
The Increased Student Experience 





ÅA broader definition of technology is used to mean a tool or 

instrument which helps us to organize and accomplish specific 

tasks and goals. 

 



ÅFor students a new system of knowledge will enhance 

collaborative learning; alternative assessment; and 

individualized learning. 

 



ÅTime for teachers to become acquainted with 

the technology so that they can become 

comfortable and proficient with continued 

use.  

 



Å"Reformers advocate classroom activities organized around important, 

multidisciplinary themes, with students working singly and in groups on 

long-term projects that involve meaningful, challenging content and that 

draw on and develop such higher-order skills as analysis, interpretation, 

and design. Technology can play and important role in achieving this 

vision." 

Å"éwe need to recognize that it is one thing to use technology in 

isolated classrooms and quite another to make technology a potent 

force in transforming an entire school or an entire education system."  

Å"éour case studies suggest that the deciding factor in successful 

implementations of technology is the creation of a coherent schoolwide 

approach to using technology in the core curricula for all students."  

 



ÅSchools of the future must be open and flexible.  

ÅTeachers must be supported in their use of new technologies for 

learning and also in their use of technology for professional 

development and collaboration.  

ÅLearners must be able to use technology to achieve new levels 

of learning and to acquire new information age skills and 

abilities.  

 

 



ÅNew skills required in info-society: abilities to quickly adapt to 

new situations and new technologies and to be able to process 

vast amounts of information  

ÅAdministrators and managers need professional development 

as much as their staff.  

ÅCreate a vision and a reality in which the school is creating 

value for the community and the technology is enabling the 

technology to be created.  

 



ÅStudent demonstrations  

ÅPortfolio assessment  

ÅStudent products  

ÅDigital portfolios  

 



Keep in mind that it helps to: 

ÅAccess new sources of information.  

 



ÅA greater dependence on new communication and computing 

technologies that support new levels of student creativity and 

research.  

ÅInvolvement of parents to play a major role in the education of 

their children and to work actively with teachers to connect 

formal and informal education.  

 



ÅComputer assisted instruction 

ÅMulti-media software - teach to a variety of learning styles  

ÅVideodiscs - strengthen basic skills  

ÅVideo and audio technologies - bring material to life  

 



ÅInteractive educational technologies, including:  

ÅComputer-generated simulations  

ÅVideodiscs  

ÅInternet  

ÅCD-ROM  

 



ÅThey like it better  

ÅIncreased family involvement  

ÅImproved teachersõ skills  

ÅImproved School Administration and Management  

 



ÅRising scores on state tests  

ÅImproved student attendance  

ÅIncreased student comprehension  

ÅMotivation  

ÅAttitude  

ÅStrong study  

ÅParent and teacher support  

ÅImproved student retention  

ÅImproved placement in jobs.  

 



ÅSeven or more "multiple intelligences" that are of equal 

importance in human beings and develop at different times and 

in different ways in different individuals.  

 



ÅComputer software which allows 

young children to write and 

illustrate their own stories before 

their fine motor skills are 

developed enough to allow them 

to do so by hand.  

 
The ability to think, 
communicate, and 
create through words 
both in speech and in 
writing.  

 



ÅMultimedia products that 

graphically illustrate physics 

concepts.  

 

Memorize and perform 
mathematical operations, 
ability to think mathematically, 
logically, and analytically and 
to apply that understanding to 
problem solving. 

 



Å"Paint" programs that allow 

students who are unskilled with 

paper and brush create art on 

computer screens.  

 

The ability to understand 
the world through what 
we see and imagine and 
to express ideas through 
the graphic arts. 

 



ÅEducational games which 

challenge fine motor 

coordination while developing 

logical thinking skills and 

mastery over abstractions.  

 
The ability to learn 
through physical 
coordination and dexterity 
and the ability to express 
oneself through physical 
activities. 
 



ÅStudents can hum into a 

synthesizer and make it 

sound like any instrument 

they want.  

 

The ability to understand, 
appreciate, perform, and 
create music by voice or 
instruments or dance. 

 



ÅClusters of students working 

together on computers learn 

more than individual students 

working alone.  

 

The ability to work 
cooperatively with other 
people and to apply a 
variety of skills to 
communicate with and 
understand others. 
 



ÅMultimedia gives teachers 

the tools to turn the 

classroom into centers of 

student-directed inquiry.  

 

The ability to understand, 
bring to consciousness, 
and express oneõs own 
inner world of thoughts 
and emotions. 

 



Å"Fortunately, the same rapid 

technological changes that have made 

these new workplace competencies so 

important and greater knowledge of 

mathematics and science so critical also 

provide new and effective tools to help 

raise the knowledge and skills of teachers 

and the achievement of students." 



ÅThe goals and metaphors that drive learning and instructions 

(vision of learning).  

ÅThe tasks that ultimately define the nature and level of 

achievement as well as the curriculum  

 



 


