
Technology in the AL Model 
 

 Actualized Learning fully intends to use technology in all facets of the 

learning experience.  That includes the development of student capabilities in using 

technology, building platforms on the internet, playing simulations, researching, 

communicating, creating better tools for instructors, and making well organized 

information more accessible and productively usable. 

 We have to do a better job of developing proficiencies in the wide array of 

uses that technology offers.  Just because students practically live on technological 

devices does not mean they have the knowledge of how to exploit them and utilize 

that potential to its fullest extent.  Their understanding is usually very superficial 

without a real grasp of the various ways technology can serve them.  In regard to 

education, minimum skills for learning itself are the ability to navigate through 

new applications, optimally use search engines, cross-reference sources, validate 

information, practice computer ethics and protocol, network effectively, plus 

perform on simulations.  Mastering word processing, spreadsheets, databases, 

communication channels, multimedia/audio-visual programs, digital photography, 

video editing, outlets for entrepreneurial opportunities and troubleshooting are 

additional criteria for being designated as computer literate.  Taking it a step 

further, such things as website construction, programming, app development, 

marketing over the Internet, graphic design, model creation, and security are a few 

of the doorways into the job market.  Recognizing the traps and acknowledging the 

responsibilities of the virtual world bring urgency to this enterprise. 

 Educators must become more adroit at incorporating technology into their 

pedagogy.  A big step in that direction would come from curricula designed around 

those functions.  We cannot just expect instructors to know all the possibilities for 

utilizing programs and websites in relation to the subject matter.  A history or math 

teacher is competent in his/her field, but not necessarily aware of or capable in the 

myriad of ways to connect that content to related skills or applications.  Why not 

lay it all out for them?  An extensive inventory of options could be presented from 

which they could pick and choose as they see appropriate. 

 AL plans to build databases for an agile system of student placement and a 

comprehensive system for assessments.  A very important feature of the AL model 

involves equipping instructors with tablets that are programmed to quickly identify 



precisely what every department is doing during any given module.  At the same 

time they could review the student's evaluations so as to pinpoint any problem 

areas.  Matching those two factors would facilitate the speedy transfer of students 

from their current department to one that will strengthen prerequisite knowledge.  

A key component of the assessment database would feature detailed evaluations of 

students on a wide range of characteristics, skills, propensities, achievements, and 

content knowledge.  In addition to the database being an invaluable tool for 

evaluating student work on a continuous basis, providing them with guidance, and 

aiding their placement, it could help instructors by storing a vast inventory of 

comprehensive and targeted assessments.  Facilitators could pull up verbal and 

written questions for any content standard at any point during a task.  They would 

even have an immediate tool for students to do short constructive response tests. 

 Websites will be created for showcasing student work, facilitating student-

mentor relationships, communicating with cohorts, allowing for remote work 

capabilities, and providing wide inventories of resources.  Each department will 

have dedicated sites for student-student collaboration, student-teacher interaction, 

plus testing understanding through simulations and models.  An inventory of 

appropriate games that apply to various content learning will be assembled to 

reinforce and expand understanding. 

 AL also plans to nurture relationships with organizations in the area for 

using their facilities that will give students better access to various kinds of 

technology.  That would include medical instruments/equipment, machinery, labs, 

troubleshooting and repair workshops, mechanic/electrician apprenticeships, and 

so on. 

 

***** 

 

 It is baffling that our schools have placed technology curricula far down on 

their list of priorities.  Granted, a couple of reasons for this are inadequate funding 

and a shortage of content area instructors who are themselves competent in the 

field.  That has to change for our children to be adequately equipped for the 21st 

century.  Besides utilizing technology as a learning tool, it should be implemented 

more as an aide for educators.  For example, it could be used as an agile system for 

appropriately placing students in the tasks that match their needs.  An extensive 

database that is user friendly would be required, so a few taps on a tablet would 



identify where a student should go for shoring up gaps in their understanding of a 

learning objective.  This will require expertise with a clear idea of what this 

software needs to accomplish, how it will function, and whom it will serve.  

Enlisting talented programmers who can perfect this tool is a top priority for 

Actualized Learning, because it is a vital feature of this concept.  It is very 

important that everybody involved is confident that student placement is easy to 

implement, purposeful, accurate, and verifiable.  There will be specific windows 

for all the possibilities in a simple format, which display what is being done at each 

level for each learning objective. 

 Another use of technology would be as an instructional and evaluative 

instrument.  Actualized Learning will devise a database for accumulating 

information that leads to productive outcomes.  The design will be intricate, but 

user friendly; multi-functional, but quick to apply in specific circumstances; 

comprehensive, but easily focused.  As teachers circulate through the learning 

environment from task to task and student to student, they could instantaneously 

access the appropriate utility.  They would be able to immediately record their 

evaluations of content knowledge, skills, strengths, weaknesses, performance, 

progress, and a myriad of other factors.  Moreover, suggestions for courses of 

action based on the input would pop up.  Since there will be various tasks being 

done in different departments, as well as alternate approaches within the 

departments, there will be readily available choices that match the needs of the 

students.  Recommendations would be in accordance with the entries and the 

existing options.  Algorithms and databases will have to be devised for discerning 

the level of understanding on all content, then synthesizing that information with 

recommendations to enhance each student's development. 

 

***** 

 

 A member of the AL core team, Johnson Jacob, has studied the uses of 

technology and space extensively in his work as a technology coordinator and in 

his PhD studies.  He contributes to our explanation of the role of technology in the 

AL model with the following narrative. 

 Technology in the learning environment provides teachers a way to bridge 

learning gaps by building the stage for overcoming challenges and barriers through 

incorporation, empowerment and transformation. While technology can reinforce 



student learning it has the promise, potential, and power to extend learning 

opportunities through just-in-time support for positive, contextual and authentic 

educative experiences. Technology takes a two-fold role as a tool system for 

delivering educational goals and alternatively as a way to foster personal change: 

how we do business, what our educational objectives should be, and how we shape 

these goals. Technology thus helps shape thinking from within the learning 

experience through this alternate view.  

 According to Wegerif (2015), teaching and teaching schemes can be viewed 

through four conceptualizations of technology's role, which include: 

1. Technology as a tutor of thinking 

2. Technology as a tool of thinking 

3. Technology as an environment for developing thinking (constructionism and 

epistemic frames) 

4. Technology as opening, expanding, and resourcing dialogic spaces 

Furthermore, epistemic frames (Shaffer, 2012) include opportunities to foster 

learning on how to think through a situated socio-cultural context by using 

technology namely through gaming and gamification principles: 

 Skills: the things people within the community do 

 Knowledge: the community’s shared understandings 

 Identity: how members of the community see themselves 

 Values: the beliefs held by community members 

 Epistemology: how community members make decision and justify their 

choices 

 

Available Technologies – Hardware, Software and Facilities: 

 There is no shortage of relevant and appropriate current and emerging 

technologies that support both the application of technology as a tool and 

technology as a way to foster and enhance thinking. Transforming classrooms via 

learning spaces that use technology and modern spatial arrangements promote a 

pedagogical shift toward actualized learning. There are a number of current and 

emerging technologies and spatial arrangements to choose from in building a 

vibrant, flexible, and fluid environment that is conducive for learning. The 

selection of appropriate and relevant technological tools, services, and spatial 

arrangements must be grounded and framed through the context. The content and 



process address identified learning gaps and needs. In a nutshell, selection of 

technology for learning should be “situated”. 

 

Available technologies include the following: 

 Reliable and dependable high-speed and large bandwidth Internet 

connectivity. 

 Variety of wireless, mobile and portable devices from laptops, tablets, slates, 

and smartphones. 

 Projection devices. 

 Interactive smartboards and touch-based large screen devices. 

 Clicker and responder systems. 

 Proximity sensing and smart cards. 

 Wearable technologies  

 Document scanner or similar photographic scanning devices. 

 Document cameras for overhead projections. 

 High resolution and telepresence video conferencing facility. 

 High resolution live streaming facility. 

 Audio production facility for a variety of recording opportunities including 

creation of podcasts and videocasts. 

  Video production facility for the creation of video and films. 

 Computer-Aided-Design and Computer-Aided-Manufacture using 3D 

scanning and printing. 

 Virtual reality production facility. 

 Robotics. 

 Micro-electronics and engineering. 

 Computer networking. 

 Architectural design. 

 Digital and product design facility with interactive tablets and digitizers.  

 Makerspace and fabrication facility. 

 Software – Variety of web 2.0 tools and services. 

 Software – Computer simulations. 

 Software – Gaming.  

 Software – Productivity applications.   



 Software – Research applications.   

 Software – Problem-solving applications.   

 Software – Data-analysis applications. 

 Software – Graphic organizers.   

 Software – Augmented reality. 

 Software – Programming. 

 Software - Graphic design and desktop publishing. 

 Software – Open-source and creative commons. 

 Software – Multimedia applications for animation, audio and video. 

 Software – Learning Management System 

 Software – Cloud-computing tools and services – Google Apps, Office 365 

etc. 

Learning Spaces 

 Learning spaces for modern learning requires an innovative approach to 

address the limitations of the traditional classroom by transforming learning spaces 

and environments using a variety of modern spatial arrangements and technologies 

to promote a pedagogical shift toward actualized learning, learning how to learn, 

learning how to think, collaboration, information access, knowledge creation, 

assessment and instruction delivery. 

Learning Spaces should feature: 

 Steelcase Node chairs for flexibility and collaboration 

 Movable and configurable tables 

 Interactive touch screen computers 

 Video conferencing facility 

 High-speed broadband wireless Internet bandwidth 

 Touch screen HD large screen displays 

 Portable and flexible facilitator / lead learning station  

 Computers, laptops, tablets, slates and other devices as a needed. 

 Audio and video connection facility for projection and other needs. 

 Substantial writeable walls and whiteboards 

 Steelcase Verb slate style whiteboards, easels and wall mounts for individual 

and group use 



 Interactive classroom management software like Tidebreak ClassSpot, 

Impero, LANSCHOOL or similar. 

 LED lighting 

 Zone audio and PA 

Makerspace  

 Makerspace is a learning space fitted with a wide variety of computer-aided 

design and manufacturing equipment including facility to fabricate products. 

This space includes a variety of devices including 3D printers, laser cutters, 

welding and woodworking equipment. The makerspace will also offer 

opportunities to work on a variety of engineering projects through the 

application of micro-electronics, robotic and networking devices. The design of 

the makerspace is aligned with similar learning spaces as found at the MIT 

FabLab, and many other universities. This space is designed purposefully to 

attract a variety of people and kills and act as an intersection characterized by 

openness where different people can serendipitously come together to create 

innovation and learning. 

 

Learning Exchange and Commons 

 The Learning Exchange and Commons is a unique space that brings together 

all of the other learning spaces including the various labs, makerspace, library 

and digital media, design center and conferencing and collaboration spaces. 

This space will include a variety of technologies, equipment and modern spatial 

arrangements to facilitate learning and learning opportunities beyond the 

classroom and will include a large interactive learning wall with HD 

telepresence and unified video conferencing and communications facilities. The 

Learning Exchange and Commons is an open lab concept, providing a common 

learning intersection space to facilitate entrepreneurship through collaboration, 

brainstorming, creation and invention to enhance opportunities for the co-

development and co-construction of innovative ideas and products. 

 

 


