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1. Societal issue addressed 2. Research questions and theoretical framework

3. Methodology 4. Expected (and unexpected) results

Three core sociological perspectives inform my research:
1. Du Gay et al’s (1997) circuit of culture. This suggests shared 

understandings of cultural artefacts constantly shifts.
2. Latour’s (2005) Actor-Network Theory. This suggests ‘the 

social’ is formed by technologies, as well as by people.
3. Goffman’s (1956) presentation of self. This suggests people 

play roles based on a shared, expected social order. This 
social order will inevitably become disrupted. 

Educational technology (EdTech) is now worth 
over 2.2 billion AUD in Australia alone 
(EduGrowth, 2022). EdTech spending is predicted 
to reach 404 billion USD by 2025, accelerated by 
the COVID-19 pandemic (HolonIQ, 2021). 

Cuban (2001) critiqued EdTech as Oversold and 
Underused, positioning schools as a means to 
benefit the economy and the individual, rather 
than a conception of public good and democracy.  

20 years later, teachers remain stressed, anxious, 
and burnt out due to EdTech (Fernández-Batanero
et al, 2021); while students are frustrated by a 
lack of transparency and utility in EdTech (Cheong 
& Nyaupane, 2022) This led to three primary research questions:

i. How does each actor within the circuit of 
the app interpret and use the apps in my study?

ii. How do the apps in my study shape and 
get shaped by the everyday routines and habits of schooling?

iii. What role do the apps in my study play in 
how schooling is administered and how learning is understood?

This asks the question: what do 
schools actually want from EdTech?

•Qualitative case study – draws on 
audience studies (Livingstone, 2013; 
Das, 2017) and ethnographic methods 
(Geertz, 2008; Pink, 2016). 
•Two cases: Learning app; Comms app.
• Interview and focus group data. 
• In-situ notes; typed up; coded in Nvivo
•Larvatus prodeo (Barthes, 2010) 

ensures I am visible within the 
research and creating an audit trail.

This presents a central research problem:

How do different people understand the same 
EdTech and how  is this informed by their position in 
the app’s lifecycle?

Ideal Results Actual Results

Model 1: Concentric Zone Map 
of actors. 

Aim: chart how actors relate and 
how these positions can change. 
Combines circuit of culture and 
ANT. 

Intended outcome:
Highlight areas of disconnect between actors. Work with 
participants to chart new, shared vocabulary. Lead to more 
effective app use.

Outcome: multiple, 
simultaneous and 
conflicting circuits. A 
‘messy’ reality of schooling 
and app development. 

Interpersonal connection 
remains at the core of app 
use and utility 

Primary themes/core examples:

Understandings of data practices: 
Learning app developers:
CEO: ‘We don’t share data’; 
Community manager: ‘we send data as Excel sheets in emails’

Learning app primary school:
Principal: ‘Our school is now data and evidence driven’ 
Teacher: ‘I went back to using paper sheets as it was easier’

Views on app use:
‘Positive’ views, comms app –
Community manager: ‘people's issue with like Big Data is not the data itself. It's who has access 
to it’ 
Admin for middle school: ‘it’s now like, ‘okay, you know, Big Brother is watching. But in my body’ 

Negative views, learning app primary school –
Teacher: ‘everything else is missing. I can't access anything… Can you see what I've got? I don't 
have access to anything’ from teachers.

Student: ‘If you are not learning, you are not going to know what words mean, or what the 
teacher is trying to explain… and you won’t get into university 

Model 2: Circuit diagram of actors 
(built on Arduino board). 

Aim: highlight the interconnected 
nature of all human actors in ensuring 
EdTech functions and is understood. 
Centres the human around the 
mechanical 
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