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Schools adapt Schools adapt 
technologies to technologies to 

guarantee guarantee learninglearning

Learning vs. LearnersLearning vs. Learners

Gaming Gaming 
technologies focus technologies focus 
on on learnerslearners

Customization strategiesCustomization strategiesHighHigh--yield strategiesyield strategies

AdaptiveAdaptive models of implementationmodels of implementationFidelityFidelity model of implementationmodel of implementation

Learning as a Learning as a happyhappy consequence of meansconsequence of meansLearning as Learning as testedtested consequence of meansconsequence of means

MeritocraticMeritocraticDemocraticDemocratic

EclecticEclecticReliableReliable



Computers can radically change the 
relationship between students, teachers 
and learning  

Computers can radically change the 
relationship between students, teachers 
and learning  

Computers allow for building, 
manipulating and critiquing dynamic 
representations of knowledge

Computers allow for building, 
manipulating and critiquing dynamic 
representations of knowledge

New, accessible forms of knowing can 
lead to new cultures and practices of 
schooling

New, accessible forms of knowing can 
lead to new cultures and practices of 
schooling



Massive investment of public resources attempted to Massive investment of public resources attempted to 
create universal access to technology in schoolscreate universal access to technology in schools

The Federal Government invested over $8 billion in educational The Federal Government invested over $8 billion in educational 
technology from 1995technology from 1995--2000 2000 

In 1998 alone 2.7% ($7.3 billion) of all educational expenditureIn 1998 alone 2.7% ($7.3 billion) of all educational expenditure s went s went 
into technologyinto technology

Significant investments in highSignificant investments in high--profile examples of profile examples of 
how technologies could be used in classroomshow technologies could be used in classrooms



Public responsibility for Public responsibility for accessaccess to schoolingto schooling

50s and 60s Civil rights movement50s and 60s Civil rights movement
Brown Decision (1954)Brown Decision (1954)
War on Poverty (1960s)War on Poverty (1960s)

Public responsibility for Public responsibility for outcomesoutcomes of schoolingof schooling

Individuals with Disabilities Act (1973)Individuals with Disabilities Act (1973)





National highNational high--stakes accountability policiesstakes accountability policies
Disaggregated dataDisaggregated data--reportingreporting
Public access to student achievement dataPublic access to student achievement data

Transformed administrative practicesTransformed administrative practices
Student information systemsStudent information systems
Implementation of Implementation of ““what workswhat works””
Conservative approaches to instructionConservative approaches to instruction

Leaving no child behind emphasizes lowLeaving no child behind emphasizes low--risk risk 
solutionssolutions



Elementary school press for literacy and mathElementary school press for literacy and math
High school press for college prepHigh school press for college prep
Innovation on the margins; marginal innovationsInnovation on the margins; marginal innovations



Leaves behind robust assessment technologiesLeaves behind robust assessment technologies



Leaves behind robust assessment technologiesLeaves behind robust assessment technologies



School as RTSSchool as RTS
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