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Appendix B — Essential Conditions

Certain conditions are necessary for schools to effectively use technology for learning, teaching and
educational management. The International Society for Technology in Education (ISTE) Essential
Conditions are 14 critical elements necessary to effectively leverage technology for learning. They
offer educators and school leaders a research-backed framework to guide implementation of the
technology standards, technology planning and system-wide change.

Shared Vision

Proactive leadership develops a shared vision for educational technology among all education
stakeholders, including teachers and support staff, school and district administrators, teacher
educators, students, parents and the community.

Empowered Leaders
Stakeholders at every level are empowered to be leaders in effecting change.

Implementation Planning

All stakeholders follow a systematic plan aligned with a shared vision for school effectiveness and
student learning through the infusion of information and communication technology (ICT) and
digital learning resources.

Consistent and Adequate Funding
Ongoing funding supports technology infrastructure, personnel, digital resources and staff
development.

Equitable Access
All students, teachers, staff and school leaders have robust and reliable connectivity and access to
current and emerging technologies and digital resources.

Skilled Personnel
Educators, support staff and other leaders are skilled in the selection and effective use of
appropriate ICT resources.

Ongoing Professional Learning
Educators have ongoing access to technology-related professional learning plans and opportunities
as well as dedicated time to practice and share ideas.

Technical Support
Educators and students have access to reliable assistance for maintaining, renewing and using ICT
and digital learning resources.
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Curriculum Framework

Content standards and related digital curriculum resources align with and support digital age
learning and work.

Student-Centered Learning
Planning, teaching and assessment all center on the needs and abilities of the students.

Assessment and Evaluation

Teaching, learning, leadership and the use of ICT and digital resources are continually assessed and
evaluated.

Engaged Communities
Leaders and educators develop and maintain partnerships and collaboration within the community
to support and fund the use of ICT and digital learning resources.

Support Policies
Policies, financial plans, accountability measures and incentive structures support the use of ICT
and other digital resources for both learning and district/school operations.

Supportive External Context

Policies and initiatives at the national, regional and local levels support schools and teacher
preparation programs in the effective implementation of technology for achieving curriculum and
learning technology (ICT) standards.
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Appendix C — Crosswalk with 2008 Educational Technology Standards

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.
1.a. Students articulate and set personal learning goals, develop strategies leveraging technology to achieve them and reflect on
the learning process itself to improve learning outcomes.
[2008 GLE 2.3.1: Select and use common applications.]
1.b. Students build networks and customize their learning environments in ways that support the learning process.
[2008 GLE 2.3.2: Select and use online applications.]
1.c. Students use technology to seek feedback that informs and improves their practice and to demonstrate their learning in a variety of
ways.
[2008 GLE 2.2.2: Use a variety of hardware to support learning.]
1.d. Students 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.
[2008 GLE 2.2.1: Develop skills to use technology effectively.]

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.

2.a. Students cultivate and manage their digital identity and reputation and are aware of the permanence of their actions in the

digital world.

[2008 GLE 2.1.1: Practice personal safety.]

2.b. Students engage in positive, safe, legal and ethical behavior when using technology, including social interactions online or

when using networked devices.

[2008 GLE 2.1.1: Practice personal safety.]
[2008 GLE 2.1.2: Practice ethical and respectful behavior.]

2.c. Students demonstrate an understanding of and respect for the rights and obligations of using and sharing intellectual property.
[2008 GLE 1.3.3: Analyze, synthesize and ethically use information to develop a solution,
make informed decisions and report results.]

[2008 GLE 2.1.2: Practice ethical and respectful behavior.]

2.d. Students manage their personal data to maintain digital privacy and security and are aware of data-collection technology used

to track their navigation online.

[2008 GLE 2.1.1: Practice personal safety.]

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.

3.a. Students plan and employ effective research strategies to locate information and other resources for their intellectual or

creative pursuits.

[2008 GLE 1.3.1: Identify and define authentic problems and significant questions for
investigation and plan strategies to guide inquiry.]

3.b. Students evaluate the accuracy, perspective, credibility and relevance of information, media, data or other resources.
[2008 GLE 1.3.3: Analyze, synthesize and ethically use information to develop a solution,
make informed decisions and report results.]

3.c. Students curate information from digital resources using a variety of tools and methods to create collections of artifacts that

demonstrate meaningful connections or conclusions.

[2008 GLE 1.3.2: Locate and organize information from a variety of sources and media.]
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3.d. Students build knowledge by actively exploring real-world issues and problems, developing ideas and theories and pursuing
answers and solutions
[2008 GLE 1.3.3: Analyze, synthesize and ethically use information to develop a solution,
make informed decisions and report results.]
[2008 GLE 2.4.1: Formulate and synthesize new knowledge.]

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.
4.a. Students know and use a deliberate design process for generating ideas, testing theories, creating innovative artifacts or
solving authentic problems.
[2008 GLE 1.1.1: Generate ideas and create original works for personal and group
expression using a variety of digital tools.]
[2008 GLE 2.4.1: Formulate and synthesize new knowledge.]
4.b. Students select and use digital tools to plan and manage a design process that considers design constraints and calculated
risks.
[2008 GLE 1.1.2: Use models and simulations to explore systems, identify trends and
forecast possibilities.]
4.c. Students develop, test and refine prototypes as part of a cyclical design process.
[2008 GLE 1.1.2: Use models and simulations to explore systems, identify trends and
forecast possibilities.]
4.d. Students exhibit a tolerance for ambiguity, perseverance and the capacity to work with open-ended problems.
[2008 GLE 1.1.2: Use models and simulations to explore systems, identify trends and
forecast possibilities.]

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.
5.a. Students formulate problem definitions suited for technology- assisted methods such as data analysis, abstract models and
algorithmic thinking in exploring and finding solutions.
5.b. Students 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.
5.c. Students break problems into component parts, extract key information, and develop descriptive models to understand
complex systems or facilitate problem-solving.
5.d. Students 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.
6.a. Students choose the appropriate platforms and tools for meeting the desired objectives of their creation or communication.
[2008 GLE 1.2.1: Communicate and collaborate to learn with others.]
6.b. Students create original works or responsibly repurpose or remix digital resources into new creations.
[2008 GLE 1.1.1: Generate ideas and create original works for personal and group
expression using a variety of digital tools.
6.c. Students communicate complex ideas clearly and effectively by creating or using a variety of digital objects such as
visualizations, models or simulations.
[2008 GLE 1.2.1: Communicate and collaborate to learn with others.
6.d. Students publish or present content that customizes the message and medium for their intended audiences.
[2008 GLE 1.2.1: Communicate and collaborate to learn with others.
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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.
7.a. Students 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.
[2008 GLE 1.2.2: Develop cultural understanding and global awareness by engaging with
learners of other cultures.]
7.b. Students use collaborative technologies to work with others, including peers, experts or community members, to examine
issues and problems from multiple viewpoints.
[2008 GLE 1.3.4: Use multiple processes and diverse perspectives to explore alternative
solutions.]
7.c. Students contribute constructively to project teams, assuming various roles and responsibilities to work effectively toward a
common goal.
[2008 GLE 1.2.1: Communicate and collaborate to learn with others.]
7.d. Students explore local and global issues and use collaborative technologies to work with others to investigate solutions.
[2008 GLE 1.2.2: Develop cultural understanding and global awareness by engaging with
learners of other cultures.]
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Appendix D — Connections to Digital Citizenship, Media Literacy, and
Internet Safety

The 2016 legislature directed OSPI to develop best practices and recommendations for instruction in
digital citizenship, internet safety, and media literacy, and report to the appropriate committees of the
legislature on strategies to implement the best practices and recommendations statewide. To ensure
clarity of terminology, OSPI first worked with an advisory committee (called for in the legislation), to
develop these concise definitions:
Digital citizens recognize and value the rights, responsibilities and opportunities of living,
learning and working in an interconnected digital world, and they engage in safe, legal and
ethical behaviors®.
Media literacy is the ability to access, analyze, evaluate, create and act using a variety of forms
of communication?.

Among the best practices identified by the advisory committee, this section on “Student instruction” has
a strong alignment with the newly-updated state Educational Technology Standards:

Districts acknowledge students as consumers and creators of information and ideas. Districts promote
cross-curricular integration of digital citizenship and media literacy and leadership instruction at all
levels. Districts include students as active participants, role models and peer mentors to address these
topics:
e Online safety, responsibility and security
o The act of bullying
o Students as digital consumers and users
o Online predators and risky communications
e Media literacy
o Production of one’s own media
o Examination of how people experience media differently
o Identification of embedded values and stereotypes
o Analysis of words and images
o Evaluation of sources of information
e legal, fair use, copyright and intellectual property
e Online identity and personal brand
o Footprint and digital persistence
o Inappropriate posting
o Self-image
e Digital communications and collaboration
o Fairness and civil discourse
e FEthics

The complete legislative report, along with links to free, high-quality resources to support digital
citizenship, media literacy, and internet safety, is available at
http://edtech.ospi.k12.wa.us/course/view.php?id=62.

1 Adapted from the 2016 International Society for Technology in Education (ISTE) Standards for Students
2 Definition from the National Association for Media Literacy Education
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Appendix E — Educational Technology Assessments

In 2007, the Washington legislature RCW 28A.655.075 directed OSPI to obtain or develop education
technology assessments that could be administered in the elementary, middle, and high school grades to
assess the essential academic learning requirements for technology. The assessments were to be
designed to be classroom or project-based so that they could be embedded in classroom instruction and
be administered and scored by school staff throughout the regular school year using consistent scoring
criteria and procedures (see RCW 28A.655.075 at
http://app.leg.wa.gov/rcw/default.aspx?cite=28A.655.075)

Since 2010-11, educational technology assessments developed by the Office of Superintendent of Public
Instruction (OSPI) have been voluntarily administered in the elementary, middle, and high school grades
(see http://www.k12.wa.us/EdTech/Assessment/edtechassessments.aspx). Many teachers use the
assessments to determine if students meet Washington’s standards for educational technology. The

assessments integrate standards from science, math, health, English language arts, social studies, and the
arts. Classroom activities are well guided, easy to use and come equipped with a comprehensive
inventory of free and low-cost digital resources.

In the 2016-17 school year, 41% of Washington school districts reported using an OSPI-developed
assessment for educational technology (down slightly from 42% in 2015-16).

With the adoption of updated Educational Technology Standards in 2018, existing assessments will be
aligned to the updated standards, and can continue to be used. In addition, with multiple other states
adopting the 2016 ISTE Standards for Students, it is anticipated that additional assessment tools will
become available in the coming years at little or no cost for educators to use as well.
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Appendix F — Sample Scope & Sequence

OSPI would like to acknowledge the work of Jane Miller, Director of Instructional Technology and her teams of educators
at Spokane Public Schools and Federal Way Public Schools in the creation of this sample scope and sequence. Thanks also
to the team of teacher-librarians at Auburn School District and others for their feedback and suggestion. The entire
document is licensed Creative Commons CC-BY, to encourage continued sharing as changes and improvements are made.

In our local control state, OSPI is responsible for establishing standards, but districts are responsible for defining their own
scope and sequence and selecting instructional materials. Thus, this sample scope and sequence is available for optional
use by districts, and they may choose to use or adapt it, or simply use it as a template to create their own scope and
sequence. The Standards Development Team strongly recommended including it as an Appendix, though, hoping to save
considerable time for districts that wished to make use of it in some way.

How to Use This “Technology Standards and Targets” Document

Grade Level Targets summary sheet

£ £ g £ y
= Introduce 25 Develop 25 Proficient/Assess
g 5 a5 a5
| will be able to create criginal
multimedia products to present I will be able to participate in
6. Creative solutions and ideas. | will be able to 5. Computational 7. Global virtual field trips and explain
Communicator |include text, images, sound, audio Thinker 1 will be able to collect and Collaborator |how the trips develop cultural
and/or video. [Example: infographics, analyze data in a spreadsheet or understanding.

documentary film, music video, etc.) table.

1 will be able to use interactive

| will be able to find, use, and compare resources. (Example:
5. Computational |online data, and/or digital 5. Computational [digital/online virtual field trips, | 3. Knowledge (1 will ke able to access, analyze
Thinker models/simulations to collect evidence Thinker math manipulatives, electronic Constructor |and evaluate electronic content-
and forecast trends. maps and other simulations and related audio and/or video to
models, etc.) make informed decisions.

I will be able to explore and use
. tent-related websites to build
6. Creative 3. Knowledge content-related Websites to byl

hackground knowledge,

| will be able to videoconference to linsilesse

1 will be able to use digital tools

Communicator communicate and learn with other Constructor investigate topics and plan Constructor to gather, analyze, graph and/or

classrooms. projects. report results of investigation.
7. Global 1. Empowered
| will be able to participate in online 2. Digital Citizen I will be able to explain the P 1 will be able to change font,
Collaborator projects by uploading content, photo, dangers of clicking on pop-ups Learner color, and size of selected text.
audio, or video. and advertisements. (Example: use menu commands)
Grade level targets to be

Grade level targets to be introduced Grade level targets to be assessed for proficiency after
through modeling, explaining and developed through practice with students have practiced to gain
practicing. guided support as needed. mastery.



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.

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.

Technology Targets

| = Introduce: Skill is demonstrated, discussed, and experienced.
D = Develop: Skill is practiced, reinforced, and enhanced.

P = Proficient: Efficiently applies skills in predictable and unpredictable situations

10

11
12

I will be able to properly use a mouse and/or touchpad: single- and double-click,
drag-and-drop.

| will be able to use left hand on the left side of the keyboard and right hand on
the right side of the keyboard simultaneously with thumb on spacebar.

I will be able to identify the following components: CPU/computer, monitor,
mouse /touchpad, speakers, keyboard, headphones/earbuds, microphone.

| will be able to locate, identify and use: Enter, Escape, Spacebar, Shift, Arrows,
and Backspace.

| will be able to demonstrate correct posture while using the keyboard.

| will be able to locate, identify, and use letter, number, and punctuation keys.

| will be able to use basic file commands. (Example: Save, Open, Print, Save As,

| will be able to use correct hand-finger, home row, and pairing of fingers.

O|w| uw|©

I will be able to change font, color, and size of selected text. (Example: use menu
commands or WordArt, etc.)

| will be able to use mouse: right-click for menus.

| will be able to use correct spacing between words and following punctuation.

| will be able to use correct technique for key striking and keying by touch.

| will be able to locate, identify and use Tab Key.

—|—19|19| o

| will be able to demonstrate sustained typing for producing/publishing writing in
single sitting (CCSSW.6)

O [O|O|©|O| ©

© |©O|TO|O

| will be able to use cut, copy, and paste using menu.

B

| will be able to justify margins: right, left, center.

| will be able to highlight or hyperlink selected text.

| will be able to use shortcut keys. (Example: CTRL+C, CTRL+V, CTRL+P, etc.)

W)

| will be able to establish and maintain a file structure for saving information on a
computer, online or on external devices.

—|—=|o|

| will be able to explain how to correctly use district network for saving files and
gaining internet access.
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| will be able to use digital equipment effectively. Digital equipment can include:
document cameras, digital still camera, digital video camera, microphones,
headphones, computers, mobile devices, student response systems (clickers),
microscopes, pedometers, interactive whiteboards, calculators, etc.

| will be able to power on and shut down; login and logout.

| will be able to open and close applications.

| will be able to turn on speakers, mute, and adjust volume using speaker icon in
system tray.

I will be able to ask for help and/or troubleshoot common technology-related
problems. (Example: disconnected cables, caps lock, num lock, etc.)

| will be able to troubleshoot using "Help" wizard.

| will be able to apply prior knowledge of digital equipment to operate unfamiliar
or new equipment.

| will be self-reliant in searching for solutions to technology issues.

I will be able to add and resize graphics and text boxes in a project. (Example:
clipart, photos, etc.)

I will be able to select appropriate programs for a multimedia product. (Example:
blog, wiki, spreadsheet.)

| will be able to apply appropriate design and layout in common applications.

| will be able to add slides, pages, and tabs in common applications.

| will be able to add hyperlinks, apply transitions and animations in presentation
software.

| will be able to use toolbars in common applications.

| will be able to use presentation software for presenting to audience: create
presentation notes, adjust timing.

| will be able to identify and use proper file formats (Example: docx, pdf, jpeg, xlsx,
etc.)

| will be able to use common applications to create tables, outlines.

| will be able to navigate to and use teacher-selected websites.

I will be able to use basic web-navigation skills. (Example: select browser,
favorites, URLs, home page, etc.)

| will be able to select an appropriate online application for a given task.

I will be able to comment, link, post and embed information online. (Example:
blog, wiki, etc.)

| will be able to create, upload and share multimedia projects.

| will be able to independently design and publish multimedia content.

| will be able to evaluate and select online applications for a specified use.

| will be able to adapt classroom technologies for individual personalized use.

| will be able to select technology to fit personal needs and style. (Example: Use
video as another option for presenting, use online discussions, posting to blogs,
etc.)




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.

Technology Targets

D = Develop: Skill is practiced, reinforced, and enhanced.

| = Introduce: Skill is demonstrated, discussed, and experienced.

P = Proficient: Efficiently applies skills in predictable and unpredictable situations

10

11
12

| will be able to understand and comply with the District Acceptable
Use / Responsible Use Policy.

| will be able to demonstrate and define digital citizenship.

| will be able to show respect for opinions and work of others posted
electronically.

| will be able to discuss and recognize danger in sharing private
information online: password, name, address, phone number or
picture.

| will be able to explain the dangers of clicking on pop-ups and
advertisements.

| will be able to identify and report cyberbullying.

| will be able to meet expectations for district email.

| will be able to identify and describe the impact of ethical and
unethical or illegal use of technology on individuals and society.

| will be able to describe how digital information is archived.

| will be able to explain copyrights, document and cite online
resources, authors and content creators including Creative
Commons.

| will be able to gather and cite sources using digital bibliography
tools.

| will be able to create and store strong individual passwords.
(Example: Strong password checker found at
www.howsecureismypassword.net)

I will be able to actively monitor personal content (online and offline)
for digital safety.

| will be able to explain issues involved with using copyrighted
materials.
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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.
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

Technology Targets

| = Introduce: Skill is demonstrated, discussed, and experienced.
D = Develop: Skill is practiced, reinforced, and enhanced.

P = Proficient: Efficiently applies skills in predictable and unpredictable situations

10

11
12

I will be able to access digital content (audio, video) to build background
knowledge and investigate topics.

| will be able to use digital templates, graphic organizers and/or storyboards
to record questions and plan investigations.

| will be able to explore and use content-related websites to build
background knowledge, investigate topics and plan projects.

I will be able to select digital resources to organize a project or solve a
problem.

I will be able to select and research current issues using databases and
digital resources to organize a project or solve a problem.

I will be able to search and sort databases and use basic database search
skills.

| will be able to gather information from research using teacher-selected,
digital tools.

I will be able to use the Internet to locate, retrieve and organize
information, recording sources.

I will be able to use digital search tools effectively. (Example: search engine,
database, content library, etc.)

| will be able to gather and organize online references for a project.
(Example: personal bookmarks, stored shortcuts or hyperlinks, etc.)

I will be able to filter search results to narrow results for given task.

| will be able to find, catalog and organize resources for given task.

I will be able to select and use an appropriate search engine or directory.

I will be able to use advanced search functions of search engines and
databases.
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| will continue to focus on bibliographies, references and works cited to

world problems.

determine relevance of sources. PP
I will be able to use digital templates and graphic organizers to analyze 11plp

information.

| will be able to use digital tools to gather, analyze, graph and/or report I lplp

results of investigation.

I will be able to access, analyze and evaluate electronic content-related 1 |D|P

audio and/or video to make informed decisions.

I will be able to evaluate digital and online sources for appropriateness and Iloplpolbo|Pp
bias.

I will be able to use technology to explore and brainstorm solutions for real- IIlplbplP

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.

Technology Targets

| = Introduce: Skill is demonstrated, discussed, and experienced.
D = Develop: Skill is practiced, reinforced, and enhanced.
P = Proficient: Efficiently applies skills in predictable and unpredictable situations

problem or meet a need. (Example: build an app, customize font '1D|D
size for reading, etc.)

K1234567891011
12
| will be able to find, understand, select and compare virtual
simulations. 1DP
| will be able to explore cause & effect of a virtual simulation. I | D| P
| will be able to select digital resources to organize a project or 1Dl P
solve a problem.
| will be able to modify or create a new technology to solve a
D|P
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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.

Technology Targets

D = Develop: Skill is practiced, reinforced, and enhanced.

| = Introduce: Skill is demonstrated, discussed, and experienced.

P = Proficient: Efficiently applies skills in predictable and unpredictable situations

10

11
12

| will be able to explore and describe patterns from data in spreadsheets
or tables.

I will be able to collect and analyze data in a spreadsheet or table.

| will be able to use digital tools to gather, analyze, graph and/or
report results of investigation.

| will be able to use interactive resources. (Example: digital/online
virtual field trips, math manipulatives, electronic maps and other
simulations and models, etc.)

I will be able to find, use, and compare online data, and/or digital
models/simulations to collect evidence and forecast trends.

I will be able to select the proper technology tools to input, select,
analyze and interpret data.
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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.

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.

Technology Targets

D = Develop: Skill is practiced, reinforced, and enhanced.

| = Introduce: Skill is demonstrated, discussed, and experienced.

P = Proficient: Efficiently applies skills in predictable and unpredictable situations

11
12

| will be able to organize objects and ideas using a document
camera.

I/D

| will be able to organize objects and ideas using: digital drawing tools,
digital templates and graphic organizers, brainstorming/mind mapping
software. (Example: drawing apps, spreadsheet, etc.)

| will be able to create digital audio recordings using technology.

I will be able to modify teacher-created slides using presentation
software.

and ideas. | will be able to include text, images, sound, audio and/or
video. (Example: infographics, documentary film, music video, etc.)

I will be able to create original multimedia products to present solutions

| will be able to combine multiple technologies to create and share
products from multiple content areas.

| will be able to create digital products for culminating projects or
inclusion in portfolios.

| will be able to use digital drawing tools and presentation software
collaboratively to express ideas.

| will be able to videoconference to communicate and learn with other
classrooms.

| will be able to collaborate and communicate virtually using shared
documents and wikis.

backchannel apps)

| will be able to use online discussion forums to express ideas. (Example:

| will be able to select and create an appropriate online forum for
communicating and collaborating with a chosen audience.
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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.

Technology Targets

| = Introduce: Skill is demonstrated, discussed, and experienced.
D = Develop: Skill is practiced, reinforced, and enhanced.
P = Proficient: Efficiently applies skills in predictable and unpredictable situations

11
12

| will be able to use digital drawing tools and presentation software
collaboratively to express ideas. I |D| P
| will be able to videoconference to communicate and learn with
other classrooms. {11 [T]|D]|P

| will be able to collaborate and communicate virtually using
shared documents and wikis. I |1 |D|P

| will be able to participate in online projects by uploading content,
photo, audio, or video. I |D]|P

| will be able to select and create an appropriate online forum for
communicating and collaborating with a chosen audience. I | D]|P

I will be able to access content-related digital images, digital I |D|P
stories, audio and video to develop cultural understanding.

| will be able to participate in virtual field trips and explain how the I |D|P
trips develop cultural understanding.

| will be able to use digital communication tools: email,
videoconference, back channels to develop and share cultural
understanding.

| will be able to use digital maps to develop cultural understanding. I |1 |1 |D

| will be able to research and identify global problems via websites. I |D|P

I will be able to participate in an online community to develop I |D|P
cultural understanding.

I will be able to choose global digital content to identify a local or I [D]|P
global issue.

I will be able to participate in an online community to solve a local I|p|P
or global issue.
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