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Agenda

1. Why technology in 
education? 

2. “How To:” Solutions
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Let’s go back in time

…and then back to the present
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Today’s Classroom Challenge: 
Getting students to pay attention and 

be interested in your subject
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….think about when you were a student

What did you like? 

There was not the technology we have today, but you probably appreciated any 
“cool” teacher that came up with something innovative that you felt allowed 

you to escape the routine school days 
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The Factory 
Method of 
Education

Part of the Problem
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How to Effectively Use Technology
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When technology initiatives fail:

- Teachers think they are going to be replaced

- Teachers are not capacitated to use the 
technology

- No follow-up involved

How technology initiatives succeed:

- “User Experience” in education: Teachers 
should talk to students to identify gaps 

- Technology should be seen and designed as a 
teacher's assistant and be used as “support”



How Using Technology can Help

• “First aid” in curing 
attention deficit in the 
classroom:
• Turning students from 

consumers to producers of 
information 

• Turning professors from 
teachers to facilitators and 
coaches 
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Case-Based Learning
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3

4

Project-Based Learning

Simulation-Based Learning

What 
can 
we 
do?

Online Learning Platforms1



1
Online Learning Platforms customized 

by teachers to facilitate and improve 

communication with students and to 

ease students’ preparation before 

classes by pre-uploading all materials 

ahead of time.
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2
Case-Based Learning by actively 

involving students in the analysis of 

company rooted scenarios to help 

them develop and/or improve 

crucial decision-making skills.
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Project-Based Learning so that 

students can use their acquired 

new knowledge and skills for finding 

solutions to real-world problems 

and challenges.
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4
Simulation-Based Learning to 

improve students' knowledge and 

develop skills to tackle complex 

problems with the help of virtually 

generated scenarios.
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1. Engage and interact with students and other faculty 
in discussions

2. Dare to experiment 

3. Assess the learning progress of the students 
periodically

4. Seek support from other faculty and feedback from 
students

4 Steps for Designing a
Learning Experience 



Experiment: Blended Learning
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Case-Based Learning
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Project-Based Learning

Simulation-Based Learning

What 
will
we 
do?

Online Learning Platforms1
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