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1.1	Educational	and	Instructional	Technology	ï¿½	Meaning,	Nature,	Scope,	Definition,	Objectives	and	Significance	The	Five	generations	of	ET	1.	The	Gurukul	System	of	et	2.	Institutional	based	class	room	oriented	et	3.Distance	learning	or	independent	learning	4.	Use	of	media	and	computers	in	education	and	training	5.	Internet	based	learning
Commission	on	Instructional	Technology,	U.S.A.	ï¿½Educational	technology	is	a	systematic	way	of	designing,	implementing	and	evaluating	the	total	process	of	learning	and	teaching	in	terms	of	specific	objectives,	based	on	research	in	human	learning	and	communication	and	employing	a	combination	of	human	and	non-	human	resources	to	bring	about
more	effective	instruction.ï¿½	Learning	Objectives	of	Educational	Technology	ï¿½								To	identify	the	educational	requirements	and	desires	of	the	community.	ï¿½								To	understand	the	structure	of	education,	board	strategies,	and	its	goals.		ï¿½								To	design	and	develop	curriculums	involving	art,	science	and	human	values.	ï¿½								To	support
strategies	and	human	resources	and	material	assets	with	the	mission	to	achieve	determined	goals.	ï¿½								To	create	appropriate	aids	and	instruments	supporting	educational	purposes.	ï¿½								To	design	educational	technology	models	catering	to	improve	the	existing	process	of	teaching	and	learning.		ï¿½								To	identify	and	find	remedies	to	tackle
major	environmental	constraints.	ï¿½								To	expand	and	support	educational	opportunities	for	people	around	the	world,	especially	the	neglected	sections	of	the	community.	ï¿½								To	manage	the	entire	educational	system	starting	from	planning	to	execution,	implementation,	and	evaluation.	Scope	The	objectives	of	educational	technology	are
process-oriented.	The	use	of	educational	technology	is	not	restricted	to	teaching	and	learning	methodologies	and	theories,	but	to	provide	in-depth	assistance	in	the	development	of	an	individualï¿½s	personality.	Below	is	a	list	on	the	wide	scope	of	education	technology:	ï¿½								Educational	technology	makes	the	teaching-learning	process	more
efficient	and	process-oriented.	Mechanical	and	electronic	gadgets	can	be	readily	utilized	for	educational	requirements.	Educational	technology	has	improved	the	learning	process	for	students	with	the	help	of	teaching	aids	and	programmed	instructional	material,	etc.	Traditional	mediums	like	television,	radio,	tape-recorder,	V.C.R,	and	computers	can
be	used	to	impart	distance	and	correspondence	education.	The	advancement	of	the	internet	has	increased	education	dissemination	all	over	the	world	with	much	ease.	Mechanism	of	feedback	through	the	use	of	technology	improves	the	quality	of	teachers	training	in	academic	institutions.		Technology-driven	innovative	analytical	tools	and	instruments
can	help	in	solving	educational	administrative	problems.	Educational	technology	serves	to	develop	and	understand	the	structure	and	nature	of	teaching.	Best	utilisation	of	education	technology	supports	the	scientific	foundation	and	new	discoveries.	The	Nature	of	Educational	Technology	ï¿½								To	understand	the	nature	of	educational	technology,	let
us	try	to	view	from	the	following	angles:	ï¿½								Evolution	of	the	concepts	of	educational	technology.	ï¿½								Existing	positions	and	latest	concepts.	ï¿½								Distinction	from	the	related	concepts	Uses	Of	Educational	Technology	ï¿½								Effective	instruction	ï¿½								Facilitating	individual	differences	ï¿½								Providing	equal	educational	opportunities
ï¿½								Preservation	of	knowledge	ï¿½								Transmission	of	knowledge	ï¿½								Imparting	quality	education	ï¿½								Educational	planning	ï¿½								Pre-	service	and	in-	service	teacher	education	ï¿½								Finding	solutions	for	Indian	educational	system	Three	main	types	of	technology	strategies	used	for	children	with	special	needs:	ï¿½lowï¿½
technology,	ï¿½midï¿½	technology,	and	ï¿½highï¿½	technology.	ï¿½ï¿½lowï¿½	technology	ï¿½								Not	battery	powered	or	electronically	operated.	ï¿½								ï¿½lowï¿½	technology	strategies	are	usually	low	in	cost	and	easy	to	use.	ï¿½								Picture	Exchange	Communication	Systems,	Dry	Erase	Boards,	Clip	Boards,	Laminated	Photographs,
Manipulative/Objects.	ï¿½								Aim:-	to	enhance	expressive	and	receptive	communication	skills	ï¿½Midï¿½	technology	ï¿½								Require	the	use	of	batteries	or	basic	electronic	devices	such	as	Voice	Output	Communication	Aids-	Big	Mack,	Talk	pad,	voice	in	box	ï¿½								(piece	of	equipment	that	records	voice	and	activated	by	touch)	ï¿½								Language
Master	(cards	with	recordable	strips	are	runï¿½	through	the	machine),	Tape	Recorders,	Braille	Embosser	ï¿½								Aim:-to	increase	classroom	participation,	to	focus	attention	on	various	skill	areas,	and	assist	in	the	development	of	social	skills.	ï¿½Highï¿½	technology	ï¿½								Usually	the	most	expensive	and	complex	to	use.	ï¿½								Video	Taping,
Computers,ï¿½ï¿½ï¿½ï¿½ï¿½ï¿½ï¿½ï¿½ï¿½ï¿½ï¿½ï¿½ï¿½ï¿½	Adaptive	Hardware,	Touch	Window,	Big	Keys,	Trackballs,	Software,	Accessory	Equipment,	Digital	Cameras,	and	Scanners.	ï¿½								Aim:-	to	increase	Receptive	Language	Skills,	Expressive	Language	Skills,	Emotions,	Social	Skills,	Nonverbal	Cues,	Scripts,	Self-help	Skills,	and	Academics,
Writing	skills,	creating	written	stories	Instructional	Technology:	Instructional	technology	is	the	branch	of	education	concerned	with	the	scientific	study	of	instructional	design	and	development.	The	main	purpose	of	instructional	designers	is	to	create	engaging,	effective	learning	experiences.	ï¿½Instructional	Technology	is	the	theory	and	practice	of
design,	development,	utilization,	management,	and	evaluation	of	processes	and	resources	for	learningï¿½	ï¿½	Association	for	Educational	Communications	and	Technology		Scope	of	Instructional	Technology	ï¿½								Determination	of	Objectives	ï¿½								Improvement	in	Teaching	Learning	Process:	3.	Development	of	Teaching	Learning	Material
ï¿½								Improvement	in	Teaching	Training	ï¿½								Development	of	Teaching	Learning	Strategies	ï¿½								Proper	Use	of	Audio	Visual	Aids	ï¿½								Utilization	of	the	Sub-System	of	Education	ï¿½								Development	of	Curriculum	ï¿½								Proper	Use	of	Hardware	and	Software	ï¿½								Provides	Feedback	1.2	Educational	Technology	and	Instructional
Technology	ï¿½	Role	and	Recent	Trends.	Role	of	Educational	and	instructional	Technology	1.	has	provided	a	scientific	base	to	the	educational	theory	and	practice.	It	has	transformed	a	passive	classroom	to	an	active	and	interactive	classroom,	with	audio-visuals,	charts	and	models,	smart	classrooms	and	e-learning	room	which	has	drastically	motivated
and	increased	the	attention	level	of	the	students.	2.	The	introduction	of	educational	technology	has	modernised	the	teaching-learning	climate	of	the	educational	institutions.	The	learners	to	be	exposed	to	professionally	designed	programmes	on	video	or	computers.	3.	Educational	technology	has	helped	and	supplemented	the	teachers	in	their
instructional	programmes	through	the	structured	lessons	for	remedial,	enrichment	or	drill	purposes.	The	learners	get	training	for	self	instruction	and	teachers	are	relieved	of	the	burden	of	routine	repetition	for	exercise	and	revision	purposes.	4.	Through	a	systematic	organisation	of	content	and	instructional	materials,	educational	technology	has
provided	well-integrated	structured	materials	for	teachers	thus	saving	a	lot	of	their	time	which	in	turn	may	be	utilized	for	creative	work	and	quality	improvement.	5.	The	training	and	use	of	educational	technology	contributes	towards	the	professional	growth	of	teachers.	It	equips	them	in	the	use	of	scientific	methods	for	solving	educational	and
administrative	problems.	It	adds	to	the	teaching	competence	of	teachers	and	inculcates	a	scientific	outlook	and	scientific	temper	in	teachers	and	students.	6.	has	improved	the	teaching-learning	process	and	made	it	more	effective	and	process	oriented.	Television,	Radio,	V.C.R,	Computers	and	LCD	projectors	etc.	have	enriched	and	facilitated	effective
transmission	of	knowledge.	7.	has	not	only	maintained	the	standards	of	education	but	also	improved	the	ways	of	teaching	by	giving	it	Teaching	Aids	and	Programmed	Instructional	Material.	8.	Mechanism	of	feedback	devices	for	modification	of	teaching-learning	behaviour	have	produced	effective	teachers	in	the	teacher-training	institutes.	9.	Students
who	appear	for	higher	or	competitive	examinations	have	been	benefitted	by	educational	programmes	on	T.V,	Radio	and	Internet.	10.	has	opened	up	new	fields	of	educational	researches	in	the	field	of	examination	process,	evaluation	and	classroom-teaching.	11.	has	provided	practices	and	strategies	that	help	teachers	to	teach	according	to	individual
differences	of	learners.	12.	has	provided	scientific	foundation	to	education	through	the	theories	of	learning	and	intelligence.	Recent	Trends	In	Educational	And	Instructional	Technology	App	(Application)	ï¿½	This	is	a	piece	of	software	often	with	quite	limited	capabilities	that	can	be	found	on	various	phones	or	other	portable	devices.	They	are	often
free,	or	very	cheap,	but	can	also	work	on	a	model	of	ï¿½in	appï¿½	purchases	where	you	can	buy	add-ons	to	the	original	software.	They	were	originally	associated	with	smartphones	and	tablets,	but	the	term	is	now	used	to	refer	to	software	in	general.	Analytics	ï¿½	This	concept	is	linked	to	growth	of	data	available	in	the	world	that	is	increasingly	used
to	measure	academic	performance.	As	we	increasingly	interact	with	technology	and	that	technology	records	what	we	do	and	can	measure	the	amount	of	time	someone	interacts	with	material,	how	they	progress	through	it,	how	well	they	do	in	a	test	or	activities,	then	an	analysis	of	this	data	can	give	information	on	how	well	a	person	is	doing.	This
information	is	increasingly	displayed	on	ï¿½dashboardsï¿½	that	give	a	graphical	representation	of	someoneï¿½s	activity	or	performance.	Augmented	reality	(AR)	ï¿½	When	a	mobile	with	the	right	app	installed	is	pointed	at	an	object	phone	like	a	picture,	that	has	a	trigger	connected	to	it,	additional	material	will	be	loaded	on	to	the	mobile	device.	So
you	may	have	a	picture	on	the	wall	of	the	classroom	of	various	famous	tourist	sites	around	the	world.	Pointing	the	mobile	phone	at	the	picture	will	bring	up	additional	information.	Bring	your	own	device/technology	(BYOD/T)	ï¿½	This	is	a	growing	and	developing	practice	where	learners	are	encouraged	to	use	their	own	mobile	technologies	in	or
outside	of	the	classroom.	It	is	predicated	on	the	idea	that	many	learners	have	smartphones,	tablets	and	laptops	and	the	school	or	college	provides	connectivity	via	Wi-Fi.	Community	of	practice	(CoP)	ï¿½	A	term	that	is	used	to	describe	a	group	of	people	who	work	together	as	a	learning	community.	Term	originally	coined	by	Etienne	Wenger.	e-Portfolio
ï¿½	A	piece	of	software	that	allows	the	storage	of	different	types	of	learning	materials	that	can	then	be	shared.	Allows	learners	to	record	their	learning	journey,	reflect	on	progress	and	for	teachers	and	potentially	parents	and	employers	to	see	how	a	learner	has	progressed.	Flipped	classroom	ï¿½	A	term	in	current	use	to	describe	the	previewing	of
(mostly)	video	material	before	a	class,	so	that	time	in	classroom	can	focus	on	discussion	or	activity	rather	than	being	given	content	by	the	teacher.	Gamification	ï¿½	This	is	where	elements	of	digital	games	are	applied	to	the	classroom,	so	in	a	digital	game	you	have	to	score	a	certain	number	of	points	before	you	can	progress	to	the	next	level,	but	you
can	work	through	the	level	as	many	times	as	you	like.	Their	use	is	often	seen	as	quite	behaviouristic	and	digital	game	designers	argue	that	gamification	is	not	the	core	of	what	gaming	is	about.	Google	Drive,	Google	webpages	and	Google	classroom	ï¿½	A	collection	of	useful	tools	provided	by	Google	in	which	you	can	create	different	kinds	of	documents
which	are	stored	online	(in	the	cloud).	Documents	are	of	various	types,	but	they	are	built	so	that	it	is	easy	to	share	documents	and	work	collaboratively.	Google	webpages	allow	you	to	quickly	create	webpages	and	Google	classroom	provides	a	way	of	linking	up	all	the	other	tools	into	groups,	monitoring	progress,	etc.	Google	classroom	needs	to	be	set
up	at	an	institutional	level.	Infographics	ï¿½	A	way	of	summarising	and	presenting	data	using	easy-to-read	charts	and	small	pictures.	These	days	associated	with	specific	pieces	of	software	that	support	the	development	of	the	infographics.	Interactive	whiteboard	(IWB)	ï¿½	An	electronic	whiteboard	that	is	touch-sensitive	and	is	used	in	combination
with	a	projector	to	show	various	kinds	of	material	in	the	classroom	that	can	be	interacted	with	using	the	touch-sensitive	surface.	Most	IWBs	come	with	specialised	software	that	enable	teachers	to	create	their	own	materials.	They	have	linked	speakers.	Many	publishers	have	produced	digital	versions	of	their	textbooks	that	include	different	kinds	of
activities	that	make	use	of	the	IWBs	features.	Learning	Management	System	(LMS)	ï¿½	These	are	sometimes	called	virtual	learning	environments	(VLEs)	and	are	essentially	a	collection	of	tools,	like	forums,	assessment	tools	or	content	display	tools,	that	enable	teachers	or	publishers	to	collect	a	number	of	materials	in	one	place.	They	can	be	monitored
to	check	on	access.	Massive	Open	Online	Course	(MOOC)	ï¿½	These	are	(mostly)	freely	available	courses	produced	by	universities	across	a	range	of	subjects.	They	usually	consist	of	a	combination	of	video	materials	with	associated	discussion	forums	and	some	form	of	testing,	usually	in	the	form	of	multiple	choice	questions.	Courses	are	usually	taken
by	large	numbers	of	people	at	the	same	time,	so	they	are	essentially	self-study.	Podcasts	ï¿½	These	can	be	audio	or	video.	They	are	essentially	a	recording	of	a	talk,	discussion,	lecture,	a	demonstration	of	a	process	or	a	story.	Audio	podcasts	are	easy	to	distribute	on	a	variety	of	mobile	technologies	including	MP3	players	and	phones.	Video	podcasts	are
often	streamed,	but	can	also	be	made	available	offline	either	by	downloading	them	when	there	is	access	to	the	internet	or	on	SD	cards.	QR	(Quick	Response)	codes	ï¿½	These	are	like	a	bar	code	and	allow	a	quick	link	to	some	ready-made	materials.	They	are	added	to	coursebooks	to	extend	the	content.	They	are	being	replaced	by	augmented	reality
triggers.	Social	networking	tools	ï¿½	There	are	many	of	these,	including	Facebook,	WhatsApp	and	WeChat.	These	allow	the	creation	of	communities	who	can	exchange	ideas	on	a	variety	of	topics.	They	have	essentially	replaced	earlier	tools	like	discussion	forums.	A	tool	like	WhatsApp	has	the	advantage	over	a	public	tool	like	Facebook	that	it	is	a
closed	community.	Video	conferencing	tools	ï¿½	A	range	of	different	tools	exist,	including	basic	ones	like	Skype	or	more	sophisticated	online	classroom	tools	like	Adobe	Connect.	Virtual	reality	(VR)	ï¿½	A	2D	or	3D	online	environment	where	you	can	engage	in	activity	that	you	would	do	in	the	real	world,	like	visit	a	museum,	or	something	it	would	be
impossible	to	do,	for	example	to	go	inside	a	volcano,	and	get	an	idea	of	what	these	environments	are	like.	Virtual	reality	tools	are	used	also	for	training	people	in	skills	like	surgery	or	building	construction.	Wiki	ï¿½	A	webpage	environment	that	anyone	who	is	given	access	to	it	can	edit	the	pages.	1.3	Approaches	of	Educational	Technology	ï¿½
Hardware,	Software,	System	approach,	Individual	&	Mass	media	approach.	Hardware	Approach	of	Educational	Technology	The	hardware	approach			refers	to	the	use	of	machines	and	other	mechanical	devices	in	the	process	of	education.	Its	origin	lies	in	the	application	of	ï¿½physical	scienceï¿½	to	education	and	training	system.	The	process	of
teaching-learning	has	been	gradually	mechanized	through	the	use	of	teaching	machines,	radio,	television,	tape	recorder,	video-tape,	projectors	etc.	The	teacher	can	deal	with	a	larger	group	of	students	at	the	same	time	by	his	discourse	through	these	machines.	The	hardware	approach	is	based	on	the	application	of	engineering	principles	for	developing
electro-mechanical	equipment	for	instructional	purposes.	Motion	pictures,	tape	recorders,	television,	teaching	machines,	computers	are	called	educational	hardware.	Hardware	approach	mechanises	the	process	of	teaching	so	that	teachers	would	be	able	to	deal	with	more	students	with	less	expenditures	in	educating	them.	Human	knowledge	has
three	aspects:	ï¿½								Preservation,	ï¿½								Transmission	and	ï¿½								Development.	The	history	of	preservation	of	the	knowledge	is	believed	to	exist	since	the	printing	machines	started.	The	knowledge	is	preserved	with	these	machines	in	the	form	of	books	which	are	shelved	in	the	libraries,	tape	recorders	and	films.	The	second	aspect	of	human
knowledge	is	its	transmission.	A	teacher	can	impart	knowledge	himself	to	his	pupils.	Now	a	days,	transmission	of	the	knowledge	is	supported	by	machine	like	mike,	radio	and	television.	With	these,	thousands	of	pupils	can		enjoy	this	home-delivery	of	such	benefits.	The	third	aspect	of	human	knowledge	is	its	development.	For	this	aspect,	provisions	are
made	for	research	work.	In	the	research	programmes,	the	main	function	is	the	collection	and	analysis	of	data.	For	this	purpose,	presently	the	researcher	uses	the	electronic	machines	and	computers.	Hence,	all	the	three	aspects	of	knowledge	allow	the	use	of	machines.	In	short,	the	teaching	process	has	been	mechanized.	The	mechanization	of
teaching	process	is	termed	as	the	Hardware	Approach.	Basis	of	Hardware	Approach	ï¿½								Hardware	Approach	has	physical	science	and	applied	engineering		as		its	basis.	ï¿½								Hardware	Approach	has	mechanised	the	whole	teaching-learning	process.	ï¿½								Hardware	Approach	adopts	a	Product-oriented	Approach.	ï¿½								Hardware
Approach	has	the	potential	to	hand	over	the	educational	benefits	to	the	mass	with	greater	ease	and	economy.	Characteristics	of	Hardware	Approach	ï¿½								Silverman	,	called	this	type	of	educational	technology	ï¿½Relative	Technologyï¿½.	Based	on	physical	science	and	applied	engineering	field	approach.	The	concept	of	hardware	approach	is
derived	from	the	application	of	ï¿½physical	scienceï¿½	to	education.	ï¿½								The	new	mechanism	of	teaching-learning	with	improved	technology	as	its	basis.	Suggesting	innumerable	new	ways	of	doing	things	to	the	class-room	teachers	ï¿½								The	job	and	the	duties	of	the	teacher	are	likely	to	have	multifaceted	changes	as	they	are	to	deal	with	many
new	gadgets	for	teaching	and	learning	.	ï¿½								Engineering	principles	are	used	for	the	development	of	these	types	of	technical	equipments.	The	teacher	can	deal	with	larger	group	of	students	with	the	help	of	these	ï¿½Mechanical	deviceï¿½	or	ï¿½Machinesï¿½.	ï¿½								The	teacher	can	deal	with	larger	group	of	students	with	the	help	of	these
ï¿½Mechanical	deviceï¿½	or	ï¿½Machinesï¿½	,	resulting	in	less	cost	and	economy	in	finances	.	Software	Approach	of	Educational	Technology	The	pioneering	work	in	software	approach	was	done	by	Skinner	and	other	behaviourists.	The	programmes	which	such	a	technology	produces	are	often	called	software.	Software	Approach	is	also	termed	as
Instructional	Technology	or	Teaching	Technology	or	Behavioural	Technology.	It	originates	from	behavioural	sciences	and	their	applied	aspects	concerning	psychology	of	learning.	The	software	approach	used	the	principles	of	psychology	for	building	in	the	learners	a	complex	repertory	of	knowledge	or	modifying	his	behaviour	.	Psychology	of	learning
provides	solid	technology	for	bringing	desirable	behavioural	changes	in	the	pupils	and		serves	the	cause	of	education	of	laying	down	definite	instructional	procedure,	teaching	behaviour	and	behaviour	modification	devices.	Newspapers,	books,	magazines,	educational	games,	flash	cards	may	also	form	part	of	software.	Software	approach	is
characterised	by	task	analysis,	writing	precise	objectives,	selection	of	appropriate	learning	strategies,	immediate	reinforcement	of	responses	and	constant	evaluation.	Software	approach	refers	to	the	application	of	teaching-	learning	principles	to	the	direct	&	deliberate	shaping	of	behavior.	Its	origin	lies	in	the	application	of	ï¿½behavior	scienceï¿½	to
the	problems	of	learning	&	motivation.	Educational	technology	is	closely	associated	with	the	modern	principles	&	theories	of	teaching.	Models	of	teaching,	theory	of	instruction,	theory	of	teacher-	behavior	&	principles	of	programmed	learning.	It	is	characterized	by	task	analysis,	writing,	objectives	in	behavioral	terms,	selection	of	the	appropriate
teaching	strategies,	reinforcement	for	correct	responses	&	continuous	evaluation.	Software	Approach	is	concerned	with	teaching	objectives	in	behavioural	terms,	principles	of	teaching,	methods	of	teaching,	reinforcement	of	instructional	system,	feedback,	reviews	and	evaluation.	Software	approach	tries	to	develop	all	the	three	basic	components	of
technology,	i.e.	Input,	Process	and	Output.	Basis	of	Software	Approach	ï¿½								In	software	approach,	the	basis	of	all	thinking	and	working	is	behavioural	science	and	psychology	of	learning.	ï¿½								Software	approach	uses	the	principles	of	psychology	for	the	purpose	of	behaviour	modification.	ï¿½								A	teacher	with	added	knowledge	of	software
approach	can	use	the	films,	flashcards,	tapes	etc.,	for	various	purposes.	ï¿½								A	teacher	can	plan	better	teaching	which	results	into	better	learning.	There	is	not	end	to	his	thinking.	Characteristics	of	Software	Approach	ï¿½								This	view	of	educational	technology	is	closely	associated	with	the	modern	principles	of	programmed	learning	and	is
characterised	by	task	analysis,	writing	precise	objectives,	selection	of	appropriate	learning	strategies,	reinforcement	of	correct	responses	and	constant	education.	ï¿½								Silverman		termed	this	educational	technology	as	ï¿½constructive	educational	technology.ï¿½	Also	known	as	ï¿½Management	Technologyï¿½.	ï¿½								A	modern	approach	in
educational	administration	and	organisation.	It	has	brought	to	educational	management	a	scientific	approach	for	solving	educational	administrative	problems.	ï¿½								Origin	of	software	approach	lies	in	the	application	of	ï¿½behavioural	scienceï¿½	to	the	education.					It	refers	to	the	application	of	teaching-	learning	principles	in	the	shaping	of
behaviour.	ï¿½								Its	application	while	writing	objectives	in	behavioral	terms,	selection	of	appropriate	teaching,	strategies,	reinforcement	for	correct	response	etc	Software	Tools	Word	processing,	database,	spreadsheet,	telecommunications,	presentation,	authoring,	graphic	paint	programs.	Teachers	need	to	know	how	to	use	them,	how	to	teach
them	to	students,	and	how	and	why	to	use	them	in	the	classroom.	Software	Types	Drill	and	practice,	tutorials	or	computer-based	instruction,	and	simulations.	Teachers	need	to	know	what	these	are	as	well	as	why,	when,	and	how	to	incorporate	them	into	their	teaching.	Software	Review	and	Evaluation	How	to	select	appropriate	software	for	specific
grade	levels	and	content	areas,	how	to	evaluate	the	effectiveness	of	this	software,	and	what	types	of	software	are	available.	Teachers	need	to	be	thoroughly	familiar	with	many	of	the	software	options	available	and	understand	when	and	how	to	use	them	in	the	classroom.	Comparison	of		Hardware	and	Software	Approach	Role	of	hardware	and	software
technologies	in	modern	educational	practices	1.					Making	the	task	of	teaching-learning	interest,	purposeful	and	productive	2.					Use	the	multimedia	and	multi-sensory	approach	to	teaching-learning	3.					Management	of	the	affairs	of	educational	practices	in	an	efficient	and	productive	way	4.					Providing	proper	input	and	process	for	the	best	possible
outcomes	(products)	5.					Fulfilling	the	expectation	of	distances	and	correspondence	education	6.					Individualization	of	instruction	SYSTEMS	APPROACH:	System	approach	is	a	systematic	attempt	to	coordinate	all	aspects	of	a	problem	towards	specific	objectives.	Websterï¿½s	dictionary	defines	a	system	as	ï¿½a	regularly	interacting	or	independent
group	of	items	forming	a	unified	whole.ï¿½	The	characteristics	of	a	system	of	may	be	explained	with	the	help	of	an	example	ï¿½	various	parts	of	the	digestive	system	may	be	called	as	components	of	digestive	system.	Every	component	of	the	digestive	system	contributes	to	as	supports	in	functioning	of	the	digestive	system	as	a	whole.	In	the	context	of
education,	system	is	a	unit	as	a	whole	incorporating	all	its	aspects	and	parts,	namely,	pupils,	teachers,	curriculum,	content	and	evaluation	of	instructional	objectives.	The	teaching-learning	process	is	viewed	as	communication	and	control	taking	place	between	the	components	of	a	system.	In	this	case,	the	system	is	composed	of	a	teacher,	a	student	and
a	programme	of	instruction,	all	in	a	particular	pattern	of	interaction.	The	System	Approach	focuses	first	upon	the	learner	and	then	course	content,	learning	experiences	and	effective	media	and	instructional	strategies.	Such	a	system	incorporates	within	itself	the	capability	of	providing	continuous	self-correction	and	improvement.	It	is	concerned	with
all	elements	of	instruction	including	media,	including	hardware	and	software.	Its	purpose	is	to	ensure	that	the	components	of	the	organic	whole	will	be	available	with	the	proper	characteristics	at	the	proper	time	to	contribute	to	the	total	system	fulfilling	the	objectives.	In	the	systems	approach	to	instruction,	the	teacher	has	to	plan	completely	the
utilization	of	selected	resource	material	and	the	classroom	activities.	The	teacher	should	have	a	good	overall	view	of	the	subject,	know	his/her	limitations,	know	all	about	his/her	pupils	and	the	individual	differences	in	their	learning	capacities	and	plan	accordingly.	The	system	approach	involves	continuous	evaluation	of	learning	outcomes	and
utilization	of	knowledge	gained	by	analysis	of	results	of	evaluation	to	suitably	modify	the	plan	of	approach	to	achieve	the	stated	objectives.	INDIVIDUAL	AND	MASS-	MEDIA	APPROACH	The	utilization	of	Mass	Media	Approach	is	vital	importance	for	achieving	the	goal	of	education	for	all.	In	rapidly	increasing	availability	of	new,	improved	channels	of
communication	has	contributed	to	a	coordinated	spurt	in	effort	to	tap	a	harness	the	vast	potential	of	media	in	promoting	the	goal	of	Education	for	all.	In	a	country	such	as	India-so-replete	with	challenging	regional	cultural	and	linguistic	diversities	the	role	of	Media	as	an	immensely	powerful	tool	which	can	be	used	to	penetrate	cultural	and	attitudinal
barriers	and	reach	communities	in	the	shortest	possible	time	acquires	a	significance	that	is	doubly	important.	Importance	Of	Mass	Media	ï¿½								Mass	Media	provide	information	to	the	mass	within	a	less	time.	ï¿½								It	takes	a	wide	coverage	of	information	regarding	anything	that	is	happening	in	any	comer	of	the	world.	ï¿½								It	brings	the	entire
world	to	the	individual	or	to	the	classroom.	Children	spend	hours	together	sitting	in	front	of	the	television	and	can	visualize,	hear	and	acquire	knowledge	about	the	world.	ï¿½								These	media	easily	reach	groups,	allow	repeated	use,	give	more	reality,	influence	attitudes,	show	cause	and	effect	relationships	and	ultimately	motivate	the	audience.
ï¿½								It	sends	information	to	remote	places	and	helps	in	distant	learning.	ï¿½								It	helps	in	modification	of	attitudes,	inculcation	of	desirable	values	and	acquaintance	with	cultural	heritage.	ï¿½								Mass	media	acts	as	an	agency	of	social	change.	ï¿½								Mass	media	are	useful	for	reinforcing	group	dynamics	and	interpersonal	communication.
ï¿½								Mass	media	as	means	of	communication	make	ideas	clear	to	children	and	help	them	to	acquire	correct	knowledge.	They	help	in	simplifying	and	in	giving	vividness	to	explanation.	ï¿½								Mass	Media	make	the	instruction	concrete	and	stimulate	interest	and	excite	curiosity	in	things.	Demerits	Of	Mass	Media		Sometimes,	mass	media	creates
misunderstanding	among	the	people	providing	false	and	baseless	news.	Besides,	satellite	channels	often	telecast	some	vulgar	programs	that	damage	the	moral	character	of	the	young	generation.	People	who	watch	violent	films	through	mass	media,	commit	crimes	easily	and	engage	themselves	in	illegal	works.	It	is	true	that	people	regularly	exposed	to
violent	media	usually	grow	up	to	be	completely	normal	people.	But,	the	number	of	these	people	is	very	few	because	all	people	of	a	country	or	society	do	not	follow	or	observe	mass	media.	Besides,	a	large	group	of	people	in	a	society	is	out	of	modern	technology.		1.4	Differential	Instruction,	Universal	Design	of	learning	and	Individualised	Instruction.
Differentiated	instruction:	Planning	for	all	ï¿½								Differentiated	instruction	is	an	organizing	structure	or	framework	in	teaching	and	learning	which	calls	for	a	major	restructuring	in	the	classroom	and	curriculum,	if	done	well,	its	benefits	far	out	way	the	costs.	ï¿½Differentiated	instruction	can	be	defined	as	a	philosophy	of	teaching	that	is	based	on
the	premise	that	students	learn	best	when	their	teachers	accommodate	the	difference	in	readiness	levels,	interests	and	learning	profiles.	ï¿½Differentiated	instruction	is	a	process	to	teaching	and	learning	for	students	of	differing	abilities	in	the	same	class.	The	intent	of	differentiating	instruction	is	to	maximize	each	studentï¿½s	growth	and	individual
success	by	meeting	each	student	where	he	or	she	is	and	assisting	in	the	learning	process8ï¿½.	Differentiated	instruction	seeks	to	move	away	from	teaching	to	the	whole	class	in	the	same	manner	and	addresses	the	needs	of	all	learners,	including	those	who	are	at	risk	and	the	gifted,	through	various	forms	of	well	planned,	well-organized,	flexible
curriculum	and	instructional	strategies.	Differentiated	instruction	can	enable	students	with	a	wide	range	of	abilitiesï¿½from	gifted	students	to	those	with	mild	or	even	severe	disabilitiesï¿½to	receive	an	appropriate	education	in	inclusive	classrooms.	In	order	to	understand	differentiated	instruction,	the	principles	for	practicing	must	be	articulated	viz.
ï¿½								Every	child	can	learn.	ï¿½								All	children	have	the	right	to	high	quality	education.	ï¿½								Progress	for	all	will	be	expected,	recognized	and	rewarded.	ï¿½								Learners	in	a	classroom	have	common	needs,	distinct	needs,	and	individual	needsï¿½.	Universal	Design	for	Learning	(UDL)	is	a	set	of	principles	that	guide	the	design	of	inclusive
classroom	instruction	and	accessible	course	materials.	UDLï¿½s	three	principles	are:	1)	multiple	methods	of	representation	that	give	learners	a	variety	of	ways	to	acquire	information	and	build	knowledge;	2)	multiple	means	of	student	action	and	expression	that	provide	learners	alternatives	for	demonstrating	what	they	have	learned;	and	3)	multiple
modes	of	student	engagement	that	tap	into	learnersï¿½	interests,	challenge	them	appropriately,	and	motivate	them	to	learn	Principles	of	Universal	Design	ï¿½	Equitable	use	ï¿½	flexibility	in	use	ï¿½	simple	and	interactive	use	ï¿½	perceptible	information	ï¿½	tolerance	for	error	ï¿½	low	physical	effort	ï¿½	Size	and	space	for	approach	and	use
Individualized	Instructions		Individualized	Instruction	is	a	method	of	instruction	in	which	content,	instructional	technology	(such	as	materials)	and	pace	of	learning	are	based	upon	the	abilities	and	interests	of	each	individual	learner.	Letï¿½s	learn	about	individualized	Instruction	in	greater	detail	and	how	educators	can	provide	it	to	students	by	using
the	21st	century	technology.	Individualized	Instruction	(also	called	Differentiated	Instruction)	is	an	instructional	theory	that	allows	educators	to	face	nowadaysï¿½	educational	challenges	by	considering	diverse	student	factors	while	planning	curriculum	and	delivering	instruction.	The	factors	include	learning	styles,	learning	abilities,	interests,	etc.,	of
each	individual	student	found	within	a	classroom.	Old	traditional	classroom	methods	aren't	enough	to	provide	students	with	Individualized	Instruction.	So,	21st	century	teachers	are	searching	for	many	technological	approaches	that	drive	them	to	provide	students	with	multiple	learning	approaches.	Individual	Instructions	for	students	with	different
learning	styles:	As	mentioned	above,	different	students	have	different	learning	styles.	Some	students	learn	by	visualizing,	some	by	hearing,	some	by	reading	while	many	others	do	so	by	experimenting.	Technology	helps	educators	to	provide	students	with	resources	that	help	them	adopt	their	own	learning	style.	A	list	of	such	resources	is	as	follows,
explore	them	to	provide	each	learner	with	the	respective	technological	approach.	Visual	Learning:	Visual	learning	is	a	learning	style	in	which	ideas,	thoughts,	concepts,	processes	and	other	information	are	represented	and	associated	with	images,	graphs,	charts	and	videos.	Students	understand	and	learn	just	by	visualizing.	Auditory	Learning:
Auditory	learning	is	a	learning	style	in	which	students	learn	by	hearing.	Kinesthetic	Learning:	Itï¿½s	a	learning	style	where	learning	is	done	by	experimentation.	Special	education	is	a	great	example	of	individualized	instruction.	Students	who	receive	special	education	services	have	an	Individualized	Education	Program	(IEP).	Through	an	IEP,	the
school	can	meet	their	individual	needs	and	provide	accommodations	just	for	them.	1.5	Implication	of	the	above	for	inclusion.	In	todayï¿½s	society	of	informational	instant	gratification,	people	have	begun	to	gain	knowledge	through	the	internet,	television	and	other	types	of	media.	It	has	become	apparent	that	society	as	a	whole	is	changing	the	way	it
gathers	and	stores	information.	Although	some	still	gain	their	information	through	newspapers	and	books	many	have	shifted	to	more	easily	accessible	forms	of	data	gathering.	One	area	where	technology	has	caused	a	large	shift	is	in	the	field	of	education.	With	the	number	of	students	inundated	with	smart	phones,	students	are	one	touch	away	from
the	internet,	music,	Facebook,	Twitter	and	YouTube	videos.	This	increase	has	become	quite	a	challenge	for	educators	to	keep	up	with	various	forms	of	media	that	are	interesting	to	students	while	still	allowing	the	transmission	of	non-watered	down	material.	With	new	educational	technologies	such	as	Smart	Boards	becoming	an	everyday	staple	of	the
classroom	it	has	become	imperative	that	educators	not	only	possess	this	new	technology,	but	more	importantly	be	able	to	navigate	through	and	manipulate	this	technology	to	best	meet	the	needs	of	their	students.	If	teachers	are	not	feeling	prepared	for	this	task,	educational	administrators	need	to	ensure	the	success	of	all	teachers	both	young	and	old
and	provide	them	with	professional	development	opportunities.	ChanLin	(2007)	states,	ï¿½There	is	a	consensus	among	educators	and	various	social	communities	that	current	educational	practices	need	to	prepare	students	to	thrive	in	an	ever	changing	technological	societyï¿½.	This	means	that	in	order	for	students	to	be	successful	in	a	global	economy
based	on	growing	informational	technologies,	it	has	become	more	and	more	important	for	students	to	have	exposure	to	various	media	types.	Today	Technological	efforts	for	PwD	ï¿½								Government	and	non-Governmental	organizations	funded	by	MSJ&E	ï¿½								NIMH	developed	software's	packages	for	children	with	Mental	Retardation.	a)	Literacy,
b)	Numeracy,	c)	Number	skills,	d)	My	country,	e)	Living	and	non-living	things,	f)	Health	and	safety	and	g)	Community	utilization	ï¿½								National	Association	For	Blind	o			Screen	reader	software	in	different	Indian	languages	o			PC	support	for	windows	environment	Media	Lab	Asia	ï¿½								National	Disability	Register,	Online	courses	by	RCI	and	RCI
Studio	ï¿½								ICT	based	Punarjjani:	Assessment	and	Analysisï¿½	for	PwMR	ï¿½								Sanyog:ï¿½	A	multilingual	augmentative	and	alternative	communication	system.	o			Construct	simple	sentences	by	selection	of	Icons.	ï¿½								Smart	Cane:	Bus	identification	system	based	on	wireless	communicationï¿½	technology	such	as	route	number	andï¿½	Bus
stop.	ï¿½								Shruti:	A	computer	aided	text-to-speech	and	text	to	Braille	system	(Hindi	and	Bangla)	o			Available	for	Windows	DAISY	(Digital	Accessible	Information	system)	A	world	where	people	with	print	disabilities	have	equal	access	to	information	and	knowledge,	without	delay	and	additional	expense.	ï¿½								DAISY	Books	with	>18	languages,
ï¿½								Braille	in	DAISY,	ï¿½								synchronized	text	and	audio,	multimedia	reading	experience	(completely	accessible).	ï¿½								Yahoo	India	Accessibility	Lab	ï¿½								(web	accessibility)	ï¿½								Barrier	Break	Technology	ï¿½								(	Firm	that	provides	solutions	for	PwD	and	distributor)	Teaching	technology	As	already	emphasized	in	this	chapter,
teaching	technology,	as	a	sub-system	of	educational	technology,	is	concerned	with	the	task	of	systematization	of	the	process	of	teaching.	However,	teaching	cannot	merely	be	treated	as	a	sum	total	of	certain	teaching	skills.	A	teacher	has	to	play	the	role	of	technician	by	learning	the	art	and	science	of	teaching.	Teaching	must	be	regarded	as	a
technology	that	a	teacher	should	try	to	know	and	practice	well	if	she	wishes	to	be	successful	in	his	teaching	job.	A	technical	knowledge	and	skills	of	tasks	requires	that	it	should	be	completed	with	reasonable	economy	and	greater	efficiency.	If	a	teacher	can	teach	well	with	the	least	efforts	resulting	into	maximum	productivity,	then	he	can	be	thought
utilizing	teaching	as	technology.	The	essence	of	the	application	of	technology	lies	in	getting	more	and	better	output	with	the	least	input	in	terms	of	time	and	labor.	If	teacher	is	in	the	position	to	make	the	use	of	technology	in	teaching,	he	must	be	well	equipped	with	the	technological	skills	like	the	following,	besides	having	a	good	knowledge	or	mastery
over	the	subject	matter:	Communication	skills,	Fundamental	principle	and	characteristics	of	teaching	technology	Teaching	technology,	suggested	by	E.G.	Vedanagayam	(1988),	can	be	distinguished	because	of	certain	characteristics	and	fundamental	principles	as	follows:	Teaching	is	a	scientific	process	and	its	major	components	are	content,
communication,	and	feedback.	There	is	a	close	relationship	between	teaching	and	learning.	It	is	possible	to	modify,	improve	and	develop	the	teaching-learning	activities.	The	terminal	behaviour	of	the	learner,	in	terms	of	learning	structures	can	be	established	by	appropriate	teaching	environment.	Teaching	skills	can	be	developed	and	strengthened	by
means	of	feedback	devices	with	or	without	sophisticated	techniques.	Pre-determined	learning	objectives	can	be	achieved	by	designing	suitable	teaching	activities.	Use	of	achievement	motivation	technique	enhances	the	output	of	the	teacher	and	the	learner.	Contents	of	teaching	technology	Teaching	technology	process	certain	basic	things	in	the	shape
of	the	philosophy	and	acts	of	teaching.	A	teacher	has	to	imbibe	the	art	and	techniques	of	this	technology.		How	should	a	teacher	in	practice	proceed	for	the	use	of	teaching	technology	in	the	process	of	teaching-	learning?	This	aspect	has	been	closely	analysed	by	scholars	like	Glazer,	Bruner,	Gagne	and	Davies.	Davies(1971),	in	his	work	Management	of
learning,	has	presented	the	contents	of	teaching,	leading	of	teaching	controlling	of	teaching.	These	four	steps	systematically	prescribe	the	contents	of	teaching	technology	to	be	learnt	and	practiced	by	a	teacher	for	becoming	a	teaching	technician.	Planning	of	teaching:	Through	this	step,	teaching	technology	helps	a	teacher	to	plan	the	details	of	his
teaching	journey	to	be	traveled	along	with	his	students.	For	this	purpose,	it	tells	that	a	teacher	must	first	try	to	formulate	teaching-learning	objectives	to	be	realized	through	the	on-going	teaching-learning	process	and	then	very	carefully	plan	for	the	realization	of	these	set	of	objectives	by	taking	care	of	(i)	the	entry	behavior	of	the	learners	(ii)
selection	of	appropriate	learning	experiences,	(iii)	selection	of	proper	teaching	methods,	strategies	and	aid	material,	and	(iv)	creating	a	conducive	and	helpful	environment	for	proper	teaching-learning.	Organization	of	teaching:	in	its	second	step,	teaching	technology	supplies	the	necessary	knowledge	and	skills	to	the	concerned	teacher	for	arranging,
relating	and	organizing	all	the	available	teaching-learning	resources,	men	and	material,	for	the	proper	realization	of	the	set	teaching-learning	objectives	in	the	most	effective,	efficient	and	economic	way	possible.	Specifically	here,	it	may	talk	about	the	ways	and	means	of	seeking	cooperation	of	the	administration	personnel,	parent	and	community;
developing	teacher’s	own	competencies	for	better	communication	including	use	of	proper	teaching	method,	aids,	strategies;	organization	and	utilization	of	the	available	physical	facilities	and	resources	for	a	better	teaching-learning.	Leading	o	teaching:	the	contents	of	teaching	technology	in	this	step	provide	necessary	knowledge	and	skills	for	teacher
to	motivate,	encourage,	and	guide	and	thus,	lead	his	students	on	the	path	of	learning	for	the	realization	of	the	set	teaching-learning	objectives.	Controlling	of	teaching:	Through	its	last	step	of	managing	teaching,	the	contents	of	teaching	may	help	a	teaching	to	acquire	necessary	knowledge	and	skill	for	the	proper	measurement	and	assessment	of	the
teaching-learning	outcome,	i.e.	the	output	of	his	teaching	in	view	of	set	teaching-learning	objectives.	Instructional	Technology	This	kind	of	technology	is	meant	for	helping	the	instructor	and	the	learner	in	the	desired	instructional	task	for	the	realization	of	the	stipulated	instructional	objectives	in	a	particular	teaching-learning	situation.	The	term
instructional	stands	for	a	certain	type	of	command	meant	for	getting	some	specific	information,	knowledge	and	understanding	about	a	thing	system	or	a	process.	Instructional	technology,	in	this	way,	first	try	to	plan	what	type	of	instruction	and	instructional	material	are	needed	in	a	particular	teaching-learning	situation	and	then	suggest	ways	and
means	for	the	utilization	of	this	instructional	material	for	the	proper	realization	of	the	instructional	objectives.	Instructional	technology	may	be	defines	as	a	subsystem	of	educational	technology	which	helps	the	instructor	or	the	learner	himself	as	a	part	of	his	self-learning	or	auto	instruction	bye	determining	the	media,	methods	and	material	for
realization	of	the	stipulated	instructional	objectives	in	a	given	teaching-learning	situation.	Setting	of	instructional	objectives	Instructional	objectives	make	a	very	core	and	heart	of	any	instructional	process.	Instructional	technology	may	help	the	instructor	and	learner	to	take	decisions	about	the	instructional	and	learning	objectives	in	close	cooperation
of	the	following:	The	age	and	grade	level	of	the	learner.	The	physical,	emotional,	social	and	mental	potential	of	the	learner.	The	previous	experiences	of	the	learner	related	to	the	subject	and	topic.	The	men-mental	resources	available	for	imparting	instruction.	Taking	decisions	about	the	instructional	material	We	have	to	select	the	teaching-learning
experiences	and	then	organize	and	integrate	them	properly	for	utilizing	in	the	course	of	instruction.	This	instructional	material	then	divided	into	properly	related	and	sequenced	units	by	following	the	principles	of	simple	to	complex,	specific	to	general,	theory	to	practice,	etc.	all	such	decision	about	the	selection	of	the	instructional	material,	for
carrying	out	the	task	of	instruction	in	view	of	the	realization	and	stipulated	instructional	objectives,	are	always	facilitated	by	knowledge	and	skills	provided	by	the	instructional	technology.	Taking	decision	about	the	media	and	method	Instructional	technology	may	help	the	teacher	and	also	the	learners	to	select	and	make	use	of	appropriate	media	and
methods	for	carrying	out	teaching-learning	process.	There	are	varieties	of	media	and	method	available	for	imparting	instruction.	One	has	to	take	proper	decision	about	the	selection	of	particular	media	and	method	or	a	combination	of	media	and	methods	depending	upon	the	nature	of	the	piece	of	instruction	and	resources	and	environment	available	in
a	particular	teaching-learning	situation.	It	contains	the	topic	like	the	following	in	its	prescribed	syllabus	of	course:	Instructional	strategies	like	lecture	strategy,	demonstration	strategy,	etc.	Special	instructional	procedures	for	carrying	out	auto-instructional	or	self-learning	like	programmed	instruction,	instruction	carried	out	with	the	help	of	teaching
machines,	etc.	Cooperative	or	group	instructional	strategies	like	working	on	project,	living	and	learning	in	the	community,	etc.	Knowledge	and	application	of	various	types	of	audio-visual	aids	and	instructional	material	such	as	radio,	television,	tape	recorder,	projector,	charts,	etc.	Taking	decision	about	the	proper	instructional	environment	Particular
type	of	environment	is	essential	for	carrying	out	particular	type	of	instruction,	and	at	then	helps	the	teacher	as	well	as	learner	for	organization	of	that	type	of	instructional	environment.	Helping	in	the	task	of	evaluation	Evaluation	is	the	real	key	and	controlling	agency	of	any	type	of	instructional	activity	carried	out	by	the	teacher	in	the	shape	of	auto-
instruction.	How	far	a	teacher	or	learner	has	been	successful	in		realizing	the	stipulated	instructional	objectives	can	be	made	known	only	through	a	well-planned	strategy	of	evaluation.	Behavioural	Technology	Meaning	“Any	manifestation	of	life	is	activity”,	says	Woodworth	(1945),	behaviour	is	a	collective	name	of	such	activities.	Behavioural
technology,	as	one	of	the	kind/type	in	its	board	form,	may	be	utilized	to	study	and	bring	modification	in	the	behaviour	of	all	living	organisms.	Behavioural	technology,	in	a	broader	technical	sense,	may	also	include	behaviour	modification	strategies	which	are	not	based	on	learning	principles.		However,	in	school	situations,	the	task	of	behavioural
technology	has	almost	become	synonymous	with	the	behavioural	analysis	and	behaviour	modification	carried	out	through	the	principles	of	operant	conditioning	(shaping	of	the	desired	behaviour)	and	observational	learning	(imitation	of	a	model	behaviour)	Use	and	application	of	behavioural	technology	Analysis	of	behaviour:	behaviour	technology	may
very	well	help	in	analysing	the	observed	behaviour	of	individual	in	proper	way.	An	analyst	with	its	help	may	state	the	behaviour	in	specific,	observable	behavioural	terms,	e.g.	he	is	day	dreaming	or	wasting	time	in	gossiping	or	reacting	in	a	specific	situation,	etc.		Setting	the	target	behaviour	for	behavioural	modification:	once	the	existing	behaviour	is
known	and	analyzed	into	specific	behavioural	terms,	the	help	of	behavioural	technology	may	be	taken	for	setting	as	well	as	stating	the	target	behaviour	(desired	modified	behaviour)	in	specific	behavioural	terms.	As	a	result	of	such	naming,	identifying	and	fixing	of	desired	modified	target	behaviour	in	specific	term,	the	actual	task	of	behaviour
modification,	then	become	quite	scientific,	purposeful	and	goal-oriented.	Proving	suitable	ways	and	means	for	behavioural	modification:	here	it	can	help:	The	learners	to	acquire	the	desired	learning	experiences	in	terms	of	knowledge,	understanding,	skills,	application,	attitudes	and	values,	by	bring	changes	in	their	entry	behaviour.	The	teacher	by
suggesting	ways	and	means	for	bringing	changes	in	the	learning	and	acquisition	behaviour	of	their	students.	The	parents,	teachers,	educational	administrators,	guidance	personnel	and	social	workers,	by	suggesting	suitable	technology	for	the	prevention	and	treatment	of	behavioural	problems	and	disorder.	The	parents	and	teachers	to	work	with	their
children	and	students	for	the	optimum	growth	and	development	of	the	desirable	personality	traits	and	behavioural	acts.	The	teachers	in	learning	proper	teacher	behaviour	and	acquiring	needed	teaching	skills	through	special	behavioural	technology	techniques	like	interaction	analysis,	micro-teaching,	stimulated	teaching,	action	research.	Etc.	The
teachers	to	manage	properly	the	classroom	behaviour	and	interaction	of	their	students	aimed	at	creating	proper	conducive	environment	for	effective	teaching-learning.																		For	inducing	the	desired	behaviour	or	for	bringing	the	needed	modification	in	the	existing	behaviour,	behaviour	technology,	as	said	earlier,	makes	use	its	own	technology
including	the	appropriate	learning	principles	based	on	operant	conditioning	and	social	learning.																		In	shaping	technique	(based	on	Skinne’s	operant	conditioning),	a	slightly	modified	or	improved	behaviour	is	properly	reinforced	for	attaining	the	desired	degree	of	modification	in	one’s	behaviour.																		In	adopting	modelling	as	a	technique
of	behaviour	modification,	the	appropriate	target	behaviour	is	put	before	the	child	by	a	model	for	his	observation.					Instructional	design	technology	Instructional	as	a	process	stands	for	helping	the	individual	as	a	learner	for	achieving	the	suitable	teaching-learning	situation.	A	good	instruction	is	goal	oriented	with	a	specific	purpose	or	purposes
implying	that	the	manner	in	which	the	learner	is	imparted	instructions	(assisted	in	his	learning	process)	should	always	be	a	well-conceived,	planned	and	effectively	controlled	phenomenon.	These	instructional	design,	as	Dr.	Robert	C.	Branch,	Syracuse	University,	USA	emphasizes	(1996:44),	are	meant	for	“responding	to	the	complexities	associated
with	the	instructional	episode	by	analyzing,	defining,	testing	and	recommending	strategies	for	implementing	instructions.”	The	term	instructional	design,	in	its	simple	meaning,	thus	stands	for	layout	or	plan	describing	the	manner	in	which	an	instruction	process	(involving	teaching	and	learning	and	its	interaction)	should	be	carried	out	for	attainment
of	the	stipulated	objectives.		Instructional	design	technology,	for	exercising	such	control	and	manipulation,	may	be	seen	to	adopt	a	new	distinctive	approaches	like	systems	approach,	cybernetic	approach	and	training	psychology	for	generating	effective	instructional	design	with	a	clear	cut	motive	and	helping	the	learner	and	teacher	in	the	attainment
of	the	stipulated	instructional	objectives.	Approaches	of	Educational	Technology	Educational	technology	I	or	hardware	approach	This	type	of	educational	technology	has	its	origin	in	physical	sciences	and	engineering	and	is	based	on	the	concept	of	service,	i.e.,	using	technology	in	education	(Silverman	1968).	While	teaching	in	a	big	hall,	a	teacher	uses
a	microphone	for	making	his	voice	audible,	he	may	be	said	to	approach	such	type	of	education	technology	for	making	his	teaching	effective.	Such	type	of	mechanical	and	teaching	revolution	has	almost	mechanized	the	teaching-learning	process.	Almost	all	the	material	and	equipment	of	hardware	approach	originally	belong	in	areas	other	than
education	and	being	borrowed	and	utilized	for	educational	purposes.	Educational	Technology	II	or	software	approach	Psychology	of	learning	provided	solid	technology	for	bringing	the	desirable	behavioural	changes	in	the	students	and	thus	serves	the	cause	of	education	by	laying	down	definite	instructional	procedure,	teaching	behaviour	and
behaviour	modification	devices.	The	second	type	of	educational	technology	is	sometimes	referred	to	as	instructional	technology,	teaching	technology	or	behavioural	technology.	This	type	of	technology	tries	to	adopt	a	process-oriented	technique	for	production	of	suitable	teaching-learning	material,	teaching-learning	strategies,	and	evaluating
techniques	for	the	optimum	results	in	the	process	of	teaching	and	learning.	Educational	technology	basically	stands	for	the	technique	of	developing	and	utilizing	software	and,	that	is	why,	it	is	referred	to	as	the	software	approach.	The	materials,	such	as	programmed	material	and	teaching-learning	strategies	based	on	psychology	of	learning	are	usually
known	as	software	and	the	equipment	and	gadgets	are	called	hardware.	Distinction	between	hardware	and	software	technologies	Hardware	technology	Software	technology	Hardware	technology	has	its	origin	in	physical	sciences	and	applied	engineering.	It	is	more	concerned	with	the	production	and	utilization	of	audio-visual	aid	material	and
sophisticated	instruments,	and	mass	media	learning	for	helping	the	teacher	and	learners	in	their	task	It	tries	to	adopt	product-oriented	approach.	What	is	produced	through	software	technology	in	the	shape	of	teaching-learning	material	and	strategy	gets	utilized	by	the	hardware	instruments	and	gadgets	for	effective	teaching-learning.	Software
technology	has	its	origin	in	behavioural	sciences	and	their	applied	aspects	concerning	psychology	of	learning.	It	makes	use	of	psychology	of	learning	for	the	production	and	utilization	of	software	techniques	and	materials	in	terms	of	learning	materials,	teaching	learning	strategies,	and	other	devices	for	smoothening	the	task	of	teaching	learning.	It
tries	to	adopt	a	process-oriented	technique	or	approach	for	the	production	of	teaching-learning	material.	What	is	produced	here	is	made	available	for	being	used	by	the	hardware	appliances.	Role	of	hardware	and	software	technologies	in	modern	educational	practices	Individualization	of	instruction:		Individualization	of	instruction	is	a	major	trend	in
the	modern	educational	practices	and	is	the	demand	of	the	hour.	In	brief,	we	can	highlight	the	role	of	hardware	and	software	technologies	on	this	account	by	stating	some	of	the	materials	and	equipment	as	follows:	Programmed	instruction,	programmed	books,	and	programmed	learning	modules.	Teaching	machines,	computer	assisted	instruction	and
computer	managed	learning.	Video	and	audio	recorded	learning	and	instructional	material.	Email,	internet,	teleconferencing	and	other	online	educational	facilities.	Special	aid	material,	equipment	and	appliances	used	for	special	education	and	adjustment	measure	of	for	the	disabled.	Special	provisions	and	facilities	for	the	creative	and	gifted	to	nature
and	develop	their	individual	capacities	according	to	their	pace	and	interest.							2.			Use	the	multimedia	and	multi-sensory	approach	to	teaching-learning:		Hardware	and	software	technologies	help	the	teacher	as	well	as	the	learners	for	making	a	proper	and	judicious	use	of	multimedia	and	multi-sensory	aid	material,	equipment	and	principles	of		
teaching-learning,	derived	from	psychology	and	technology	of	teaching.	All	the	sensory	organs	sense	the	sight,	hearing,	touch,	smell	and	taste	for	the	acquisition	of	the	desired	teaching-learning	experiences.	Multimedia,	material	and	appliance	involving	hardware	and	software	technologies	for	sharing	desirable	teaching-learning	technologies.	All	the
relevant	and	needed	teaching-learning	method,	devices,	and	strategies,	well-accompanied	and	aided	by	hardware	and	software	technologies.								3.			Management	of	the	affairs	of	educational	practices	in	an	efficient	and	productive	way:		Educational	and	professional	responsibilities	Planning	o	teaching-learning.	Organization	of	teaching-learning.
Leading	teaching-learning.	Controlling	teaching-learning.								4.			Providing	proper	input	and	process	for	the	best	possible	outcomes	(products):		in				the	true	spirit	of	the	system	engineering,	use	of	hardware	and	software	technologies	can	help	the	educational	and	instruction	system	to	make	all	possible	efforts	for	providing	adequate	and	the	needed
process	organizations	to	arrive	at	the	best	possible	outcomes.								5.		Fulfilling	the	expectation	of	distances	and	correspondence	education:	the	demands	of	today’s	education	and	modern	education	practices	are	putting	increase	emphasis	on	the	extension	of	distance	education	and	correspondence	and	online	education	facilities	to	the	increasing
number	of	learners.								6.		Making	the	task	of	teaching-learning	interest,	purposeful	and	productive:	Suggesting	suitable	teaching-learning	methods,	devices	and	strategies	based	on	psychology	of	teaching-learning.	Suggesting	suitable	maxims	and	principle	of	teaching-learning	based	on	the	theory	and	practice	of	technology	of	teaching-learning.
Putting	various	types	of	audio-visual	aid	and	materials	and	equipment	at	the	disposal	of	teachers	and	learners.	Providing	a	variety	of	instructional	and	self-learning	material	suiting	the	varying	needs	of	teaching-learning	situations	and	individuality	of	the	teacher	and	learners.	Educational	Technology	III	or	Systems	Approach	This	type	of	educational
technology	is	related	to	the	concept	of	system	engineering	which	owes	its	origin	to	computer	science.	It	represents	the	latest	concept	in	educational	technology	of	education.	This	systems	approach	takes	education	as	a	system	having	a	set	of	inputs	which	are	subjected	to	a	process,	design	to	produce	certain	outputs	which	are	intended	to	meet	the
stipulated	objectives	of	the	system.	Thus,	in	system	approach,	one	has	to	make	a	continuous	comparison	of	the	different	roles	played	by	man,	machine	and	media	in	a	system	of	education	and	develop	an	appropriate	instructional	design	and	strategy	in	relation	to	the	stipulated	objectives.	Scope	and	Significance	of	Educational	Technology	Keeping	an
eye	over	such	broad	concepts	of	educational	technology,	one	is	able	to	map	but	the	areas	of	its	operation	in	terms	of	topic	or	aspects	covered	through	its	study	or	application.	In	brief,	they	may	be	summarized	as	below.	Analysis	of	the	process	of	teaching	and	learning:			Educational	technology	tries	to	discuss	the	concept	of	teaching,	analysis	of	the
teaching	process,	variables	of	the	teaching,	phase	of	teaching,	levels	of	teaching,	theories	of	teaching,	principles	and	maxims	of	teaching,	the	concept	of	learning,	relevance	of	the	theories,	the	relationship	between	teaching	and	learning.		Spelling	out	the	educational	goals	or	objectives:			Educational	technology	tries	to	discuss	the	topics	such	as
identification	of	education	needs	and	aspirations	of	the	community,	survey	of	the	resources	available	for	satisfaction	of	these	needs.	Development	of	curriculum:					This	aspect	of	educational	technology	is	concerned	with	the	designing	of	a	suitable	curriculum	for	the	achievement	of	the	stipulated	objectives.	Development	of	teaching-learning
material:				This	area	of	educational	technology	is	concerned	with	the	production	and	development	of	the	suitable	teaching-learning	material	in	view	of	stipulated	objectives,	design	curriculum	and	available	resources.	Teaching	preparation	or	teaching-training:				Teacher	is	a	key	figure	in	any	process	of	teaching	and	learning.	Educational	technology,
therefore,	take	care	of	the	proper	preparations	of	teachers	for	exercising	their	complex	responsibilities.	Development	and	selection	of	the	teaching-learning	strategies	and	topics:				This	aspect	deals	with	the	central	problems	of	teaching	learning	act.	Here	educational	technology	tries	to	describe	the	ways	and	discovering,	selecting	and	developing
suitable	strategies	and	tactic	of	teaching.	Development,	selection	and	use	of	the	appropriate	audio-visual	aids:				teaching-learning	is	greatly	influenced	and	benefited	by	the	use	of	appropriate	audio-visual	aids.	Educational	technology	covers	this	aspect	by	discussing	various	types	of	audio-visual	aids	used	for	educational	purpose,	their	proper	selecting
suiting	to	a	particular	teaching-learning	situation.		Effective	utilization	of	the	hardware	and	mass	media:			various	sophisticated	instrument,	equipment,	gadget	and	communication	devices	brought	through	mechanization	and	electronics	revolution	playing	an	effective	role	in	the	attainment	of	educational	objectives	by	helping	the	teachers	and	learners
in	their	respective	roles.	To	work	for	the	effective	utilization	of	the	subsystem	of	education:			educational	technology	considers	education	as	a	system	operating,	in	a	systematic	and	scientific	way,	for	the	achievement	of	educational	objectives.	To	provide	essential	feedback	and	control	through	evaluation:			educational	technology	I	essentially



concerned	with	the	task	of	exercising	appropriate	control	over	the	process	of	teaching	and	learning	by	planning	and	devising	suitable	tools	and	devices	for	the	continuous	evaluation	of	the	process	and	products	of	the	teaching-learning	activities.	Thus,	educational	technology	is	concerned	with	all	variables,	phases,	levels,	and	aspects	of	the	teaching-
learning	process.	In	brief,	it	works	for	over	all	planning	and	organization	of	the	system	or	subsystem	of	education.	In	above	discussion,	an	attempt	has	been	made	to	identify	the	scope	of	the	subject	educational	technology	by	mapping	out	its	field	of	operation,	but	in	true	sense,	it	is	unwise	to	put	hedge	and	boundaries	around	such	a	developing	and
fast	growing	subject.	Use	and	Significance	of	Educational	Technology	(in	the	Indian	context)	In	India,	before	the	1960’s	the	term	educational	technology	was	almost	unknown	to	the	educational	system.	It	was	used	as	synonym	to	audio-visual	teaching	aids.	The	role	of	educational	technologist	in	India,	today,	is	not	merely	that	of	an	audio-visual	aid
master,	hardware	expert,	media	expert	or	programmed	text	writer,	but	of	one	who	is	concerned	with	the	information	of	an	overall	design	to	carry	out	an	evaluation	of	the	total	process	of	education	in	terms	of	specific	objectives.	Educational	technology,	as	we	find	it	today,	has	a	meaningful	present	and	promising	future	in	our	country.	Some	of	the
significant	development	in	this	direction	may	be	summarized	as	follows:	There	has	been	a	wider	and	more	effective	utilization	of	radio	for	broadcasting	educational	programmes	throughout	the	country.	These	well	planned	programmes	are	now	broadcast	throughout	the	country	for	both	in-school	and	out-of-school	groups.	Another	significant
development	in	the	use	of	educational	technology	is	concerned	with	the	development	of	television	programmes.	The	third	important	area	where	educational	technology	has	been	useful	is	the	problem	of	-training	and	re-training	a	large	number	of	school	teachers	in	an	effective	way.	Another	application	of	educational	technology	in	our	country	is	known
as	distance	education.	Another	major	area	where	educational	technology	is	being	used	in	our	country	relates	to	language	instruction.	Another	field	of	operation	of	educational	technology	in	our	country	is	concerned	with	the	correspondence	education,	Another	use	for	which	educational	technology	is	being	put	in	our	country	is	concerned	with
preparation,	development	and	utilization	of	audio-visual	material,	and	handling	as	well	as	maintenance	of	the	hardware	appliances	and	sophisticated	gadgets.	In	the	latest	trend,	educational	technology	is	providing	its	worth	by	utilizing	the	services	of	computers	and	advanced	form	of	ICT	technology	in	the	field	of	education.	Thus,	educational
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Educational	Technology,	London:	Croom	Helm,	1978.	By	Nicole	Archambault	Image	description:	Man	and	woman	sitting	next	to	each	other,	using	a	tablet	and	a	laptop,	respectively.	Whether	or	not	you	know	it,	if	you’ve	been	teaching	yourself	to	code…	you’ve	had	exposure	to	Educational	Technology	(or	“EdTech”	for	short)	in	some	way	or	another.	It
can	be	a	challenge	to	understand	what	exactly	educational	technology	is,	and	what	it	isn’t,	since	it’s	a	relatively	new	conjoiner	area	in	both	education	and	computing	technology.	Allow	me	to	shine	some	light	on	what	Educational	Technology	actually	is,	and	how	it	can	or	probably	has	already	benefited	you	in	your	web	development	education.	Then,
we’ll	talk	about	some	of	the	great	careers	EdTech	has	to	offer.	EdTech	is	an	area	of	the	technology	sector	dedicated	to	the	development	and	application	of	tools	with	the	purpose	of	promoting	education	and	new	learning	experiences.	So	basically,	EdTech	is	using	technology	to	promote	education.	Even	books	are	a	product	of	educational	technology.
However,	an	important	distinction:	books	are	not	so	much	the	educational	technology	itself	as	are	the	means	of	creating	the	book.	Rather	than	the	book	as	a	product,	we	focus	on	the	tools	used	to	create	that	product	when	describing	education	technology.	Whether	by	ink	and	quill	or	printing	press,	the	written	information	is	being	shared	via	a	non-
verbal	means,	and	is	able	to	reach	more	people	as	a	result	to	communicate	the	ideas	of	the	author.	I	used	to	think	it	was	the	book	itself,	but	this	consideration	makes	sense.	Computing-wise,	if	you	learned	to	code	using	an	online	service	like	freeCodeCamp,	Treehouse,	Coursera,	or	even	something	like	Udemy	courses…	you	have	used	Educational
Technology	to	build	your	own	education.	Think	about	it:	these	are	web	applications,	which	use	web	development	technologies.	They	have	back-end	frameworks	that	render	information	on	the	front-end,	in	the	form	perhaps	of	lessons	or	quizzes,	or	even	a	video	for	the	student	to	watch.	It’s	really	kind	of	meta	when	you	think	about	it:	we	use	technology,
to	learn	about	technology.	Even	though	the	field	of	Educational	Technology	might	seem	to	be	super	niched-down,	it’s	really	not.	The	implications	of	education,	and	by	extraction,	educational	technology	spread	into	virtually	every	industry	in	existence	today.	Caleb	Clark,	educator	and	EdTech	expert,	summarized	the	importance	of	EdTech	this	way	in
his	video	“What	is	EdTech?”:	“Geeks	can’t	teach,	and	teachers	can’t	geek.”	What	does	this	mean	exactly?	Well,	the	best	web	developers	and	more	generally,	programmers,	in	the	world	are	often	not	the	best	teachers.	Often,	we	expect	that	the	people	teaching	a	particular	industry’s	skills	should	be	the	people	working	in	that	very	industry.	However,
what	happens	when	someone	doesn’t	learn	best	by	doing,	or	following	suit?	What	happens	when	the	expert	is	too	far	removed	from	the	beginner’s	perspective	to	understand	their	struggles?	This	is	where	the	educators	step	in.	By	combining	the	superpowers	of	both	technologists	and	educators,	the	newly	created	potential	is	endless.	And	it	certainly
doesn’t	stop	at	just	teaching	technology,	though	that’s	at	least	one	thing	we’ve	all	seen	or	used	EdTech	for.	If	you	work	a	full-time	job,	have	you	ever	had	to	go	through	on-the-job	training	that	was	web-based,	or	even	paper-based?	That’s	EdTech	at	work.	EdTech	is	on	a	fast	track	to	being	everywhere,	and	that’s	exactly	where	we	need	it	to	be.	So,	my
personal	experience	with	EdTech	began	even	before	I	first	started	learning	to	code	in	2015.	But,	like	my	coding	journey…	it	started	with	Treehouse.	I	had	used	tools	like	W3Schools,	which	is	totally	EdTech	in	its	own	form.	However,	that	issue	I	mentioned	before	of	students	learning	differently…	that	one	affected	me	deeply.	Most	of	my	followers	and
podcast	listeners	know	by	this	point	that	I	had	a	really	tough	time	with	traditional	educational	systems.	At	the	end	of	the	day,	I	was	still	a	great	student—but	it	was	an	intensely	stressful	and	anxiety-inducing	process	for	me.	I	didn’t	figure	out	most	of	the	details	of	how	I	learned	until	I	was	29	years	old,	and	already	established	in	the	field	of	Customer
Service.	I	didn’t	have	much	upward	movement	to	make,	so	I	started	looking	at	opportunities	to	teach	myself	new	skills.	Just	based	off	of	curiosity.	I	wasn’t	a	fixed	mindset,	exactly…	but	I	wasn’t	working	with	a	total	growth	mindset	either.	My	anxiety	told	me	that	I	was	going	to	at	the	very	least	play	hell	trying	to	change	careers	and	learn	technology.
But,	once	I	found	Treehouse,	all	of	that	changed.	The	high	quality	videos,	speed	controls,	closed	captioning,	ability	to	pause	and	restart	whenever	needed…	those	are	key	features	of	video	used	across	the	internet.	In	EdTech,	functionality	like	this	gives	power	and	control	to	the	student,	in	a	way	that	students	traditionally	do	not	have	control.	And	with
that	control,	plus	the	added	benefit	of	visual	teaching…	I	was	off	to	the	races.	It	was	incredible.	Like,	EdTech	gave	me	my	life	back,	and	I	feel	like	in	so	many	ways,	I	owe	EdTech	my	life.	Since	then,	I’ve	really	been	focusing	my	entrepreneurial	energy,	combined	with	the	web	development	skills	I’ve	learned	with	the	help	of	EdTech,	back	onto	EdTech.
30	Days	to	Web	Development,	my	flagship	course	+	coaching	program	for	coding	career	changers,	was	developed	with	a	particular	approach:	to	provide	fundamental	knowledge	that	is	commonly	overlooked	by	the	programming	industry	as	a	whole,	such	as	problem	solving,	research,	and	learning	skills.	I’ll	be	talking	briefly	about	EdTech	and
entrepreneurship	toward	the	end	of	this	post	in	the	Careers	in	EdTech	section,	but	generally	speaking	—	you	have	lots	of	options	here.	Mostly,	you	can	pave	your	own	way,	and	for	someone	with	an	entrepreneurial	streak,	being	given	creative	license	to	play	with	tech	and	help	others	is	like…	my	dream	job!	EdTech	can	look	like	a	lot	of	different	things,
which	is	why	it	may	be	hiding	in	plain	sight.	One	of	the	best	definitions	of	EdTech	that	I’ve	come	across	was	by	Hap	Aziz	in	his	2010	article,	“The	5	Keys	to	Educational	Technology”.	He	defines	EdTech	as:	the	considered	implementation	of	appropriate	tools,	techniques,	or	processes	that	facilitate	the	application	of	senses,	memory,	and	cognition	to
enhance	teaching	practices	and	improve	learning	outcomes.	While	virtually	anything	using	technology	to	promote	education	could	be	considered	“educational	technology”,	further	investigation	into	what	truly	constitutes	EdTech	taught	me	that	this	is	still	a	widely	and	openly	discussed	topic.	I	mean,	did	you	know	prior	to	me	telling	you	that	writing
instruments	were	one	of	the	earliest	forms	of	educational	engineering—and	by	connection,	technology?	And	the	printing	press,	which	we	more	identify	with	as	“technology”	as	we	know	it,	was	perhaps	the	greatest	innovation	to	educational	technology	in	modern	history.	Early	technologies	like	these	are	often	overlooked,	because	compared	to	today’s
perception	of	“technology”,	the	origins	of	EdTech	can	indeed	seem	primitive.	In	2019,	EdTech	can	look	like	web-based	learning	platforms	we	know	and	love.	There	are	far	too	many	to	name	at	this	point,	which	is…	quite	frankly,	amazing.	It	wasn’t	like	that	even	a	decade	ago.	EdTech	can	be	in	the	form	of	mobile	or	console	games,	that	teach	children
and	adults	alike	critical	skills	they	need	in	life.	I	ran	into	an	amazing	example	just	recently,	when	I	discovered	the	game	Human	Resource	Machine—available	on	many	platforms—which	teaches	programming	principles.	You’re	effectively	given	tasks	to	filter	and	sort	output	based	on	criteria	you’re	given	in	a	particular	challenge.	I	loved	it,	it	was
challenging,	and	I	learned	a	lot	while	playing.	That	is	the	power	of	Educational	Technology	—	learning	so	immersive,	and	occasionally	so	wildly	different	from	the	traditional	methods	of	teaching	in	schools	—	that	you’re	not	even	cognizant	of	the	fact	that	you’re	actively	learning.	EdTech	can	be	in	the	form	of	hardware,	as	well.	There	are	many	potential
implementations	being	explored	for	use	of	VR	and	AR	in	EdTech.	We’ll	dig	into	that	some	more	shortly.	In	general,	just	know	that	EdTech	is	still	a	nebulous	and	largely	uncharted	frontier.	It	is	truly	education	at	the	speed	of	technology.	I	still	have	lots	of	questions	about	regulations	and	standards,	especially	after	speaking	with	Treehouse	CEO	Ryan
Carson	in	our	July	interview,	“At	The	Intersection	of	Technology	&	Education	with	Ryan	Carson”,	which	was	Episode	11.	Ryan	talked	about	how	Treehouse	initially	sought	accreditation,	but	were	unable	to	secure	it	due	to	requirements	that	they	freeze	their	curriculum	for	two	years.	In	a	fast-moving	industry	like	web	development…	that	wouldn’t	make
for	a	very	relevant	curriculum.	And	that	definitely	kind	of	limits	the	opportunities	that	EdTech	companies	have	to	validate	and	certify	their	products	through	traditional	routes	of	doing	so	—	accreditation,	namely.	I	want	to	help	us	get	to	the	point	where	EdTech	is	looked	upon	as	a	different	and	unique	iteration	of	education,	and	for	bureaucracy	to	stop
trying	to	shoehorn	it	into	the	limitations	of	archaic	educational	standards.	The	beauty	of	EdTech	is	that	it	can	take	so	many	different	shapes,	and	be	so	closely	tailored	to	a	particular	field	or	niche.	And	the	cost	of	exploring	all	it	has	to	offer	is	so	much	less	than	with	traditional	K-12,	post-secondary,	and	vocational	routes.	By	embracing	that	uniqueness,
and	keeping	students	and	learners	at	the	center	of	everything	we	create	in	EdTech,	we	stand	a	chance	of	disrupting	education	as	we	know	it,	and	changing	those	limiting	rules	and	outdated	regulations	for	the	greater	good.	Now,	we’ve	been	talking	about	EdTech	as	a	facilitator	for	learning	to	code,	and	building	skills	to	do	your	job	to	the	best	of	your
ability.	But	what	about	EdTech	for	kids,	in	the	classroom?	From	what	I’ve	both	seen	and	heard,	classrooms	have	changed	a	lot	since	I	graduated	from	high	school	back	in	the	early	2000s.	Of	course,	this	depends	on	the	accessibility	of	technology	to	the	school	or	school	district,	of	course.	And	in	a	lot	of	ways,	that’s	a	topic	for	an	entirely	different
article.	But	with	the	cost	of	technology	dropping	tremendously,	the	expansion	of	broadband	internet	access,	and	the	advent	of	micro-computers	like	the	Raspberry	Pi…	that	accessibility	gap	is	shrinking.	The	biggest	obstacle	is	appropriating	funding	to	technology,	and	understanding	the	massive	improvements	it	can	bring	to	education	overall.
Education	should	be	centered	around	the	needs	of	the	student.	However,	students	are	limited	in	their	educations	by	factors	that	shouldn’t	be	factors	at	all,	like	where	they	live	and	their	school	district’s	funding,	their	family’s	socio-economic	status,	the	relevance	of	the	material	available	to	them,	their	differences	in	learning,	and	the	availability	of
teachers	to	attend	to	those	differences…	just	to	name	a	few.	With	the	advent	of	internet-connected	technology,	there’s	no	reason	for	these	to	be	factors	any	longer.	Children	can	have	access	to	the	information	and	books	they	need,	in	the	most	relevant	editions	required,	without	being	required	to	ship	expensive	books	at	exorbitant	rates	to	less
populous	regions.	I	mentioned	differences	in	learning	as	a	factor,	as	well,	and	this	is	an	enormous	benefit	that	EdTech	can	offer.	Special	education	teachers,	and	teachers	skilled	in	delivering	information	via	particular	teaching	styles,	are	all	over	the	world.	However,	they	may	not	be	available	in	a	particular	school	district.	Can	you	imagine	a	classroom
where	there	were	multiple	teachers	for	each	learning	style?	One	drawing	images	on	the	whiteboard,	and	another	connecting	ideas	to	help	associative	learners.	Another	working	through	a	book	for	textual	learners.	What	if	we	could	have	the	teachers	pause	whenever	needed	so	students	could	take	the	breaks	they	need	to	absorb	information	without
overwhelm?	In	the	case	of	home	schooling,	EdTech	not	only	delivers	options	for	parents	who	aren’t	teachers	and	don’t	know	everything,	but	also	has	great	potential	to	provide	that	same	accessibility	to	special	education	teachers	for	their	own	children,	without	depending	on	their	school	district	or	paying	someone	to	teach	their	child	1:1,	in-person.
Can	you	think	of	some	applications	on	your	own?	Perhaps	a	teaching	assistant	even	be	replaced	by	an	AI	chat	bot	that’s	available	at	all	hours?	Or,	AR/VR	technology	could	allow	children	in	remote	areas	to	virtually	“visit”	important	world	landmarks	they	may	not	otherwise	have	a	chance	to	visit.	You	can	see	—	I’m	so	excited	just	talking	about	these
topics.	Because	the	potential	benefit	is	so.	damn.	big.	Let’s	talk	a	little	about	EdTech	and	privatization,	versus	open	source	education,	or	“OpenEd”	for	short.	For	the	newbies	out	there,	privatization	in	this	context	basically	means	educators	working	for	companies	to	create	proprietary,	for-profit	products	—	as	opposed	to	open	source	—	to	promote
education.	Conversely,	open	source	education	communities	would	provide	this	information	and	associated	learning	tools	for	free,	for	educators	worldwide	to	build	a	global,	living	repository	of	knowledge.	In	many	ways,	we’re	already	there.	Wikipedia	is,	in	fact,	a	great	example.	However,	while	the	future	of	education	requires	more	than	the	opinions	of
an	average	Wikipedia	contribution,	there	are	definitely	options	for	being	“verified”	to	join	these	communities.	Now,	there’s	nothing	wrong	at	all	with	privatization.	With	privatization	often	comes	the	funding	required	to	bring	in	the	best	talent	from	both	the	educational	and	technology	sides,	and	create	better	products,	sooner,	than	the	Open	Source
communities	could.	Personally,	I	would	love	to	see	OpenEd	welcome	professionals	and	specialists	from	all	walks	of	life,	not	just	educators,	to	freely	provide	information	that	technologists	can	adapt	into	usable	EdTech	software	and	web	applications.	Input	can	always	be	filtered	and	validated,	but	it	needs	to	be	contributed	first.	It’s	my	personal	dream
to	be	an	Open	Source	contributor	on	the	technologist	side,	which	is	why	I’ve	begun	flexing	my	entrepreneur	muscle	to	open	up	my	schedule	in	order	to	do	so.	While	I’m	sure	working	in	EdTech	would	be	an	absolute	blast,	it	would	have	to	be	a	really	forward-thinking,	cutting-edge	company	with	a	hefty	mission	to	pull	me	away	from	Open	Source	in
order	to	build	proprietary	apps.	We	need	those	perspectives	of	really	dedicated	educators	and	technologists	to	show	us	how	important	the	world	of	EdTech	is,	and	the	incredible	things	we	can	build	in	it.	Excited	about	EdTech?	You	should	be!	This	is	huge,	and	it’s	an	area	so	many	people	don’t	even	know	about.	Like,	we	use	these	tools	all	the	time,	but
we	have	no	idea	about	the	very	industry	behind	it.	It’s	also	an	extremely	fulfilling	career	to	work	in,	and	you	know	that	you’re	making	a	big	difference	every	step	of	the	way.	If	you	want	to	work	in	EdTech,	fortunately,	EdTech	brings	in	ALL	areas	of	technology,	particularly	design	and	UX.	Every	aspect	that	is	required	in	the	building	of	native	mobile,
desktop	software	and	web	applications,	as	well	as	hardware	design	and	development,	is	desperately	needed	to	make	EdTech	the	world-changing	field	it	is	going	to	be,	but	with	the	help	of	talented	professionals	you	all	will	become,	even	sooner.	A	lot	of	job	seekers	out	there	want	to	find	work	that	is	both	fulfilling	and	profitable,	and	it	was	actually	just
recently	that	I	found	out	that	I	was	completely	wrong	about	what	I	thought	about	EdTech.	While	the	Open	Source	world	may	not	offer	many	opportunities	to	get	paid	for	your	work,	there	has	been	a	dramatic	increase	in	venture	capital	investment	in	Educational	Technology	startups	in	the	past	10	years.	In	a	2013	Forbes	article	by	Elli	Sharef	called
“EdTech	Dream	Jobs:	Doing	Good	While	Getting	Paid”,	included	in	the	show	notes,	she	remarked	on	the	topic,	“Whereas	teachers	generally	top	out	at	around	$80,000	a	year,	and	only	if	they	get	masters/doctoral	degrees,	educational	entrepreneurs	have	shown	that	making	money	and	doing	good	are	not	always	misaligned.”	If	you’re	interested	in
getting	a	job	in	Educational	Technology,	though,	here	are	some	places	to	start:	First	off,	see	if	there	are	any	local	events	for	EdTech.	They’ll	likely	be	open	to	everyone,	but	with	a	special	focus	on	building	connections	between	entrepreneurs,	technologists,	and	educators.	There’s	a	particular	reason	that	I’m	suggesting	in-person	Meetups	first.	These
kinds	of	conversations	are	really	incredible	to	have	in-person.	It’s	an	opportunity	to	make	a	truly	deep	connection	with	someone	over	a	passionate	topic.	Sometimes	you	get	that	when	talking	tech	alone,	sometimes	not.	Typically,	I	find	the	most	passionate	and	interesting	people	in	tech	are	the	ones	doing	something	meaningful	with	their	tech	skills.
And	I’m	super	bored	by	most	conversations	about	pure	tech	unless	it’s	based	on	a	question	I	asked.	My	best	advice	is	to	let	yourself	be	interested	in	asking	questions,	and	finding	people	who	have	great	answers	embedded	in	their	experience	and	perspectives.	It’s	also	worth	noting	that	even	if	you’re	not	naturally	curious,	that’s	a	pretty	good	indicator
that	EdTech	might	not	be	for	you,	and	that’s	perfectly	fine!	That’s	really	valuable	information	to	have,	so	you	can	pivot	and	find	something	you	really	love.	You	can	also	join	some	EdTech	communities	online,	and	introduce	yourself	as	someone	who’s	interested	in	the	field.	See	if	forums	have	pinned	posts	with	useful	information	for	newcomers	looking
to	network	or	build	their	skills.	For	a	good	hack	I’ve	been	using,	you	can	also	search	the	entire	forum’s	domain	in	Google	for	terms	like	“new”	or	“first	time”	to	read	feedback	others	have	gotten.	Doing	this	also	shows	others	in	the	community	that	you	know	how	to	utilize	information	that	is	already	available	to	you,	which	will	make	any	community	at
least	a	bit	kinder	in	response	to	a	newcomer.	Networking	is	STILL	the	best	way	to	get	a	job	—	far	more	effective	than	applying	to	jobs	online.	Plus,	you	get	to	establish	some	wonderful	connections	with	forward-thinking,	creative	people.	It’s	important	to	note	that	EdTech	needs	even	more	diversity	than	tech	in	general,	both	as	educators	and
technologists.	Every	product	created	to	promote	education	stands	the	potential	to	be	a	game-changer,	and	reach	millions	of	people.	Many	of	them	are	children,	who	are	still	learning	the	world.	This	is	not	just	an	important	—	but	a	critical	responsibility	—	of	educators	and	technologists	alike,	that	often	goes	overlooked.	EdTech	is	also	an	amazing	field
for	entrepreneurship	opportunities.	If	you	create	a	solution	that	solves	the	pain	points	of	the	education	world,	you	could	be	on	the	path	to	a	very	successful	(and	lucrative)	entrepreneurial	career.	Grants	are	often	available	to	individuals	and	organizations	looking	to	solve	problems	with	their	tech	skills.	The	Office	of	Educational	Technology	is	dedicated
to	helping	anyone	interested	in	contributing	to	EdTech	get	informed,	and	make	the	connections	they	need	to	get	started.	My	current	career	has	pivoted	from	freelancing	in	front-end	web	development,	to	building	web	development	courses	using	a	web-based	Learning	Management	System	(LMS).	Rather	than	recreate	the	wheel	and	build	my	own	LMS
at	this	point,	I’m	using	Teachable.	Learning	Management	Systems	are	an	amazing	example	of	a	successful	business	idea,	and	one	that	fosters	individuals’	abilities	to	share	information	they	possess	—	thus	promoting	education.	Personally,	I	blazed	my	own	entrepreneurship	trail.	For	the	past	year,	I	have	been	gradually	making	progress	after
committing	myself	to	closing	the	information	gap	between	self-educated	students	and	traditionally-educated,	4-year	CS	degree	students.	Educational	Technology	is	an	exciting,	relevant	field	for	developers	and	engineers	to	explore.	The	capacity	for	massive	worldwide	change	begins	with	increased	access	to	education.	And	the	rewards	are	worth	it.
Nicole	Archambault	is	the	creator	of	La	Vie	en	Code,	and	host	of	the	La	Vie	en	Code	podcast.	She	is	also	the	instructor	of	30	Days	to	Web	Development,	an	online	course	+	coaching	program	to	guide	and	support	self-taught	web	development	career	changers	to	their	first	paid	opportunities.	She	has	built	her	business	around	the	intersection	of
technology,	education,	psychology,	and	the	ways	they	affect	self-educated	web	developers.


