
2020 Key issues for teaching 
and learning with technology 
in higher education (HE)

Dr Victoria Daskalou, Department of Economics 
University of Patras, Greece

Upatras Opatel Scientific Coordinator: Prof. N. Karacapilidis
Training Workshop at Aveiro, 24-28/2/2020



Greetings from 
Greece!

Καλημέρα!
Good morning!
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University of Patras

3rd largest public 
university in Greece

Since 1964

29.901 undergraduates

3.931 postgraduates

7 Schools 

35 Departments

49 Postgraduate Programs of 

Studies

161 Laboratories

17 Clinics

715 Faculty + 226 teaching staff

6/2019 3



About me
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https://blogs.upatras.gr/daskalou/

https://blogs.upatras.gr/daskalou/


Scope of 
presentation

Learning objectives
● Recall important 

developments in 

educational technology 

for HE

● Analyse critical issues in 

teaching and learning 

for HEI & propose 

solutions

Discuss 2020 key issues  
in Teaching and Learning 
with technology for HE
Inspiration: EU Digital Agenda Action Plan, 
EDUCAUSE Horizon Report 
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Important developments in 
technology for HE
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Developments in 
educational 
technology for HE 
(½)
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● Digitization of 
instructor-led training to 
blended or fully online 
learning

● Mobile learning 

● Personalized learning 
(undepersonalized 
teaching) (Feldstein & Hill, 
2016)

● Microlearning

● Games & Gamification

Meet students’ expectations of 
constant access to platforms, 
learning materials, and resources
to learn anywhere and anytime.



Developments in 
educational 
technology for HE 
(2/2)
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Support learner experiences in 
emerging learning spaces 
programmed into extended 
reality (XR)

● Video & Interactive 
video

● Mixed Reality

● Analytics Technologies

● Artificial Intelligence

● Virtual Assistants



Key issues for teaching and 
learning in HE
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#1: Faculty Development and Engagement

How we involve faculty in Ed Tech?

How we enable faculty to craft active 
learning engagement that achieve 
learning objectives?
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Active learning
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Traditional teaching Learning by doing

Low student involvement High student involvement

anything that involves learners in doing and thinking 
about what they are doing



Passive vs. Active Learning
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(Fink, 2003)

Passive Learning Active Learning

Experience Reflective
Dialogue

with:

Receiving 
Information & 

Ideas

Doing Self

Observing Others



Faculty Development and Engagement: Hows?
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● Include faculty in planning, evaluation 
and implementation of any teaching 

and learning initiative

● Implement training and professional 

development for faculty using a 

personalised or consultancy approach

● Use “Centers for teaching and learning”

● The role of instructional designers



#2: Blended learning designs
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How do we construct 
course models to serve the 
effective integration of 
both online and 
face-to-face educational 
activities?

Computer and students, by Triplec85

https://commons.wikimedia.org/wiki/User:Triplec85


Blended learning designs: Hows?
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What is the right “blend”?

1. Low-impact: an online activity is added to an existing module
2. Medium-impact: an online activity replaces an existing activity
3. High-impact: develop a blended module from the outset or 

redesigning of a face-to-face module 

(The Blended Learning Design Framework, 2020)

Source: ECAR 2017 Faculty Study and 2017 Student Study

http://educau.se/bldfrmwrk


#3: Digital competencies
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How do we nurture 
students’ digital 
competencies?

Digital competence ≠ 
use of ICT tools

Digital competence
= confident & critical use of ICT 

Source: Why - what - for whom is DigComp 2.0

https://ec.europa.eu/jrc/sites/jrcsh/files/DIGCOMP-PAGE%2001-%20UPDATED%2002-06-2016.pdf


#3: Digital competencies: Why for Greece?
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Source: Digital Economy and Society Index (DESI)

https://digital-agenda-data.eu/charts/desi-components/embedded#chart=%7B%22indicator%22:%22desi_2a_bsu%22,%22breakdown-group%22:%22desi_2a_bsu%22,%22unit-measure%22:%22pc_desi_2a_bsu%22,%22time-period%22:%222019%22%7D


The EU Digital Competence Framework for 
citizens (DigiComp)
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 Source: https://ec.europa.eu/jrc/digcomp 

Find ideas to integrate 
DigiComp in your 
curricula by:

 

https://ec.europa.eu/jrc/digcomp
https://publications.jrc.ec.europa.eu/repository/bitstream/JRC110624/dc_guide_may18.pdf


#4 Open Education-Open Science
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Open Educational 
Resources

Open-source 
Software

Open-Access 
Research info 

Open Content

Open Practices Open Policies

Open 
Education 
- Science

How do we promote 
Open Education / 
Open Science?



Open Education-Open Science: Hows?

Open Practices

● Involve student in active, 
constructive engagement with 
open content, tools and 
services in the learning process

● Students actively shape their 
learning (e.g by developing 
personalized projects) and 
contributing to public 
knowledge (by creating and 
sharing OER)
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Open Policies

● Content created with public 
funding is openly licensed and 
make widely accessible to 
public

● Link open content and open 
practices to specific 
educational goals (e.g. goal to 
make access to education more 
equitable and affordable)

● Give intensives to faculty



#5 Advancing cultures for innovation

How do we establish a 
culture for innovation in 
our learners?

How do we promote 
youth entrepreneurship?

“Learning from failure”?

21Patras Innovation Quest                  

https://www.patrasiq.gr/index_en.php


The EU Entrepreneurship Competence 
Framework (EntreComp)

Get ideas to support the 
development and understanding of 
entrepreneurial competence in your 
HEI by:
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Source: https://ec.europa.eu/jrc/entrecomp  

https://ec.europa.eu/jrc/entrecomp
https://ec.europa.eu/jrc/en/publication/eur-scientific-and-technical-research-reports/entrecomp-action-get-inspired-make-it-happen-user-guide-european-entrepreneurship-competence
https://europa.eu/!mN66xK


Cultivating the entrepreneurial mindset

At the Institutional Level 

● Policy for supporting 
innovation & youth 
entrepreneurship

● Pre-incubator unit and related 
activities

● Interact in the Triple Helix 
model for innovation
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The Triple Helix model for innovation



Cultivating the entrepreneurial mindset
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Departamental & Course level

● Follow related practices at 
courses:
○ Value co-creation for the 

society
○ Experimentation
○ Collaboration and 

teamwork
○ Learning by doing or 

problem-based learning

Students present their digital enterprise project at the Digital 
economy course of the Department of Economics, UPAT



#7 Improving education through better data 
analysis
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How do we use data to improve 
student success?

What are the opportunities and 
challenges in using data analysis in 
education?



Analytics in education

Challenges

● Intrusive or a violation of 
trust?

● Misunderstood? (e.g. simple 
indicators misinterpreted as 
reflecting broader institutional 
performance or used to rank)

● Time and resource consuming
● Ethical and moral concerns
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Opportunities

● Capture and measure student 
success or failure (eg drop-out) 
and assist students in decisions

● Improve decision making at 
institutional or individual level 
and enable interventions



#8 Learning spaces and makerspaces 
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How can we 
redesign learning 
spaces?

What about 
makerspaces?



Let’s prepare our institutions for 
educational technologies of the 
future…

Discuss with us opportunities and 
challenges in our next brainstorming 
session!
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SWOT analysis
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Education can change our 
future!

Thank you! 
daskalou@upatras.gr



Questions?

You can find my previous 
OPATEL presentations here 
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http://opatel.tums.ac.ir/index.jsp?fkeyid=&siteid=110&pageid=7836
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Note on History of Published Version

The present work is the edition 1.0
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License Notes

The current material is available under the Creative Commons AttributionNonCommercial-ShareAlike 

4.0 International license or later International Edition. The individual works of third parties are excluded, 

e.g. photographs, diagrams etc. They are contained therein and covered under their conditions of use in 

the section «Use of Third Parties Work Note».

[1] http://creativecommons.org/licenses/by-nc-sa/4.0/ 

As Non-Commercial is defined the use that: 

Does not involve direct or indirect financial benefits from the use of the work for the distributor of the 

work and the license holder.

Does not include financial transaction as a condition for the use or access to the work. 

Does not confer to the distributor and license holder of the work indirect financial benefit (e.g. 

advertisements) from the viewing of the work on website.

The copyright holder may give to the license holder a separate license to use the work for commercial 

use, if requested.

36

https://creativecommons.org/licenses/by-nc-sa/4.0/


Preservation Notices

Any reproduction or adaptation of the material should include:

● the Reference Note,

● the Licensing Note,

● the declaration of Notices Preservation,

● the Use of Third Parties Work Note (if available), together with the accompanied URLs.
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Note of use of third parties work (1/2)

This work makes use of the following works:

Pictures/Shapes/Charts/Photos

● Picture of SFU computing science professor Jiangchuan Liu, 2015 Steacie Prize recipient, by SFU@ flickr, 
URL https://www.flickr.com/photos/sfupamr/16552256861

● Picture from Video “APT 2018 Silvia Colaiacomo, Jane Carne - The Digital Classroom Project”, URL: 
https://vimeo.com/283909107

● Computer and students, by Triplec85

● Diagram by ECAR 2017 Faculty Study and 2017 Student Study, Copyright ECAR

● Triple Helix Strategic Interactions in a Developed Country, by Kimatu, J.N. under  CC BY via  
(https://creativecommons.org/licenses/by/4.0) URL: 
https://en.wikipedia.org/wiki/Triple_helix_model_of_innovation#/media/File:Triple_Helix_Strategic_Intera
ctions_in_a_Developed_Country_(Red_Indicates_Science_Park).png
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Note of use of third parties work (2/2)
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● Ellis Hall Active Learning Classroom by Queen’s University@flickr, URL: 
https://www.flickr.com/photos/queensucanada/12442400225

● Active Learning Space 333 by by Queen’s University@flickr, URL 
https://www.flickr.com/photos/queensucanada/12437667135

● Picture of SWOT analysis by Xhienne under CC BY-SA , via the Wikimedia Commons, URL: 
https://commons.wikimedia.org/wiki/File:SWOT_en.svg

https://www.flickr.com/photos/queensucanada/12442400225
https://www.flickr.com/photos/queensucanada/12437667135
https://creativecommons.org/licenses/by-sa/2.5


Annex
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1. Faculty Development and 
Engagement

2. Online and Blended Learning
3. Digital and Information Literacy
4. Accessibility and Universal Design 

for Learning (UDL)
5. Learning Analytics
6. Open Education
7. Evaluating Instructional and 

Learning Innovations
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8. Academic Transformation
9. Adaptive Teaching and Learning

10. Learning Spaces (including 
Makerspaces)

11. Microcredentialing and Digital 
Badging

12. Digital Learning Architectures
13. Integrated Planning and Advising 

Systems for Student Success 

EDUCAUSE Learning Initiative (ELI): 
2019 Key issues in Teaching and Learning

Source: https://www.educause.edu/eli/initiatives/key-issues-in-teaching-and-learning

https://www.educause.edu/eli/initiatives/key-issues-in-teaching-and-learning


Educause Important Developments in 
Educational Technology in HE (2012-2019)

42

● 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
● Blockchain


