
Substitution 
Tech acts as a direct tool substitute, with no 

functional change

Augmentation 
Tech acts as a direct tool substitute, with 

functional improvement

Modification 
Tech allows for significant task redesign

Redefinition 
Tech allows for the creation of new tasks, 

previously inconceivable
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Social Mobility Visualization Storytelling Gaming
200,000 

years
70,000 
years

40,000 
years

17,000 
years

8,000 
years

Ruben R. Puentedura, “Technology In Education: The First 200,000 Years” The NMC Perspective Series: Ideas that Matter. NMC Summer Conference, 2012.

Bookmarks

Discussions

Blogging

Telepresence

RSS Feeds

Microblogging

Wikis

File Sharing

Class Homework

WorldSchool Home

Learning Environments

Contextual Search 
Augmented Reality

Cloud Resources 
Mobile Tools

Sensors 
Recorders

Image
Assembly

Sequential
Art

Moving
Image

Interactive
Media

Interactive
Fiction

5-Card Nancy Comic Life Premiere Pachyderm Inform 7

Narrative sources;
Narrative constraints

Pictorial vocabulary;
Narrative transitions;

Text/image integration
CDS Seven Elements;
Montage structures

Narrative structures;
Narrative flows Ludic elements

Infinite Canvas

Prezi

SO
C
IA
L

PLAC
E

M
O
M
EN

T

Formal Definition of Game (Salen & Zimmerman)

“A game is a system in which players 
engage in an artificial conflict, defined by 
rules, that results in a quantifiable 
outcome.”

	 Salen, K. and E. Zimmerman. Rules of Play : Game Design Fundamentals. The MIT Press. (2003)


