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With technological advances, jobs with these three 
qualities are most likely to be automated:

1. repetitive
2. based on rules
3. involve limited or well-defined physicality









Trends of the future: 2025 and beyond

•10% of people will be wearing clothes connected to the internet
•80% will have unlimited (sponsored) backup space in the cloud
•There will be one trillion sensors connected to the internet
•80% of the world’s population will have Internet presence
•The first automobile entirely produced with a 3D printer
•90% of world’s population will own a smart phone
•90% of world’s population will have internet access
•10% of all vehicles on the roads will be driverless
•More than 50% of home appliances will be connected to internet
•More rides will be made on shared cars than on private cars

Source: World Economic Forum 2015





What is driving 
this massive 

change?







Industrial Revolution
Agricultural Economy and 

Rise of Manufacturing

Industrialized  Mass 
Economy

Knowledge 
Economy

Innovation Society



What is Education 4.0?
Paul Feldman, CEO, Jisc, the UK’s 
technology solutions not-for-profit

“We know that some universities are 
already developing an Education 4.0 
experience for students that reflects the 
fast-developing world around them.



1.Western curriculum composed primarily of Religion, Latin & Rhetoric, 
Medicine, Philosophy & Humanities

2.Overlap of religious leaders as teachers
3.Sectarian education
4.Limited scale of education
5.Rote Learning



IR 1.0 and Education 1.0



1. Essentialized curriculum organized along disciplines
2. Teachers as source of knowledge
3. Mass secular education
4. Learners as receptacles of knowledge
5. School is organized like a production line; one-size-fits-all
6. Lecture and memorization



IR 2.0 and Education 2.0



1. Outcomes-based curriculum
2. Teacher as orchestrator/facilitator

3. Learner-centered/ constructivist
4. Technology enabled and knowledge producing

5. Multi-disciplinary
6. Emphasis on HOTS



IR 3.0 and Education 3.0



1. Reality-based curriculum
2. Teacher is learning experience maker
3. Heutagogical 
4. Innovation producing
5. Transdisciplinary and data driven (computational)
6. Transversal competence



IR 4.0 and Education 4.0





Is Education 4.0 a 
bandwagon we cannot 
afford to join in or an 
inevitable reality that poses 
an opportunity we can 
optimize?



What do all these imply on our 
work as educators?



iGEN as the new breed of learners
1. The iGen learners favor storytelling, explainer videos, interactive

games, collaborative projects, experiential learning, and other
forms of visualization.

2. They are good at video blogging and know that they have the
opportunity to be financially independent of their parents by
being a social media influencer. They have access to technologies
that enable them to be entrepreneurial.

3. They can work and study at the same time. Climate change,
ecology-related issues, and healthy lifestyles are their preferred
causes.



We are the fastest growing 
digital population in the 
world with 63% of the 
population accessing the 
internet spending an 
average of 10 hours a day. 



Filipinos are the top 
internet users in the world 
with 47% of our online 
activities spent on social 
media. 











Life-long Learning vs
Life-long Adaptability





From CONTENT
TO

CONTEXT











ANDRAGOGY

PEDAGOGY

HEUTAGOGY





From Students to
Knowledge Co-Creator 

and Communicator



The classroom -
from learning space

to maker-space



SOCIAL

MOBILE

ANALYTICS

CLOUD

Social Media
How do we optimize social media in the courses that we
teach to enhance student experiences and learning?

M-Learning
How do we design our courses in such a way that students’
access to mobile technology improve their learning practices?

Internet of Things
How do we embed in our course management data capture and
tracking which can be used for instructional decisions? How do
we use data to drive learning?

Resource Sharing & Remote Learning
How do we use our courses to make our students and
ourselves visible in the cyberspace?.

4 Key Technologies That Can Innovate 
Teaching









Credits to Pasi Mattila and Pasi Silander







Brain Default – We tend to forget
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Target Learning Outcomes will be:

• Customized
• Context-Based
• Self-Paced
• Problem-solving and Design-oriented 
• Emergent and not fixed
• data analysis skills-oriented
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