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Instructional Design Trends and the Influence of Technology

Technology influences many aspects of one’s daily life, and its use can simplify processes, increase efficiencies, and improve communications. Each day people from around the world use computer technology to conduct business, complete banking transactions, play games, shop, and even attend school. Education is one field that technology will continue to influence over the next decade, and computer literacy will become a prerequisite for learners, teachers, and instructional designers. A reliance on computerized devices to perform common school assignments and an increase in the use of these devices will be factors in the development, design, and delivery of online course content. Technological advances affecting instructional design will create a need to deliver education through a variety of media. T The following describes instructional design trends in academic and professional learning over the next 10 years, what and who will influence course content, who will be developing and designing adult learning, and how these trends will impact the future of instructional design.
“Instructional Design models flourished in the 1970s and into the 1980s,” (Kallio, 2008, p. 2). By the early 1990s, computers were brought into the classroom, and in the late 1990s Internet instruction became part of the curriculum for teachers and students. During the first decade of the 21st Century, the maturity of the Internet enabled concepts, such as Web 2.0 and eLearning 2.0, which are becoming commonplace in the classroom. The prevalence of high-speed Internet has enabled online access for a wide audience including homes, businesses, and academia. Many of the technologies developed over the past 15 years are the enablers that will used to enhance future educational environments and instructional designs. 
Trends in Academic and Professional Learning Over the Next 10 Years

In the next 10 years, technology will continue to become a major factor in instructional design and teaching. Content and curriculum will be available to students on demand. Mobile device platforms, such as the Kindle and the iPhone, along with social media technologies, such as iTunes U, RSS feeds, and Twitter will play a key role in instructional design and the classroom. 
The following outlines examples of how technology will continue to play a role in education, how these technologies will impact the instructional design, and how instructional design will need to be approached and implemented.

A resource commonly used by all students and a resource teachers frequently turn to is the library. Tomorrow’s library will not be the brick-and-mortar library many learners use today but will be a bookless library. Thorin stated “Let’s face it: the library, as a place, is dead” (as cited in Kolowich, 2009, ¶2). Major research universities have begun moving their books to off-campus storage facilities due to space issues and a diminishing need for hard copies on site. Libraries everywhere are eliminating pricey subscriptions to printed academic journals, often opting for less expensive digital versions. Greenstein wrote, “We're already starting to see a move on the part of university libraries to outsource virtually all the services they have developed and maintained over the years” (as cited in Kolowich, 2009, ¶3). Within the decade, groups of universities will share print and digital repositories eliminating the need to inventory and store books. Further evidence of the digital library can be found at Google, the well-known search engine company, as universities are moving thousands of books online.


The tools used to create instructional design will continue to evolve over the next 10 years. Companies such as Blackboard, the current market leader in instructional design tools, and newer companies such as SunGard, will continue to integrate social technologies into their products. According to Nudelman, “When professors are building a course they will be able to use keywords to locate relevant content on particular topics and events, and integrate the material into their classes” (as cited in Kolowich, 2009, ¶3).

Campbell said, “Online courses as a growth industry in an increasingly wired world” (as cited in Kolowich, 2009, ¶3). Online learning, or E-Learning, has three phases. The first phase starts with faculty learning how to publish content on the Internet. In the second phase, faculty will learn how to add interactive features so students can communicate with their professors. In the third phase, faculty will learn to extract values from those transactions and use social technology. Future instructional design tools will enable colleges and universities to measure student participation via periodic evaluations and other post-facto assessment tools, and with varying degrees, allow students to interact with the course material, their peers, and their instructors in real time.


Incorporating social media technology, such as Twitter, into classroom activities is another example of a future instructional design trend. According to Campbell, “The Tweeter network has been vitally important to me as a professional. If this network is good for me as a learner, could it be good for my students as learners?” (as cited in Kolowich, 2009, ¶4). A number of professors at leading universities across the country realize how useful the Twitter site is as a real-time resource for feedback and information.

Technology changes in the classroom and in instructional design indicate that instructional designers, teachers, and professors will need to be more technically knowledgeable than ever before. Embracing technology will help them “better connect with their students” (Lowery, 2009, p. 1). Instructional design tools and course content will continually need to evolve to keep up with technology trends. Changes to instructional design will include the need to deliver educational content and curriculum using different media and deploy the content and curriculum onto different media devices. No longer will it just be satisfactory to deliver online classes to a student’s browser and desktop PC. Mobile devices, such as the Apple iPhone and the Amazon Kindle, will be a basic part of the learning environment. Collaboration and other social technology, such as Twitter or similar online micro-blogs, will replace discussion forums currently used by online universities. “As the Tablet PCs are being utilized in future courses, it is important for faculty members to believe that Tablet PCs are effective for student learning. It has the potential for enhancing online course delivery” (Lowry, 2009, p. 1).

The classroom has expanded beyond out-dated textbooks to include the whole world in real-time. Research studies and reports are no longer found only in libraries, but are available to everyone with Internet access. Updates continually appear with new hypothesis, procedures, and vision as teachers and students become more guides, mentors, and collaborators; sharing knowledge rather than hording it for themselves. Each development presents new dilemmas to solve or unforeseen connections with previous learning. Students are demanding more from instructors. Instructors are requiring more active participation of students rather than rote learning from lectures and textbooks. Instructional design is requiring designers to address higher level thinking strategies from all involved in changing the future of education.
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