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Introduction	
The Creative Industry
The creative industry is simply defined as the creation, distribution, promotion, and purchasing of creative products and services. The most cited definition of the creative industry is by DCMS (1998) cited in Miles & Green (2008), which defines the creative industry as a combination of  “activities upon which have their origin in individual creativity, skill and talent, and as having the potential for wealth creation through the generation and exploitation of intellectual property.” United Nations (2011) cited in Nwankwo (2008) stated that the creative economy drives innovation, employment, and economic growth. Therefore, creative industry is mainly characterized by human creativity. It is also a channel for the communication of symbolic messages and they possess some form of intellectual property. 
According to DCMS (1998) cited in Miles & Green (2008), the creative industry is divided into thirteen main sectors, which include: Advertising, Architecture, Arts and Antiques Market, Design, Designer fashion, Crafts, Film, Music, Performing Arts, Publishing, Software and computer service, Computer games, Radio and television.
The creative industry plays a vital role in economic growth and regional development. It is also essential for the preservation and promotion of a nation’s heritage arts and tradition. It is rooted in individual creativity; therefore, it exploits intellectual property of the human resources of a nation, thereby positioning individuals and the nation in international markets leading to significant foreign exchange earnings (Newson, 2025). 
Overview of the creative industry in Nigeria
In Nigeria, the creative industry is vibrant, engaging millions of people and creating wealth (Nwankwo, 2018). According to Business Day (2025), the Nigerian creative industry is projected to reach 15 billion dollars in 2025 and potentially 100 billion dollars in 2030 due to the influence of the internet and mobile technology. 
According to Business Day (2025), the Nigerian creative industry has impacted the Nigerian economy by creating jobs, attracting international investment and enhancing the country’s global influence, this is proven by the generation of over 400 million dollars in 2024 by the music industry. However, the creative industry in Nigeria faces the challenges of poor infrastructure in Nigeria, lack of financing options, weak enforcement of intellectual property laws, outdated training intuitions, limited government support and strict regulations (Business Day,2025). 
The Software and Computer Services Sector of the Nigerian Creative Economy
The Software and Computer service sector is a core part of the creative industry, given that it contains intellectual property that could belong to an individual or a group. This sector encompasses software development, electronic publishing, computer games, digital content and other related digital technologies, positioning it as a driver of innovation and economic diversification and growth. (Hull, 2011). The software and computer services sector are championing digital revolution with trends like Artificial Intelligence, Immersive technology, Blockchain, Web 3.0 and 5G, thereby driving innovation as well as new forms of cultural expression and community engagement (Ortiz-Ospino et al., 2025). There is a vast amount of software in the world across diverse fields such as finance, design, education, business, management, etc. Therefore, software and computer technology are essential for the development, promotion, and communication of creative products (Shuqin, 2012).
According to Opisoft (2025), Nigeria’s software industry is a vibrant hub of innovation and digital transformation in Africa’s tech space, as it has evolved from providing basic IT services in the early 2000s to becoming a leader in sectors such as fintech, e-commerce, Artificial Intelligence and enterprise software by the 2020s. 
Nigeria’s software industry is regulated by the National Information Technology Development Agency. The industry is impacted by policies aimed at promoting data security and the digital economy. The National Information Technology Development Act of 2007 contains the guidelines for the operation of the sector. It includes requirements for multinational software companies operating in Nigeria. It also provides standards for the protection of personal data, safeguarding privacy. These policies create the legal environment for innovation in the software sector. 
According to Statista (2025), the software market is projected to reach 742.58bn USD by 2025 and is projected to grow by 3.98% annually from 2025 to 2030, reaching 902.74bn USD. Software and computer technology are essential for the development, promotion, and communication of creative products (Shuqin, 2012). There is a vast amount of software in the world across diverse fields such as finance, design, education, business, management, etc.
Similar to other sectors of the creative industry, the software sector deals with the poor infrastructural provision Nigeria, lack of financing options, weak enforcement of intellectual property laws, outdated training intuitions, limited government support and strict regulations. However, opportunities exist for entrepreneurs and innovators, given that Nigeria is a major player on the global scene. There are opportunities in E-commerce, Fintech, Healthcare technology and Education Technology, by the creation of EdTech that can proffer solutions to the challenges encountered in the education sector (Steam Ledge, 2023).
Educational Technology as a growing sector of the software sector
The Educational sector has benefitted from the development of the software and computer services sector with the development of Education Technology also known as EdTech. EdTech, which is the application of digital tools, resources, and systems for teaching and learning, aids teaching, learning experiences, and educational outcomes. EdTech comprises of various hardware and software tools designed to improve teaching outcomes (Feder, 2023).
The value of the global education technology industry was estimated at USD 37.50 Billion in 2023 and has been projected to grow annually by 13.76% from 2033 to 20233, reaching 136.14 Billion by 2033 (Spherical Insights, 2025). 
EdTech enables remote learning, which increases access and flexibility for students. It also enhances engagement (Feder, 2023) and collaboration among students, encouraging peer support. EdTech allows educators to implement different methods, thereby accommodating different learning styles and customized activities (Walden University, 2019), especially for special needs students.
Educational Technology solutions make learning accessible, engaging and effective, serving the needs of special needs students with options such as speech and language apps, for students with speech disorders, assistive technology devices, for students with physical disabilities, virtual reality for students with autism and other sensory disorders. EdTech helps to introduce user friendly technology for students to learn at their own pace by supporting personalized learning through artificial intelligence and multimedia, leading to improves learning outcomes (Education News, 2023). 
According to the World Bank (n.d), cited in March Initiative (2024), about 25 million Nigerians have a disability, many of whom are children. According to the Joint National Association of Persons with Disabilities (2024), 95 percent of children with disabilities are not accessing basic education. This significantly contributes to the significant number of out of school children in Nigeria which has been reported by UNICEF (2024) as 18.3 million. This reveals that there is need for rise in inclusive education in Nigeria and shows an opportunity for social entrepreneurship. 
This study aims to analyse how educational software technology aids learning of special needs students and the potential for social entrepreneurship in this sector towards inclusive education in Nigeria.

Problem Statement
Despite the legal provisions of Section 2 of the 1999 constitution, the child’s right act of 2003 and UBEC act of 2004 of the child right in Nigeria which aimed to secure the rights of all Nigerian children to education. There is a significant number of people living with disabilities who are denied access to quality education (JONAPWD, 2024). Nigeria is also a signatory to UNESCO’s Conventions against Discrimination in Education (CADE, 1960), which provides access to standard and quality of all types and at all levels of education for all Nigerians (NHRC, 2019). 
One of the major challenges deterring inclusive education for people living with disabilities is the unavailability of accessible materials and assistive technology to aid learning (Kushariyadi et al., 2024). This gap limits the educational participation thereby undermining their human rights and contributes to the number of out-of-school children in Nigeria (JONAPWD, 2024).
The growing software sector within Nigeria’s creative economy presents a potential to leverage educational software and digital technologies to bridge this gap. This study aims to explore the software sector of the creative economy as a solution to this challenge. Specifically, how educational software technology aids learning of special needs students and the potential for social entrepreneurship in this sector towards inclusive education in Nigeria.
Study Objectives:
1. To investigate the current use and effectiveness of assistive learning technologies and educational software for special needs students in Nigeria.
2. To understand the challenges faced in the use of EdTech and assistive learning software in Nigeria.
3. To evaluate reception and potential for business in the sub-sector. 
METHODOLOGY
A qualitative research approach was employed for this study, through semi-structured interviews with special educators in Nigeria. The aim was to gather insights on the use of assistive learning technologies and educational software.
A convenience sampling was employed selecting participants who were willing and able to participate. The interview was focused on the current usage, perceived effectiveness and overall reception of assistive learning technologies and educational software by the educators, in order to examine the business opportunity for social entrepreneurship in Nigeria. 
Data from the interviews were recorded and transcribed and analyzed thematically. This method allows for the identification of recurring themes in order to provide an understanding of learning software for special needs students from the view of special educators in Nigeria.  
DATA ANALYSIS AND INTERPRETATION
Research Question One: To investigate the current use, challenges and effectiveness of assistive learning technologies and educational software for special needs students in Nigeria.
Findings: All ten participants were special educators in Nigeria. Five of them (50%) of the respondents stated that they have used assistive learning tools or software, while five (50%) stated that they had never used any assistive learning tool or software. 
Those who have used these tools stated that they used talking calculators, braille materials, tape recorders, text-to-speech software, and hearing aids in the learning process. They stated that they had found the tools to be helpful in learning especially for visually impaired students. 
Participant one:
“For the tape recorders, it really helps the visually impaired student in note taking, as well as the text to speech. The caption boards assist the hearing-impaired student in places where sign language is not used…”

Participant Five:
“Communication is one of the major challenges faced by students with hearing impairment, hence technology will help improve communication and communication pattern for students with hearing impairment, also improve their study habits and motivates them to learn”
Research question two: To understand the challenges faced in the use of EdTech and assistive learning software in Nigeria.
They however noted that they need to be improved for further development and to accommodate other physical challenges. Participants also noted other challenges such as lack of availability, cost, lack of awareness, and inability of special educators to use some of them.
Participant four:
“The main challenges are finance to buy more, and lack of awareness, there should be a tech class to educate both teachers and learners as well as parents on these devices and the news ones being implemented.”
In terms of unmet needs in the sector, participants stated that there is a lack of full government support, affordability issues and limited access to necessary devices in low-income areas.
Participant nine:
“I'd say not many special needs student have access to a PC or can even afford it, talk less about running a "learning software" on one.”

Research Question Three: To evaluate reception of assistive learning tools and software among special need teachers. 
In terms of the receptiveness of effectiveness of assistive learning technologies and educational software for special needs students by special educators towards assistive learning technologies and educational software for special needs students, all participants indicated positive reception and openness to the concept.
Participant 10:
“Of course, I will as long as I learn how to use them. However, they must be readily available for the students to use. The people making them should also teach us how to use them effectively. As long as it will help my students, why not?”
In terms of considering the sector as a viable business opportunity for social entrepreneurship, 7 out of the 10 participants responded positively, 2 were negative and 1 was indifferent.
Participant one:
“I don’t consider it a viable business in as much as it ought to be out there, the prices of these tools are high, and also most Africans (Nigerians) go for alternative (local means) of these tools.”

Participant four:
“…these are needed assistive tools. Yes, it is a viable business idea, as it is a NEED for visually impaired students, e.g. sale of braille machines, braille slates, etc...”

SWOT ANALYSIS OF THE SUB-SECTOR IN NIGERIA
Strengths:
1. The existing demand for inclusive education.
2. The receptiveness of assistive technology and ed-tech among special educators.
3. The already existing awareness of assistive technology and ed-tech.
Weaknesses
1. High cost and limited access to assistive technology and ed-tech especially in low-income areas.
2. Lack of training among some educators
Opportunities:
1. There is room for social entrepreneurship and innovation in this sub-sector.
2. Potential investment by profit and non-profit organizations.
Threats:
1. The existing economic challenges in Nigeria.
2. Competition from imported and low-cost solutions.
CONCLUSION
This study examines the potential of the Nigerian creative industry, focusing on the software and educational technology sectors to address challenges of special needs students. While there is a growing awareness of these technologies, adoption, availability and cost remain a significant challenge faced by most special needs educators. The study also indicated the need for diverse tools to address various needs. 
However, the participants indicated that the use of these technologies and software have been effective in the learning process of special needs students. There is positive reception among educators indicating readiness to implement new tools. Hence, there is a potential for business in this sector. Hence, there is an avenue for social entrepreneurship in this sub-sector of the creative industry.  
Based on the findings of this study, technology plays a significant role and is effective in the learning process of special needs students in Nigeria. 
RECOMMENDATIONS
1. Social entrepreneurs interested in this sector should be supported by the government and civil society in order to promote inclusive education and availability of these tools in low-income communities. 
2. Training programs for teachers, parents, and students should be encouraged to increase awareness, understanding and utilization of assistive technologies and software. 
3. Research should continuously be conducted on the effectiveness of these tools in the learning process and outcomes for special needs students. 
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