
Week 1 This module is structured around the requested topics, drawing from 
historical foundations, definitions, and contemporary perspectives in educational 
practice. 1. Definition and Nature of Industrial Arts and Industrial Education 
Industrial Arts is an educational program that focuses on the fabrication and 
manipulation of materials (primarily wood, metal, and other resources) using 
hand tools, power tools, and machines to create objects. It originated as a 
hands-on component of general education, emphasizing practical skills, tool use, 
and an understanding of industrial processes. Key definitions include: • A study 
of changes made by humans in the forms of materials to increase their value for 
human use, along with related life problems (Bonser and Mossman, early 20th 
century). • Phases of general education dealing with industry—its organization, 
materials, occupations, processes, products—and problems from the 
industrial/technological nature of society (Wilber). • Exposure to industrial and 
engineering technologies to improve understanding of the engineered world 
(modern view). Industrial Education is broader, often overlapping with 
vocational or technical education. It equips students with technical knowledge 
and skills relevant to industry, preparing them for occupations while fostering 
appreciation for work, safety, and productive labor. It is manipulative yet 
informative, addressing technical, social, cultural, and economic aspects of 
industry. The nature is hands-on, experiential, and interdisciplinary. It promotes 
creativity, problem-solving, safety awareness, cooperation, and respect for 
labor. It contributes to general education by developing technical literacy, 
consumer knowledge, and career awareness in a technological society. 2. 
Original Industrial Arts and Interim Arts Original Industrial Arts emerged in the 
early 20th century (around 1904, when Charles R. Richards proposed replacing 
“manual training” with “industrial arts” at Teachers College, Columbia 
University). It reacted against purely skill-based manual training (e.g., Russian 
sloyd or joinery systems from the late 19th century) by emphasizing broader 
social and cultural understandings of industry, not just tool mastery. Pioneered 
by figures like Bonser, Mossman, and Russell, it focused on a “social-industrial” 
approach—studying industry’s impact on society, materials transformation, and 
life problems—integrated into general education rather than narrow vocational 
prep. Influenced by the Arts and Crafts movement and progressive education, 
early programs (from the 1880s–1920s in places like Russia, Sweden, and the 
U.S.) reclaimed manual skills amid industrialization. Interim Arts (or transitional 
phases) refers to the mid-20th-century evolution, where industrial arts bridged 
traditional hands-on shop classes (woodworking, metalworking, drafting) and 
emerging vocational emphases. By the 1960s–1970s, influenced by legislation 
(e.g., Vocational Education Act amendments), it incorporated career orientation 
while retaining general education goals. This “interim” period saw debates over 
whether it was general or vocational, with programs expanding to include more 
diverse crafts and processes before the major shift to “technology education” in 
the 1980s. 3. Areas and Allied Areas of Industrial Arts Core areas of industrial 
arts traditionally include hands-on labs or “shop” classes: • Woodworking — 
Processes like joinery, finishing, and construction. • Metalworking (general 
metals) — Fabrication, machining, welding. • Drafting/Technical Drawing — 
Design, blueprints, and visualization (often foundational). • Graphic Arts — 
Printing, design, and visual communication. • Electronics/Electricity — Circuits, 



wiring, basic automation. • Power Mechanics — Small engines, automotive 
basics, transportation systems. • Industrial Crafts — Leather, plastics, ceramics, 
art metals, jewelry. Allied areas extend to broader technological domains 
(especially in modern technology education): • Construction technology 
(building structures, resource use). • Manufacturing technology (materials 
processing, production systems). • Transportation technology (vehicles, energy 
systems). • Energy/power technology (production, conservation). • 
Communication technology. • Emerging integrations like STEM (Science, 
Technology, Engineering, Math). These provide exploratory experiences in 
industrial environments, occupational info, and technical/social aspects. 4. The 
Industrial Arts Teacher The industrial arts teacher (now often technology 
education teacher) instructs hands-on skills while fostering technical literacy, 
safety, and career readiness. Key qualities: • Skilled with tools and materials 
(good with hands, problem-solver, tinkerer). • Patient, resourceful, organized, 
and safety-focused. • Strong communicator, motivator, and team-builder. • 
Professional, precise, and committed to diverse student needs. Responsibilities: 
• Develop/implement lesson plans aligned with standards. • Teach practical 
skills, safety protocols, and tool/machine use. • Assess student progress, 
provide remediation/enrichment. • Manage labs/classrooms for safe, engaging 
environments. • Integrate problem-solving, design, and real-world applications. 
• Promote soft skills (teamwork, communication, work ethic). • Participate in 
professional development and collaborate with industry. Teachers emphasize 
dignity of work, creativity, and preparation for technological society. 5. The 
Teaching of Industrial Arts: Then and Now Then (early–mid 20th century): 
Focused on manual skills in “shop classes” (wood/metal shop, drafting). Often 
factory-model (all students doing similar tasks), emphasizing tool mastery, 
craftsmanship, and basic home/industrial repair. Required for many students 
(especially boys), with gender norms (e.g., girls in home economics). Rooted in 
progressive education but practical/vocational leanings. Now (modern evolution 
to technology education): Shifted from skill-specific fabrication to broader 
technological literacy, problem-solving, and STEM integration. Emphasizes 
design processes, innovation, systems thinking, and societal/environmental 
impacts of technology. Uses project-based learning, teamwork, and real-world 
applications (e.g., engineering challenges, prototyping). Less “shop-only” and 
more interdisciplinary, preparing students for a digital/technological world rather 
than solely manual trades. Enrollment challenges exist, but it aligns with career-
technical education (CTE) pathways. The change reflects societal shifts from 
industrial to information/digital eras—more than a name change, it’s a 
philosophical evolution. 6. Approaches and Procedures in Industrial Arts 
Teaching methods blend traditional and modern strategies: • 
Demonstration/Modeling Method — Teacher shows tool processes, safety, and 
construction steps. • Project-Based Learning — Students design, plan, construct, 
test, and evaluate projects (core modern approach). • Problem-Solving/Design 
Process — Identify problems, brainstorm, prototype, iterate (aligned with 
engineering/STEM). • Hands-On/Experiential — Direct manipulation of 
tools/materials for skill-building. • Layering/Integration — Combine technical 
skills with academics (math, science) and teamwork. • Group/Collaborative Work 
— Foster cooperation and real-industry simulation. • Safety-Focused Instruction 



— Emphasize protocols throughout. Procedures include planning projects, 
selecting materials, evaluating outcomes, and reflecting on societal impacts. 
Modern approaches prioritize creativity, innovation, and technological systems 
over rote skill drills. 7. Industrial Arts and the World of Work Industrial arts 
historically and currently bridges education and employment by providing 
career exploration, orientation to industry, and foundational skills. It develops 
insights into occupations, materials, processes, and technology’s role in society. 
While not full vocational training, it offers representative experiences (e.g., tool 
use, problem-solving) that inform career choices and build transferable skills like 
precision, safety, teamwork, and work ethic. In modern CTE contexts, it aligns 
with career pathways (e.g., manufacturing, construction, engineering), 
preparing students for high-skill, high-wage jobs. It promotes dignity of work, 
awareness of industry’s social/cultural impacts, and readiness for a changing 
workforce—helping students transition to apprenticeships, technical roles, or 
further education. Industrial arts contributes uniquely to making work 
“meaningful and satisfying” by fostering informed occupational decisions.
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LEGAL BASIS -Industrial Arts Education in the Philippines The legal basis for 
Industrial Arts Education in the Philippines is rooted in the country’s 
constitutional provisions on education, major education laws, and curriculum 
frameworks implemented by the Department of Education (DepEd). Industrial 
Arts (IA) is primarily taught as part of Edukasyong Pantahanan at 
Pangkabuhayan (EPP) in elementary and Technology and Livelihood Education 
(TLE) in secondary levels, with a focus on practical skills in areas like 
woodworking, metalworking, masonry, electrical works, and basic fabrication. 1. 
Constitutional Foundation (1987 Philippine Constitution) The primary legal 
underpinning is Article XIV (Education, Science and Technology, Arts, Culture, 
and Sports) of the 1987 Constitution: • Section 1: The State shall protect and 
promote the right of all citizens to quality education at all levels and make it 
accessible to all. • Section 2: The State shall establish, maintain, and support a 
complete, adequate, and integrated system of education relevant to the needs 
of the people and society. • Section 3(2): All educational institutions shall 
inculcate patriotism and nationalism… broaden scientific and technological 
knowledge, and promote vocational efficiency. • Section 17: The State shall give 
priority to education, science and technology, arts, culture, and sports to foster 
patriotism and nationalism, accelerate social progress, and promote total human 
liberation and development. These provisions mandate vocational and technical 
education, including hands-on skills like those in Industrial Arts, to prepare 
citizens for productive work and contribute to national development. 2. Key 
Republic Acts and Education Laws • Republic Act No. 10533 (Enhanced Basic 
Education Act of 2013) — Known as the K to 12 Law, this is the main statutory 
basis for the current integration of Industrial Arts into the basic education 
curriculum. ◦ It strengthens the curriculum to make it globally competitive and 
relevant. ◦ It broadens high school goals to include vocational and technical 
career opportunities. ◦ It mandates a learner-oriented curriculum responsive to 
community needs, including technical-vocational skills. ◦ Under K to 12 (now 
refined under the MATATAG Curriculum), Industrial Arts is a core component of 
EPP/TLE, providing foundational practical skills from Grades 4–10 and pathways 



in Senior High School (SHS) under the Technical-Vocational-Livelihood (TVL) 
track. • Batas Pambansa Blg. 232 (Education Act of 1982) — This earlier law 
emphasized vocational efficiency, teacher training, and a curriculum that 
promotes economic development through skills like industrial arts. • Republic 
Act No. 7796 (Technical Education and Skills Development Act of 1994) — 
Created the Technical Education and Skills Development Authority (TESDA), 
which oversees TVET (Technical-Vocational Education and Training). While 
DepEd handles basic education (including IA in EPP/TLE), TESDA provides 
national standards, certifications, and ladderized pathways. DepEd-TESDA 
collaborations ensure alignment, especially in SHS TVL programs where 
Industrial Arts-related skills (e.g., plumbing, electrical, construction) lead to 
TESDA National Certificates. • Republic Act No. 7836 (Philippine Teachers 
Professionalization Act of 1994) — Recognizes industrial arts or vocational 
teachers as part of the teaching profession, requiring licensure and professional 
standards for those teaching IA. • Republic Act No. 9155 (Governance of Basic 
Education Act of 2001) — Defines basic education and includes vocational 
teachers in its scope, supporting DepEd’s role in curriculum delivery. 3. 
Curriculum Implementation (DepEd Orders and Frameworks) • Under the 
MATATAG K to 10 Curriculum (DepEd, 2023 onward), Industrial Arts is explicitly 
defined as practical skills in wood works, metal works, masonry, machine works, 
electrical works, etc. ◦ Grades 4–6: Exploratory home skills in IA (e.g., basic 
repairs, simple projects). ◦ Grades 7–10: Deeper competencies like sheet metal 
works, basic electrical, plumbing, and project-making with safety and innovation 
focus. • In Senior High School (under RA 10533), it aligns with TVL strands, often 
leading to TESDA certifications for employability. Historically, Industrial Arts was 
more prominent in pre-K to 12 eras (e.g., through schools of arts and trades 
authorized by various Republic Acts in the mid-20th century to offer degrees in 
Industrial Education/Arts). Today, it has evolved into a broader, integrated 
component of technology and livelihood education. In summary, Industrial Arts 
Education draws its strongest legal mandate from the 1987 Constitution 
(promoting vocational efficiency and technical knowledge) and RA 10533 (K to 
12 framework), supported by DepEd’s curriculum standards and TESDA linkages 
for skills certification and workforce readiness. This ensures IA contributes to 
holistic, relevant education aligned with national development goals.
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