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Welcome

In every issue

Welcome to Education Technology (ET) magazine, the trusted voice
of ICT in education. We provide a platform for industry experts to
voice their thoughts on the most current sector developments. Our
roundtable debates have featured some of the leading lights across
the sector, voicing their views on all things edtech. Our web platform,
edtechnology.co.uk, is also updated every day with the latest news,
in-depth features and opinion pieces, as well as previews and
reviews of leading educational events.

NEWS: schools, HE & FE, international, products,
events, business, people, e-safety, and more
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35%
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It’s been a real pleasure working with both Education Technology and Independent
Education Today’s print publications and digital platforms. They’ve supported us in
expanding our reach across the sector, helping put us in front of senior leaders in education
and offering us additional exposure at key industry events.
Lisa Evans, Head of Marketing, iSAMS

edtechnology.co.uk
facebook.com/edtechnology |
@Educ_Technology |
Download our podcast: The Education Station
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Features list and deadlines
THE UPGRADE ISSUE

EDITORIAL DEADLINE: 17 JANUARY
ADVERTISING DEADLINE: 24 JANUARY
CHANGE MANAGEMENT: Roundtable: How to get leaders on board
with edtech.
REAL AI: So many companies claim they use AI, but what does it
actually mean, and why is the term so confusing?
PERSONALISED LEARNING: What are the most prevalent influences
and why is tech at the core?

APRIL 2020 THE SECURITY ISSUE
EDITORIAL DEADLINE: 14 FEBRUARY
ADVERTISING DEADLINE: 21 FEBRUARY
SAFETY IRL: Roundtable: We look at technology’s role in making
campuses safer.

JUNE 2020

THE POLICY ISSUE

EDITORIAL DEADLINE: 17 APRIL
ADVERTISING DEADLINE: 24 APRIL
LEAD ON: Roundtable: What edtech policies should we be focusing on
right now?

timeline

A brief history of VR

COLLABORATION STATION: How should industry be working with
education policymakers to help develop the future of edtech?

1957 –
Sensorama

From Sensorama to Oculus Rift, the evolution
of virtual reality is both intricate and vast
1961 –
Headsight is
developed

EDTECH STRATEGY: With a focus on cloud and teacher workload.

This was the year that Comeau and
Bryan, two Philco Corporation engineers,
created the world’s very first headmounted display (HMD). The device
used a remote camera which allowed
the user to explore an environment
without physically being in the space.

1978 –
The Aspen
Movie Map

2018 – Oculus
reveals the
‘Half Dome’

Many consider Morton Heilig’s Sensorama
device to be one of the earliest VR systems.
Heilig was one of America’s most respected
cinematographers, and he first developed
this immersive, multimodal theatre cabinet
more than six decades ago.

Equipped with a groundbreaking
140-degree field of vision, the Half
Dome was unveiled at the Facebook F8
Developer Conference back in 2018.

1966 –
First flight
simulator

2014 – Sony
unleashes
‘Project
Morpheus’

A military engineer called Thomas
Furness developed the first flight
simulator in 1966. This created a buzz
around VR technology and its potential
to be used in air force training.

2010 – Oculus
Rift prototype

JULY 2020 THE STEAM ISSUE
EDITORIAL DEADLINE: 15 MAY
ADVERTISING DEADLINE: 22 MAY
RACE TO THE FUTURE: Roundtable: what is the next step?

WHAT YOU WANT: What do educators want from a security solution?
LOOKING AHEAD: How are we preparing graduates with the skills they
need for a cybersecurity industry?

STEAM IN REAL LIFE: How is it impacting the lives and career paths of
young people?

MAY 2020 THE COMMS ISSUE

AUGUST 2020 THE BEHIND THE SCENES ISSUE
EDITORIAL DEADLINE: 12 JUNE
ADVERTISING DEADLINE: 19 JUNE

Written and directed by Steven
Lisberger, the 1982 movie Tron
– in which the fictional computer
corporation ENCOM’s MCP develops
powerful virtual intelligence – brings
the idea of VR to the masses.

Powered by images for
five mapped cities, Google
partnered with Immersive Media
to create the transformative
Street View platform.

1987 – The term ‘Virtual
Reality’ is coined

1986 – Furness
builds the VCASS
Twenty years after his initial simulator project, Furness
created the Visually Coupled Airborne Systems
Simulator (VCASS), which eventually led to the
invention of The Super Cockpit programme which
helps pilots make smarter, more efficient decisions.

Also known as PlayStation
VR, the consumer version
of Project Morpheus
would eventually become
available in 2016.

2007 –
Google’s
Street View is
launched

1982 – Tron

The phrase is credited to John Lanier,
a computer scientist and founder of
the Visual Programming Lab (VPL),
which would become the world’s first
company to sell VR goggles.

2016 – The global
VR market
EXPLODES
This was the year VR became big
business, with hundreds of companies
all over the globe competing to develop
the next best products.

Created by Palmer Luckey, the
Oculus Rift VR headset would
be bought by Facebook for
US$3bn just four years after the
prototype was built.

Produced by MIT engineers and
researchers, the Aspen Movie Map used
photos to give viewers a ‘surrogate
travel’ experience of Aspen, Colorado.

PEDAGOGY: How is edtech making waves with interdisciplinary
education?

EDITORIAL DEADLINE: 13 MARCH
ADVERTISING DEADLINE: 20 MARCH

timeline

1995 – Nintendo
enters the market
The Nintendo Virtual Boy – the first
portable gaming console that came
complete with 3D graphics – entered
the world in the mid-’90s. Unfortunately,
its hefty price tag of US$180 meant the
device was a total flop!

1999 –
‘ The Matrix’

1991 – Virtuality
Group brings VR
to the public
The first publicly available VR game series and arcade
machines came to life in the early ’90s. These games
were immersive and played in real-time, and even had
the capacity for multi-player virtual gaming experiences.
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PLEASE NOTE
due to the impact of the
coronavirus crisis on the
education landscape, the
features listed here will
be subject to change

This blockbuster epic brought
the idea of virtual realities to
cinema screens worldwide.

@Educ_Technology | edtechnology.co.uk | 65

SEPTEMBER 2020 THE BACK TO SCHOOL ISSUE
EDITORIAL DEADLINE: 17 JULY
ADVERTISING DEADLINE: 24 JULY

PARENT TRAP: Roundtable: How is tech used to improve
communication with parents?

LEASE ON LIFE: Roundtable: How can leasing rather than buying can
help you streamline and save money.

LEGACY SYSTEMS: Roundtable: With updated tech comes
compatability issues. How these can be overcome?

HR COMMS: Stay connected and ensure security and accuracy.

DATA CLEANSE: how to tidy up your data before the new academic year.

GET IT ON VIDEO: How to make video really work for you this year

STUDENT RECRUITMENT: How does tech help select the best and
brightest from across the world?

STUDENT RETAINMENT: We look at the technological developments
that help keep students on track.

BACK TO BASICS: Hoe can edtech help improve and drive
development in literacy and numeracy?

edtechnology.co.uk
facebook.com/edtechnology |
@Educ_Technology |
Download our podcast: The Education Station
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Magazine facts
Frequency

Magazine rate card
12 issues per year

Print circulation

7,500

Monthly readership

18,595

Events

Distributed at over
20 key events

Website Users

33,000

E-Newsletter

Fortnightly email
communication to over
7,700 subscribers

Social Media

1 ISSUE

DISPLAY

SIZE

1 ISSUE

SPECIAL POSITIONS
(attached to
centre spread)

Quarter page

£540

Bellyband

Third page

£720

Inside front cover

£2,040

Half page

£1,080

Inside back cover

£1,800

Full page

£1,500

Outside back cover

£2,040

Double page spread

£2,400

1st right-hand page

£1,620

False front cover

£3,000

facebook.com/edtechnology
@Educ_Technology
Education Technology
Facebook: 1,532
Twitter: 16,000

£3,500

FEATURE SPONSORSHIP				

1 ISSUE

Sponsor sandwich 				

£1,920

(2x full page adverts either side of article, column, logo throughout article)

Digital facts

Find us on:

SIZE

Discount offered for series
bookings. Please contact us
for details
* prices do not include VAT

Digital rate card
WEBSITE

NEWSLETTER

POSITION

RATE

POSITION

RATE

Super leaderboard

£500

E-newsletter sponsor button

£75

Leaderboard

£400

E-newsletter leader banner

£400

Skyscraper

£700

Solus e-shots

£800

Reskin (skyscraper & Super leaderboard)

£1,000

Brand profile page

£1,500

* prices do not include VAT
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Meet the team

Our other titles

Genna Ash
EDITOR

genna.ash@wildfirecomms.co.uk

universitybusiness.co.uk

Lisa Pearce

ACCOUNT MANAGER

lisa.pearce@wildfirecomms.co.uk

ie-today.co.uk

Guy Lewis

ACCOUNT MANAGER

guy.lewis@wildfirecomms.co.uk

ie-today.co.uk/iss

Damien Burnett

MARKETING MANAGER

damien.burnett@wildfirecomms.co.uk

Call us on: 0117 300 5526

For more information visit:

marketingtoeducation.com

edtechnology.co.uk
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@Educ_Technology |
Download our podcast: The Education Station
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