
Technology Plan: Enhancing Inclusive Learning with 

Assistive and Multimedia Tools 

By Emmanuel Yaw Gyimah 

Special Education Department | 2024–2025 Academic Year 

 

Table of Contents 

1. The Proposal 
2. The Pedagogy 
3. The Plan 
4. The People 
5. The Pennies 
6. The (Potential) Problems 
7. Sample Applications 
8. References 

 

1. The Proposal 

This technology plan outlines a realistic, cost-effective approach to integrating assistive and multimedia 

tools in special education classrooms. Informed by my Needs Assessment, which identified a strong 

need for personalized, accessible instruction for students with mild autism, this plan aims to create 

inclusive, tech-supported environments that improve student engagement, communication, and 

independent skill-building. 

The plan supports the use of interactive platforms, assistive devices, and virtual simulations to 

strengthen language, life skills, and social development—ensuring every student has equitable access to 

quality learning. The goal is to empower teachers with the tools, training, and confidence needed to 

implement and sustain inclusive technology practices. 

 

2. The Pedagogy 

The plan is grounded in: 

• Mayer’s Cognitive Theory of Multimedia Learning: Effective instruction occurs when learners 
engage both visual and auditory channels with reduced cognitive overload. 

• Universal Design for Learning (UDL): Emphasizes multiple means of representation, expression, 
and engagement—key for students with diverse processing needs. 



• Behaviorist Learning Theory: Repetition and feedback help reinforce social and communication 
behaviors. 

These frameworks validate the use of video modeling, audio-enhanced texts, simulations, and 

scaffolded tools to help students process content at their own pace and practice functional skills in low-

stress formats. 

 

3. The Plan 

Task Timeline Responsible Party 

Assess Student Needs & Classroom Gaps Aug – Sept 2024 Special Ed Teachers & Admin 

Acquire Assistive & Multimedia Tools Sept – Oct 2024 IT Team & School Leadership 

Train Teachers on UDL & Tech Use Oct – Nov 2024 Tech Staff, Coordinators 

Pilot in Target Classrooms Nov – Dec 2024 Teachers, Students, Paraeducators 

Gather Feedback & Adjust Resources Jan – Feb 2025 Teachers, Admin, Parents 

Full Implementation & Ongoing Support Mar – June 2025 Entire School Staff 

 

4. The People 

Key stakeholders include: 

• Special Education Teachers – Implement tools and customize use for IEP goals. 
• Students with Disabilities – Engage with content tailored to their learning profiles. 
• School Administrators – Support policy, funding, and integration. 
• IT Support Staff – Configure devices and troubleshoot software issues. 
• Parents/Guardians – Provide feedback and reinforce strategies at home. 
• External Consultants – Assist with accessibility training and software customization. 

 

5. The Pennies 

Estimated Technology Budget: $8,500 



Item Estimated Cost (USD) 

5 Student Tablets $1,500 

2 Teacher Laptops $2,000 

Projector (for class use) $800 

Audio System (for hearing support) $1,000 

Software Licenses & Accessibility Tools $1,500 

Teacher Training Workshops $1,200 

Miscellaneous (Adapters, Cables, etc.) $500 

Total $8,500 

Budget Priorities: 

• Maximize accessibility with assistive tools. 
• Utilize open-access and low-cost platforms (Google Classroom, Quizizz, Read&Write, etc.). 
• Invest in training for long-term adoption and sustainability. 

 

6. The (Potential) Problems 

Challenge Mitigation Strategy 

Limited Student Access to 

Devices 

Use device rotation, cooperative group work, and printable 

multimedia supplements. 

Teacher Resistance or Low 

Confidence 

Provide ongoing mentorship and hands-on training sessions led by 

peer champions. 

Unstable Connectivity in 

Classrooms 
Pre-load videos and allow offline access where possible. 

Misalignment with IEP Goals 
Involve special educators in customizing multimedia content for 

specific learner needs. 

 

7. Sample Applications 



Area Multimedia Strategy 

Social Skills 
Use VR-based social stories to simulate real-life conversations and practice 

turn-taking. 

Language 

Development 

Implement text-to-speech and visual word walls via tablet apps like Book 

Creator. 

Math Engagement 
Deliver interactive math games through Kahoot and digital manipulatives for 

tactile learners. 

Behavior 

Reinforcement 
Provide animated choice boards and visual timers to promote self-regulation. 
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