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TECH 2018 aimed to showcase the role of digital technologies in enabling a shift from “transmissive
pedagogies” to “transformative pedagogies” to create peaceful and sustainable societies.

SDG Target 4.7

By 2030, ensure that all learners acquire the knowledge and skills needed to promote
sustainable development, including, among others, through education for sustainable
development and sustainable lifestyles, human rights, gender equality, promotion of a
culture of peace and non-violence, global citizenship and appreciation of cultural
diversity and of culture's contribution to sustainable development.

At the same time, digital technologies are beginning to transform traditional relationships of knowledge and
learning, making it much easier to achieve many of the long-held pedagogical ideals such as ubiquitous learning,
active knowledge making, dialogical and reflexive relationships, and personalised learning. Technological
advances are also expanding the possibilities of ‘gamifying learning’, making learning fun, interactive, self-paced
and engaging. Digital games have the advantage of combining immersive technology with good pedagogical
practice. They are also helping educators answer ongoing assessment questions, develop children’s intellectual
and emotional intelligences, and break down the boundaries between disciplines and cultures. Digital
technologies offer a huge potential, yet to be fully explored, for transforming education.

Conference Objectives:
1. Provide a platform for dialogue and capacity building across gaming, digital pedagogy and education
stakeholders, including students, teachers and young people;
2. Showcase and demonstrate pedagogical possibilities opened up by gaming and digital technologies in
enabling learners to develop 21st century skills and competencies to shape peaceful and sustainable societies;
3. Critically reflect upon and articulate institutional and ethical implications of embracing digital solutions to
education.

The challenges we face today are very different from those we faced in the last millennium. While experiencing
the unprecedented interconnectivity created by the Internet, we are also witnessing persistent and new
disparities and tensions, alarming illiberal and undemocratic trends, and uncertainties and risks about the future
of the planet we share. Interconnected local to global challenges—ranging from climate change to violent
extremism—call for education that enables learners to engage creatively and responsibly with the rapidly
changing world.

In 2015, in their endeavour to work towards transforming our world, world leaders adopted the “2030 Agenda
for Sustainable Development” and the accompanying Sustainable Development Goals (SDGs). Among the 17
SDGs and 169 targets, Target 4.7 specifically acknowledges the importance of holistic and transformative
education, highlighting the importance of education for sustainable development, peace and global citizenship.



An Introduction
UNESCO MGIEP launched the second edition of its annual international conference titled the 

Transforming Education Conference for Humanity (TECH) 2018 in partnership with the State 

Government of Andhra Pradesh at the Novotel Varun Beach in Visakhapatnam City on November 

15, 2018. TECH 2018, held over three days, showcased the role of games and digital learning in 

enabling a shift from “transmissive pedagogies” to “transformative pedagogies” to create peaceful 

and sustainable societies. 

The conference saw participation by over 1,000 registered delegates from over 50 countries on a 

daily basis and witnessed highly engaging deliberations by experts in various domains related to 

education and technology such as games for learning, artificial intelligence for education, social 

and emotional learning and data privacy & ethics. TECH comprised of 7 keynotes, 11 catalytic 

sessions and over 50 breakout presentations by more than a 100 presenters. 

The Conference was preceded by seven pre-conference workshops as well as a High Level Policy 

Forum with 70+ distinguished experts and policy-makers that focused on a comprehensive review 

of the Vizag Declaration on Guidelines for Digital Learning, followed by a keynote by Gregoire Borst, 

Professor of Developmental Psychology and Cognitive Neuroscience of Education, LaPsyDE on “The 

learning brain: A new perspective on education”. 

A key output of the conference was the adoption of the Vizag Declaration on Guidelines for Digital 

Learning as well as the signing of several Memoradums of Understanding (MOUs) and launch 

announcements. 

TECH 2018 also took social media by storm, witnessing 75 million impressions - across Twitter, 

Facebook and Instagram.

1,000+ 
delegates daily

74,869,700 
impressions on 

social media

50+ countries

7 MoUs, launches 
& key 

announcements 

Adoption of Vizag
Declaration calling for 
guidelines on digital 

learning 

50+ speakers; 
100+ presenters

http://mgiep.unesco.org/tech2018


Key Highlights of TECH 2018: 

S No. Key Highlight Details

1 Overall Conference Theme The role of games and digital learning in enabling a shift from 

“transmissive pedagogies” to “transformative pedagogies” to create 

peaceful and sustainable societies

2 Sub-themes • Theme 1: Transformative Gaming and Digital Pedagogies for SEL

• Theme 2: Beyond Four Walls of the Classroom

• Theme 3: Transformative Gaming and Digital Pedagogies for STEM+

• Theme 4: Artificial Intelligence and the Future of Education

• Theme 5: The Institutional Framework for Application of Digital 

Technologies in Education: Towards Surveillance or Collaborative 

Intelligence?

3 Key Outputs • Adoption of the Vizag Declaration calling for Guidelines on Digital 

Learning by the Minister of Human Resource Development, State of 

Andhra Pradesh

• Announcement of the MyDream Project – A UNESCO MGIEP –

Navodaya Vidyalaya Samiti – Samsung Collaboration

• Launch of Samsung Smart Classes for Andhra Pradesh

• Design University for Intelligent Global Hub for Digital Pedagogies 

by Rubika

• Winners of the Games for Sustainable Development Hackathon 

Challenge – by Unity, HP, APITA, Andhra Pradesh Innovation Society 

and UNESCO MGIEP

• Skilling Programme on Creative digital technologies for Andhra 

Pradesh by Adobe

• Launch of the first global universal screening app for Dyslexia: DALI

• Launch of Collective Human Intelligence (CHI), UNESCO MGIEP’s 

indigenously developed artificial intelligence learning platform

4 Number of Delegates 1,000+ registered participants on a daily basis over 3 days

5 Delegate Profiles Teachers, educators, school students, policymakers, youth, learners, 

academics, ed-tech organisations, game developers, digital education 

experts, Artificial Intelligence experts, data ethics experts, amongst 

others

6 Countries represented 50+ countries represented

7 Number of Speakers (Keynote) 7 Keynote Speakers:

• Jessica Lindl, Global Head of Education at Unity Technologies

• Dan Shefet, Lawyer, Paris Court of Appeal (France)

• Peter Vesterbacka, Co-founder at Lightneer, Fun Academy.

Formerly Mighty Eagle at Angry Birds

• Gregoire Borst, Professor of Developmental Psychology and

Cognitive Neuroscience of Education, LaPsyDE

• Kenneth R. Pugh, President and Director of Research, Haskins

Laboratories

• Geoffrey Morson, Lawyer

8 Number of Speakers (Catalytic) 50+ Catalytic Speakers

9 Number of presenters and 

number of presenter sessions

100+ presenters 

50+ presenter sessions



Knowledge Partners

EdTech Partners
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Partners



Key Highlights TECH 2018

DALI app launch during the Opening 
Ceremony at TECH 2018

CHI platform launch during the 
Opening Ceremony at TECH 2018 

7 pre-conference workshops

Announcements / Memorandums of 
Understanding during the Opening Ceremony 

at TECH 2018

Learning Zone

High Level Policy Forum with official representation 
from 10 countries



Key Highlights TECH 2018

Dr. N Sarvana Kumar – Indian Representation of 
MGIEP’s Nodal Ministry at TECH 2018

Mr. JS Rajput – Indian Representation of 
MGIEP’s Nodal Ministry at TECH 2018



Key Highlights TECH 2018

Disruptors Panel on Artificial Intelligence in 
Education: WHO Owns and WHO Manages

Dr. Anantha Duraiappah’s TECH talk 

50+ Presenter sessions by almost 150 
presenters across 3 days

Adoption of the Vizag Declaration calling 
for Guidelines for Digital Learning

11 Catalytic Sessions @ TECH 20187 Keynote Sessions @ TECH 2018 



Key Highlights TECH 2018

First Keynote @ the Park Music by the Sea – marking the opening of TECH

Tweet Cafe

Catch Box Questions

Cultural Performance

Photo-Op Wall



UNESCO MGIEP supports 25 teachers from 6 
countries to attend TECH 2018

UNESCO MGIEP brought together more than 25 teachers from Afghanistan, Bhutan, Bangladesh, 
Malaysia, Sri Lanka and India to attend TECH 2018. The teachers were exclusively introduced to 
MGIEP’s flagship programmes on technology-oriented approaches towards socio-emotional learning. 
This was the first, small step towards Institute’s endeavour to form a community of teachers who are 
trained in digital pedagogies for social and emotional learning. The teachers were exclusively 
introduced to UNESCO MGIEP’s Libre and DICE (Digital Intercultural Exchange) programmes. 

Going forward, a cohort of these teachers will be part of the UNESCO MGIEP’s Libre and DICE 
projects and continue their support and participation in MGIEP’s journey to develop a sustainable 
and peaceful society. 



Keynote Speakers



Disruptors Panel Speakers



TECH Talk:
‘Education: From Predators to Nurturers’ 

“The digital revolution

has opened up many doors”

DR. ANANTHA DURAIAPPAH, Director, UNESCO MGIEP



Conference Themes

Theme 1: Transformative Gaming and Digital Pedagogies for SEL

The need for individuals, resilient and adaptive to rapidly changing environments, is the order of 
the day. The need for building not only intellectual intelligence but also emotional intelligence has 
never been greater. Recent research increasingly demonstrates what supporters of SEL have long 
advocated that students need to be “socially aware” and “emotionally-connected” for them to 
learn and for societies to flourish. In recent years, it has been demonstrated that SEL skills such as 
empathy, mindfulness and compassion can be explicitly taught and learned.  Indeed, research 
suggests that SEL skills impact positively both academic performance and behavioural outcomes. 
UNESCO MGIEP promotes the idea that building both emotional and intellectual intelligence is key 
to achieving peaceful and sustainable societies and this can be delivered to all learners through the 
use of innovative technologies.

Theme 2: Beyond Four Walls of the Classroom

Rather than embracing everything digital, participants are invited to explore how digital 
technologies can overcome constraints imposed by highly institutionalised features of modern 
schooling, including assessment of learning as memory of textbook knowledge. Experts and 
practitioners of education for sustainable development (ESD), global citizenship education (GCED), 
global learning, peace education and education in general are invited to examine, together with ed-
tech stakeholders, the role of digital technologies in whole-school approaches and other holistic 
efforts to build a culture of peace and sustainability at the school and community levels. 

Technologies can be used to:

Source: Created based on the conceptualisation of e-learning by Bill Cope and Mary Kalantzis, e-Learning Ecologies: 
Principles for New Learning and Assessment, Routledge, 2017, p.1.   

“mediate or supplement 
relationship between 

teachers and learners”

“present and assess 
learnable content”

“provide spaces where 
students do their work”

“mediate peer-to-peer 
interactions”



Conference Themes

Theme 3: Transformative Gaming and Digital Pedagogies for STEM+

Core subjects such as Mathematics, Science, and Languages often occupy a privileged place in the 
school curriculum in terms of time allocation and mandatory and examinable status. These 
subjects are usually taken seriously by students, parents, teachers and policymakers alike as they 
are assumed to enhance economic competitiveness—both at the individual and national levels. In 
fact, many digital learning management systems focus on delivering content on Mathematics, 
Science and English. Given the status of these subjects, it is important to understand:  What do 
transformative digital pedagogies for STEM+ subjects look like? How can digital technologies 
contribute to building problem solving and creative, critical and systemic thinking skills? How can 
they facilitate issue-based or thematic approaches in the teaching of core subjects? How can they 
combine learning of the content prescribed by the curriculum with creative expressions? How can 
new, innovative and fun ways be used through games and digital learning for assessment of 
knowledge? 

Theme 4: Artificial Intelligence and the Future of Education

Artificial Intelligence (AI) has caught the imagination of the world and has been gaining popularity 
in the business sector.  To date, the use of AI in education has been limited and at times contested; 
most arguments against it centre on how it will make teachers redundant and learning more 
automated than it is currently. Rather than replacing teachers and making learning impersonal, AI 
could take learning to a completely new level. It could instantly generate an astounding amount of 
information, curate supplementary learning resources to meet individual student interests and 
needs, provide teachers with a virtual teaching assistant, and allow students to connect with peer 
learners as well as a virtual peer or tutor wherever and whenever needed. In the classroom, this 
could increase valuable time for more teacher-student and student-student interaction and more 
engaging and immersive learning experiences. The collective wisdom of teachers and students 
could be garnered to expand the realm of possibilities for education. What are the implications of 
AI for the future of education? UNESCO MGIEP embraces the need for education to prepare 
learners for the world profoundly changed by new frontiers in AI.



Conference Themes

Theme 5: The Institutional Framework for Application of Digital Technologies in Education: Towards
Surveillance or Collaborative Intelligence?

Learning Analytics, enabled by increasingly sophisticated data collection and information retrieval
techniques, holds a great promise for optimising learning. At the same time, it raises concerns
about privacy and data protection that need to be addressed by normative frameworks and policy
guidelines. A major challenge concerns the ethical implications of data surveillance. Digital
technologies are making personalised learning more practical and opening up a myriad of
pedagogical possibilities. They are, however, also enhancing the capacity of governments,
companies and individuals to undertake surveillance, which may violate or abuse human rights, in
particular the right to privacy. In addition to privacy, data protection and surveillance issues, the
use of digital media to transform information to knowledge and then to intelligence also raises
issues related to intellectual property rights and the ownership of intelligence. The question of
what constitutes a private good and a public social good is critical in determining how education
systems evolve in the future.



Catalytic Session Themes & Speakers
Catalytic Session 1 - Can social and emotional 

learning be taught by digital games played 

on machines?

Recent neuroscience research has brought 

social and emotional learning to the centre

stage of education. While education systems 

struggle to find ways to bring these into 

classrooms, we propose digital games as 

uniquely posed to build such competencies. 

Using the power of immersive and 

experiential experiences provided by digital 

games, speakers will discuss how empathy, 

pro-social behavior and citizenship can be 

successfully used to build social and 

emotional skills in children.

Session Speakers:

• Nandini Chatterjee Singh | PhD 

Programme Specialist - Science of Learning

• Shawn Young, Co-founder & CEO, 

Classcraft

• Kelli Dunlap, Manager, Mental Health 

Research and Design, iThrive Games

• Susanna Pollack, President - Games for 

Change

• Matthew Farber, Assistant Professor in 

Technology, Innovation, and Pedagogy, 

University of Northern Colorado

Catalytic Session 2 - Reimagining Education for 

the Future: Taking the Planetary Imperatives of 

Sustainability and the Digital Revolution Seriously

If we look back from our vantage point in 2030, 

when we successfully met the SDGs, what will we 

see as the key transformative changes that formal 

education underwent? What sorts of 

transformative shifts (in terms of goals, core 

competencies, curriculum, pedagogy etc.) were 

needed to secure meeting of the 2030 Agenda for 

Sustainable Development and, more generally, to 

prepare young people to play meaningful roles in 

what became a new global aspiration to advance 

well-being for all? What was the role of digital 

technology in enabling such transformative shifts? 

How did we learn to teach key sustainability issues 

such as climate change and biodiversity in ways 

that empowered young people to take action? How 

did schools prepare young people for a dynamic, 

climate-changing world?

Session Speakers:

• Harold Glasser, Professor, Environmental and 

Sustainability Studies & Developer of 'Catch‘

• Mary Kalantzis, Co-author, New Learning: 

Elements of a Science of Education

• Mila Thomas Fuller, President, Board of 

Directors, International Society for Technology 

in Education (ISTE)

• Gaëll Mainguy, Director of Development and 

International Relations, CRI

• Bill Cope, The Department of Education Policy, 

Organization & Leadership, University of Illinois



Catalytic Sessions 1 & 2



Catalytic Session Themes & Speakers

Catalytic Session 3- Digital Games Good or 

Bad? Debating the WHO release

In June 2018, gaming was included as a 

disorder by the International CIassification of 

Diseases released by WHO. If this is to be 

taken at face value, it is time to also discuss 

how peer pressure imposed by society is 

leading to anxiety and depression among 

students. Experts from gaming, psychology, 

neuroscience, education, and policy will 

discuss and debate the myths and realities of 

digital games and provide guidelines on how 

moderation is key to well-being, be it stress 

and expectation at home or gaming in the 

classroom.

Session Speakers:

• Avery Rueb, Cofounder, Affordance Studio

• François Boucher-Genesse, Gameplay 

Designer

• Shawn Young, Co-founder & CEO, 

Classcraft

• Santeri Koivisto, CEO and co-founder, 

TeacherGaming

• Kelli Dunlap, Manager, Mental Health 

Research and Design, iThrive Games

Catalytic Session 4 - AI For Education - Teachers 

vs. Teaching Machines: Symbiosis or Competition

This is an extremely exciting time when Artificial 

Intelligence & Machine Learning are starting to 

alter the education paradigm in a significant way. 

What does this change exactly mean from the 

Teachers’ perspective is what we want to explore 

in depth. While most experts still believe the 

critical presence of teachers is irreplaceable, where 

does the technology (especially AI) in a teaching 

role fit in is a question that the panelists will try to 

put in perspective. The relevant questions that gain 

focus are as follows: - What role would AI play in 

EdTech? - Which teachers’ pain-points is AI well 

suited to address? - How will the hybrid model play 

out? - Should teachers fear or welcome AI based 

EdTech?

Session Speakers:

• Anantha K. Duraiappah | PhD, Director, 

UNESCO MGIEP

• Shailesh Kumar, Chief Data Scientist, Jio

• Srujana Merugu, Machine Learning Researcher 

and Consultant

• Sridhar Chimalakonda, Assistant Professor, 

Department of Computer Science & 

Engineering, IIT Tirupati

• Jessica Lindl, Global Head of Education at Unity 

Technologies



Catalytic Sessions 3 & 4



Catalytic Session Themes & Speakers

Catalytic Session 5 - Managing the Commons, 

Institutional Frameworks for equity and 

efficiency in education

Education in many ways can be considered as 

a commons that exhibits both the properties 

of private and public good characteristics. This 

requires some novel institutional framework 

that manages this commons to ensure quality 

and equitable access to education while 

maintaining economic efficiency. What could 

this model be?

Session Speakers:

• Aarti Shahani, NPR correspondent 

• Dan Shefet, Lawyer at the Paris Court of 

Appeal (France)

• Bijay Kumar Sahu, Head - WIP-TISC & IPFC, 

NRDC, Govt of India

• Anantha K. Duraiappah | PhD, Director, 

UNESCO MGIEP

• Gaurav Kumar, Head - Strategy for Special 

Initiatives, Jio

Catalytic Session 6 - Transformative Digital 

Pedagogies for Global Citizenship: Multimodal 

Storytelling and Design Thinking

In our globalized and interconnected world, digital 

technologies are opening up new possibilities for 

creative expressions and meaning making. This 

catalytic panel explores imaging arts, 360-degree 

video-making and viewing, social media, and digital 

storytelling and dialogues as avenues for students 

across the globe to interact with one another and 

experience the world in new ways. In what ways 

can digital technologies enable students to develop 

stories aimed at transforming themselves, their 

communities and the broader world?

Session Speakers:

• Garima Babbar, Head Programs, South Asia 

(Education and Skill Development), Adobe Inc

• Manoj K. Singh | PhD, Senior Vice President-

Global Development & Partnerships, RUBIKA 

Group

• John McIntosh, Vice Dean, School of Creative 

Arts, ShanghaiTech University

• Kevin M Leander, Associate Professor of 

Language, Literacy, and Culture, Peabody 

College of Vanderbilt University (USA)

• Aditi Pathak, Digital Intercultural Exchange 

Specialist



Catalytic Sessions 5 & 6



Catalytic Session Themes & Speakers

Catalytic Session 7 - Harnessing the power of 

digital games to unify social-emotional 

learning with math and science

The human brain is rational, social and 

emotional. Yet, education systems so far have 

focused only on building rational skills. To 

build global citizens, education systems need 

to nurture rational, social and emotional 

competencies. This session will discuss the 

unique role played by digital game play to 

bring STEM and SEL to the classroom and 

highlight how embedding SEL improves STEM 

skills.

Session Speakers:

• Chris 'Wombat' Crowell, Game Designer

• Matthew Farber, Assistant Professor in 

Technology, Innovation, and Pedagogy, 

University of Northern Colorado

• Sabina Jain, Co-founder, Callystro Infotech

• François Boucher-Genesse, Gameplay 

Designer

• Cathleen Norris, Professor & Chairperson, 

Department of Learning Technologies, 

University of North Texas

Catalytic Session 8 - AI For Education -

Personalization at Scale: How AI is Poised to 

Disrupt Education

The biggest advantage of digital pedagogy is the 

promise it offers to understand student-learning 

patterns. The digital transactions that a learner 

undertakes leave a digital footprint that can be used 

to understand both individual learning that can be 

used for intelligent personalized learning as well as 

tutoring. Artificial Intelligence is being touted as our 

best bet to achieving this. This session will try to 

address the following questions: - What role will AI 

play in personalized education? - How will it benefit 

teachers do their job better? - What gaps do we 

have currently that prevent us from realizing this? -

What are the potential benefits of personalized 

learning? - What policy or curriculum changes we 

might need to realize this? - Are there privacy 

concerns we should worry about?

Session Speakers:

• Harri Ketamo, Founder & Chairman, Headai

• Boris Yarmakov, CEO, Russian National 

Association for Technology in Education

• Kalidas Yeturu, Assistant Professor, Department 

of Computer Science and Engineering, Indian 

Institute of Technology Tirupati

• Avik Sarkar, Officer on Special Duty, NITI Aayog

• Vinnie Jauhari, Director, Education Advocacy, 

Microsoft



Catalytic Sessions 7 & 8



Catalytic Session Themes & Speakers

Catalytic Session 9 - Can games replace 

textbooks and exams?

Is there a divide between the design of digital 

learning tools and the needs of a classroom? 

Where do digital games stand in bridging that 

divide? Digital games are beginning to come 

up as highly effective learning and even 

assessment tools. They provide an engaging, 

immersive and multi-modal learning 

environment placing the learner at the centre. 

What roles can digital games play in the 

teaching-learning process? Can they replace 

textbooks and exams?

Session Speakers:

• Elliot Soloway, Professor, Department of 

Computer Science & Engineering, 

University of Michigan

• Cathleen Norris, Professor & Chairperson, 

Department of Learning Technologies, 

University of North Texas

• Santeri Koivisto, CEO and co-founder, 

TeacherGaming

• Yasmin Kafai, Professor of Learning 

Sciences, University of Pennsylvania

• Caroline Julien, President and Founder, 

CREO

• Dhiraj Jeyanandarajan, Founder & Chief 

Executive Officer, Qneuro

Catalytic Session 10: Intelligent Global Hub for Digital 

Pedagogies (IGHDP)

A strategic project between the government of Andhra 

Pradesh and UNESCO MGIEP; the IGHDP envisions a 

collaboration between multi stakeholders that includes 

intergovernmental organisations, government 

institutions, research centres, education technology 

companies, game designers, design experts, educators 

and entrepreneurs to respond to the ever growing 

demand of certified, quality digital learning resources. 

The hub will also respond to the need for capacity 

building for digital instruction and cross sectoral skilling 

requirements. The research evidence from the Centre of 

Excellence in the Science of learning at the hub will 

provide guidance in the creation of pedagogical models 

based on evidence for how the brain can learn efficiently 

providing inputs to the incubators and companies in 

planning, designing and developing games and digital 

learning products. What will it take to make such an 

ecosystem feasible and operable? What are the key 

challenges that might stand in its way to success?

Session Speakers:

• Vinnie Jauhari, Director, Education Advocacy, 

Microsoft

• Deepak Bhardwaj, VP Strategy – Samsung

• Sri Aditya Nath Das, Special Chief Secretary to 

Government, Department of School and Higher 

Education, Government of Andhra Pradesh

• Anantha K. Duraiappah | PhD, Director, UNESCO 

MGIEP

• Vipin Goyal, Director, Strategy & Operations, Veative

• Sridhar Chimalakonda, Assistant Professor, 

Department of Computer Science & Engineering, IIT 

Tirupati

• Manoj K. Singh | PhD, Senior Vice President-Global 

Development & Partnerships, RUBIKA Group

• Anand Govindaluri, Founder & CEO, Govin Capital, 

Singapore & Startup Accelerator India Pvt Ltd

• Anupam Jalote, CEO, iCreate



Catalytic Sessions 9 & 10



Catalytic Session Themes & Speakers

Catalytic Session 11: Guidelines: What, Why, How?

With the education market flooded with learning games and other forms of digital learning tools, 

so comes the problem of quality control and suitability. Teachers and parents often find it hard to 

make a decision about which learning game or digital learning product is appropriate for their 

children. There is a lack of a credible process validating the scientific rigor applied in measuring the 

extent to which it produces a desirable learning outcome. Do products meet the learning 

outcomes for learners and are they pitched to the appropriate groups? Is there a continuity of the 

product for the learning that aligns well with school curriculums? The panelists discuss the vision 

of having in place a set of guidelines to address these issues.

Session Speakers:

• Anantha K. Duraiappah | PhD, Director, UNESCO MGIEP

• Zigor Hernandorena, Senior Project Manager – Fun Learning Department, Ubisoft

• Prof V. Valli Kumari, Professor, Andhra University

• Susanna Pollack, President - Games for Change

• Avery Rueb, Cofounder, Affordance Studio



Promotion: Email Marketing



Promotion: Daily E-bulletin during TECH 2018



Promotion: Social Media

No. of impressions received across all platforms



Promotion: Social Media



Promotion: Social Media



Promotion: Social Media



Promotion: Videos & Event Photographs

Pre-event Video

• https://www.youtube.com/watch?v=RBgxwaUpIgA 

Some on event videos (live streamed recordings)

• Geoffrey Morson’s Keynote @ TECH 2018
• Dan Shefet’s Keynote @ TECH 2018
• Disruptors Panel
• Catalytic Session 5 @ TECH 2018

Event photographs

• Day 1 @ TECH 2018
• Day 2 @ TECH 2018
• Day 3 @ TECH 2018

https://www.facebook.com/mgiep/videos/1659130720784133/?__xt__=33.{"logging_data":{"page_id":805227102841170,"event_type":"clicked_all_page_posts","impression_info":"eyJmIjp7InBhZ2VfaWQiOiI4MDUyMjcxMDI4NDExNzAiLCJpdGVtX2NvdW50IjoiMCJ9fQ","surface":"www_pages_home","interacted_story_type":"565413710334575","session_id":"10b7e67c6d3f7d7e5bb3a1a5f385798a"}}
https://www.youtube.com/watch?v=moHPRRZ3syw&t=18s
https://www.youtube.com/watch?v=1i5MKZ9ESCg&t=248s
https://www.youtube.com/watch?v=TLK956o2D0M&t=30s
https://www.youtube.com/watch?v=i2K-h57uass&t=45s
https://www.facebook.com/mgiep/posts/2141764079187459?__tn__=-R
https://www.facebook.com/mgiep/posts/2143358415694692?__tn__=-R
https://www.facebook.com/mgiep/posts/2143779702319230?__tn__=-R


Mobile App – TECH 2018

750+ DOWNLOADS

25,000+ SESSIONS



Promotion: Media Coverage 
Official Post event Article: 
Adoption of the Vizag Declaration on Guidelines for Digital Learning as TECH 2018 draws to a close

Related articles:
Highly educational pre-conference workshops to kick-off TECH 2018
A Call for Guidelines on Digital Learning at the High Level Policy Forum

External News: Key Coverage:

High Level Policy Forum
ANI News
Business Standard
NDTV
Yahoo
Sify
India
HTSyndication
FreePressJournal
VarIndia

Opening Ceremony
The Times of India
Business Standard
India.com
New Indian Express
NDTV
The Hindu Business Line
The Indian Express
The Hindu
TECH in News
News Buzz Info

Closing Ceremony
Education Times
Daily Hunt
The Hans India

http://mgiep.unesco.org/article/adoption-of-the-vizag-declaration-as-tech-2018-draws-to-a-close
http://mgiep.unesco.org/article/highly-educational-pre-conference-workshops-to-kick-off-tech-2018
http://mgiep.unesco.org/article/unesco-mgiep-conducts-a-high-level-policy-forum-as-a-prelude-to-tech-2018
https://www.aninews.in/news/business/business/unesco-mgiep-conducts-a-high-level-policy-forum-as-a-prelude-to-tech-2018201811151217080002/
https://www.business-standard.com/article/news-ani/unesco-mgiep-conducts-a-high-level-policy-forum-as-a-prelude-to-tech-2018-118111500378_1.html
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Some Testimonials

"What is distinctive about this Summit (TECH 
2018), is that it brought together voices that cut 
across geographies, diverse socio-economic and 
cultural settings to examine the transformations 
we are witnessing in this dynamic, technology-
enabled environment of the present. Comprising 
of keynotes, catalytic and breakout sessions, it 
endeavored to present a 360° perspective that 
also addresses the bias that we often risk bringing 
to such a dialogue. " - Arundhati Mitter, Executive 
Director, Flow India and Presenter at TECH 2018

"TECH 2018 was an excellent Conference devoted 
to a topic of supreme importance: Education for 
Humanity. There were expert speakers on a variety 
of pedagogical and technology issues and solutions 
and very interactive uptake by delegates attending 
from the general public, including many teachers 
and student groups, whose enthusiasm for edu-
tech was unmistakable. Importantly, the 
Conference adopted the “Vizag Declaration” as a 
global roadmap for best practices in digital 
learning." - Geoffrey Morson, US Lawyer and 
Keynote Speaker at TECH 2018

"TECH 2018 was one of the best conferences I've 
attended on games and education in my career. I 
had the chance to network and establish 
partnerships with the highest caliber developers, 
educators and researchers in our field. We also had 
the amazing opportunity to work with UNESCO 
MGIEP to create the Vizag Declaration, a set of 
guidelines for the development and use of 
educational games internationally. This is the real 
and lasting change our field has desperately needed. 
The organizers behind TECH 2018 made it all happen 
... in the beautiful oceanside city of VIzag to boot! I'd 
recommend this conference to anyone working in or 
interested in educational games!" - Avery Rueb, 
Cofounder, Affordance Studio
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