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More than any period in recorded history, today's developing technology has transformed daily life, particularly the lives of the many fascinated by it. The American educational system and its sense of direction have not been spared from the chaos and distress that accompanies this unprecedented era. Many educators await the promise of technology's power to improve the educational system. The purpose of this paper is to validate the pros of technology, to explore current issues facing the American educational system and to better use technologies in a productive and a creative manner.


The changing state of education is in demanding need of solutions to age-old questions about teaching and learning by reason of this century's boundless technology and its societal impact. More than any period in recorded history, today's emerging technology has transformed daily life, particularly the lives of the many fascinated by it. The American educational system is included in that list; its sense of direction has not been spared from the chaos and distress that accompanies this unique era. Many educators await the promise of technology's power to guide them and to lead improvements in the educational system. Any reasonable success, however, should bring forth change.










As the access to information gains momentum, technology follows a mighty upward spiral; it seems better to face this challenge by considering both practices under the “learning-centered" process. Students and teachers are partners in learning and constructors of knowledge. Educators in this learning environment are facilitators and coaches of the learning experience, subject matter experts, thought provokers, and physicians of education as well as educational experts. Educators should inspire students to become creative, independent thinkers as they push students to excel far beyond even their greatest expectations. Learning-centered environments are educational settings where chunks of knowledge are adapted to a purpose. Knowledge is processed information, or data. When knowledge is inactive or when it lacks purpose, it is dead.(Perkins, 1994) Thus, when presenting subject content, teachers may use diverse methods and strategies that integrate technologies based upon a creative and systematic design of instruction that nurture discussions, debates, small group interactions, and student curiosity.


While still in its dawning, the information explosion influenced the rise of two extremes. To one extreme, some traditional, current disbelief about technology in schools, doubting its potential to assist in improving teaching and learning outcomes.(Shkodriani) These institutions tend to dispute change and embrace obsolete beliefs, cultural constraints, and boundaries. To the other extreme many institutions confidently market themselves as "electronic universities," "Internet schools," "virtual universities," and other labels that indicate their position in the race of information technology. Many clamor for universal access and search for ways to attract students to the virtual classroom, promising the earning of degrees of choice via distance education. There has been much talk among educators that these acts begin to modify the student's worth to the academic world, as the student begins to assume both the tangible and intangible characteristics associated with those of a “customer” as opposed to the characteristics of a student. Marketing strategies abound that beseech the "student-customer" to take advantage of "fast, universal access," "earn a degree in a short period of time," and other creative approaches that guarantee satisfaction and ultrasonic delivery of the degree-of-choice.(Epper, Garn, & State Higher Education Executive Officers, 2003)                    
Despite the differences of purpose compared to organizational behavior, many institutions of higher education achieve the delicate balance between quality and quantity. Many seem to share common concerns and challenges imposed by the uncertainty of information chaos. Instructional integration of technology with the learning environment (traditional and virtual), user support (at all levels), expanded access to diverse student populations, on-line education dependability, and increased costs create challenges in higher education.(Demmon-Berger & Hill, 1985)    To many, the achievement in surviving the information marathon is more critical than safeguarding educational integrity. Confusion and bewilderment tend to characterize today's juvenile information society, as well as the attitudes and behaviors of individuals who lead at institutions of higher education. Such confusion disrupts the progress of effective goal setting and decision making.(Ascher, 1984)  




With the aid of technology, many teachers can take students beyond traditional classroom limits, creating virtual environments to experiment and explore. The need for new technologies in teaching and learning will only continue to grow stronger and faster. Despite its dawning and educators' misgivings about its potentials, the information age could become an era of great convenience, providing unmatched feasibility for the discovery and exchange of information, communication, exploration, learning, and teaching. New-sprung technologies hold promise to empower learners with more control over their learning process through self-paced, self-regulated learning at any time or any place, with continual assessment and feedback from teachers. 



 Educational technology is an approach to delivery of teaching and learning.  It refers not only to the hardware and software of information delivery, but also to the theory, practice, design, development, management and assessment of those processes of, and resources for, instruction and learning in two specific areas : Educational Processes, Applications and Technology Tool Sets. Educational Processes and Applications refer to instructional methods and andragogy (adult learning theory) for tool applications that are system and learning oriented and focus on skill acquisition. 
         The Technology Tool Set component refers to the educational media, systems and computer networks through which instruction is delivered.  Effective identification of the skills to match the appropriate technology needed to further pedagogical ends is the outcome of purposeful professional development programs for instructional designers and developers of programming that integrates technology in practice. 
        Educational Technology is also fore grounded in educational and behavioral, as well as social, psychology, and it is closely aligned with instructional theories from behaviorist to constructivist.  The teacher performance levels (novice, apprentice, practitioner/master) reflect these theories of learning at varying stages of professional technology development, technology tool skill acquisition and information literacy attainment. 









 
In this information age, three broad categories of illiteracies have been identified by Cathleen D. Rafferty in her article "Literacy in the Information Age."  This literacy’s(Rafferty, 1999) are applicable to skills required and utilized by instructional designers:  traditional literacy, representational literacy and tool literacy. Traditional, or text based, illiteracies include narrative (learning to read), expository (reading to learn) and document (reading to do) illiteracies.  Traditional literacy refers to passive learning processes that aid relatively basic skill development and in which the learner is acted upon by the text. Representational literacy relates to information retrieval, analysis, and distribution (dissemination) and is closely tied to technology usage.  For the learner, representational is an active and interactive literacy. Finally, tool literacy is the knowledge of the proficient use of computers, multimedia and its applications, and other types of technologies.  Tool literacy actually enhances and enriches traditional and representational illiteracies. 








Computer and video games are a maturing medium and industry and have caught the attention of scholars across a variety of disciplines. By and large, computer and video games have been ignored by educators. When educators have discussed games, they have focused on the social consequences of game play, ignoring important educational potentials of gaming. This paper examines the history of games in educational research, and argues that the cognitive potential of games have been largely ignored by educators. Contemporary developments in gaming, particularly interactive stories, digital authoring tools, and collaborative worlds, suggest powerful new opportunities for educational media.

What Video Games Have to Teach Us about Learning and Literacy by James Paul Gee is a controversial yet thought-provoking look at interactive games and what can be learned from them. Persuasively presenting learning principles that are built into good interactive video games, and contemplatively studying everything from issues of forming identity, to the acquisition of problem-solving skills, to learning non-verbal cues. What Video Games Have to Teach Us about Learning and Literacy sheds considerable light in a most extraordinary way on this rapidly evolving and increasingly pervasive aspect of American popular culture in the twenty-first century.
The study of why people play video games has received relatively little attention. Considering the vast number of players, and monies spent on games, this is a peculiar oversight of the research sector. Computer games provide a medium that engages people for long periods of time, and gamers usually return to the same game many times over. There are obvious lessons here for the developers of digitally-based educational, learning and training materials. For example, one of the most popular video games is that of Pokemon(Vasquez, 2003); in which players collect a menagerie of monsters. 

The US spends almost $50 billion each year on education, so why aren't kids learning? Forty percent of students lack basic reading skills, and their academic performance is dismal compared with that of their foreign counterparts. In response to this crisis, schools are skilling-and-drilling their way "back to basics," moving toward mechanical instruction methods that rely on line-by-line scripting for teachers and endless multiple choice testing. Consequently, kids aren't learning how to think anymore they’re learning how to memorize. This might be an ideal recipe for the future learners of the world, but it won't produce the kind of agile, analytical minds that will lead the high tech global age. Fortunately, we've got World of Warcraft, Guild Wars and Cit of Heroes for that.










After school, kids are devouring new information, concepts, and skills every day, and, like it or not, they're doing it controller in hand, plastered to the TV. The fact is, when kids play videogames they can experience a much more powerful form of learning than when they're in the classroom. Learning isn't about memorizing isolated facts. It's about connecting and manipulating them. Doubt it? Just ask anyone who's beaten EverQuest or solved Maze Escape. The phenomenon of the videogame as an agent of mental training is largely unstudied; more often, games are denigrated for being violent or they're just plain ignored. They shouldn't be. Young gamers today aren't training to be gun-toting carjackers. They're learning how to learn. In Pikmin, children manage an army of plantlike aliens and strategize to solve problems. In American Army, players move stealthily through virtual environments and carry out intricate missions. Even in the notorious City of Villains, players craft a person, build a history, and shape a virtual world. In strategy games like Warcraft and Age of Mythology, they learn to micromanage an array of elements while simultaneously balancing short- and long-term goals. That sounds like something for their resumes. 




The secret of a videogame as a teaching machine isn't its immersive 3-D graphics, but its underlying architecture. Each level dances around the outer limits of the player's abilities, seeking at every point to be hard enough to be just doable. In cognitive science, this is referred to as the regime of competence principle, which results in a feeling of simultaneous pleasure and frustration - a sensation as familiar to gamers as sore thumbs. Cognitive scientist Andy diSessa(Abelson & diSessa, 1976) has argued that the best instruction hovers at the boundary of a student's competence. Most schools, however, seek to avoid invoking feelings of both pleasure and frustration, blind to the fact that these emotions can be extremely useful when it comes to teaching kids. 


Also, good videogames incorporate the principle of expertise. They tend to encourage players to achieve total mastery of one level, only to challenge and undo that mastery in the next, forcing kids to adapt and evolve. This carefully choreographed dialectic has been identified by learning theorists as the best way to achieve expertise in any field. This doesn't happen much in our routine-driven schools, where "good" students are often just good at "doing school." 






How did videogames become such successful models of effective learning? Game coders aren't trained as cognitive scientists. It's a simple case of free-market economics: If a title doesn't teach players how to play it well, it won't sell well. Game companies don't rake in $6.9 billion a year by dumbing down the material by making short and easy games like Doom or Mech Warrior.  Designers respond by making harder and more complex games that require mastery of sophisticated worlds and as many as 50 to 100 hours to complete. Schools, meanwhile, respond with more tests, more drills, and more rigidity. They're in the cognitive-science dark ages. 





We don't often think about videogames as relevant to education reform, but maybe we should. Game designers don't often think of themselves as learning theorists. Maybe they should. Kids often say it doesn't feel like learning when they're gaming - they're much too focused on playing. If kids were to say that about a science lesson, our country's education problems would be solved. 





The intent of good education is to meet the needs of learners. How educators go about meeting those needs varies from one context to the next, and has lately been affected by the advent of technology enhanced learning tools. Today, computer technology applications enable teachers to accelerate the pace of learning, increase the depth of in-school research, and tear down their classroom walls as they connect local learning environments to multiple, distanced sources of information. Technology can add an exciting new component to classroom learning. As modern educators explore ways to engage students in technology enhanced classroom experiences, they must not lose sight of what is at the heart of good education, meeting basic learner needs. I wisely assert that using technology for technology’s sake is not enough.  As educators we must establish a strong purpose for using technology in the classroom and must keep in mind that technology is simply a tool that can be used to enhance, not replace, good instructional practice. A unique challenge for classroom teachers today involves discovering meaningful ways to integrate new classroom technologies while simultaneously meeting the established learning needs of students.
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