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At the 1964 New York World’s fair Walt Disney created the now loved “It’s a Small World” tourist attraction ride. The ride was made as a gift to the children of the world and UNICEF celebrating world unity. In 2034 the phrase “It’s a Small World” is more relevant than it has ever been. Things that once felt far away are now at your fingertips, the connectivity of our planet makes everyone and everything feel like it is just next door. We are living in a smaller world than ever before.

Education in 2034


The role of education is different in 2034, gone are the days of sitting down and getting lectured; in its place is community based learning. Teachers are guides, they do not hold all the knowledge and force feed to it students, instead they know how to obtain and evaluate knowledge. Students now produce projects and team based work that show not only their ability to obtain knowledge, but their ability to adapt and use knowledge in a worthwhile fashion. Education is much more of a learning community now,  as information is so readily available memorization is not nearly as important as it once was. 

Throughout the formal learning setting we are seeing a paradigm shift in the way we are teaching. The upper grades took a lot of information from the elementary schools in order to help with their grading and monitoring of their students. Students are now graded in all levels on both standard based curriculum and work related behaviors. “The abundance of resources and relationships made easily accessible via the Internet is increasingly challenging us to revisit our roles as educators in sense-making, coaching, and credentialing.” (Johnson, Smith, Levine, & Haywood, 2011, p. 3).

Students have instant access to information so memorization has become a moot point. “Most Will Access Internet Via Mobile By 2020” (Walsh, 2008, p. 1). It would be far too easy to cheat on an older scantron test, so now schools have adapted a community based learning model of showing knowledge. Papers, projects, and presentations all play a major part in a student's ability to show knowledge gain. But there is a separate grade as well, one that is called work related behaviors. There is a lot of emphasis of meeting due dates, working together, and showing up when expected. The wealth of information has caused future employers to become interested in how students use information and how prepared they are to be part of a group.

School is now about creating, cooperating, and community. We are preparing our students for the real world, and making sure they know how to use the information they find in a worthwhile and creative way is very important. College and high school courses are much more remote, and sometimes span the globe. Gone are the days of sitting in a chair learning as you can experience learning from teachers and students from across the world. “(Learning is all) about solving problems together and sharing the knowledge we've gained with wide audiences.” (Richardson, 2008, p. 1).

Schools across the world now rely on tablet type communication for books and projects, as “electronic books have the potential to truly transform educational practice” (Johnson, Smith, Levine, & Haywood, 2011, p. 9). Students regularly have an i-pad-like tablet that they use as an e-reader for textbooks, and Internet for research projects and information gathering, and office products for word processing, excel, and powerpoints.

It is expected that everyone comes out with a basic knowledge of how to find information. How to search for what they want and get the best information out there. There is little to no need to memorize how to do something, but there is a important need to differentiate between mediocre and great, between useful and fluff, and between real and fake.


Informal learning is also at an all time high, whatever topic you may be curious about is at your fingertips due to our constant connectivity and students are regularly learning about what interests them at any moment of the day.  It has become typical for people of any age to create and analyze information in a way that allows them to sell them for monetary gain. It is very easy to create professional looking books, t-shirts and other items almost immediately so side projects for monetary gain are a hot commodity.

Careers in 2034


As much as education is using collaboration in a way that was typically part of a career, careers are spending more time with education. The days of schooling for twenty years then never again are gone as most careers are constantly retraining the employees for the ever evolving market and workplace. Management within business is now looking carefully at education’s ‘work related behaviors’ because these people will have to continue their learning for some time, as well as be able to work well with others. Education is now teaching our students how to work well in communities because that is how our jobs have evolved. 

Mundane routine tasks have been taken over by computers and it is up to us to put that information into the next great idea. We are generally without an office or a designated 8 to 5 work schedule. Instead, employees are given projects with our peers and a due date. When, where, why, and how they are completed is entirely up to the group. Collaboration is flourishing and so is creativity. “The world of work is increasingly collaborative.” (Johnson, Smith, Levine, & Haywood, 2011, p. 3). “That's a kind of intelligence that's never existed on the planet before” (Trafton, 2009, p. 1)

With Internet all around us, it doesn’t matter where we are or where we meet. We are able to access the Internet everywhere and thanks to Cloud computing we are able to access our files in any city anywhere in the world. “The technologies we use are increasingly cloud-based” (Johnson, Smith, Levine, & Haywood, 2011, p. 3).

Recreation in 2034


Everything is right at your fingertips. There is now a feeling that anything you want to experience, you can experience at home. Many say that it is not quite the real thing, but it must be close enough because everyone is taking part. “By 2030 we'll have full-immersion, shared, virtual-reality environments” (Kurzweil & Kirkpatrick, 2000, p. 1).

Ever dream of a trip to Paris, Disneyland, or to go see Mount Rushmore? In 2034, it can all be right there, in your house, any time you want. The advances in virtual reality, 3D and gesture based computing have made it possible to take any vacation you have ever dreamed of and bring it into your living room. “The ability to move through three-dimensional visualizations could prove compelling and productive” (Johnson, Smith, Levine, & Haywood, 2011, p. 25).


Second life was just the start of going into another world, now everyone does it. No longer do they have to create a new persona, they can just be themselves in a virtual reality environment. There are recreational centers with high-end virtual reality machines that allow you to look at Niagara Falls, walk on a beach in Hawaii, or even take a ride on Disney’s “It’s a Small World”. 


With Internet available everywhere, the living room has expanded as well. Families can go to the park and watch the newest Justin Beiber movie and access games at the beach. It is not just teenagers who play games any more, and sometimes they don’t even feel like games. Family game night has turned into an interactive, gestured based experience. The way families spend time together has completed changed.

Global Community in 2034


There are more people then ever on this plant and it becomes increasingly easier to connect with any of them. It has become very regular for business to have remote offices and no one meeting hub. It is routine for business meetings to be held at the park, Starbucks or even from an employee’s own home. With the ability to have a video chat so prevalent throughout the entire world that the world business place has become very small. 


Group meetings and business planning will take place on a global scale. What used to be teams of people that all lived in the same town, now are teams of people from different states, countries and continents. “People expect to be able to work, learn, and study whenever and wherever they want.” (Johnson, Smith, Levine, & Haywood, 2011, p. 3). There are no more corporate headquarters in a particular setting or state. Everything is held together by Cloud computing. There is no longer a need for a physical centralized location as all of the information is accessible from around the world. 


While some may say that the world has expanded as so many things have become virtual and Internet based, others may argue that these tools have brought everything closer to us. In 2034, you can talk with anyone of the 8 billion people on the planet with just the touch of a button. It truly is a “small world”. 
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