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Responding to the Changes of Technological Innovation: 
the Vision of the Activity Center for English (ACE) 

Arnold F Arao 
Introduction 

   Any conversation about the future of education must take into account the 
profound effect of technology on personal, social and professional development.  The 
ubiquity of technological innovations and the apparent ease with which they are 
integrated into our daily lives can make it easy to take for granted just how rapid the 
advancement of technology has been.  In 1965, Gordon Moore, a founder of Intel, 
postulated that advancements in chip technology would double every two years. This 
forecast, often referred to as “Moore’s Law” has spurred developments in consumer 
technology, and has driven the explosion of successive technological advancements 
including faster processing speed, increased memory and even higher pixel resolution 
(Samuelson, 2015). To put this exponential growth into perspective, when the radio was 
first introduced, it took 38 years to reach an audience of 50 million people.  The 
television took only 13 years to reach the same number.  The personal computer 
reached 50 million people after only four years.  The now ubiquitous iPhone needed 
less than three years (Kumparack, 2010), while Pokemon Go took only 19 days 
(Nelson, 2016).   

   Not only has digital technology advanced at a rapid pace, it has also become 
pervasive. In a report commissioned by Facebook, some 3.2 billion people around the 
world use the internet (internet.org, 2016).  According to the latest statistics from the 
OECD, 98% of adolescents and young adults have access to the internet, almost closing 
the first-level digital divide (Graafland, 2018, p. 29).  In 2017, there were more mobile 
broadband subscriptions than people.  Japan, for example, had 150 subscriptions for 
every 100 persons (OECD, 2019).  Once in the background, the Internet is now an 
indispensable facet of our daily lives and has become essential to participate wholly in 
society. 

The Effect on Learners 
   Adolescents and young adults are usually early adopters of emerging digital and 

online services (OECD, 2019). Adolescents and young adults today can do things 
previously unimagined.  Software and hardware have become cheaper, more 
sophisticated and easier to use.  Though creativity and expression are not predicated on 
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The New Economies
Not only have advancements in technology affected social interactions, it has also

affected how we do business, giving rise to two distinct “economies”. The first is the
“knowledge economy”, where natural resources and physical products have been 
superseded by intellectual assets (Powell & Snellman, 2004). These intellectual
“commodities” have contributed greatly to advancements in technology and science. 
The knowledge economy can be found in many diverse field, where one of the aims is
to develop and disseminate intellectual assets. This includes marketing, design, 
business and even the service industry. This economy is based upon a highly skilled
workers who are able to apply their knowledge to challenges, innovate and make
workflow more effective. One example that quickly comes to mind is Google, a
company that encourages and thrives on innovation and the cross-pollination of ideas
within and between departments. In the past, it was common to work with one’s
hands, but in the knowledge economy, it is essential that one work with one’ head 
(Englebert & Hagel, 2017, p.104). 

The second economy is what is referred to as the “Gig Economy”. In a Gig
Economy, jobs are displaced from work and work is displaced from companies
(Englebert & Hagel, 2017, p. 97). Jobs are no longer permanent and stable. With the
rapid change in business needs, companies look to freelancers who can respond to a
particular situation. It has become common to outsource jobs to individuals on a
temporary basis in response to particular demands. So much so, that business models
based on this premise have developed. Uber is a prime example. Uber is a ride-
sharing service that owns no vehicles and has no employees. It is a platform that
connects people who require rides, with those who can provide it; furthermore, Uber
monetizes this service. Airbnb is another company that follows similar guidelines,
providing accommodations to travelers. In Japan, Rakuten recently introduced a food 
service delivery based on the same principles. Though in its nascent stages, the Gig
Economy creates an abundance of opportunities, especially for individuals who have the
resilience to overcome challenges and an entrepreneurial spirit to take advantage of
emerging trends in the marketplace.

The Role of Educators
What do these changes mean for educators? With all the new and rapid 

developments in culture and commerce, educators can no longer solely rely on 
traditional teaching models, preparing students for jobs that already exist. In fact, 
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technology, the current generation has at their fingertips, the ability to be creative and to 
express themselves without the limitations of time and place.  This allows people to 
connect and exchange ideas in novel ways (Green & Hannon, 2007, p. 19) reinventing 
what and how they communicate.  The rise of Web 2.0 platforms on which users and 
creators can interact, and the emergence of neologisms such as “hashtag”, “spam”, 
“tweet cred”, “vlogging”, “crowdsourcing” and “frenvy” reflect how connected this 
world has become. 

   This new digital culture encourages participation; on digital platforms such as 
YouTube, Facebook and TikTok, individuals (usually adolescents and young adults) 
engage in active knowledge production.  The traditional flow of information from an 
authoritative source to a captive audience is replaced by multiple authors who pull 
together information from a variety of sources to create original products that are 
destined to be shared with a wide, discriminating audience, who is more actively 
involved in determining what they watch. In fact, the current generation shares a 
different sensitivity from those of the past.  Previously, individuals where passive 
consumer of packaged “goods”, reading through stories, listening to their favourite “top 
40” and channel surfing; now they are their own protagonists in video games, authors of 
their own playlists, and can surf through hundreds of user-created channels or even 
create one of their own. As Kalantzis & Cope note, whereas previous generations 
became literate by reading in their spare time, this new generation becomes literate by 
writing in their spare time (2010, p. 203).  

   Much of the this “writing” and creativity on the Internet serves as a means of 
exploring and developing one’s identity.  The anonymity of the internet allows users to 
experiment with aspects of identity and to understand how that identity is viewed by 
others.  As their digital identity emerges and individuals adapt to a digital 
environment, individuals grow their social network grows through virtual interactions. 
Online or off line, networking services are routinely used to develop and maintain 
interpersonal relationships.  Without the geographic and temporal constraints of face-
to-face communication, the Internet allows for greater homophily and propinquity, as 
users can gravitate to a variety of groups that share the same interests and remain 
connected with anyone, anywhere with relative ease (OECD, 2019, p. 17).   

   To remain relevant in the digital world, users need to keep abreast of 
developments, meaning that users need to be constantly learning and adapting to the 
evolving digital environment and culture.  In other words, successful participants of 
this new digital age need to be lifelong learners. 
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What We Are Doing 
The faculty and staff of Osaka Ohtani University’s Activity Center for English 

(ACE) recognize these issues and are striving to implement technology that innovates
how our students learn. ACE provides digital resources that support and augment
what students do in the classrooms. We have introduced a digital learning platform
that allows students to personalize their learning and explore particular areas of interest. 
They are able to use these resources to explore various aspects of the English language
beyond regular coursework and are encouraged to work at their own pace and apply
what they learn online to regular coursework. This reciprocity between traditional
classroom learning and digital learning concretizes knowledge and encourages students
to take responsibility for their learning development.

The ICT implemented in the classroom allows students to develop digital literacy
skills, particularly creativity and collaboration. Many courses incorporate “digital
learning portfolios” composed of learning artefacts rather than summative assessments.
These artefacts are often the result of collaborative efforts and evidence learning that
takes place over time. Students engage in the creation, editing and updating of
learning products, incorporating not only feedback from peers, but also newly acquired 
knowledge. They are encouraged to use various software and mobile applications to 
explore and express their ideas. In addition, they are encouraged to use this
technology to create learning and study materials that can be shared with their peers. 
These initiatives are supported by a solid infrastructure that facilitates student-student 
and student-teacher interactions. Students and teachers are able to communicate with 
each other anytime and anywhere, across a variety of platforms including email, LMS
and social networking services. The flexibility provided by these services facilitates rich
communication density and timely feedback.

Publishing material that can be shared with others asks that students be mindful of
the needs of end-users. To this end, learners regularly reflect on their products and 
adapt their work to suggestions and comments from their peers. They anticipate future
challenges incorporate prior feedback into their work, facilitating a work-in-progress
mentality. learners also recognize the importance of being able to secure help and
leverage resources to fill in gaps of knowledge. These activities require a high degree
of social skills, and socialization is an important aspect of student learning. Assessing
not only what students know but also how they apply their knowledge supports a
growth mindset. This helps to alleviate the stigma usually associated with making a
mistake and opens students to the opportunities inherent in those mistakes. As
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many majors in colleges and universities today, didn’t exist ten years ago.  There have 
even been estimates that by 2030, 85% of the jobs that today’s students will be doing, 
haven’t been invented yet (Dell Technologies, 2017).  As striking as this may seem, 
this observation is not new.  In 1958, Devereux C. Josephs made a similar observation, 
“Our young people will fill many jobs that do not now exist.  They will invent 
products that will need new skills.” (1958) 

   Yet, what is different from Josephs’ time is the speed of change and that, in 
conjunction with globalization, digital technology has eradicated geographical 
restrictions.  In this new work of the future, talent and skilled labour can come from 
anywhere.  In-the-moment learning and the ability to adapt and innovate in the face of 
challenges have become essential skills.  To do this, individuals must rely on 
teamwork and collaboration as well as capitalize on networks and resources, both online 
and in the real world.  Acquired knowledge is not as important as the ability to put that 
knowledge to practical use, a form of tacit knowledge that can take advantage of 
resources in the environment to respond effectively to challenges.  Tom Friedman 
notes that “in the age of Google, no one really cares what you know, because the Google 
machine knows everything.  All they care is what you can do with what you know.” 
(Englebert & Hagel, 2017, p. 106).   

   Diversity in learning is an important ingredient in supporting learners. Educators 
should facilitate the development of complementary skill sets including technical, 
cognitive, metacognitive and socioemotional competencies (Rabella, 2016).  Digital 
literacy instruction needs to evolve from addressing primarily Web 1.0 activities such as 
operational skills (the skills required to use the Internet and computers) and 
information-navigation skills (the skills required to search, find and understand 
information on the Internet) toward building competency in Web 2.0 activities, which 
require social skills to create and maintain digital social capital, and creative skills to 
develop and share ideas (OECD, 2019, p. 29).  By facilitating the development of such 
competencies, educators can help learners use online engagement effectively, translating 
to greater offline advantages.  As technology continues to advance, education must 
adapt and change with it.  Domain expertise will always be an important asset.  
However, beyond such traditional academics, educators need to equip learners with the 
competencies required to navigate the uncertainty and precariousness of future job 
markets in a rapidly changing world. 
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students come to value process over product, they better understand the role of risk in 
innovation and are more willing to take a chance, as learners. Developing these 
cognitive, metacognitive and social-emotional skills is an essential step toward 
achieving proficiency and building resilience.  The facilities at ACE are designed to 
fully support these initiatives.  Providing dedicated WiFi service, 1:1 classrooms and 
access to a suite of applications, ACE is realizing the classrooms of tomorrow, today.  
     This is just some of what has been happening at ACE since its inception in 2017, 
and there is still much to do. Though this paper has focused primarily on benefits, we 
are not indifferent to the risks inherent in technological advancements.  It is the 
continuing challenge for educators to take full advantages of the benefits of 
technological advancements while helping learners develop resilience to the risks. 
However, by successfully capitalizing on the synergy between human potential and 
technological innovation, it is the goal of ACE that our students will develop into 
lifelong learners who continue to be passionate and curious about the world around 
them. 
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