adaptar los disefios de la organizacion al
futuro del trabajo

Replanteamiento del rol del educador/a
* Mezcla del aprendizaje formal, no formal e
informal (nuevos modos de aprender)

Personalizacion del aprendizaje

Experiencias de aprendizaje auténtico
(metodologias activas)

Desafios significativos que impiden la adopcion de nuevas tecnologias
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JRCSAENCE FOR POLICY REPORT

European Framework for the
Digital Competence
of Educators

oml-:f:ifw MARCO COMUN DE

Yves Punie (Editoy

COMPETENCIA

DIGITAL DOCENTE

OCTUBRE 2017

https://ec.europa.eu/jrc/en/publication/eur-scientific-and-technical-research-reports/european-framework- https://aprende.intef.es/sites/default/files/2018-05/2017 1020 Marco-Com%C3%BAn-de-Competencia-
digital-competence-educators-digcompedu Digital-Docente.pdf
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https://aprende.intef.es/sites/default/files/2018-05/2017_1020_Marco-Com%C3%BAn-de-Competencia-Digital-Docente.pdf
https://ec.europa.eu/jrc/en/publication/eur-scientific-and-technical-research-reports/european-framework-digital-competence-educators-digcompedu

Educators’ professional

competences

PROFESSIONAL
ENGAGEMENT

Organisational

communication

Professional
collaboration

Reflective practice

Digital CPD

Educators’ pedagogic

engaging leamers

https://ec.europa.eu/jrc/en/publication/eur-scientific-and-technical-research-reports/european-framework-digital-competence-educators-digcompedu

—

competences
DIGITAL TEACHING
RESOURCES AND LEARNING
Selecting prmm— Teaching
ﬁ Creating & moedifying Guidance
2 Managing, n—— .
P | protecting, sharing Collaborative learning L
— Self-requlated learning
EMPOWERING
ASSESSMENT LEARNERS
Assessment strategies / Accessibility
& inclusion
S Analysing evidence \_ Differentation
& personalisation
Feedback & planning 7 \ Actively )

Learners’
competences

FACILITATING
LEARNERS' DIGITAL
COMPETENCE

Information &
media literacy

Communication
Content creation
Responsible use

Problem solving


https://ec.europa.eu/jrc/en/publication/eur-scientific-and-technical-research-reports/european-framework-digital-competence-educators-digcompedu

TPACK and SAMR: Lesson Plan Analysis

TRANSFORMATION

ENHANCEMENT

Augmentation: Tech acts as a direct tool substitute,
with functional improvement

Substitution: Tech acts as a direct tool substitute,
with no functional change

Based off of Dr. Ruben R. Puentedura’s SAMR Model

[
[
\
\

/

- -
~” -
e Technological \
Pedagogical Content
Knowledge \

/ (TPACK) \

Testecogol  / Aecnoctogon X T
Knowledge “°TK ge Knowledge
(TPK) (TK) (TCK)

Pedagogical Content /
Knowledge Knowledge

(PK) (CK) /

\ <R s
\ Knowledge /

™~ Contexts _.~ ~
Reproduced by pefmission of.the.publistiér, © 2012 by tpack.org
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Tech acts as a direct tool
substitute, with no functional
change

Tech acts as a direct tool
substitute, with functional
improvement

extensions to collaborate and share

Modification

Tech allows for the creation
of new tasks, previously
inconceivable

Teachers and students use Google
Drive or tablet/chrome apps and

feedback and differentiate
assignments... »

*  Google Drive for providing digital
feedback through comments feature
or through add-ons such as Kaizena

. Google Drive for real-time
collaboration with peers in the
classroom or across the world,

e Use tablet and chrome
appslextensions for creating through
screen capture, video production
and editing etc.

discussions, and progress in &
Google+ community or Google
Classroom :

g o
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ABP

https://www.oei.es/historico/divulgacioncientifica/?Aprendizaje-Basado-en-Problemas

ABR

Pregunta esencial

Preguntas guia Acti;’:. :d“ Recursos guia

Solucién - Implementacién

Publicacién:
Documentacion /

Publicacién:
Implementacion de los Reflexién de los

estudiantes estudiantes

Figura 4. Marco metodologico del Aprendizaje
Basado en Retos de Apple (2011)

https://observatorio.itesm.mx/edutrendsabr
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https://www.oei.es/historico/divulgacioncientifica/?Aprendizaje-Basado-en-Problemas
https://observatorio.itesm.mx/edutrendsabr

a PERIODIC TABLE of Disefio de actividades en base a taxonomias @ Wabisabi

3 Bloom’s Digital Taxonomy Activities |

Describing

Blogging

Bo B Remembering | Analyzing Fim
Bookmarking ‘Mind Mapping
- Understanding - Evaluating

- Applying - Creating - AU Dsg

Designing

Filming

Ne

Networking

Su

Summarizing

Hi

Highlighting

Com | Jo

Commenting Journalling

R Exp
Recalling Explaining
Fa Pe
Favouriting Predicting
Se Ds Id
Bulleting Demonstrating Identifying

IL P Mfy | Pdc

Hlustrating Planning Moditying Podcasting

In Ap | Ma Pb | Rpy

Interviewing  Appraising ing Publishing Roleplaying

e
| Cmp

Comparing

Sharing Proofreading Surveying | Deconstructing Repo! Wiki Building

Constructing Deducing | Categorizing inking Producing

wabisabizen.org



gamificacion

o

competencia realidad aumentaday
digital virtual

riRaaite metodologias
e activas: abp, abr...

espacios

entornos personales de
aprendizaje (PLE)

aprendizaje movil

makerspaces

objetivos de
aprendizaje:
Bloom, SOLO...

aprendizaje
abierto

flipped
learning

analiticas
de
aprendizaje

aprendizaje
social




La educacion ayuda a la
persona a aprender a ser lo que
es capaz de ser.

Hesiodo




SE ACABO EL LIMITE DE TIEMPO:

HEMEO 30 minutos
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LEARNING TO LEARN
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