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5 years — 22 PhD, 64 masters
Domain through Futures Studies
15 modules each

Blended

Weeklong workshop in middle






The Living Learning System - 2025

How is it different from the present?

Present

e Classroom dominates

* Non-integrated curricula

* Traditional subject baseline
* Tests —single institution

* Teachers

* |nstitutionalized

e Authoritarian Teacher centered
e Academic book only

e 2D materials

* Limited experiential learning

Future (2023-2025)

* Fluid learning environments

* Integrated, micro-modules, pathways

e Future work-life needs

* Micro-certs, multi-institution

e Human mentors, robots

e Edu-enterprises, connectors,
consortia

e Student-centered

* Al knowledge integrators

e 3D/4D, AR, VR and virtual overlays...

* Simulation, maker spaces,
collaborative hubs



Where do we start?

Structuring course and mapping content?
How you will assess/evaluate?

Who are the students?

Learning goals/outcomes?

Pedagogical considerations?

The optimized environment?

Support tools?

How to optimize student engagement/mastery?



Beyond Seimens; Rotherham and Willingham
Living Learning - Emerging skill repertoire
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Understanding the emerging learner

Enhanced human
potential

Multiple identities
New anchors

New metaphors,
symbols and signifiers

Personal value

Learning as lifestyle



Group
cohesion

Learning
alternative
thinking tools

Changing
perspectives

Open
communication

Underlying
learner

platforms

Updating
competency and
contribution

Each student
learns to own
the strategy

Own story
& relevance

Accumulated
knowledge
acquisition







The Living Learning System
Integrative design model

Optimizing design, content, interaction, engagement and
implementation



, Leverage

Multimed existing Any
ultimedia student format

inputs and P '. <Kills | delivery
outputs i , S

points

s - 1l ey proof
Self- \ — Experiential pr_

evolving learning

course

' Context-relevant ™

Sensory ' / learning
augmentation _ ¥ environments &

styles

The key course development pillars



Course structure: The future of learning - 2025

/ e Exploring the future
e Creating the future

e Implementing the future
Design brief
for a

curriculum of
choice - 2025



Course Objectives

Rethinking learning and tech

Foresight process and methods

Future Iandscape/scenarios

Alternative thinking tools

Develop a
curriculum design
for a course you
want to teach in
2025



Competency-based assessment

Grading points

Creativity and originality: 25%
Contribution to future course design: 10%
Future focus: 20%

Analysis, reflection and application: 20%
Depth and breadth of content : 15%
Social intelligence: 10%

Students learning xAPI



The Living Learning System
Integrative design model
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Optimizing interaction, engagement and collaboration






Creating engagement through
“personal ambience”

Making key

assignments

personal
Harmonizing Balancing novelty and
positive and complexity with

negative emotions existing skills

Derek Woodgate: The Sense event (2012)



An interactive/group learning climate

Sense of creating and contributing to the future

Open discourse and debate — teams of mixed
skills

Studio student to student interviews
Testing and sharing feedback on learning tools

A learning narrative built by students around four
elements, namely:

Minimal assumptions
Unfinished artifacts
- Group success

Become their own story






The Media Lab/Learning Lab

Available tech:

Visual tracking, robot cameras, tools for scene
development and human interaction with virtual
objects. VR and AR, virtual world sandbox,
holograms and VJ mapping, avatar building,
software platforms, wearables, Al...



Technological change

e Gamification
 Location-based Learning
e Augmented Reality

e Wearable Learning

e |ntelligent Environments

* Nanotechnology



Technological change

Augmented Virtuality

Data Mining, Informatics, and Data Visualisation

Advanced intelligent learning tools and displays

Learning Implants and brain-computer interfaces
Fluid interfaces and interactive haptics



Learning Technologies integration

 Determining the relevant integrated
multimodal academic activities and cadence

e Create a variety of context relevant learning
environments






Living the future learning experience

 Multiple critical change agents
e STEEP (Society, Technology, Environment, Economy, Politics)
e Paradoxes and hybrids

e Reconceptualization

Future

of
Rhizomatic learning

thinking meets
“think like a DJ”




Develop Concept platforms



Living Learning: The Art of Awesome

The scenario can be created and delivered in a
multitude of formats:

Conventional storytelling: “A day in the life"
Multimedia 3D world visualization
Interactive, immersive and simulation
Gamification

Multimedia and multisensory performance pieces



Future scenarios — 2025
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Future Scenarios- 2025






Learning languages 2025












VR game to teach and feel experiential
learning

A conversation is designed to allow the
game player to choose their VR experience
either at Georgia Tech’s Invention Studio or
Freeside Maker Space.



Living Classroom History of

Multimedia
Shape of a book — projection mapping

The mapped sculpture shape
shifted and content shifted to
depict the multiple potential types
of learning sources and
environments in the future as well
as the changes in the way we will
learn and teach.



Think like a DJ

Deconstruct
Mutate

Spin
Transform
Migrate
Displace
Simulate
Fuse
LERNEE

Recombine =» Transformative concepts



Thank you
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