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Bootstrapping the Augmentation System (Engelbart, 1968)
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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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Ruben R. Puentedura, As We May Teach: Educational Technology, From Theory Into Practice. (2009)

https://itunes.apple.com/us/itunes-u/as-we-may-teach-educational/id380294705?mt=10


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



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



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



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



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

http://www.youtube.com/watch?v=NemBarqD6qA


The EdTech Quintet – Associated Practices

Social Communication, Collaboration, Sharing

Mobility Anytime, Anyplace Learning and Creation

Visualization Making Abstract Concepts Tangible

Storytelling Knowledge Integration and Transmission

Gaming Feedback Loops and Formative Assessment
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Reason, James. Human Error. Cambridge University Press (1990)
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