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Abstract  

 Today’s classrooms consist of outdated teaching materials and approaches that fail to effectively educate many students. 
Artificial intelligence, mobile devices, social networks, and other computing technologies have the prospective to transform the way 

students and teachers communicate in the classroom environment. However, cooperation and investment by academic, industrial 
and government stakeholders are integral to revolutionize our education system into a valuable one that provides every student with 

an opportunity to accomplish something. This paper reviews the Perspective of Personalised learning, Shift towards Personalised 
learning, Personalising Education through Technologies and Salient features of Personalised learning.  

Keywords: Personalised Learning, social networking tools, user models, intelligent tutors, mobile learning and gaming 
environments. 

 
Introduction 

 The meaningful incorporation of technology in teaching and learning is consistently called 

for in all sectors of education. Recently it has appeared as a key ideology for achieving what has 

been termed as personalising learning. Personalising learning, a concept that deals with a range 

of contemporary best-practice approaches with an adjoined emphasis on ICT and the voice of 

individual learners, is becoming more ubiquitous in both general discussions, and in some 

countries, in policy concerning education. Personalising learning integrates the ideas of effective 

teaching, learning and assessment, which supports with deep learning and constructive 

coalition principles associated with effective teaching in higher education. 

 Personalised learning allows students to take control of their own learning. Each student is 

unique and learns in diverse ways.  

Personalising learning means students: 

 understand how they learn 

 own and drive their learning and 

 co-designers of the curriculum and their learning environment. 

 
Need For Personalised Learning 

 The evolution of the Knowledge Society and the Knowledge-based Economy indicate a new 

era for education and training. Within this framework, knowledge and skills of citizens are 

becoming more and more significant for both the economical strength and social cohesion of the 

society, and the superiority of citizens’ life. The structural and functional society 

transformations increase the demand for major changes in Education and Training, intending at 

reducing the risks for knowledge gaps and social exclusion. 
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 An interesting social and scientific deliberate is thus continuing, on the paradigm shifts in 

the way that education and training are planned, organised and delivered, as well as the 

definition of concrete future objectives of educational systems. Typical demands include  

 Personalised training designs customized to the learner’s objectives, background, style and 

 needs; 

 Flexible access to lifelong learning as a persistent process, rather than a divergent event; 

 Just-in-time training dissemination of information; 

 New learning modules for efficient incorporation of training on workplaces; 

 Cost-effective methods for meeting training needs of the globally distributed workforce. 

 On the other hand, the rapid progression of Information and Communication Technologies 

(ICT) endow with the technological tools for assisting the implementation of the new paradigm 

in education and training, referred to as e-learning. E-Learning takes advantage of information 

processing and internet technologies to provide, among others. 

 Personalisation, where training programmes are customised to individual learners, based on 

an investigation of the learners’ objectives, current status of skills and knowledge of the 

learners, learning style preferences of individuals, as well as constant monitoring of 

progress of the learners. On-line learning material can be, then, compiled to meet personal 

needs of individual learners, capitalizing on re-usable learning objects. 

 Interactivity, where learners can experience active and situated learning through 

simulations of real-world events and on-line collaboration with other learners and 

instructors. 

 Media-rich content, where educational material can present in different ways and 

presentation modes, and learning material can guide and systematized in such a way that it 

can be searched, identified and retrieved remotely from several different learners providing 

the right material to the right person at the right time. 

 Just-in-time delivery, where technologies such as electronic media support systems can 

facilitate instruction delivery at the exact time and place that it is required to accomplish a 

certain task and wearable computers can provide real-time assistance in actual work 

environments. 

 User-centric atmospheres, where the learner takes accountability for his/her own learning, 

and the instructor acts as the “guide on the side”, rather than a “sage on the stage”. 

 With this circumstance, the concept of personalised learning becomes increasingly accepted. 

It advocates that instruction should not be constrained by time, place or any other barriers, and 

should be continuously modified individual learner’s requirements, abilities, preferences, 

background knowledge, interests, skills, etc. The personalised learning concept signifies an 

essential departure in educational theory and technology, from “traditional” interactive learning 

environments to personalised learning environments. 



 
 
 

 

32 | P a g e  

Two Day National Conference on QUALITY EDUCATION FOR ALL – A SEARCH FOR IDENTITY 

Thiagarajar College of Preceptors, Teppakulam, Madurai 

Differences' List 

Individualisation Personalisation 

Same objectives for all learners Different objective for each learner 

Applying of differenced didactic strategies to 
achieve the key competences 

Applying of differenced didactic strategies to promote 
the personal potentiality 

The educational curriculum is designed by the 
educational committee experts 

The learner actively participate in the construction of 
his own curriculum 

Develops the cognitive dimension of the 
learner 

Develops the all dimensions of learner, not only the 
cognitive (emotional, social, life experience, etc.) 

Valorisation of previous knowledge and 
competencies, formal and non-formal 

Valorisation of previous knowledge, competence, life 
and work skill, also informal 

Learner’s self-direction as an accessory skill Learner’s self-direction as a fundamental skill 

Teacher has a key role Tutor has a key role 

 
Personalising Education through Technologies 

 Technological approaches for producing personalized instruction include social networking 

tools, user models, intelligent tutors, mobile learning, gaming environments and more. 

 
Social Networking Tools 

 Web-based tools such as social networking sites facilitate information sharing and learning 

with one’s peers. 

 Teacher Tube is an educational, social video-sharing site for teachers. The user can watch, 

subscribe, create and share free instructional videos.  

 Classtools can create free, web-based educational games, activities and diagrams. Teachers 

and students can create their own tutorials, demonstrations, diagrams and animations.  

 Slide share is a place to share slideshows such as Microsoft Power Point and Apple’s 

Keynote. Teachers and students can produce and upload slideshows that can be viewed, 

discussed and shared by other users.  

 
User Modeling 

 Programs can identify a student’s competencies and knowledge over time, to understand 

interests, goals and characteristics that maximize one’s motivation and learning. 

 
Intelligent Tutors 

 Computerized tutors, personalized to meet the student’s inclinations, are providing 

personal and supportive instruction, formative feedback and encouragement to students in a 

assortment of subjects such as mathematics and science. These tutors, will monitor a student’s 

attentiveness, emotion and success when answering problems, can eliminate the need for 

regular teacher supervision while offering hint sequences, constructive advice and elaborate 

instruction to boost a student’s self-confidence and knowledge gained. 
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 ELM-ART (ELM Adaptive Remote Tutor) is a WWW-based ITS (Intelligent Tutoring 

System) to support learning programming in Lisp. ELM-ART is an Intelligent Learning 

Environment that supports example-based programming, intelligent analysis of problem 

solutions, and advanced testing and debugging facilities. The course materials were presented 

to students in lecture form (complemented with printed material) and ELM-PE was used to 

practice the obtained knowledge by problem-solving. ELM-ART, which is expected to be used 

for distance learning, provides on-line both the course materials and the problem solving 

support. ELM-ART can be considered as an on-line intelligent textbook with an integrated 

problem-solving environment. It provides all the course materials (presentations of new 

concepts, test, examples, and problems) in hypermedia form. ELM-ART differs from simple 

WWW "hyper books" in two major aspects. First, ELM-ART "knows" the material it presents to 

the students and supports them in learning and navigating the course material. Second, all 

examples and problems (which are important components of any textbook) in ELM-ART are not 

just a text as in other textbooks, but "live experience". Using ELM-ART, the student can 

investigate all examples and solve all problems on-line. For any textbook problem, ELM-ART 

provides the student with almost the same level of intelligent problem solving support as the 

original ELM-PE.  

 
Mobile Learning 

 Advances in personal and mobile technologies such as smart phones and tablets authorize 

students to walk around real-world phenomena outside the classroom setting. For example, 

these devices collectively with intelligent virtual tutors help students create graphical models of 

forces and motion, magnetism and electricity, landforms, and weather and climate in natural 

settings. 

 Desire 2 Learn Mobile –the mobile tool for Desire2Learn –a major education LMS vendor.  

 INTUITEL: The University of Reading is helping to build up a new e-learning tool, dubbed 

INTUITEL that delivers lessons via a mobile phone, yet offers feedback previously only 

available from a real-life tutor and imitates the best features of conventional teaching methods 

and delivers them through online gateways.  

 Go Know Mobile Learning Environment allows educators to handle student's activity such 

as assessment as well as data back-up via cell phone devices.  

 Modo Labs Mobile Campus Includes Courses and Registrar modules that mash-up popular 

Learning Management Systems (LMS) and Student Information Systems (SIS), facilitating 

students and faculty to access information via a single common mobile interface.  

 
Gaming to Promote Learning 

 Artificial intelligence gaming systems used for education permit students to involve 

themselves in game-based descriptions with 3-D characters to solve problems that contain a 
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range of subjects. For example, microbiology classrooms use these systems to help students 

visualise how to find out the source of an infectious disease. The gaming systems allow students 

to express their knowledge and skills in real time, tracking how they think creatively, critically, 

and systemically.  

 
Conclusion 

 Personalised Learning technology is one of the key solutions to face the challenges in open 

and distance education. Moving to a personalised learning system powered by digital learning 

has the potential to transform our education system. With a focus on student growth and 

individual learning goals, each student has the potential to achieve. Although there are 

challenges that stand in the way of this change, there are concrete steps that applicants can take 

to move toward this reality.  
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