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23.2. Given the explosive pace of technological development allied with the sheer creativity of tech-
savvy teachers and entrepreneurs including student entrepreneurs, it i1s certain that technology will
impact education in multiple ways, only some of which can be foreseen at the present time. New
technologies involving artificial intelligence, machine learming, block chains, smart boards, handheld
computing devices, adaptive computer testing for student development, and other forms of
educational software and hardware will not just change what students leam in the classroom but how
they learn, and thus these areas and beyond will require extensive research both on the technological
as well as educational fronts.

23.5. The thrust of technological interventions will be for the purposes of improving teaching-
learning and evaluation processes, supporting teacher preparation and professional development,
enhancing educational access, and streamlining educational planning, management, and
administration including processes related to admissions, attendance, assessments, etc.

24. Online and Digital Education: Ensuring Equitable Use of Technology

24.1. New circumstances and realities require new inihatives. The recent rise in epidemics and
pandemics necessitates that we are ready with alternative modes of quality education whenever and
wherever traditional and in-person modes of education are not possible. In this regard, the National
Education Policy 2020 recognizes the importance of leveraging the advantages of technology while
acknowledging its potential risks and dangers. It calls for carefully designed and appropriately scaled
pilot studies to determine how the benefits of online/digital education can be reaped while addressing
or mitigating the downsides. In the meantime, the existing digital platforms and ongoing ICT-based
educational imitiatives must be optimized and expanded to meet the current and future challenges in
providing quality education for all.




———

A o A b Note . SAye = : - e - g R D o = T T : : - 5 S R er= s P T ot =
- - LR e AT Pl BT R - e b e 2 r £ e B BT o o A -
£ - . - S . E oo . . 4 - -
SRS -, . : - ’
b ¥ - ..
: * . Y e o e .
B — - ~ - g -
; o [] R T R
o LV B . -
P . i o - . : : : ] 2 o
- i < s - e e
Q e b T LAt -
— C T . .
L5 o .
% -
3 S
‘ -
. . D A mg
4

—_ L

EE Q:n‘\f TaR ir AT IR 3 ' ﬁ a?fr . ;' aﬂamé ST Tg?l % am
mﬁﬁm&ﬁaumugwﬁ@am@ﬁwmﬁ% 0 :
. . o m@vwﬂﬁm g139|

mamw e B



Game- baseol learmng is an active

learning technique that uses games to

,nmprove student |€ar‘nm9 Tke |ear‘nm9,“

in this case, comes from playing the
game, which promotes critical thinking
and problem-solving skills. ' T
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TR (Sklll Development) L
(Personallsed Learnlng)

aﬁqﬁwm (Motlvatlon)

o STRETRR W (Graceful Failure)
W&Tﬁl&lﬁ]—éﬂ 'SIIEIT (21st Centurg Students)
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(Game of Dhaturoop)
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https://www.ldplayer.net/games/the-god-game-of-dhaturoopas-on-pc.html

| “TELL ME, AND I'LL FORGET,
SHOW ME, AND | MAY REMEMBER,
|INVOLVE ME, AND I'LL UNDERSTAND.






