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Abstract 

Technology has extensively interfaced with society in terms of interaction, collaboration, 
communication, information and resource sharing. Technology in education context makes learning more 
of student-centered approach; practical, collaborative, interactive and interesting. Mobile technology is now 
trending particularly with students because it is a digital technological resource that is affordable, wearable, 
and portable and facilitates teaching and learning. Historically, learning with technology has its origin from 
the constructivist school of thought which hinges on two constructs: 1. Learning by interaction with others 
to compare and share ideas and 2. Performing authentic activities that depicts real life situations 
(modelling). Vygotsky, a constructive theorist sees learning as an interactive engagement between the 
learner and the instructor. Vygotsky believes teaching can become more effective if teachers engage more 
in interactive teaching with efficient use of digital technology. 

 
1. Introduction 

Technology, the application of scientific knowledge and skills for practical ends, has transformed 
humanity throughout history. Technology in the form of computers, cellular phones, iPads and most 
importantly the internet have completely overhauled the 21st century society in terms of the way people 
interact in society and the way teachers teach in schools. And society seems to be fascinated by the eruption 
of technological advancement in education. This gives teachers and students the opportunity to learn from 
different perspectives. Technology integration in schools is nonnegotiable due to its high demand as a 
requirement for employment as well as a “lifeline” in our technology savvy world. Just as there are always 
three perspectives to every narrative, technology is not an exception. However, this essay tends to look at 
the narrative in line with positive use of technology. The focus of the narrative will be on the shift from 
technology to the pedagogy of use and this will review technology as a pedagogical tool for teaching and 
learning. 
 
2. Discussion 

Pedagogy basically, is the theory and practice of teaching or simply, the approach of teaching, and it 
depends extensively on three fundamental concepts: information, communication and interaction. In the 
past, information was communicated through friends, printed books or audiovisual materials. However, 
rapid developments in technology or Information, Communication and Technology (ICT) has revolutionize 
the mode of information dissemination: And this has changed society in terms of interaction, 
communication, and resource sharing. Digital technology and specifically Web 2.0 technology is the current 
trend of technology application being used in all sectors including banking (Economist, 2002), health 
(Kenny et. al., 2012), and education (Ally & Tsinakos, 2014). Web 2.0 technology is becoming a 
pedagogical resource for effective teaching and learning because it is more interactive and makes teaching 
more practical and interesting (Manca & Ranieri, 2013). It has also become an effective ubiquitous tool for 
teaching and learning because it makes the learner have easy access to information anywhere and anytime 
(Sharples, 2000). 

In the context of education however, technology has acquired several names during the last decade, 
such as mobile learning (m-Learning), Technology enhanced learning (TEL), online learning (o-Learning), 
digital pedagogy (DP), electronic-Learning (e-Learning), virtual Learning (v-Learning), ubiquitous 
learning (u- Learning), and blended learning (b-Learning). This basically are terms used to categorize 
technology as a pedagogical tool in teaching and learning based on the context and concept. Thus making 
learning more of student-centered approach which is more practical, collaborative, interactive and 
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interesting (Kaplan & Haenlein, 2010; Allen 2012; Greenhow et al., 2014; Manca & Ranieri 2013; 
Rodríguez-Hoyos et al., 2015).  

M-technology or smart technology is a trending digital technology particularly with students because 
it is affordable, wearable, portable and interactive, thus facilitates teaching and learning. ((Romrell, Kidder, 
& Wood, 2014). It includes tablets, iPads and Smartphones (Romrell, Kidder, & Wood, 2014) which 
students as well as teachers can carry anywhere and anytime (Melhuish & Falloon, 2010). Mobile 
technologies therefore afford the users the ability to learn with fun and interaction at any place and any time 
(Crescente & Lee, 2011). 

Historically however, learning with technology has its origin from constructivist school of thought 
which hinges on two constructs: 1. Learning by interaction with others to compare and share ideas and 2. 
Performing authenthic activities that depicts real life situations (modelling). Constructivism is an 
episthomology or a learning theory that basically says that people construct their own understanding and 
knowledge of the world through experiencing things and reflecting on their experiences. Lev Vygotsky, 
(1978), a major proponent to the constructivist learning theory, views learning from sociocultural 
perspective. He proposes that culture is a major influence on learning (Taylor & MacKenney, 2008). That 
culture provides both the information and the process (e.g. Classroom) for learning to take place (Woolfolk, 
2001). Culture also determines our access to tools both real (e.g. Smartphones, web 2.0 apps) and symbolic 
(e.g. Alphabets, numbers) which directly facilitate critical thinking (Woolfolk, 2001). Vygotsky sees 
learning to occur in a Zone of Proximal Development, which is a space between what learners are able to 
do independently and what they can do through interactions with a teacher or peers or technology within a 
supportive learning environment such as technology-enhanced learning environment (Alexander & Winne, 
2006). In this case, the learner with no experience is scaffold by a teacher or experienced peers or even by 
technology-enhanced learning application to attain his optimum potential within the Zone of Proximal 
Development. Vygotsky emphasizes that teachers should adopt interactive approach to teaching by using 
more technology-enhanced learning resources which make learning interesting and effective.  

 
3. Conclusion 

Digital pedagogy has helped to mitigate a major problem that previously confronted STEM (Science, 
Technology, Engineering and Math) education and this include complains by students  that science teaching 
is boring; theoretical, abstract, repetitive and non- relevant (Osborne et al., 2003; European Commission, 
2007; Tytler, 2007; Abel & Lederman, 2007). Similarly, in a study by Teppo and Rannikmäe (2008), which 
shows that students in developed countries, have low motivation towards learning science, especially 
chemistry and physics because teaching is not interactive. Technology is therefore a game-changer in the 
education sector. It has made teaching and learning more interactive, effective, affordable, accessible and 
available to all irrespective of time and space. 

Finally, from Vygotsky’s theoretical perspective, effective teaching and learning can only be achieved 
through responsible, purposeful and effective application of technology. 
 
 

References 
Alexander, P. A. & Winne, P. H. (Eds.). (2006) Handbook of educational psychology (2nd ed.). London,   

UK: Lawrence Erlbaum Associates. 
Allen, M. (2012). An education in Facebook. Digital Culture & Education, 4 (3), 213-225. 
Ally, M., & Tsinakos, A. (Eds.) (2014). Increasing access through mobile learning. Vancouver, BC: 
 Commonwealth of Learning Press 
Crescente, M. L, Lee, D. (2011). "Critical issues of M-Learning: design models, adoption processes, and  

future trends". Journal of the Chinese Institute of Industrial Engineers 28 (2): 111–123. 
Greenhow, C. G., Robelia, B., & Hughes, J. (2009). Learning, teaching, and scholarship in a digital age  

Web 2.0 and classroom research: What path should we take now? Educational Researcher, 38(4), 
246–259 

Greenhow, C., Gleason, B., & Li, J. (2014). Psychological, social, and educational dynamics of adolescents’  



3 
 

online social networking. Media Education. Studi, ricerche, buone pratiche, 5, 2, 115130. 
Kaplan, A. M., and Haenlein, M (2010) “Users of the World unite! The challenges and opportunities of  

social media” Business Horizons, vol. 53 No. 1, pp. 59 
Kenny, R. F., Park, C. L., Van Neste-Kenny, J. M. C.; Burton, P., Park, C. L., & Qayyum, A. (2012). Using  

Self-Efficacy to Assess the Readiness of Nursing Educators and Students for Mobile Learning. 
International Review of Research in Open and Distance Learning, 13(3), 277296. 

Kukulska-Hulme, A., Sharples, M., Milrad, M., Arnedillo-Sánchez, I., & Vavoula, G. (2009). Innovation  
in mobile learning: A European perspective. International Journal of Mobile and Blended Learning, 
1(1), 13–35. 

Manca, S., & Ranieri, M. (2013). Is it a tool suitable for learning? A critical review of the literature on  
Facebook as a technology-enhanced learning environment. Journal of Computer-Assisted 
Learning, 29, 6, 487-504. 

Rodríguez-Hoyos, C., Haya Salmón, I., Fernández-Díaz, E. (2015). Research on SNS and education: The  
state of the art and its challenges. Australasian Journal of Educational Technology, 31, 1, 100111. 

Seppälä, P. P., & Alamäki, H. H. (2003). Mobile learning in teacher training. Journal of  
Computer Assisted Learning, 19(3), 330–335. 

Sharples, M. (2000). The design of personal mobile Technologies for lifelong learning. Computers &  
Education, 34, pp 177-193. 

Taylor, G. R., & MacKenney, L. (2008). Improving human learning in the classroom: Theories and teaching  
practices. Lanham, MD: Rowman &  

Woolfolk, A. (2001). Educational psychology (8th ed.). Needham Heights, MA: Allyn and Bacon. 
Vygotsky, L. S. (1978). Mind in society. Cambridge, MA: Harvard University Press. 
 
 
                                                                           


