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Vision 
 

The Broadalbin-Perth Central School District views technology as a powerful tool for 

enhancing student learning while preparing them for college and careers within the 

21st century. 

Mission 
 

The Broadalbin-Perth Central School District is dedicated to creating an environment 

that integrates technology as a natural part of the educational experience.  The 

integration of technology will provide all learners with the necessary 21st century skills 

for college and career readiness. 

 

Guiding Principles 
 

 Technology will become increasingly integrated into the educational program, 
transforming instructional practices and enabling both teachers and students 
to achieve at their highest levels. 

 

 Every classroom within Broadalbin-Perth school district, will have equivalent, 
age‐appropriate instructional technology. 

 

 Access to technology is becoming fundamental to success within schools, and the 
district should address inequities in student access to technology after school 
hours. 

 

 Students will require more than technical skills; they also need the skills to use the 
Internet safely, securely, and responsibly. 

 

 The district’s technology program should be cost‐effective and sustainable, 
with sufficient technical staff and ongoing professional development for all 
staff. 

 

 Technology should enhance communication between and within schools, and also 
between schools and families, engaging parents in support of their students’ 
learning. 

 

 Community partnerships represent a significant resource in using technology to 
expand learning opportunities for students. 



 

Focus Area 1: Integration of Technology to Support 

Instruction 

The Technology Planning Committee recommends that the Broadalbin-Perth CSD 

encourage and support the integration of technology to transform instruction at all 

grade levels, to offer every student an engaging, challenging, and supportive learning 

environment. 

 

Integrating Technology into Instruction 
 Technology will be integrated seamlessly into the curriculum at all grade levels, using 

developmentally appropriate devices and applications to support learning in all 
subject areas. 

 

 Teachers will receive the encouragement, training, and ongoing support they need to 
teach confidently at all SAMR levels (substitution, augmentation, modification, and 
redefinition) and to achieve a mix of learning activities appropriate to their teaching 
goals and their students. **See appendix D** 

 

 

Critical Thinking Skills 
 Teachers will receive the ongoing support, training, and encouragement they need to 

utilize technology effectively. 
 

 Teachers will use technology to increase the proportion of teaching and learning 
activities that utilize and further develop critical thinking skills.  

 

 Teachers will use technology to explore alternative, best‐practice approaches to 
engaging students in learning. Broadalbin-Perth will continue to integrate STEAM, 
(science, technology, engineering, the arts, and mathematics) into the curriculum. 

 

 Students will exercise creativity and develop their individual talents, using technology 
to create, publish, perform, and share original work.  

 



 

 

 

Collaboration and Communication Skills 
 Students will develop the collaboration skills they will need to be successful in 

school and in postsecondary education and careers. 
 

 Students will use technology to help them to develop effective written and 
oral communication skills. 

 
 Technology will provide students the ability to work effectively within a 

diverse groups. 

Individualized Learning Environment 
 Teachers will use technology as a tool in the implementation of evidence‐

based, student‐centered instructional practices. 
 

 Teachers will use technology to individualize instruction, challenging students to 
achieve at their highest level and enabling them to pursue personal interests, work 
at their own pace, and find their best learning style. 

 

 Teachers will use technology to expand, adapt, and enhance learning opportunities 
for all students. 

Digital Literacy and Technology Skills 
 Students will learn to use a variety of devices and applications as they relate to 

the International Society for Technology in Education (ISTE). The district will 
research and adopt standards for a PK‐12 skills‐development sequence. **See 
appendix A** 

 Students will develop digital citizenship skills, including how to use the Internet 
safely and responsibly. **See appendix B** 

 
 Students will develop the technology skills they will need to be successful in school 

and in postsecondary education and careers. **See appendix C** 
 

 Students will understand human, cultural, and societal issues related to technology 
and practice legal and ethical behaviors. 

 

 

 

 

 

 

 



 

 

Focus Area 2: Professional Development 

The Technology Planning Committee recommends that the Broadalbin-Perth CSD 

provide professional development opportunities and ongoing support to help all staff 

members use technology effectively.  The technology department will appoint an 

educational technology coach to lead high quality and critical professional 

development district wide. 

 

Professional Development Opportunities 
 The district will provide professional development opportunities for all staff to 

help them make effective use of technology in fulfilling their duties and 
responsibilities. 

 

 The district will expect all instructional staff members to achieve competence in the 
use of classroom technology and in its effective integration into instruction. 

 

 The district will offer a range of professional development opportunities that 
allows individuals to begin where they feel comfortable and to meet district 
expectations. 

 

 Teachers will receive instruction that prepares them to teach confidently at all 
SAMR levels (substitution, augmentation, modification, and redefinition) and to 
develop a repertoire appropriate to their teaching goals and their students’ needs 
and capabilities. 

 

 Teachers will receive instruction that prepares them to employ technology 
effectively across all levels of Bloom’s Taxonomy: remember, understand, and 
apply; analyze, evaluate, and create. 

 

 Staff development providers will model the effective use of technology in 
creating engaging learning environments, differentiating instruction, engaging 
higher level thinking skills, and using data both to monitor learner progress and 
to improve instruction. 

 

 The district will develop an annual plan for professional development related 
to technology, based on an evaluation of staff interests and needs as well as 
an assessment of the continuing evolution of technology and of best 
practice. 

 

 



 

Ongoing Support 
 Teachers will have opportunities to develop and apply their skills: time with devices 

to explore their possibilities and time to develop lesson plans that incorporate 
technology in new ways. 

 

 The district will seek to remove obstacles to the effective use of technology in 
instruction, such as the limited availability of devices and applications to support 
individual use. 

 

 The district will provide ongoing technical and pedagogical support to reinforce 
and enhance professional development activities. 
 

 The district will encourage teachers to attend various professional development 
trainings along with attending professional conferences that enable them to 
further develop their skills and understandings. 
 

 Teachers will have opportunities to share their learning with colleagues across the 
district along with their own schools. 
 

 Teachers will have opportunities to collaborate with, and learn from, professional 
colleagues in other school districts. 
 

Educational Technology Coach 
 

 The educational technology coach is an integral part to implementing many 

technology initiatives including (but not limited to) 1:1 student device model, district 

wide Google for education transition, district wide digital citizenship certification, and 

more. 

 The technology coach will provide a three tier approach to all members of the BP 

Community. 

o Tier 1 – Basic functionality of technology including both software and 

hardware. Examples would be G-Suite for education (Gmail, Calendar, 

Classroom, Drive, Docs) operating system training (Windows 7, Google 

Chrome) and presentation devices. 

 

o Tier 2 – Utilize knowledge from tier 1 to leverage technology for data 

collection. Analyze the collected data with various metrics to provide better 

support for learning. 

 

o Tier 3 – Individual support model to provide specific needs training for grade 

level and/or departments with technology integration. 



 

Focus Area 3: Access to Technology 

The Technology Planning Committee recommends that the Broadalbin-Perth CSD 

implement strategies to ensure that all students have sufficient and equitable access 

to technology they need to be successful students. 

 

Access to Technology at School 
 The district will develop classroom technology standards that align with state and 

national standards.  In addition to providing for equity across and within schools, 
these standards should recognize that: 

 

o Access to devices and to the Internet is an integral part of the curriculum at 
all grade levels; 

 

o The reliability and speed of Internet connection are important; 
 

o consistent access helps both students and teachers to develop competence 
with devices; 

 

o devices should be developmentally appropriate; and 
 

o Students who have special needs may require adaptive or other technologies 
to enable them to benefit from the classroom program. 

 

 The district will prioritize the allocation of funds to move all classrooms toward 
these standards and seek outside funding to expedite that process. 

 

 The district will periodically review and update these standards to ensure that 
technology and professional development resources continue to be used 
effectively. 

 

 The district will periodically review and update as indicated its policies regarding 
the use of technology in schools and by students. 

 

 

Access to Technology Outside School 
 Teachers will consider home access to devices and the Internet when they 

make assignments. 
 Schools will explore ways to provide before and after‐school access to technology 

for students who do not have consistent home access. 
 

 The district will explore ways to fund and manage a program to loan devices to 
students who do not have consistent home access to technology and to the Internet. 

 

 
 



 

Focus Area 4: Family Engagement 

The Technology Planning Committee recommends that the Broadalbin-Perth CSD use 

technology to engage families in their students’ learning in meaningful ways. 

 

 

Improving Communication between School and Home 
 The district will use technology to facilitate consistent, timely, and meaningful 

communication from the school to the home and to provide user‐friendly ways 
for parents to communicate with the school. 

 

 Teachers will use a variety of technology options (e.g., the Student Information 
System (SIS), email, blogs, e‐newsletters, webpages, images of student work, links) 
to: (1) provide timely information about classroom activities and student progress 
and (2) establish meaningful two‐way communication.  These efforts will 
supplement, rather than replace, face‐to‐face communications. 

 

 

Empowering Families to Support Successful Learners 
 The district will inform parents about the use of technology in each school, sharing 

the district’s philosophy, addressing concerns about safety and security, describing 
the technology curriculum, and clarifying opportunities for the use of technology 
outside school. 

 

 The district will offer opportunities for family technology training and use to support 
their students’ learning. The district will consider scheduling and location options 
that may encourage participation. 

 

 The district will provide information that clearly communicates district and 
family responsibilities regarding the off‐site use of district‐owned technology. 

 

 The district website will inform families about community organizations that 
support the well‐being of children and families. 

 

 

 

 

 

 

 



 

Focus Area 5: Community Partnerships 

The Technology Planning Committee recommends that the Broadalbin-Perth CSD develop 

community and industry partnerships that enhance student access to technology and enrich 

learning opportunities. 

 

 

Enhancing Student Access to Technology 
 The district will encourage local businesses and public offices to make Wi‐Fi available 

to students, especially in areas with high concentrations of students who lack 
consistent access to the Internet and during the summer. 

 

 The district will seek the support of community partners for a loan program to 
provide students with consistent home access to computers or other devices that 
access the Internet and support schoolwork. 

 

 

Enriching Learning Opportunities 
 The district will develop community and industry partnerships that: 

 

o provide financial or in‐kind support for its efforts to increase access 
to technology, 

 

o bring experts into schools to teach technology skills or to advise 
extracurricular activities, and 

 

o inform students about potential careers or help them to develop real‐world 
skills that prepare them for employment. 

 

 The district will develop community and industry partnerships that utilize 
technology to: 

 

o enable teachers to incorporate real‐world problem‐solving into the curriculum, 
 

o offer students authentic learning experiences, 
 

o foster a sense of connection to the Broadalbin-Perth community, 
 

o offer students opportunities to perform community service, and 
 

o help students understand and appreciate their role as a citizen of the state 
and nation. 

 

 The district will assign staff responsibility for developing and coordinating 
partnerships that bring volunteers, funds, equipment, or services into Broadalbin-
Perth schools. 

 



 

 The district will assign staff responsibility for developing and coordinating 
partnerships that place students in relationships or settings outside the school (e.g., 
mentoring, job shadowing). 

 

 Offsite enrichment opportunities, such as field trips, internships, and job shadowing, 
will be available to all students as authentic learning and career awareness 
opportunities, as well as to students who have already identified a particular interest 
in technical careers. 

 

 Schools will provide opportunities for students to help other students further 
develop their technology skills (e.g., peer tutoring, clubs). 

 

 Schools at all levels will support club activities that help students identify and 
develop interests and talents related to technology, as well as social, 
communication, and collaboration skills. 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

Focus Area 6: Implementation 

The Technology Planning Committee recommends that the Broadalbin-Perth CSD create a 

committee to plan and to monitor the implementation of the recommendations above. 

 

 

Technology Implementation Committee 
 The district will assign staff responsibility for convening the committee and 

facilitating its work and for serving as a liaison with the instructional staff. 
 

 To ensure continuity, the committee’s initial membership will be drawn primarily 
from Technology Planning Committee members who volunteer. It will also represent 
all stakeholders, including students, parents, community members, and the 
technology industry, as well as district staff. 

 

 The committee will undertake the related tasks necessary to the successful 
implementation of the Technology Planning Committee recommendations, 
including: 

 

 the formulation of funding strategies; 
 

 policy review, revision, and development; 
 

 the development of a strategic plan to grow technology initiatives to 
a districtwide scale; and 

 

 provisions for ensuring accountability. 
 

 The committee will develop a process for awarding grants to individual teachers or 
groups of teachers that will enable them to pilot — and then to disseminate — 
effective uses of technology to transform instruction. 

 

 The committee will conduct ongoing annual assessments of the district’s progress in 
implementing these recommendations, updating strategic targets and 
implementation strategies as necessary to respond to changes in district needs, 
priorities, and resources and to changes in available technology. 

 

 

 
 



 

 

2017‐2020 Target Goals 
 

 Ensure that educators are prepared to teach 21st century learners and are 
connected to technology resources that support teaching and learning. 
 

 Integrate and support a technology curriculum that will best serve students and 
educators district wide.  
 

 Ensure all students and educators will have access to a comprehensive 
infrastructure for teaching and learning. 
 

 Ensure that technology is being used appropriately and effectively in all facets of 
the district. 

 
 The technology department will look to hire an educational technology coach to help 

support technology in all areas of the district. 
 

 The district will spend the funds necessary to address critical infrastructure‐
upgrade needs in the schools. 

 

 The technology department will develop budget proposals for the following three 
years (2017‐18, 2018‐19, and 2019‐20). 
 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

 
 

Appendix A – Scope and Sequence 



 

 

K-6 Technology Skills Scope and Sequence 

                

This graphic shows the foundational technology skills expected to meet the learning goals embedded in the ISTE 

Standards for Students.  Additionally, these skills can increase productivity and enhance basic technical 

competence.  This K-12 Technology Scope & Sequence was developed by the Educational Technology Faculty at 

Shorecrest Preparatory School.   This work is licensed under a Creative Commons Attribution-NonCommercial-

ShareAlike 4.0 International License. 

                

Key:  B = Beginning  D = Developing  S = Secured        

*These skills will be taught using Common Sense Education Curriculum        

Basic Operations & Concepts K 1 2 3 4 5 6 

Identify the basic components of the computer:  monitor, keyboard, mouse, 

headphones, ports and printers 
B D S S S S S 

Turn on/off a computer; laptop and/or hand-held device and log in B B D D S S S 

Use a mouse or trackpad to manipulate shapes, icons; click on URLs, radio 

buttons, check boxes; use scroll bar. 
B B D D D S S 

Use desktop icons, windows and menus to open and close applications and 

documents; understand difference between closing and quitting applications 
B B B B B D D 

Use shortcuts to operate the computer (i.e. Control-C, Control-V, Control-X) B B B D D D D 

Use gestures to navigate hand-held devices. B B B B D D S 

Use the print dialog box to select local printers and change settings (i.e. number 

of copies, color, paper size, orientation, scale, one-sided vs. two-sided). 
  D D D D D S 

Utilize basic troubleshooting stops to solve technological problems 

independently 
    B B B B D 

Apply prior technical knowledge and experiences to figure out how new 

technologies or applications work. 
  B B B B D S 

Manage and deploy software updates.           B D 

Logins/File Management K 1 2 3 4 5 6 

Use login credentials for access to network devices, accounts, servers, printers 

and cloud services. 
  B B B D D S 

Name documents with appropriate file names and understand where files are 

being saved. 
  B B B B D D 

Create, save, edit, copy and rename files and folders to organize documents and 

materials. 
  B B B B B D 

Delete files and folders; recover files and folders from the trash; empty trash.     B B B B D 

Retrieve previous file revisions/access revision history for documents located 

in cloud services. 
      B B B D 

Download, upload, attach and zip files and folders via email or cloud services.       B B B D 

Use search tools to locate files and applications.Can associate document 

extensions with appropriate file types. 
    B B B D D 

Understand how cloud computing is different from using software 

applications.. 
    B B D D D 

Is able to upload/download/retrieve files to and from the cloud.     B B D D D 

Personal Data Management K 1 2 3 4 5 6 

Protect accounts by logging out of shared equipment* B B B D D D D 

Keep passwords confidential, and be proactive if they are compromised* B B B D D D D 



 

 

Use passcodes/passwords to secure individual devices*   B B D D S S 

Create robust passwords and effectively manage password privacy*   B D D D D S 

Find and adjust privacy settings.*         B B D 

Online Safety K 1 2 3 4 5 6 

Use technology independently and with peers responsibly and make safe 

choices* 
  B B D D D S 

Understand how to be safe online and in a digital world* B B B B B D D 

Understand the importance of not sharing personal information online* B B B B B D D 

Understand how to practice safe internet searches*     B B B D D 

Evaluate whether sources/website are safe to conduct research*     B B B D D 

Understand the positive and negative effects social media sites can have on 

one's life* 
      B B B B 

Digital Identity K 1 2 3 4 5 6 

Recognize how overuse of technology can impact one's mental, physical and 

emotional health* 
  B B B B D D 

Set appropriate profile pictures and other profile content across social media, 

web pages, blogs, etc.* 
      B B B B 

Understand that digital content is permanent and cannot be deleted.*     B B B B B 

Build a positive digital footprint/reputation*     B B B B B 

Recognize the difference between active and passive data collection when 

using the internet and social media sites.* 
            B 

Understand how browser settings such as cookies track personal information.*             B 

Keyboarding K 1 2 3 4 5 6 

Use keyboarding programs and games to assist in development of skills B B D D D D D 

Use proper posture and ergonomics B B D D D D S 

Locate and use letter and number keys with correct left and right hand 

placement (home row) 
B B B D D D D 

Locate and use correct finger/hand for space bar, return/enter and shift key B B D D D S S 

Gain proficiency and speed in touch-typing B B B D D D D 

Learn to use special characters as needed (i.e. accents, tilda)     B B B B D 

Painting & Drawing Programs K 1 2 3 4 5 6 

Use basic drawing tools including pencil, paint brush, shape, line, undo, redo 

and eraser 
B B D S S S S 

Use color palette/color wheel to change toll color B D S S S S S 

Use selection tools to copy, paste, move and modify work     B D D D D 

Use text tool to add text features to artwork B D S S S S S 

Use basic design principles (i.e. whitespace, color, balance, texture)           B D 

Communication & Collaboration K 1 2 3 4 5 6 

Is polite and respectful in all communications and collaborations using 

technological tools, using appropriate language at all times. 
B B D D D S S 

Use email, messaging and other tools to share information and communication 

ideas with others. 
    B D D D S 

Compose and send an email     B D D D S 



 

 

Understand the difference between Reply Send, Reply all and Forward when 

responding to an email. 
    B B D D D 

Understand the difference between CC (carbon copy), and BCC (blind carbon 

copy) and use them appropriately 
          B B 

Attach a document or file to an email         B B D 

Use a course or learning management system to access class pages, class 

calendars, portfolios and grades. 
    B D D D S 

Use feature of a course or learning management system such as discussion 

forums, polls, wikis, dropbox, etc. to access and complete assignments. 
    B D D D S 

Access calendar and student pages on school website as needed     B B D D D 

Use audience response tools and apps to participate in class discussions. B B B B B D D 

Set up, share and utilize collaborative workspace, documents or other digital 

tools for asynchronous and synchronous collaboration. 
    B D D D D 

Use synchronous collaboration tools such as video conferencing, interactive 

television and voice over IP to connect with others. 
B B D D D D S 

Use virtual world and gaming tools to work collaboratively toward common 

goals 
  B B B D D D 

Use social media tools to connect, collaborate and share       B B D D 

Use digital tools such as blogs, websites and social media to crowdsource, 

crowdfund and mobilize a community toward a goal 
    B B B B B 

Create and maintain a digital portfolio or collection of works related to one's 

learning 
B B D D D D D 

Wordprocessing K 1 2 3 4 5 6 

Use a word processing application to write, edit, print and save assignments. B B D D S S S 

Use the menu/toolbar functions to format, edit and print a document   B D D D D D 

Highlight, copy and paste text within a document or from an outside source B B D D S S S 

Insert and resize images within a document     B D D D S 

Copy, paste and resize images found from outside sources.     B B D D S 

Use the menu/toolbar functions to format a paper using MLA, APA or other 

appropriate style 
        B B B 

Proofread and edit writing using built-in resources (i.e. dictionary, spell 

checker, thesaurus, grammar check) 
  B B D D D D 

Problem-Solving & Computational Thinking K 1 2 3 4 5 6 

Use technology tools to represent solutions to problems in a variety of ways 

including text, sounds, pictures and numbers 
B B B D D D D 

Use technology resources and tools to solve age-appropriate computing 

problems or for independent learning. 
B B B D D D D 

Define an algorithm as a sequence of instructions and use the basic steps of 

algorithmic thinking to solve problems and design solutions. 
B B B D D D D 

Use a block based visual programming interface to build a game, tell a store or 

solve a problem. 
B B B B B D D 

Use 2D design tools to create prototypes, models and simulations to 

demonstrate solutions and ideas. 
B B D D D D D 

Use 3D design tools to create prototypes, models and simulations to 

demonstrate solutions and ideas. 
B B B B B B D 

Spreadsheet & Databases K 1 2 3 4 5 6 



 

 

Understand that spreadsheets, databases and other specialized data tools are 

used to collect, manage, analyze and visualize data. 
    B B B D D 

Identify and explain terms and concepts related to spreadsheets (i.e. cell, 

column, row, values, labels, chart, graph) 
      B B B D 

Enter/edit data and text into a spreadsheet and format spreadsheets to 

accommodate data. 
      B B B D 

Calculate numerical equations using spreadsheet formulas and functions.             B 

Designate the format of a cell to accommodate different kinds of text and 

numerical data. 
        B B D 

Utilize spreadsheet data to create tables, charts and graphs         B B D 

Identify and explain terms and concepts related to database systems (i.e. field, 

set, subset, query, ordered, sorted) 
    B B B D D 

Enter/edit and/or text into a database and use queries to find information       B B B D 

Use spreadsheets and databases to make predictions, solve problems and draw 

conclusions. 
          B B 

Multimedia & Presentation Tools K 1 2 3 4 5 6 

Use a digital camera, video camera or camera on a handheld device to take 

pictures and videos. 
B B D D S S S 

Capture images that incorporate rules of photography B B B D D D D 

Use photo video editing tools to adjust images and add effects. B B B B D D D 

Save images in multiple formats         B B D 

Use recording and editing equipment to record, edit and publish audio B B B B D D D 

Create, edit and format text, visuals and audio within a multimedia presentation B B B D D D S 

Create a series of slides and organize them to present research or convey an 

idea. 
B B D D D D S 

Copy/paste or import graphics within a multimedia presentation. Be able to 

change their size and position on a slide. 
    B B D D S 

Insert songs, videos or other media on slides.   B B B D D D 

Add a working hyperlink to a multimedia presentation.     B B D D D 

Internet Searching & Online Databases K 1 2 3 4 5 6 

Use refresh, forward and back buttons to navigate a web browser B B D D S S S 

Use tab browsing to navigate multiple pages B B D D S S S 

Create bookmarks and add frequently used sites to the bookmark bar.     B B D D D 

Locate the URL of a website and make a distinction between the suffixes .org, 

.com, .edu, .net, .gov and international domains. 
B B B D D D D 

Use age-appropriate search engines to find information B B B B D D D 

Use browser search tools and advanced search features to find information   B B B D D D 

Use a browser's history feature to locate previously visited sites     B B D D D 

Identify and use hyperlinks within web pages or documents B B D D S S S 

Use digital tools or platforms to organize, display, annotate and/or share a 

curated collection 
        B B B 

Locate and add browser or other web apps or add-ons to customize learning.         B B D 

Access online catalogs and databases for research     B B B B D 

Acceptable Use, Copyright & Plagiarism K 1 2 3 4 5 6 



 

 

Locate required citation information on web pages and other digital resources 

and cite in the appropriate style.* 
  B B B D D D 

Use age-appropriate guidelines to evaluate websites and other resources for 

accuracy, perspective, credibility and relevance.* 
  B B B D D D 

Transfer the information learned from online sources into your own words.*   B B B D D D 

Understand all rules and guidelines in the school's Responsible Use Policy* B B B D D D D 

Understand Fair Use guidelines and their application to all forms of work*     B B B B D 

Organizational & Project Tools K 1 2 3 4 5 6 

Use a calendar, task manager or other tools to organize one's self as well as 

manage project. 
    B B B D D 

Use age-appropriate note-taking tools B B B D D D D 

Use graphic organizers, brainstorming applications or other digital tools to 

gather and organize information 
B B D D D D S 

Use digital tools to create timelines or people, historical events, etc. to organize 

information sequentially. 
    B B B B D 

 



 

 

Appendix B – Digital Citizenship Integration Plan 

Digital Citizenship Yearly Implementation Plan 

2017-2018 

 

Date Steps Person  

Responsible 

July - August Preparation 

 District Lead will set up whole community training 

 District Lead will set up training for facilitators 

 District Lead joins Common Sense’s Professional Learning 

Network 

 District Lead reviews Common Sense Resources/Curriculum 

 District Lead reviews requirements for School and District 

Certification 

 Revise vision statement if necessary 

 Facilitator’s names are provided to the District Lead 

District Lead 

Administration 

Technology Team 

Building Principals 

August- 

September 
Training/Curriculum Updates 
 

 Facilitators take K-12 Online Curriculum Training 

 District Lead provides follow up training/curriculum updates  

 School Project Leads are determined 

 Facilitators/teachers determine content to be taught - examples 

will be provided 

 Facilitators/teachers join PLNs on Edmodo or edWeb and create a 

welcome message and their feel on Digital Citizenship. (be sure 

to get a screenshot/or use a snipping tool for evidence.) 

District Lead 

Building Principals 

School Project Lead 

Facilitators/Teachers 

Date Steps Person  

Responsible 

September- 

March 

 

Promote District Digital Citizenship with Community 

 Update webpage monthly with Common Sense Media links 

 Family Tip Sheets will be placed on district webpage or 

distributed 

 Minimum of one family/parent event will be held 

Michele Kelly 

Administrators 

District Lead 

September- 

March 
Promote Campus Digital Citizenship Initiative 

 District Lead provides updates or topics on Digital Citizenship to 

School Project Leads 

 District Lead/School Lead/Students present Digital Citizenship at 

Board Meeting 

Building Principals 

District Lead 

School Lead 

https://www.commonsensemedia.org/educators/family-tip-sheets


 

 

 School Project Lead/District Lead presents at faculty meeting on 

Common Sense Education - Digital Citizenship  

October - 

February 
Facilitators Teach Lessons 

 All students will be trained on digital citizenship topics using 

Common Sense Education curriculum. 

 Common Sense Education Scope and Sequence will be used for 

grades K-12 

Facilitators/Teachers 

March Application 

 Teacher report lessons and times to School Project Lead 

 School Project Lead completes all paperwork. 

 District Project Lead will complete School Certification 

paperwork and submits to Common Sense Education. 

 District Project Lead will complete District Certification 

paperwork and submit to Common Sense Education. 

Facilitators/Teachers 

School Project Lead 

District Lead 

Building Principals 

April CELEBRATE BP Community 

 

 

 

 

 

 

 

 

 

 

 

 

 

Appendix C – ITSE Standards 

 



 

 

 
 

2016 
 

ISTE STANDARDS   
FOR STUDENTS 

 
The 2016 ISTE Standards for Students emphasize the skills and qualities we want for students, enabling them to engage and thrive in 

a connected, digital world. The standards are designed for use by educators across the curriculum, with every age student, with a 

goal of cultivating these skills throughout a student’s academic career. Both students and teachers will be responsible for achieving 

foundational technology skills to fully apply the standards. The reward, however, will be educators who skillfully mentor and inspire 

students to amplify learning with technology and challenge them to be agents of their own learning. 
 

1. Empowered Learner 
 

Students leverage technology to take an active role in choosing, 

achieving and demonstrating competency in their learning goals, 

informed by the learning sciences. Students: 

a.   articulate and set personal learning goals, develop strategies 

leveraging technology to achieve them and reflect on the learning 

process itself to improve learning outcomes. 

b.  build networks and customize their learning environments in ways 

that support the learning process. 

c.   use technology to seek feedback that informs and improves their 

practice and to demonstrate their learning in a variety of ways. 

d.   understand the fundamental concepts of technology operations, 

demonstrate the ability to choose, use and troubleshoot current 

technologies and are able to transfer their knowledge to explore 

emerging technologies. 

2. Digital Citizen 
 

Students recognize the rights, responsibilities and opportunities of 

living, learning and working in an interconnected digital world, and 

they act and model in ways that are safe, legal and ethical. Students: 

a.   cultivate and manage their digital identity and reputation and are 

aware of the permanence of their actions in the digital world. 

b.   engage in positive, safe, legal and ethical behavior when using 

technology, including social interactions online or when using 

networked devices. 

c.   demonstrate  an understanding of and respect for the rights and 

obligations of using and sharing intellectual property. 

d.   manage their personal data to maintain digital privacy and 

security and are aware of data-collection technology used to track 

their navigation online. 

 
 
 

3. Knowledge Constructor 
 

Students critically curate a variety of resources using digital tools to 

construct knowledge, produce creative artifacts and make meaningful 

learning experiences for themselves and others. Students: 

a.   plan and employ effective research strategies to locate information 

and other resources for their intellectual or creative pursuits. 

b.   evaluate the accuracy, perspective, credibility and relevance of 

information, media, data or other resources. 

c.   curate information from digital resources using a variety of tools 

and methods to create collections of artifacts that demonstrate 

meaningful connections or conclusions. 

d.   build knowledge by actively exploring real-world issues and problems, 

developing ideas and theories and pursuing answers and solutions. 



 

 

  4. Innovative Designer 
 

Students use a variety of technologies within a design process to 

identify and solve problems by creating new, useful or imaginative 

solutions. Students: 

a.   know and use a deliberate design process for generating 

ideas, testing theories, creating innovative artifacts or solving 

authentic problems. 

b.   select and use digital tools to plan and manage a design process 

that considers design constraints and calculated risks. 

c.   develop, test and refine prototypes as part of a cyclical 

design process. 

d.  exhibit a tolerance for ambiguity, perseverance and the capacity to 

work with open-ended problems. 

5. Computational Thinker 
 

Students develop and employ strategies for understanding and 

solving problems in ways that leverage the power of technological 

methods to develop and test solutions. Students: 

a.   formulate problem definitions suited for technology-assisted 

methods such as data analysis, abstract models and algorithmic 

thinking in exploring and finding solutions. 

b.   collect data or identify relevant data sets, use digital tools to 

analyze them, and represent data in various ways to facilitate 

problem-solving and decision-making. 

c.   break problems into component parts, extract key information, 

and develop descriptive models to understand complex systems 

or facilitate problem-solving. 

d.   understand how automation works and use algorithmic thinking to 

develop a sequence of steps to create and test automated solutions. 
 

 
 
 

6. Creative Communicator 
 

Students communicate clearly and express themselves creatively for 

a variety of purposes using the platforms, tools, styles, formats and 

digital media appropriate to their goals. Students: 

a.   choose the appropriate platforms and tools for meeting the 

desired objectives of their creation or communication. 

b.   create original works or responsibly repurpose or remix digital 

resources into new creations. 

c.   communicate complex ideas clearly and effectively by creating or 

using a variety of digital objects such as visualizations, models or 

simulations. 

d.  publish or present content that customizes the message and 

medium for their intended audiences. 

7.  Global Collaborator 
 

Students use digital tools to broaden their perspectives and enrich 

their learning by collaborating with others and working effectively in 

teams locally and globally. Students: 

a.   use digital tools to connect with learners from a variety of 

backgrounds and cultures, engaging with them in ways that 

broaden mutual understanding and learning. 

b.   use collaborative technologies to work with others, including 

peers, experts or community members, to examine issues and 

problems from multiple viewpoints. 

c.   contribute constructively to project teams, assuming various roles 

and responsibilities to work effectively toward a common  goal. 

d.  explore local and global issues and use collaborative technologies 

to work with others to investigate solutions. 



 

 

ISTE Standards 
Teachers 

 

Effective teachers model and apply the ISTE Standards for Students (Standards•S) as they design, implement, and assess 

learning experiences to engage students and improve learning; enrich professional practice; and provide positive models 

for students, colleagues, and the community. All teachers should meet the following standards and performance indicators. 
 
 
 
 

1. Facilitate and inspire student learning 
and creativity 
Teachers use their knowledge of subject matter, 

teaching and learning, and technology to facilitate 

experiences that advance student learning, 

creativity, and innovation in both face-to-face 

and virtual environments. 
 

a. Promote, support, and model creative 

and innovative thinking and inventiveness 
 

b. Engage students in exploring real-world issues 

and solving authentic problems using digital 

tools and resources 

c.  Promote student reflection using collaborative 

tools to reveal and clarify students’ conceptual 

understanding  and thinking, planning, and 

creative processes 

a. Design or adapt relevant learning experiences 

that incorporate  digital tools and resources to 

promote student learning and creativity 

b. Develop technology-enriched learning 

environments that enable all students to pursue 

their individual curiosities and become active 

participants in setting their own educational 

goals, managing their own learning, and 

assessing their own progress 

c.  Customize and personalize learning activities 

to address students’ diverse learning styles, 

working strategies, and abilities using digital 

tools and resources 

d. Provide students with multiple and varied 

formative and summative assessments aligned 

with content and technology standards, and use 

resulting data to inform learning and teaching 

d.  Model collaborative knowledge construction by    

engaging in learning with students, colleagues, 

and others in face-to-face and virtual environments 
 
 

 

2. Design and develop digital age 
learning experiences and assessments 
Teachers design, develop, and evaluate 

authentic learning experiences and assessments 

incorporating contemporary  tools and resources 

to maximize content learning in context and 

to develop the knowledge, skills, and attitudes 

identified in the Standards•S. 

3. Model digital age work and learning 
Teachers exhibit knowledge, skills, and work 

processes representative of an innovative 

professional in a global and digital society. 

a. Demonstrate fluency in technology systems 

and the transfer of current knowledge to new 

technologies and situations 

b. Collaborate with students, peers, parents, and 

community members using digital tools and 

resources to support student success and 

innovation 



 

 

c.  Communicate relevant information  and ideas 

effectively to students, parents, and peers using 

a variety of digital age media and formats 

d. Model and facilitate effective use of current 

and emerging digital tools to locate, analyze, 

evaluate, and use information  resources to 

support research and learning 
 
 

 

4. Promote and model digital citizenship 
and responsibility 
Teachers understand local and global societal 

issues and responsibilities in an evolving digital 

culture and exhibit legal and ethical behavior in 

their professional practices. 

a. Advocate, model, and teach safe, legal, and 

ethical use of digital information  and 

technology, including  respect for copyright, 

intellectual property, and the appropriate 

documentation of sources 

b. Address the diverse needs of all learners by 

using learner-centered strategies providing 

equitable access to appropriate digital tools 

and resources 

c.  Promote and model digital etiquette and 

responsible social interactions related to the 

use of technology and information 

d. Develop and model cultural understanding  and 

global awareness by engaging with colleagues 

and students of other cultures using digital age 

communication and collaboration tools 

5. Engage in professional growth 
and leadership 
Teachers continuously improve their professional 

practice, model lifelong learning, and exhibit 

leadership in their school and professional 

community by promoting and demonstrating 

the effective use of digital tools and resources. 
 

a. Participate in local and global learning 

communities to explore creative applications 

of technology to improve student learning 

b. Exhibit leadership by demonstrating a vision of 

technology infusion, participating in shared 

decision making and community building, and 

developing the leadership and technology skills 

of others 

c.  Evaluate and reflect  on current research and 

professional practice on a regular basis to 

make effective use of existing and emerging 

digital tools and resources in support of student 

learning 

d. Contribute to the effectiveness, vitality, and self- 

renewal of the teaching profession and of their 

school and community 
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ISTE Standards 
Administrators 

1. Visionary leadership 
Educational Administrators inspire and lead 

development and implementation of a shared 

vision for comprehensive integration  of technology 

to promote excellence and support transformation 

throughout the organization. 

a. Inspire and facilitate among all stakeholders 

a shared vision of purposeful change that 

maximizes use of digital-age resources to 

meet and exceed learning goals, support 

effective instructional practice, and maximize 

performance of district and school leaders 

b. Engage in an ongoing process to develop, 

implement, and communicate technology-infused 

strategic plans aligned with a shared vision 

c.  Advocate on local, state and national levels 

for policies, programs, and funding to support 

implementation of a technology-infused vision 

and strategic plan 
 
 

 

2. Digital age learning culture 
Educational Administrators create, promote, and 

sustain a dynamic, digital-age learning culture 

that provides a rigorous, relevant, and engaging 

education for all students. 

a. Ensure instructional innovation focused on 

continuous improvement  of digital-age learning 

b. Model and promote the frequent and effective 

use of technology for learning 

c.  Provide learner-centered environments 

equipped with technology and learning 

resources to meet the individual, diverse needs 

of all learners 

d. Ensure effective practice in the study 

of technology and its infusion across 

the curriculum 

e. Promote and participate in local, national, 

and global learning communities that 

stimulate innovation, creativity, and digital 

age collaboration 
 
 
 

3. Excellence in professional practice 
Educational Administrators promote an 

environment of professional learning and 

innovation that empowers educators to enhance 

student learning through the infusion of 

contemporary  technologies and digital resources. 

a. Allocate time, resources, and access to ensure 

ongoing  professional growth in technology 

fluency and integration 

b. Facilitate and participate in learning 

communities that stimulate, nurture and support 

administrators, faculty, and staff in the study and 

use of technology 

c.  Promote and model effective communication 

and collaboration among stakeholders using 

digital age tools 

d. Stay abreast of educational research and 

emerging trends regarding  effective use of 

technology and encourage evaluation of new 

technologies for their potential to improve 

student learning 



 

 

4. Systemic improvement 
Educational Administrators provide digital age 

leadership and management to continuously 

improve the organization through the effective 

use of information  and technology resources. 

a. Lead purposeful change to maximize the 

achievement of learning goals through the 

appropriate use of technology and media-rich 

resources 

b. Collaborate to establish metrics, collect and 

analyze data, interpret results, and share 

findings to improve staff performance and 

student learning 

c.  Recruit and retain highly competent personnel 

who use  technology creatively and proficiently 

to advance academic and operational goals 

d. Establish and leverage strategic partnerships 

to support systemic improvement 

e. Establish and maintain a robust infrastructure for 

technology including integrated,  interoperable 

technology systems to support management, 

operations, teaching, and learning 

5. Digital citizenship 
Educational Administrators model and facilitate 

understanding  of social, ethical and legal issues 

and responsibilities related to an evolving digital 

culture. 

a. Ensure equitable access to appropriate digital 

tools and resources to meet the needs of all 

learners 

b. Promote, model and establish policies for safe, 

legal, and ethical use of digital information  and 

technology 

c.  Promote and model responsible social 

interactions related to the use of technology 

and information 

d. Model and facilitate the development of a 

shared cultural understanding and involvement 

in global issues through the use of contemporary 

communication and collaboration tools 
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Appendix D – SAMR Model 

  

The SAMR Model of Technology Integration Article 

(Article by Michael Gorman at http://21centuryedtech.wordpress.com… based on the 

outstanding research and work of Dr. Ruben Puentedura  http://www.hippasus.com) 

 
 
 

 

Above graphic: Dr. Ruben Puentedura  http://www.hippasus.com) 
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Introduction 

 
Transforming technology into a blended learning experience has become a necessity for 

those educators wanting to engage student centered learning in the 21st century 

classroom. While it is possible to create a successful and highly interactive student based 

learning experience without technology, it is technology that can amplify the learning 

experience. It must be remembered that amplification will have an effect on great 

educational pedagogy, but will also do the same for instruction that may not meet the goal. 

As teachers invite technology into the classroom it has become evident that as learners 

themselves, they go through formative steps as they become proficient in the blended 

experience. 

 

Through the work of Dr. Ruben Puentedura, Ph. D. the SAMR Model (Substitution 

Augmentation Modification Redefinition) provides a wonderful lens to look at this 

progression. It must be understood that the goal is to create lessons that allow for the 

ability to facilitate lessons that practice Redefinition. At the same time, it must be 

remembered that all of the stages allow for technology interaction and increased student 

engagement. There are times where simple Substitution is all that is needed and is most 

appropriate given the learning target. As educators become familiar with the SAMR Model 

it allows them to reflect and evaluate their technology integration practice while striving for 

powerful learning experiences. While learning activities can get blurred between the steps 

of SAMR, it must be remembered that educators are working on a progression. The first 

two steps involve technology as an enhancement tool and the last two involve technology 

as a transformation tool. Many times the steps between enhancement and transformation 

can take a bit of time as educators practice, reflect, and learn. In the space below you will 

find those important SAMR Steps. 

 

Substitution - Tech acts as a direct tool substitute, with no 

functional change 

This is the lowest level of technology integration. At this stage technology replaces an 

activity that may have been done before using an analog version. This is the very first 

stage of enhancement of a lesson using technology. This might include word processing a 

student authored story rather than hand writing it. While it is the lowest level it still might be 

a wonderful use of the technology. Another example might be the teacher curating the 

curriculum for students using their LMS (Learning Management System). The teacher has 

worked hard at finding articles, reading lists, research links, and even You Tube videos on 

a various topics. In essence, the web is being used as a substitution for what may have 

been a prior resource list given to students. Once again, it is a wonderful start with some 

great learning opportunities, but it still is a substitution. According to Dr. Ruben R. 

Puentedura, the teacher is just using the technology to replace a resource list that could be 

used in the library. Keep in mind that this can be still very useful. Does the substitution of 



 

 

technology serve the learning target, or might it actually get in the way. Did the technology 

substitution assist in student engagement? The teacher must reflect on what might have 

been gained because of the substitution. 

 

Augmentation – Tech acts as a direct substitute tool, with 

functional improvement 

The next step includes the Augmentation Stage, going one level up the ladder from 

Substitution. It is important to remember that this step is still at the enhancement level. At 

this stage the technology has improved the learning experience by adding functionality that 

would have not been as possible with the technology. In a word processing document 

students are taught to use different tools such as the word count, thesaurus, and grammar 

checks. Perhaps students are using calculators or spreadsheets to solve a problem. It 

could be that students are researching, and the teacher directs students to current news 

events, blogs, or interpretations of the research by various authors. 

 

Students have the opportunity to compare and contrast viewpoints, view up-to-date 

information that may not be in the library, or even have the opportunity to participate in the 

comment section of a blog. While the line could be blurred between Substitution and 

Augmentation there really is a deeper learning because of the technology. There should be 

a step up in both student engagement and rigor. A teacher must reflect and recognize 

that the technology has added to the learning experience. They must determine if the 

overall learning has been improved because of the technology integration. 

 

 

Modification – Tech allows for significant task redesign 
 

At this stage the technology has the opportunity to change the look and feel of what 

students perform. There really is a definite change in the lesson that may have started with 

an analog foundation. Transformation has begun! This takes step demands more 

reflection and work from the facilitating teacher. At the same time, Modification brings in 

the student opportunity to proceed up Bloom’s Taxonomy. This might include authoring a 

collaborative story in a Google Doc so that peer editing and collaboration can happen 

anytime and anyplace. Perhaps even some pictures are added to the story or report to 

further engage the intended audience. 

Students may use advanced searching skills to find articles on their own that contrast 

viewpoints from different counties. Perhaps students compile their research collectively 

using a group inside of a bookmarking tool such as Diigo. A word cloud might be 

employed to study the meaning of an article or author’s writing. While students use 

traditional literary critique, a word cloud might provide a new analysis such as visual look 

at word frequency in a reading. This brings about an entirely new layer to the learning 

environment. Students might use a Google Form to collect and analyze data. In this 

method of data collection students may be able to survey larger and more diverse 



 

 

populations, while having a layer of tools to represent the data to an audience. Many times 

modification allows more student voice and the outcome may not be as prescribed.  At the 

modification stage a teacher must reflect on whether the technology did allow for some 

project redesign that enhanced the project while still accomplishing the learning objectives. 

It could be that multiple modifications may allow a lesson to advance to the next level. 

 

 

Redefinition - Tech allows for creation of new tasks that were 

previously inconceivable 

At this stage the technology allows students to jump outside the original design box. This is 

so much more than a redesign. It focuses on the employment of new tasks. While the 

teacher may initiate some of these, student voice and choice must also be employed. A 

story could change into a picture book, a slide show, or even a movie. The audience could 

go beyond the school and include the community, state, county, or world. Mentors could be 

virtual. Perhaps students are curating and creating their own content to be used by other 

students. Imagine research that allowed for students to create their own search engine 

using Google Custom Search. 

 

The original standards remain with addition of new skills that circle around 21st century 

skills. The redesign was made possible because of the blending of the technology into the 

learning process eliminating the constraints and barriers of the physical classroom.. At the 

same time, the technology might appear transparent to the learning process. Students 

become producers, creators, and innovators. They begin to own their own learning 

process. AT this stage the teacher must reflect on whether the redesign still accomplished 

original standards while also allowing for engaged student centered learning. 

 

Conclusion 
 

All educators must realize that a final goal of any classroom is redefinition. At the same 

time, there will be times when even the most proficient educators with technology 

conduct a task at the substitution level. It really comes down to the tool fitting the task 

and learning target. An understanding of the SAMR Model allows educators to reflect on 

their own progress while investigating ways to use educational technology in a useful 

and productive way. The SAMR Model allows all educators to view the steps they are 

taking down the road of technology enhancement toward true transformation. It is a 

wonderful and exciting journey! 
 

 
 
 

 
 
 
 




