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INTRODUCTION 
Technology has had an incredible impact on our interaction and communication in the context of and entrepreneurship. A year ago,  we have witnessed unforeseen differences to follow global labour trends. The result is , 
more remote occupations and online learning have a high chance of keeping their status of positive 
results of Covid-19. Immersive innovations and inventions, which inland the immersive environment produced by virtual and augmented reality ( VR and AR ) are realistic which enable individuals to be anywhere they wish, virtually, to see the world from another’s point of view
and to reply in previously unthinkable manners .
Through  the lens of constructionism and connectivism,  this essay develops a novel  view point on the characteristics of change agents . By fusing change making with digital making in a global context,  this is a fantastic addition to the area of knowledge. Students should make use if immersive and interactive technology to create content and develop their digital literacy . The study draws 
on the discovery of two global projects that used immersive technology to foster students’ preparedness for international citizenship via creating cultural competence, literacy and changemaker identity in educational and entrepreneurial context. It charts the development of these qualities among students across seven countries as they work together , collaborate with each other and create immersive learning experiences with their global partners.
The ubiquity of mobile devices, the internet, and combined effort and massaging tools has led to a rise in digital making, activities in which individuals form media and artefacts using technologies (Bosco et al., 
2019; Loy & Canning, 2013). With the technique that is digital making, people collectively use subject matter knowledge along with anything that can be applied as technology is used to spread their knowledge. By using a mix of active learning with problem solving through digital making, we build, add and improve our portfolio of skills and create a culture of changemakers made solely for purpose of collaboration and communication (Toivonen, 2013; Warnecke, 2015).
changemaking combined with digital making will result in a skill set consistent with the adapting ambitions of the United Nations (UN) Sustainable Development Goal (SDG) 4.7, that promotes sustainable 
development and global citizenship, highlights the importance of understanding cultural diversity in a globalized world. Cultural sensitivity and the skill to interact in culturally appropriate ways are recognized as important 
In the modern world (Hammer et  al., 2003; Li, 2020). Dziedziewicz, 
Gajda, & Karwowski characterize  cultural competence as “the skills needed to function 
effectively in interactions with people who differ from an individual linguistically 
or culturally” (Dziedziewicz et  al., 2014, p. 32). Whewell et  al. (2020) propose
that collaborating with people from contrasting  cultures constitutes to creativity and  deteriorate  barriers. Primarily cultural competence links with the perception of changemaking, that correspondingly  accentuates  empathy, endurance, and mutual respect.

Keywords within the course CHANGE MAKERS.

In unit one, there are four topics under the course change makers.
Topic1. How innovation changes the world 
Topic 2. Who am I? My sense of self 
Topic3.Addressing sustainability 
Topic4. Making Statement 

Among theses four topics, I may choose some keywords probably from all or the ones that are pertinent to the course only.
Some of the keywords are as follows.


INNOVATION: American sociologist Everette Rogers, details as an idea, practice or object that is recognized as new by an individual or alternative entity of endorsement.
parallel to Allan Alshuler and Robert D. B Innovation,  incorporates unique innovation and imaginative utilize and characterizes advancements as generation, admission and realization of new ideas , products, services and system which match  the societal needs and the country at large .
( SchumPeter, Joseph A. 1883-1950

NOVELTY: Derived from Latin word novus for new is the quality of being new or following from that, of being striking, original or unusual. (Berlyne , D.E(1960)

CREATIVITY: Teresa Amabile and Pratt(2016) define creativity as product of novel and useful ideas and innovation as implementation.

SOCIETY : is a group of individuals involved in persistent social interactions or a large social group sharing the same spatial, typically subject to the same political authority and dominant cultural expectations.
(Boyd, Robert, Richerson, Peter J. 12th November, 2009)

SUSTAINABILITY: Refers to the ability to maintain or support a process continuously over a time 

SENSE OF SELF : Refers to your perception of the collection of characteristics that define your personality traits, abilities , likes and dislikes , your belief system or moral code.

REAL OTHER: Refers to how other people perceive you to be.

VALUES : Refers to ones sense of personal traits and beliefs systems which is practiced in the faculty of philosophy.

In unit two covers 4 topics 
1. The act of creating 
2. Story telling 
3. Identifying new ideas 
4. Seeking solutions
Some of the keywords in this unit are as follows 

STORY TELLING: Is the social and cultural activity of sharing stories, sometimes with improvisation, theatrics or embellishments . (en.m.wikipedia.org)

IDEAS : refers to whatever is known or supposed about something 

SCOPING: id the act of practice of eyeing or examine as in order to evaluate or appreciate 

TOOL CARD: is a credit card multi tool that packs a bunch of tools into a compact design that fits perfectly in your wallet.

TOOL KIT: is a special set of tool  that are kept together and that are often used for a particular purpose. Or a set of skills, abilities , knowledge or other things needed in order to do a particular task or job

In unit three, there are four topics under the course change makers.
In these  four topics is where i will narrow my keywords from.
The topics are as follows 
1. Collaboration not competition 
2. Funding you idea
3. Telling your story 
4. Be in it to win it.
  
COLLABORATION:Collaboration is a working practice whereby individuals work together for a common purpose to achieve business benefit. 
Collaboration enables individuals to work together to achieve a defined and common business purpose.

COMPETITION: Competition is a rivalry  where two or more parties strive for a common goal which cannot be shared: where one's gain is the other's loss. Competition can arise between entities such as organisms, individuals, economic and social groups, etc. The rivalry can be over attainment of any exclusive goal.

STAKEHOLDER: A stakeholder is a party that has an interest in a company and can either affect or be affected by the business.

COMMUNICATION TOOLS: They are tools that allows members of a teamwork involved in a different stages of integrated products, processes or manufacturing system development.

SELF CONFIDENCE : is the attitude about your skills and abilities which has been accepted by an individual and can be accessed by a given task.

SELF  AUTHENTICITY: is who truly a person is, regardless of the occupation, influence on other people, it is an honest representation .

SOCIAL MEDIA: Refers to the means of interactions among people in which they create, share and exchange information and ideas in virtual communication networks 
Eg. Facebook, twitter, tik tok, skype and whatsapp


LINKEDIN: is the world largest professional network on the internet which are used multi-purposely 
for jobs, learning skills needed for a career.


SOCIAL ENTERPRISE: is defined as a business with specific social objectives that serve its primary purpose .
It seek to maximize profit while maximizing benefits to society and environment and the profit are principally used to fund social programs.

CONCLUSION 
Social progress in the future will depend more on bottom-up initiatives and grassroots transformations than on top-down state interventions. Everyone can start the movement toward a better society by taking initiatives in the family, in the community, at work, and in the capacity of a parent, spouse, worker, employer, investor, consumer, voter, volunteer.
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