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Collaborative Tools for teachers, Authoring Standards, Management and tracking :u=_4!l
of learning outcomes
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Virtual Reality, Rapid Content Development, Virtual Studios, Authoring Tools, :u<_dl
Knowledge Management Systems
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Alternative Assessment Tools and Models, Artificial Intelligence (Examity): <=_dl
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Market Place for Teacher Lessons, Distant Learning Platforms for :u= 4l e
Teachers, Social Networks/Communities for Teachers
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Augmented Reality: This is probably the fastest growing area of innovation
Blockchain Technology: This is the newest opportunity. This is my favorite.
Analytics and Big Data: Information, information, and more information

Gamified Courses and Classes: Gamification has become one of the most helpful
edtech platform ideas today.

Virtual Reality (VR): With VR, students can learn via interacting with a 3D world

Artificial Intelligence (Al) and Machine Learning: Automate key activities such as
grading of subjects and enhance personalized learning among students. Al tutors
can be developed to teach students subjects such as mathematics

3D Printing: Already causing ripples in the education sector. Content that was
previously taught via text books is now being expressed through 3D models



