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At times, it appears as if technology is the “Kryptonite” to the education system’s 
Superman 

(Clarke & Zagarell, 2012, p. 136). 

 

The choice for my innovation for the DCL 1 assignment developed through reflections and 

observations in the previous weeks at school and Mindlab.  

 

I had been considering our use of digital tools within the classroom and whether we were 

doing justice to their capabilities and the capabilities of our students. Through 2015 the 

Glenbrook School staff and community designed a new curriculum and inquiry process, which 

was more forward thinking and relevant to our students. We also invested heavily at the end 

of 2015 buying 50 new laptops and beginning the planning stages for our new ILE space due 

to open in term 3. I wondered how our current use of ICT would align with the new teaching 

and learning styles we wanted to see in our classrooms. Through my Mindlab lessons I began 

to appreciate the wide variety of tools and software available to enhance the digital and visual 

content of our lessons. At Glenbrook, we predominantly use the basic Google suite of Apps; 

docs, sheets and drive but do not really venture beyond. 

 

I have listened to conversations between students about applications such as Instagram, 

Minecraft and Google+ and reflected on why we don’t include these tools in lessons when 

they are regularly using them as a communication tool in their after school lives. We, as 

educators, seem to be reluctant to embrace the existing experience of our digital natives. 

Perhaps this is due to a lack of teacher knowledge and ability, but it also down to the whole 

school ethos relating to technology, the cost of introducing new technologies and the need 

justify to stakeholders it’s benefits within the classroom.  

Today’s students have not just changed incrementally from those of the past 

… A really big discontinuity has taken place ... the arrival and rapid 

dissemination of digital technology in the last decades of the 20th century. 

(Prensky, 2001, p. 1) 
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A later quote from Prensky (2008, p. 42) which reads “When kids come to school, they leave 

behind the intellectual light of their everyday lives and walk into the darkness of the old 

fashioned classroom,” reminds me, unfortunately, of many classrooms and schools that I 

have observed in and visited. He discusses how students are bored at school and that their 

after school learning is what is preparing them for the 21st century. It is individualised and 

students are actively involved in its design and creation. We as educators have failed to keep 

up with even the basic technological changes in society and while my innovation does not 

address some of the bigger barriers such as whole school pedagogy, parental understanding 

and funding it aims to make small changes within the classroom environment. 

 

The specific problem I chose to find a solution for was that staff were not confident using a 

range of digital learning tools and did not encourage their use in the classroom. 

 

In order to confirm that this was in fact a problem within my school I completed surveys with 

the Year 8s and all staff in the school about their confidence using ICT and the different apps 

they were familiar with. The responses showed that the year 8s at our school were more 

confident with the creating and applying aspect of ICT programmes rather that just being 

users, a result supported by Prensky (2001) who believes teachers speak an out-dated 

language and struggle to teach to the new language of digital natives.  

(Johnson, Wood, & Sutton, 2014) 

Six stages of adoption of ICT 
 (adapted from the Digital Technologies in New Zealand Schools 
2014 report) 
1. Awareness 
I know that there are digital technologies (computer, internet, digital 
cameras,) but have not used them. 
2. Learning the process 
I am learning the basics. I am often frustrated using computers and 
the internet. I am not confident around new technologies.  
3. Understanding the application of the process 
I am beginning to understand the process of using digital 
technologies and can think of specific tasks in which they might be 
useful. For ex. I can use google docs to publish work, I can talk to 
my friends on Minecraft or Simcity. 
4. Familiarity and confidence 
I have confidence using digital technologies for specific tasks. eg. I 
can utilise different google apps to make drawings and documents. I 
can send emails and put them in folders. I can create Minecraft 
rooms  
5. Adaptation to other contexts 
I can use digital technologies in many applications and am brave 
enough to try new apps and websites. I can build my own website 
and share videos on youtube or google + 
  

 
6. Creative application to new contacts 
I can share my learning with others and work collaboratively using a range of 
tools such as imovie or moviemaker, blogging, google slides and forms. I can 
reflect and comment on others work in a digital context.           
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Prensky (2008) discusses how students need the opportunity to use technology to make 

education relevant to them. As educators we often perceive new technology and social media 

to be harmful to students and underestimate how able they are in this area. A much larger 

survey than my own, completed in the United States of 300,000 K-12 students showed that 

they want to use the same mobile devices and social media tools during the school day that 

they use outside school and that they are frustrated by school policies that prevent this 

(Project Tomorrow, 2013 as cited in Hull, Scott, & Higgs, 2014). The results of this survey 

support the intention of my innovation: to start the conversation with teachers about how to 

align their classroom practice more closely with the digital world of their students.  

 

My innovation to help solve this problem was to involve students as confident digital users to 

teach staff the value and potential of different software. The unique value of this as an 

innovation is that it empowered student voice, encouraging them to work enthusiastically and 

gaining greater buy in from their teachers. Within the classroom student voice can be 

introduced simply and the use of digital tools familiar to students can help to achieve this. 

Teachers who listen and collaborate with their students and encourage them to make choices 

in their own learning create positive student outcomes around motivation and engagement 

(Quinn & Owen, 2014). 

 

My solution served two main purposes. One, to engage teachers in new media and perhaps 

motivate them to try these in their personal and class lives. And two, to empower students by 

celebrating the skills they already have and allowing them to share these.  

 

I first needed to explain why it was important for teachers to be informed about different 

technology. The students of today may well move into jobs and sectors that don’t yet exist; 

however the likelihood is they will involve technology. Whether they follow the family line into 

farming, become a software developer or a mechanic, to be competitive in the world you need 

to be able to utilise technology to streamline and enhance the job you are doing. New 

Zealand educators need to ensure we allow students to use technological resources to stay 

competitive in our own country but also across the world, particularly as the speed with which 

we communicate and access information has increased exponentially (Clarke & Zagarell, 

2012). 
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I asked for year 8 students who would like to work in pairs to build a presentation (in any 

digital form) that answered four questions: 

1. What is the purpose of the app or game? 

2. What five things do you need to know about it? 

3. Why is it fun and worthwhile? 

4. How could it be used in the classroom to enhance our learning? 

 

In a series of 8 teacher meetings the students presented their digital pieces to the staff and 

fielded questions. They were nervous, but excited and were able to answer all the queries 

teachers had about the apps such as cost and time needed to learn it.  

‘I didn’t want to present to all the teachers so I let my partner do it, but when 

they started asking questions I knew all the answers so I could help. The 

teachers said ‘thank you’ at the end which made me feel proud.’  

Student A (SEN) 

 

‘My partner and I made this awesome Instagram account and I got to show the 

teachers all about Ruby my pony and all about Pony club. The teachers asked 

so many questions about Instagram and about Ruby and now my teacher said I 

can help her to set up her own account to use for her horses!’ Student B 

 

I wanted my innovation to allow teachers to see the benefit of such technology and how 

excited and easy their students found it to use. The students felt they had voice as part of a 

learning community and that their passions and ideas were valued by their teachers (Cook-

Sather, 2009). Teachers need to be able to see themselves as learners alongside their 

students; they don’t need to have control over all aspects of their students learning. It is about 

utilising the strengths in each other and collaborating to find answers rather than the teacher 

as the fountain of knowledge at the front (Mehta & Fine, 2012). 

 

My innovation allowed students to develop all five of their Key Competencies (Ministry of 

Education, 2007) through the design of their presentation, working collaboratively with their 

partner and sharing their learning with others. The idea of working together and building 
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relationships allows the teacher and student to learn and teach each other. This reciprocal 

relationship helps foster key competencies within the classroom and beyond (Simpson & 

Williams, 2011). 

 

During my innovation I focussed on a group of teachers who I would consider early adopters 

of new technology and of change. I asked them to try out each new app in their class that 

week or at home. Then in the following staff meeting they fed back in one minute about how 

they had found using it. This enabled them to be drivers of change for the early and late 

majority teachers. They could see that not only did the digital tools excite the students but 

teachers were now using them too. Greater support was therefore in place for these teachers 

when they were ready to try new tools. Early adopters are important in the implementation of 

any new change initiative, as they believe in its purpose. They will spend time using and 

critiquing and their feedback is key to further developing the innovation (Frome, 2013). 

 
Figure 1. Innovation adoption lifecycle (Frome, 2013). 

 

As the innovation was over a short time period it has not allowed for me to repeat my initial 

survey and gain comparative data. However I have been able to gather quotes from teachers 

who I would consider early and late majority users to ascertain how they found the innovation 

and what they gained from it. 

“I used Quizlet for the first time last week for Te Reo vocabulary and the kids 

and I loved it. It created such competition and collaboration. For the first few 
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rounds I didn’t tell them that speed gave them greater points but they soon 

worked this out and it became a frantic frenzy of excited learning.” Teacher A 

 

“I have let go a little and invited my year 7 and 8 students to use Google+, 

Pinterest or Instagram to gather ideas for their inquiry. I’m still not sure how 

comfortable I am with the security of each programme or whether the students 

know what to do if they come across inappropriate content.” Teacher B 

 

While the purpose of my innovation was to expose teachers to the potential of new 

technologies it had flaws in relation to its sustainability.  I had not considered what the long-

term effects of my innovation would be and how I could monitor this? How could I ensure 

teachers continued to be informed about popular digital technologies? The Best Evidence 

Synthesis – Teacher Professional Learning and Development (Timperley, Wilson, Barrar, & 

Fung, 2007) states that the conditions for sustainability of a programme are set in place 

during its implementation as opposed to at the end. I didn’t adequately account for this but 

feel now that it would have helped me to structure the innovation more effectively, perhaps 

providing ongoing teacher support from the students especially through the implementation of 

our new inquiry model. Secondly my innovation served only as a surface introduction rather 

than having any deep pedagogical knowledge underpinning it. I didn’t sufficiently explain the 

research behind my innovation to staff other than the results from my survey. Creating an 

understanding about the pedagogical reasoning behind an innovation leads to greater 

sustainability over a longer period of time.    
 

Moving forward I would like to keep suggesting new apps and software using my ICT leaders 

to help introduce the tools to their classes and teachers. As with the example of teacher A 

above I want teachers to understand how useful a tool like Quizlet can be not only as an 

assessment tool but also for students to create their own quiz for the class. I know this 

innovation will continue to be part of our school dialogue as we will have 90% of our teachers 

undertaking or having completed Mindlab by the end of 2015 hopefully increasing our korero 

and excitement around digital and collaborative tools for use in learning.  
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