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Abstract 

The tensions between the advantages and disadvantages of technology use often make 

technology a heated discussion topic between teachers, parents, and students. The goal of this 

research is to bridge the conversation between the positives and negatives of technology use in 

schools. This research design incorporates a thorough literature review of the current research on 

technology, specifically through the following areas: educational technology pedagogy, health 

and wellness, cell phones in school, implementing technology plans, and digital citizenship. 

Through this literature review, a plan was developed to help middle schools in a BC school 

district find balance between the positives and negatives of technology use. A three-part plan is 

developed addressing communicating research to educators, teaching digital citizenship, and 

leading critical conversations on technology use. As technology continues to develop and further 

research is done in this area, technology plans and regulations need to adapt and respond to the 

needs of students.  
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Chapter 1 – Introduction 

Purpose of this Research 

The purpose of this design research is to develop a plan for the Greater Victoria School 

District (SD61) to support teachers, administrators, and parents in the school community in 

finding appropriate ways to balance the use of technology with the social emotional development 

of students while simultaneously addressing students’ educational needs. My intention is to have 

a concise summary of the current literature on educational technology in order to provide 

sufficient background to be used as a base for a potential district plan for the implementation and 

support of technology. Typically, research on educational technology has focused on a specific 

impact or pedagogy; by consolidating this research and balancing the reasons for and against 

educational technology use, I hope to provide a realistic, understandable, and accurate picture of 

the need to prioritize an ethical implementation and regulation of technology in SD61. 

In my own experience I have seen how students engage with technology, particularly 

how excited and eager they become when technology is involved in classroom activities. By 

using educational technology we can connect students with an authentic audience, outside of the 

school or classroom walls, to make their work feel more meaningful and important. As Casa-

Todd (2017) writes, technology, and social media in particular, can be used “to show students the 

world beyond their schools and communities… Using technology to expose students to a variety 

of experiences, ideas, and people is what twenty-first-century learning should look like” (p. 9). I 

believe that we need to teach students the skills to use technology in a positive and productive 

manner; failure to do so can have negative repercussions. However, I have also watched students 

become increasingly disengaged from their peers during social times; outside of school hours, 

there has been  a great increase in the amount of technology used, often leading to a decrease in 
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social interaction, physical activity, and creative pursuits. Personally, I find this tension  between 

the advantages and disadvantages of technology to be, not only a difficult ethical decision as a 

teacher, but a frequent source of conflict on staff teams and between schools.  

As Casa-Todd (2009) says, personal devices can be a distraction in class but having them 

there provides the opportunity to teach self-regulation and proper use of technology. She further 

states in regards to dependency and poor social etiquette with devices, “when we begin this work 

before students begin to develop these behaviours, we actually have a chance at making a 

change” (p.8). In an ideal world, I would love to see students who are experienced at using 

educational technologies to engage with the global community, cognizant of the negative effects 

of screen-time, and capable of self-regulating their own use of these technologies. In order to 

move towards this goal, educators need to be aware of the implications of  promoting 

technology. 

Context 

This past year the Greater Victoria School District has been dealing with individual 

middle schools handling the role of technology, particularly cell phones, in a variety of different 

ways. Currently, one middle school has placed a full ban on personal cell phones on school 

property, many middle schools are implementing a “bell to bell” locker rule, and there is at least 

one middle school that is creating a teaching curriculum around cell phone and personal device 

use in order to incorporate devices into the learning environment in a meaningful and productive 

way. The state of technology and device plans in schools has been described as the “Wild West” 

in terms of there being very little coordination, collaboration, and continuity across middle 

schools in the district. Although schools need to be responsive to their community, the district 

needs to provide some framework  and support for each school to work within for developing a 
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technology plan. By providing common language and understanding, this research will provide 

sufficient background to, at the very least, support the conversations around technology and 

devices in a way that is both educationally sound and respectful of the student’s worldview.  

Other school districts in Canada have started addressing these very issues and these 

documents will be an important place to start from to form a baseline for SD61 policy. In Delta 

School District, their policy comes from a place of remaining open to new technologies and the 

educational opportunities while being aware that “unregulated use of [personal devices] may 

pose a risk to personal safety; may disrupt instruction; may invade personal privacy; and may 

compromise academic integrity” (100-38). Their policies continue to outline expectations for 

schools to adhere to in regards to personal device use, with these policies remaining open enough 

for schools to adjust to the needs of the community they are in. 

The Calgary Board of Education (CBE) has outlined specific regulations for personal 

devices including definitions of inappropriate use and responsible use of information. Many of 

these regulations are statements of laws around copyright and illicit/criminal activities. The CBE 

also addresses expectations of Digital Citizenship, while including the line: “Staff and students 

should be aware of the user requirements stipulated in a school’s Digital Citizenship policy” (p. 

3). This implies that it is up to each school to create a specific Digital Citizenship policy. With 

this policy, the regulations for all schools have been made clear, with room for each school to 

address the Digital Citizenship needs in their community. 

Justification of the Study 

Technology continues to play an ever-increasing role in education and has begun to shape 

the curriculum itself. In the new BC Curriculum, educational technology is present in many of 

the content areas under the curricular competencies heading, showing that students need to be 
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able to use technology to represent and communicate their learning. Educational technology is 

also found in the Applied Design, Skills and Technologies section within both content areas of 

Computers and Communication Devices and Digital Literacy. The rationale provided in the 

curriculum for this section is that:  

As students design, share, and adapt knowledge in critical, ethical, purposeful, and 

innovative ways, they gain perspective on the long-term implications of life in a 

digital, connected world and develop literacies to responsibly take ownership of 

such technologies to augment learning and benefit society. (BC Curriculum, 2016) 

 

When framed in this context, I believe in the power educational technology can have in our 

classrooms by having students take ownership of learning and using technology to benefit 

society. 

Along with the positives of technology use in the classroom come some important ethical 

implications. As Casey, Goodyear, and Armour (2017) state, it is “unacceptable to glorify the 

capacity [of technology] and ignore the implications [of it]” (p. 293). As educators, we have a 

responsibility to be aware of the implications of the utilization of technology in the classroom. 

According to a study from Herman, Hopman, and Sabiston (2015), over two thirds of Canadian 

youth are exceeding the recommended screen time maximum of two hours per day. This study 

also shows an inverse relationship between screen time and both self-reported health as well as  

self-reported mental health (Herman et al., 2015). Additionally, in a study of New Zealand youth 

by Richards, McGee, Williams, Welch, and Hancox (2010), there was found to be a significant 

correlation between the time adolescents spent on a computer and watching television and lower 

attachment to their families and peers; in both cohorts involved in the study, the association was 

significant. Along with many other areas of both mental and physical health, technology is 



BALANCING TECHNOLOGY                                                                                                  5 
 

 

 

negatively impacting the health and wellness of our youth today. Zhao et al. stated that 

“researchers have explored the connection between technology activities and the development of 

aspects such as self-esteem, life skills and positive attitudes towards schooling” (as cited in Lei, 

2010). With many of these being important and often prominent issues in middle school students, 

exploring the impact of technology specifically in the middle school environment is important. 

A specific issue of technology in middle schools is the case of cell phones. Last year in 

May, Central Middle School in Victoria decided to place a full ban on cell phones for the 

2017/2018 school year (Bell, 2016). There was a lot of mixed reactions from students, parents, 

and the community at large. These reactions ranged from understanding and support, to 

frustration or even anger. The reactions to the cell phone ban appear to be representative of the 

debate over the issue on a larger scale, with many disagreeing on whether or not cell phones are 

helpful or appropriate in school. In Charles’ (2012) study, she found that students and teachers 

have a variety of reactions to rules and how they are enforced, with some teachers working 

towards cell phone rules that are self-regulated by students.  The most common misuse of cell 

phones in the classroom is texting, while cheating and playing games on phones also occurs (Ali, 

Papakie, and McDevitt, 2012). Due to the misuse of cell phones in the classroom, there can be a 

lot of distraction for the students, their peers, and even the teachers. Ali and Smith (2014) found 

that cell phone regulation in post-secondary is “difficult (if not impossible)” (p. 116). These 

results provide additional justification for the need to have an educational technology policy (one 

that specifically addresses cell phones)  that is realistic and embedded in the current technology 

research. 

The Greater Victoria School District consists of ten middle schools, each within their 

own learning community. Although each school community will have different needs, the lack of 
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district guidance in terms of technology policies means that the district currently has ten different 

middle schools each with their own policies for technology. The creation of  a baseline plan will 

lead to  more consistency for the schools which, in turn,  provides common language and 

understanding for teachers, parents, and students as they potentially move between middle 

schools throughout the years. Consistency in the schools will help, not only with implementation, 

but also with the enforcement and understanding of the rules. Proper enforcement is a key part of 

making a plan work, especially in a middle school environment. 

Research Question 

 The following research question has guided the present study: “How can the Greater 

Victoria School District facilitate the cultural shift to a technology environment in middle 

schools that is focused on student learning, while mitigating the negative effects of technology?” 

Definition of Terms 

For the purposes of this study, the following terms will be used according to the 

following definitions: 

The term ‘intentional use’ is referring to the deliberate, planned, and carefully thought 

out use of technology in the classroom setting. 

‘Educational technology’ refers specifically to electronic technology used for learning 

purposes, including, but not limited to: computer technology, electronic devices, personal 

devices, and the use of computer/programming systems. 

‘Personal devices’ refers to any laptop, tablet, cell phone, or iPod that students have 

access to at school, whether it be provided by the school or from home. 

‘Cell phones’ will refer to any cell phone or iPod with messaging capabilities, whether it 

is with data or wireless internet 
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‘Social emotional’ will refer to an adolescent's understanding of his or her own emotions 

and abilities to build and maintain positive relationships with others. 

‘Digital Citizenship’ will refer to expectations and instruction for students to be safe and 

responsible technology users. 

‘Digital Leadership’ will refer to expectations and opportunities for students to be an 

active part of creating a more positive and supportive culture online. 

Brief Overview of the Research Design 

Following this overview of the purpose and justification, this research design is 

structured through a format that builds on extensive research in order to create a potential plan 

for SD61. This research design project starts with a literature review of the current technology 

research that focuses on the most up-to-date research in each of the following areas: educational 

technology pedagogy, effect of technology on health and wellness, cell phones in schools, 

implementation of technology plans, and digital citizenship. Following the literature review, the 

implementation considerations and school district specific requirements will be discussed. Next, 

a design for a Greater Victoria School District technology implementation and regulation is 

created based on the research. Finally, I look at potential challenges in implementing this design, 

limitations of the design, and areas for further development. 
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Chapter 2 – Literature Review 

Introduction 

 In order to shape a technology plan for SD61 there are four important research areas to 

examine. First, pedagogy of educational technology is an important place to start because it 

addresses the question of why educational technology should or should not be in schools. Next, it 

is important to look at the research around the effects of technology on the health and wellness of 

youth as districts need to be making choices based on supporting the well-being of students. 

Since personal devices, particularly cell phones, are of particular importance to SD61 middle 

schools right now, it is important to examine the current research around the pros and cons of 

personal devices in schools. Further, looking at research specifically about implementation of 

plans is important to ensure the district plan is realistic and practical. Finally, the current research 

in digital citizenship is critical to looking at the impact of instructional programs on students. 

This literature review examines all five of these areas. 

Pedagogy of Educational Technology 

As defined by Robinson, Molenda, and Rezabek (2016) is “educational technology is the 

study and ethical practice of facilitating learning and improving performance by creating, using, 

and managing appropriate technological processes and resources” (p. 15). With this definition 

Robinson et. al (2016) state that the focus in using educational technology is to facilitate 

learning. With this in mind, an important focus of educational technology research is to look at 

educators pedagogy in relation to educational technology use in the classroom. This is supported 

by Lei and Zhao’s (2007) statement that the “quantity of technology use alone is not critical to 

student learning. ‘How much’ only matters when ‘how’ is identified” (p. 293). 
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In Visible Learning for Teachers, Hattie (2012) shares the factors that have the most 

significant impact on student learning. Among the top of these influences are teachers 

themselves (their care, passion, and engagement) and the need for teachers and students to know 

the learning intentions. When looking at educational technology, it is important to understand 

both the role of the teacher and the learning intentions of the technology for students. As Lei 

(2010) states, “For technology to have meaningful impact on teaching and learning, close 

attention must be paid on the quality of technology use: how is it being used, what is used and 

for what purposes” (p. 468).  With an understanding of the importance on how technology is 

used, pedagogy of education technology needs to be based in the research of both the positive 

and negative outcomes of education technology use. After finding minimal effects in five areas 

of educational technology, Lei (2010) stated the following: 

The fact that none of these five types of technology uses had statistically significant 

effects on student GPA suggests that we should be realistic about the influence of 

technology use on student outcomes... However, this does not mean that technology does 

not affect student learning. (p. 467) 

To hold a realistic pedagogy on educational technology, the negative side effects need to be 

addressed in addition to the positives. 

Positive Outcomes of Educational Technology Use. Technology allows for many new 

opportunities in education. As Shapely, Sheehan, Maloney, and Caranikas-Walker (2011) 

explain, technology can be used to create meaningful learning experiences for students that are 

connected to the real world and provide access to authentic resources; which is important  

“because research shows that students learn more when they are engaged in meaningful, 

relevant, and intellectually stimulating work” (p. 299). In Shapely et al.’s (2011) research on 
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Technology Immersion, it was found that students in the schools with the Technology Immersion 

program were more engaged in their academics and showed a higher technical proficiency. 

 In Lei and Zhao’s (2005) study on technology use and student achievement, it was found 

that there was an increased GPA for students who used technology in two areas: specific subject-

related use and student construction use. Subject-related use involved using tools and websites 

that provided an enhanced experience to the traditional classroom. Student construction involved 

students using technology to create and communicate learning: websites, publishing, and 

programming (Lei & Zhao, 2005). It is important to note that educational technology is 

developing at a rapid rate and student technology uses from 2005 may be outdated in today’s 

schools. More recently, Lei (2010) found that both general use of technology and using 

technology for social-communication had a positive, though not significant impact on student 

achievement as measured in GPA scores. In relation to the development of students’ technical 

skills, general technology used showed a positive association and social-communication use 

showed a significant positive correlation. 

Of particular importance in Shapely et al.’s (2011) study, the technology immersion 

program had the greatest impact on students of a lower socioeconomic background. For one 

cohort, the access to technology closed the gap between disadvantaged students in the treatment 

group and advantaged students in the control group in relation to their technology proficiency 

(Shapely et al., 2011). This has significant impact for disadvantaged students when looking at the 

effects of technology proficiency on future employment opportunities. 

As noted in each study, there are limitations to viewing educational technology in relation 

solely to student achievement and technology proficiency. Educational technology pedagogies 

can go beyond looking at GPA, test scores, and technology proficiency. Through digital 
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citizenship and digital leadership education, teachers are allowing students to move beyond the 

classroom and look at technology use as a way of interacting with the world. “By embracing 

digital leadership, we can help our students understand that their words matter, no matter if it’s 

face to face or online. … we can send the powerful message to our students that these tools have 

the potential to make other people’s lives brighter” (Casa-Todd, 2017, p. 31).  

Pedagogy has a significant impact on the effectiveness of technology use for student 

achievement. In Shapely et al.’s (2011) study, the teachers in technology enhanced classrooms 

arranged their lessons differently: the classrooms were a more active student learning 

environment, with greater amounts of peer interaction and collaborative group work. As the 

technology immersion program was coupled with professional development, the changes in 

teaching style and pedagogy helped to support the positive outcomes seen in this study (Shapely 

et al., 2011). Teaching with technology can be used to show students “the value and purpose of 

professional and academic networking” (Casa-Todd, 2017, p. 32), which can potentially help 

with future career opportunities. With a focus on the quality of technology use instead of the 

quantity, administration and teachers setting clear educational goals can allow for more positive 

impacts on student technology use (Lei, 2010).  

Negative Outcomes of Educational Technology Use. In terms of student achievement, 

there is research to show that technology can have a negative impact on students. As Lei and 

Zhao (2005) wrote, “although students can benefit from some technology use, if the quality of 

the technology use is not ensured, then more technology use may cause more harm than good” 

(p. 294). By quality technology use, Lei and Zhao (2005) are referring to using technology for 

subject-related resources and for student creation. Lei (2010) found that when technology was 

used for exploration or entertainment purposes, it had a negative impact on student achievement. 
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Although students often spoke to the benefits of entertainment-exploration technology use in 

helping them to stay organized and follow instructions, “this potential advantage was nullified or 

even outweighed by the consequences of spending too much time on entertainment-exploration 

technology use” (Lei, 2010, p. 466).  

In Shapely et al.’s (2011) research, one of the negative effects of the technology 

immersion program was a slight decrease in student attendance. Potential reasons speculated for 

the decreased attendance were that students may be using personal laptops at home (Shapely et 

al. 2011). Although the decrease was small, since this study was a large scale, long-term study 

and the decrease was seen across the cohorts measured this result should not be viewed as 

insignificant. A decrease in attendance could in fact be linked to some further detrimental 

qualities of increasing technology, potentially a decrease in connection or relationships at school. 

As Richards, McGee, Williams, Welch, and Hancox (2010) found a correlation between screen 

time of youth and attachment to parents and peers, perhaps a similar correlation may be 

discovered in regards to attachment to teachers. In a different context, Davis (2012)  found in her 

research that students in Bermuda had an increased ability to communicate and self-disclose to 

peers online but this ability did not translate to face-to-face relationships, sometimes making 

them even more difficult. With this in mind it is possible that the increased screen time in 

schools could potentially be leading to a decrease in student relationships to both teachers and 

peers, a potential explanation for a decrease in attendance. 

One of the typical ways in which educational technology is used in schools is through 

typing notes and assignments. In Smoker, Murphy, and Rockwell’s (2009) study of handwriting 

versus typing for memory recall, it was found that handwriting allowed for an increase in 

memory recall over typing. Although it was a small study, the potential for greater significance 
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shows the importance of exploring the negative impacts of technology on student performance. 

This is supported by Lei and Zhao’s (2005) finding that typing notes can have a negative or null 

effect on student achievement.  

A study by Chu (2014) showed that a mobile learning environment could have a 

negative effect on student learning. In this experiment, the control group was learning in a 

traditional environment and the test group was learning through a mobile exploration. One of the 

potential reasons for the negative impact was the cognitive (or mental) load of the students in the 

mobile group was higher than the traditional. In this circumstance, the mobile group was 

receiving too much input and caused a higher cognitive load. Although the design of this 

research is not necessarily replicated across other subject matter, it can be seen as important to 

recognize the potential for the higher cognitive load when using educational technology as there 

are often many inputs of different sources for students. 

 Lei (2010) stated the detrimental effects of technology can most often be seen when 

policies are looking for quantity of technology use over quality, and when teachers and students 

are unclear of the learning expectations around technology. As Casey et al. (2017) explained in 

the field of Health and Physical Education, although many technologies are being presented as 

pedagogically new or different, there was a lack of any new learning or innovation being made 

apparent with educational technology. Further, as Shapely et al. (2011) showed through the 

technology immersion program, technology implementation needs to be paired with teacher and 

school development in order to produce positive results. If new technology is being implemented 

with the intention and pedagogy to support it, there is a far greater potential for the detrimental 

effects to occur. 
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Effect of Technology on Health and Wellness 

In regards to the health and wellness of youth, there are two main areas of concern in 

relation to technology use: physical health and mental health. As sedentary activity has increased 

and childhood obesity along with it in our society, physical health is an important area of 

investigation in relation to adolescent screen time use. Herman, Hopman, and Sabiston (2015) 

reported relationships between screen time and decreases in self-reported physical health for 

Canadian youth. In a specific screen time study in the United States, it was shown for a small 

sample size that non-school related screen time specifically had a moderate effect on both BMI 

and systolic blood pressure in middle school students (Ullrich-French, Power, Daratha, Bindler, 

& Steele, 2010). 

Similarly, in mental health research, Maras et al. (2015) reported associations between 

both depression and anxiety with screen time use in Canadian adolescents. As relationships are 

an important part of health and wellness in youth, the research in the areas of attachment and 

relationships are also important to understanding some of these mental health statistics. Research 

has shown that increased screen time is affecting attachment with both peers and parents 

(Richards, McGee, Williams, Welch, & Hancox, 2010), as well as changing the dynamics of 

relationships with peers (Davis, 2012). In this section, relevant Canadian data on youth health 

and wellness and screen time will be examined, as well as the potential positive uses of 

technology in the health and physical education curriculum. 

Canadian Data on Mental and Physical Health in Relation to Screen Time. Although 

currently limited, the data on screen time and mental and physical health in Canada is important 

to the development of an educational technology plan in schools. In their study on self-reported 

health and mental health, Herman et al. (2015) found that “exceeding [screen time] guidelines 
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was associated with suboptimal [self-reported health] and [self-reported mental health] in both 

boys and girls” (p. 115). Specifically, when including physical activity levels adolescents 

exceeding the recommended two hours of screen time per day, had 30% greater odds of sub-

optimal self-reported health and 30-50% greater odds of sub-optimal self-reported mental health. 

Since there was not data in this study showing any specific relationship between physical activity 

levels and screen time amounts, data was adjusted for physical activity levels, the results of 

specifically screen time were more minimal. However, they continued to be consistent, showing 

that although physical activity time proves to have the greatest impact on self-reported health and 

mental health, screen time alone also has an effect on both. (Herman et al., 2015). 

 In a study on the relationships between screen time and depression and anxiety in youth, 

Maras et al. (2015) found that the duration of screen time had a significant effect on depression 

and anxiety in Canadian youth. As there are few studies that investigated the differences in 

specific types of screen activity, it is important to note that while video games and recreational 

computer use were associated with severe depression, television watching was not. Additionally, 

video games were associated with severe anxiety as well (Maras et al., 2015). Potential reasons 

for these association were offered: increased screen time could be limiting time spent fostering 

relationships and can be socially isolating (Maras et al., 2015). These reasons are consistent with 

the findings in other research, such as Davis’ (2012) reportings of youth moving more to online 

modes of communication and reducing face-to-face relationships. 

 The generalities of the Canadian data is consistent with much of the data in the United 

States, China, and Australia. In an Australian study on physical activity, depression, and screen 

time, Kremer et al. (2014) found similar results to Herman et al. (2015) in the self-reported 

health and mental health for youth ages 10-16 years old, specifically that high-levels of leisure 
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screen time use were associated with depression in youth. Interestingly, Kremer et al. (2014) 

found this to be particularly true for the younger participants ages 10-11. If this is replicated in 

Canadian data, it could be seen as a case for the importance of addressing technology use at the 

middle school level. 

Research of Health and Wellness on Education Specific Technology. Almost all of 

the statistics cited on mental and physical health, did not specifically include educational 

technology in any of the screen time measurements. The focus of these studies was to find the 

impact of leisure screen time usage on the health and wellness of youth. Most studies, including 

Ullrich-French et al. (2010), specifically control to separate educational use screen time from 

leisure without examining the effects of educational technology use on mental and physical 

health. Interestingly, Richards et al. (2010) found that there was “no adverse association [with 

parental or peer attachment] when the Internet was being used for educational activities” (p.259). 

With this being the only specific mention of educational technology in the research on health and 

wellness, it is clear that this is an area of need for technology research. 

In a crowdsourcing study, Peterson and Horn (2016) found that the vast majority of the 

public found 30% to be the best amount of screentime in schools. Teachers found 20% to be the 

ideal amount and blended-learning experts sat at 40%, the average still seems to fall in this range 

of 30% being the ideal amount (Peterson & Horn, 2016). Peterson and Horn (2016) state, “that 

more often than not [crowdsourcing], on average, will get pretty close to the right answer” (p. 

94). Obviously further research in this area is needed to show if this crowdsourcing is accurate to 

the amount of screentime in education that will serve students with both positive educational 

outcomes, as well as minimizing any negative impact on the health and wellness of adolescents. 
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Potential of Technology to Promote Health and Wellbeing. In an analysis of 

technology in Health and Physical Education (HPE), Casey, Goodyear, and Armour (2017) 

found that while being aware of the negative side of promoting certain idealized health images 

that come with technology such as social media, using technology for innovative purposes with 

sound pedagogy could be an important part of the future of HPE. A study by Krause, Franks, and 

Lynch (2017), found the most common uses of technology with HPE teachers. A number of 

themes and uses for technology to promote physical health through teaching, including: 

pedometers, heart rate monitors, timers, recording devices, student portfolios, instructional 

videos, etc. (Krause et al., 2017). Krause et al. (2017) provided many further descriptions on how 

teachers are using technology to promote physical activity with their students, including a 

teacher who “started doing yoga with [his/her] K–3 students… [using] an app on the iPad called 

Super Stretch Yoga” (p. 172). 

In the area of mental health, Sliwinski, Katsikitis, and Jones (2017), explored the effects 

of multiple different apps, websites, and technology tools to promote mindfulness. The five areas 

of mindfulness Sliwinski et al. (2017) researched were: intention and motivation, emotional 

regulation, relaxation, prosociality, and self-transcendence. For each of these areas,  “digital 

games or game-like interactions were found to be promising” (p. 1158). Sliwinski et al. (2017) 

recommend further research to assess the long term benefits of a technology based mindfulness 

program. As mindfulness is a way of promoting self-transformation and increasing mental well-

being, these technology tools, when used in the classroom, can potentially have a positive impact 

on students. 
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Cell Phones in Schools 

 Cell phone use in schools is an ongoing, and often heated, discussion with administrators, 

educators, parents, and students. The commonly cited reasons for a call to increase rules and 

regulations are: distraction, cheating, and bullying behaviours. Although often unpopular with 

parents and students, cell phone bans are not considered a violation of constitutional rights and 

school districts are within their rights to institute a ban (Kiedrowski, Smale and Gounko, 2009). 

Parent concerns with cell phone bans are most often in relation to the need to be in 

communication with a child, typically in case of an emergency. Examining the current research 

on cell phone use in the classroom is imperative to keeping policies in line with the goals of 

maintaining a safe, respectful, and educational environment for students.  

Texting in the Classroom. One of the main concerns with personal devices in schools is 

the amount of texting students do and how this interferes with educational achievement. Texting 

is a way for students to connect with their classmates socially, and can be considered as a 

modern alternative to note passing (Tulane, Vaterlaus, & Beckert, 2017). In an observational 

study by Garcia (2012), he found that texting was less common during high school students’ 

break times and more common during class time, as students were already engaged in social 

activities during their breaks. Although these results from a small-scale study are non-

transferable to a larger picture of adolescents today, it is important to acknowledge how 

imbedded cell phones are in the social culture of today’s adolescents. 

In a study of 218 secondary students, Tulane et al. (2017) analyzed student responses to a 

survey on perceptions of texting in schools. The results of the survey showed three themes: 

attention, connection, and self-regulation. In relation to student attention, Tulane et al. (2017) 

found that the majority of students felt “text messaging was too disruptive to the learning process 
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to be allowed in the classroom” (p. 719). Many students self-reported that they had been 

distracted by texting in the classroom; that it takes them away mentally from listening and 

engaging in the classroom. On the other hand, some students felt that texting was misunderstood 

by adults: with parallels to note passing, some students felt that texting lowered other distracting 

behaviours in the classroom such as the disruption of talking to friends or physically trying to 

pass a note (Tulane et al., 2017). The majority of students reported connection as a reason for the 

text messaging, and many felt that there should be special circumstances allowed for students to 

use texting as a means of connecting with family in the case of emergencies. This is consistent 

with much of the research on cell phone policies and parents reaction to cell phone bans. In 

regards to self-regulation and school policies, students “consistently agreed that texting should 

not be used during testing, should be allowed after coursework was complete, during free time 

and lunch, and between classes (Tulane et al., 2017, p. 723). 

While student perceptions are important to consider, it is also important to look at the 

research around frequency and habitual use of cell phones that maybe be exceeding students’ 

self-perceptions of their own use. Lister-Landman, Domoff and Dubow (2017) found that 

compulsive texting, including addiction and other problematic use, was common particularly in 

female adolescents. The distinction between frequent texting and compulsive texting is important 

to the discussion on the adverse effects of cell phone use in adolescents. For Lister-Landman et 

al.’s study, compulsive texting was measured through three components: “‘interference with 

tasks’... ‘cognitive preoccupation’...  and ‘concealment’” (p. 320). The compulsive nature of 

texting is found to have a negative effect on female students’ academic achievement, whereas the 

frequency of texting on its own does not (Lister-Landman et al., 2017). To conclude, Lister-

Landman et al. recommend adults to be aware of the potential compulsive and even addictive 
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behaviours of texting while maintaining an understanding of the social and communication needs 

of adolescents. 

 Cell Phones as an Educational Tool. Many educators have found ways to use cell 

phones as a learning tool in the classroom. Keengwe, Schnellert and Jonas (2014), describe many 

of the opportunities for the development of twenty-first century skills through the use of mobile 

phones. Examples of potential use include to increase student communication through video and 

voice recording, using websites, and creating more interactive lessons. Tindell and Bohlander 

(2012) examined potential uses of cell phones in post-secondary classrooms; ideas included 

interactive quizzes (to replace “clickers”), and to efficiently replace tools such as timers and 

dictionaries. In Sterner’s (2015) article, he reflects on the things he would miss in the classroom 

if he did ban cell phones. These included the important conversations around appropriate use, 

using it as an incentive, the potential of cell phones as a tool, and using it as a willpower test. 

Sterner (2015) states, “by having a policy that permits students to have and use their cell phones 

in a responsible manner with consequences for breaking my rules, I’m teaching more than just 

English. I’m teaching responsibility” (p. 58). Although Sterner’s article is anecdotal, it parallels 

much of the reports from teachers who actively incorporate cell phone use into their classrooms. 

 Rules and Regulations. When thinking forward to rules and regulations with cell 

phones, it is important to look at models that already exist. Charles (2012) researched how rules 

on cell phones were being dealt with in secondary classrooms by interviewing seven students and 

three teachers. It was found that many schools set strict rules on device use; one teacher spoke of 

the rules being more “reactive than proactive” (Charles, 2012, p. 10). These rules were 

negotiated by staff and students, particularly through teacher student relationships and trust. 

Many students felt that self-imposed rules on respectful use of cell phones were important and 
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teachers felt that the implementation of the rules was a judgement call (Charles, 2012). Similarly, 

in Garcia’s (2012) study, he found that building an effective mobile device policy in his 

classroom started with encouraging mutual trust between teacher and students. Garcia (2012)  

goes on to discuss that when bringing in cell phone use to his classroom in order to allow for 

more student voice, he needs to try to integrate the norms that students are establishing 

themselves; “to look for ways to integrate these devices and their attached social practices within 

[his] classroom (p. 433). 

Self-regulation is an ongoing thread in the research of cell phone regulation in schools. 

Tulane et al. (2017) found that most students self-reported they could control their own mobile 

device use in school. As many students also stated that texting was a problem at school, this is 

perhaps an outcome of the self-reporting nature of the study. Students reported that self-

regulation depended on “age, maturity and priorities” (Tulane et al., 2017, p. 722). The majority 

of students agreed there should be circumstantial regulations, such as not allowing cell phone use 

during exams; however, students also stated “that the administration should recognize that 

texting is a behavior that is going to happen regardless of school policy, so it may as well be 

allowed (Tulane et al., 2017, p. 723). Charles (2012) suggests three strategies to support the rules 

and regulations of cell phone use: assist students to gain understanding of appropriate use, 

incorporate media technologies, and develop meta-awareness of cell phone use. These strategies 

support students’ desire and need to self-regulate their cell phone use, while acknowledging the 

need to set limits and minimize the effects of compulsive texting on education achievement. 

Implementation of Technology Plans 

Implementing district wide plans on technology use and regulations may require systemic 

reform. Fullan (2011) argues for the importance of choosing the right drivers for system reform, 
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as “the right drivers are effective because they work on changing the culture” (p. 4).  In regards 

to technology, technology can be seen as a wrong driver, whereas instruction or pedagogy would 

be the right driver (Fullan, 2011). He continues to argue that with learning and instruction as the 

force of change, schools will be able to utilize technology for advantageous results for students 

without the ever-changing technology overtaking good pedagogy (Fullan, 2011). 

Technology Leadership. Leadership in technology implementation plays a “central, 

pivotal role in technology-related outcomes” (Anderson & Dexter, 2005, p. 73). Berrett, Murphy 

and Sullivan (2012) looked at four technology leaders in an in-depth study of both formal and 

informal observations. Berrett et al. (2012) found the culture of a school greatly impacted the 

success of technology integration. Furthermore, Berrett et al. (2012) report that for successful 

implementation educators need “a conceptual understanding of what technology can do, a 

significant amount of support and understanding from administrators, and [to] make better use of 

the tools in one’s own area of teaching” (p. 216). Sustaining effective technology 

implementation requires ongoing professional development for leaders and developing a shared 

leadership model in the school (Berrett et al., 2012). 

The International Society for Technology in Education (ISTE) sets research-based 

standards for the use of technology for students, educators, and administrators. The ISTE 

standards for administrators (2009) include Visionary Leadership that asks administrators to 

“inspire and lead [the] development and implementation of a shared vision for comprehensive 

integration of technology” (p.1). The standards also include creating a digital age learning 

culture, promoting excellence in professional practice, leading systematic improvement, and 

model and facilitation digital citizenship (ISTE, 2009). These standards support a vision of 
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technology where the leader is actively involved in the process of implementation and the focus 

is on pedagogy and instruction primarily with technology as the supporting system. 

 School Policies. As with cell phones, student perceptions on technology rules and 

regulations provides insight into what is currently working in schools. Selwyn and Bulfin (2016) 

studied the perceptions of secondary students at three high schools. The authors found the 

students had the most issues with certain limits of devices and sites being blocked, as well as 

students finding issues with schools prescribing certain types of devices to be allowed and then 

the devices not being utilized in class time. Selwyn and Bulfin (2016) suggested “that rules need 

to be developed more explicitly around negotiated values that schools and students wish to 

promote around technology and education” (p. 288). The authors also recommended these 

conversations be regular and ongoing, changing with the needs of the school and community. 

Similarly, Tulane et al. (2017) stated “school administrators and teachers should take time to 

examine actual behaviors in the classroom in comparison with school policies, and make 

adjustments accordingly based on the best interests of the students” (p. 728). School policies 

should be clear, understandable and well communicated to students, staff, and the school 

community.  

Digital Citizenship Education 

 Aside from using technology as a tool for educating, the other important piece to look at 

is what educators should be teaching about technology use itself: What do students need to know 

how to do? What do they need to understand? How can they be in control over their own 

technology use? In the current research the area of study that most closely addresses these 

questions is digital citizenship. Although digital citizenship is commonly described as the 

appropriate and responsible use of technology, Ribble (2012) states that “too often schools hide 
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behind their Acceptable Use [of technology] Policies in an attempt to address technology 

problems of a few students without identifying the underlying needs” (p. 149). Digital 

citizenship is a means of addressing many of the issues that arise with technology. Ribble (2012) 

further describes nine elements of digital citizenship: digital access, digital commerce, digital 

communication, digital literacy, digital etiquette, digital law, digital rights and responsibilities, 

digital health and wellness, and digital security. 

Digital Health and Wellness. Ribble (2012) describes digital health and wellness as 

understanding “physical and psychological well-being in a digital technology world” (p. 150) 

through teaching students to understand the risks and finding ways to monitor themselves. To 

address digital health and wellness it is important to look at the effectiveness and impact of a 

curriculum designed to reduce screen time or sedentary behaviours. Friedrich, Polet, Schuch, and 

Wagner (2014) performed a meta-analysis of studies aimed to reduce sedentary behaviour to see 

the effects on screen time. Friedrich et al. (2014) found that interventions reduced screen time, 

although not all studies were set to address screen time directly and some included an increase in 

physical activity which could decrease screen time as a by-product. The authors also made note 

that family is an important component in screen time reduction and “suggest that intervention 

programs have better results when the strategies include the family component (Friedrich et al., 

2014 p. 7). With similar effects, Robinson and Borzekoski (2006) studied the effects of an 18 

lesson intervention program on the screen time of children. The authors found that including a 

newsletter for parents along with the program helped to reduce the screen time in youth. In this 

study, Robinson and Borzekoski (2006) isolated for the effects of specific screen time 

interventions and did not include nutrition and physical activity in the lessons. This intervention 

showed a decrease in screen time in television, videos, and video games for the students. In a 
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systematic review, Buchanan et al. (2016) found that all studies reviewed showed some 

effectiveness in reducing screen time in youth. In this study, the researchers looked at screen-

time-only interventions and screen-time-plus interventions which included an additional 

intervention for either increasing physical activity, healthy eating, or another potential influence. 

Although Buchanan et al. (2016) found that more research needed to be done on the 

effectiveness of different types of interventions, they did find that both “screen-time-only and 

screen-time-plus interventions are effective at reducing recreational sedentary screen time, 

increasing physical activity, improving diet, and improving or maintaining weight status” (p. 

412). 

Digital Citizenship in Schools. Current research on digital citizenship is often around 

defining it and measuring students’ understanding of the concept, with few studies moving 

towards studying the effectiveness for students implementing strategies. Jones and Mitchell 

(2016) focus on moving away from fear-based strategies for digital citizenship towards positive 

engagement. The authors surveyed 979 youth to look at operationalizing two elements of digital 

citizenship: “increasing respectful behaviors toward others online and increasing youth online 

civic engagement activities” (2016, p. 2067). Their findings showed that youth who are 

“proactively respectful and supportive online will be less likely to harass others… [and] that 

online civic engagement behaviors were related to less harassment perpetration and helpful 

bystander behavior” (p. 2074). With the knowledge that students increasing respectful behaviour 

and online civic engagement can have a positive effect on some of the perceived safety concerns, 

digital citizenship becomes an important step for schools to take. This is supported by Hui and 

Campbell (2018) in their study of the impact of a digital citizenship curriculum on teacher 

education students. Hui and Campbell state that “beyond the inclusion of digital citizenship as an 
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area of study at all levels of education, our research shows that the curriculum needs to shift 

towards an emphasis on online behaviors and attitudes” (p. 14). Jones and Mitchell (2016) 

suggest that digital citizenship in schools should follow these steps: “(1) it should be well-

defined, (2) it should incorporate effective educational strategies such as active learning, (3) it 

should target specific educational goals and outcomes, and (4) the impact on intended behavioral 

outcomes should be evaluated” (p. 2074). 

Conclusion 

 Beginning with a focus on effective teaching pedagogy, educational technology can be 

implemented in ways that benefit student learning and reduce distraction in the classroom. By 

looking at the health and wellness effects of screen time and cell phone specific habits in youth, 

it can be seen that there needs to be an intention and controlled use of technology in school 

districts. In terms of policies for a school district, it is important to focus on supporting strong 

technology leaders in schools, including student voices and being reflective of school culture 

when creating plans, and choosing appropriate interventions to help introduce and reduce the 

negative effects of screen time in youth. Since digital citizenship is the most current research in 

addressing many of these issues, this area is an important piece of the picture of educational 

technology. This research design will be firmly rooted in the current technology research. 
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Chapter 3: From Research to Design 

Introduction 

 Technology use is an ever-present issue in society today and schools are not immune to 

these issues. In schools, these issues are apparent through educational technology used to support 

learning, as well as the technology values and device use habits that students bring with them 

from their home environments. Through the literature review it stands out that educational 

technology, when used intentionally and with moderation, can benefit students’ learning and 

future opportunities. However, educational technology can also have negative effects on student 

learning when it is not used with specific learning outcomes in mind. Technology effects on 

health and wellness is one of the main concerns of parents and teachers: with screen time leading 

to decreases in mental and physical health, should schools be promoting technology use? 

Decisions around digital health and wellness should be made with current research in mind. As 

far as regulating technology and cell phone use, researchers agree that policies need to be clear 

and understandable to everyone affected. Research in the area of digital citizenship addresses 

students’ use of technology in safe, appropriate, and respectful ways. With this research in mind, 

the next step is to connect the research with the Greater Victoria School District (SD61) middle 

schools through a carefully designed technology plan. 

Greater Victoria School District 

 This plan is specifically designed to address the technology situation in SD61 middle 

schools. In SD61, there are ten middle schools for students in grades six to eight.  As of the 

2017-2018 school year, SD61 has a team at the district level to support the Technology for 

Learning Strategic Plan (Greater Victoria School District, 2017). The strategic plan includes five 

goals: “increase equity of access to technology for all learners... increase the network of support 
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for adoption and integration of technology for learning for staff... promote responsible student 

use of technology for learning... communicate and collaborate using technology to facilitate one 

learning community… [and to] ensure exemplary technology operations and governance” 

(Greater Victoria School District, 2017, p.2). Through the research, the two goals most 

connected with balancing technology are supporting technology for learning for staff, and 

promoting responsible technology for learning use with students. These goals will be central to 

the design of this plan for SD61.  

Addressing Issues Through Digital Citizenship  

 Digital citizenship education addresses many of the issues faced by educators, for 

example: self-regulation, appropriate language, digital literacy, copyright, and appropriate use of 

technology. As discussed in chapter 2, the most comprehensive definition of digital citizenship is 

Ribble’s (2012) nine elements of digital citizenship: digital access, digital commerce, digital 

communication, digital literacy, digital etiquette, digital law, digital rights and responsibilities, 

digital health and wellness, and digital security. These elements cover most areas of concern for 

educators and parents, as well as looking ahead to important understandings students will need as 

they enter the workforce. 

 Specifically, concerns with screen time and the effects on mental and physical health are 

addressed through the element 'digital health and wellness', which has students knowing and 

understanding the risks of excessive technology use, and identifying ways to balance technology 

use (Ribble, 2012). Similarly, many of the concerns around safety, respect, and cyberbullying are 

addressed through digital etiquette and digital rights and responsibilities. As Jones and Mitchell 

(2016) showed through their research on students’ application of digital citizenship, increased 

respectful online behaviour and civic engagement lead to a decrease in harassment behaviours 
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and an increase in helpful bystander behaviours. Jones and Mitchell (2016) further suggest 

moving away from fear-based digital citizenship practices.  

“If, instead of instructing youth on the harms of cyberbullying, digital citizenship 

education efforts helped youth practice using respectful behavior during online 

disagreements, taking others’ perspectives, and supporting individuals who were being 

targeted negatively, there is a possibility that it could also result in decreased online 

harassment” (Jones and Mitchell, 2016, p. 2066). 

This view of digital citizenship education is proactive, instruction-based, and more often 

providing long term solutions instead of quick fixes. This design will provide concrete examples 

for educators of a proactive approach to digital citizenship through a resource guide with lesson 

ideas.  

An important aspect of digital citizenship is the long-term view of developing the skills 

and values that students will need in a technology filled world. Ribble (2012) argues that 

teachers “must understand how students are affected by these technologies over time” (p. 149). 

Much of the research on digital citizenship is focused on defining digital citizenship and this is 

an important step to implementing a digital citizenship program. A piece of the plan will focus 

on defining digital citizenship for teachers, as well as providing an overview of important 

research as a basis of understanding. 

Steps to a Digital Citizenship Program 

 Looking towards using digital citizenship as a means to address many of the issues and 

concerns with technology, it is important to define what a digital citizenship program should 

entail. As cited earlier, Jones and Mitchell (2016) described four important steps to consider 

when building a digital citizenship program: “(1) it should be well-defined, (2) it should 
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incorporate effective educational strategies such as active learning, (3) it should target specific 

educational goals and outcomes, and (4) the impact on intended behavioral outcomes should be 

evaluated” (p. 2074). This plan will utilize these four steps as an outline for building a balanced 

technology plan rooted both in digital citizenship and current technology research. Along with 

making sure digital citizenship is well-defined, it is important that educators also have a clear 

understanding of the need for digital citizenship education. This design will provide examples 

and structures to support the conversation around the importance of a digital citizenship program, 

as well as resources and examples for teaching digital citizenship. 

Building Shared Understanding. As the first step in Jones and Mitchell’s (2016) plan is 

to make sure digital citizenship is well-defined, creating an accessible and clear format to share 

the research with educators is going to be an important first step of the plan. First, in order to 

build an understanding of a digital citizenship program, it is important to clarify and inform 

educators on the current research behind many of the concerns in SD61 middle schools: 

including educational technology, digital health and wellness, cell phones in schools, and 

regulation of technology. With an informed view of technology in education, digital citizenship 

will be more clearly seen as a solution to many of the issues. 

By starting with the research behind many of the common issues educators are facing and 

building to a clear understanding of digital citizenship, investment in a digital citizenship 

program will be increased. Educators need to be aware of the importance of digital citizenship in 

order to deal with many of the issues that SD61 middle schools are facing today. To provide 

clarity to the definition of digital citizenship, educators need to see both the research and the 

practical applications of digital citizenship education. Ribble’s (2012) nine elements of digital 

citizenship is a format that shows to educators the breadth of issues digital citizenship can 
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address. Alongside this overview, it is important to have accessible resources so as not to make 

the concept of a digital citizenship program feel overwhelming or unattainable.  

When looking at the research around rules, regulations, and policies surrounding different 

technologies, it is very clear that any rules put in place need to be well communicated to 

everyone affected and for everyone to have a shared understanding of the principles underlying 

the rules. Selwyn and Bulfin (2016) found that technology rules need to be created around school 

values and schools need to be open to changing the rules as necessary. With this in mind, it is 

apparent that coming to an understanding around what those values may be in each school needs 

to be built into the district plan. Facilitating conversations around complex issues can be difficult 

and it is important to make sure all voices are heard. As part of building a shared understanding 

involves facilitating these conversations within a school, the plan will address the need to find a 

structure that allows for this. In this design, a framework for facilitating these conversations will 

be introduced. 

Digital Citizenship Education. Aside from digital citizenship being well-defined, it is 

critical for educators to have access to high quality resources and lesson designs to teach digital 

citizenship effectively. As Ribble (2012) addressed, “Because the scope of digital citizenship is 

wide ranging, educators may be hesitant to attempt teaching digital-age skills in their 

classrooms” (p. 149). With this in mind,  providing educators with an outline for lessons and a 

curated list of online resources will make digital citizenship more feasible to teach. As the 

second step from Jones and Mitchell’s (2016) is to utilize effective instruction techniques, it is 

important for resources to use techniques that allow active engagement from students in order to 

be successful. Additionally, the research into programs to specifically reduce screen time, makes 

it clear that instructional programs can and will have an impact on students, particularly in the 
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area of digital health and wellness.  By utilizing the information from current research, combined 

with effective teaching techniques, educating students on digital citizenship can have a lasting 

impact for students. 

In order for a digital citizenship curriculum to be effective, there need to be clearly 

identified goals that educators and students are working towards (Jones & Mitchell, 2016). As 

with any policies or regulations, these goals need to be rooted in shared school values. In order to 

have shared values around technology, an ongoing conversation about technology needs to be a 

part of a school’s technology plan. These shared values are going to be unique to each middle 

school in SD61, and it is important that they come out of comprehensive conversations with all 

involved parties. 

Critical Conversations. Brown and Isaacs (2005) stated that “conversations are action— 

the very lifeblood and heartbeat of social systems like organizations, communities, and societies” 

(p. 18). Conversations are an important part of leading social change, and in this case a change in 

the way technology is addressed in education. An important part of critical conversations is 

making sure everyone has a chance to have their voices heard. Creating a process to share 

different perspectives on educational technology and to reflect on understandings of technology 

in education is a crucial part of the plan for SD61. These critical conversations can often lead to 

shared understanding and the creation of actionable items. 

Creating an environment where every voice is heard is an important part of these critical 

conversations. One structure to do this is called the interview matrix. In the interview matrix, 

groups of four participants interview each other in a one-on-one interview. The structure is 

designed to focus on four questions of the facilitators choosing, so the content of responses can 

be targeted to gather different types of information. For the topic of balancing technology, it is 
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important to use a structure that allows for direct focus on both the positives and negatives of 

technology use.  

The goal of facilitating a critical conversation around balancing technology is to create a 

shared understanding of the future direction and steps the school needs to take. Future steps can 

include creating a plan for supporting educational technology, developing technology and 

devices policies for the school, and creating a digital citizenship program. As Jones and 

Mitchell’s (2016) third step of a digital citizenship program is to have targeted learning 

outcomes, co-creating these learning outcomes as a staff, or at least having everyone participate 

in the conversation leading to the creation of learning outcomes, is an important aspect of the 

plan. As shown in the research, all of these steps require a shared understanding of goals and 

school values in order to be successful. Critical conversations are an integral part of ensuring the 

success of future programs and policies. 

Evaluating Success. As seen in Jones and Mitchell’s (2016) fourth step, evaluating the 

success of any program or plan is an important part of reflecting to move forward. Overall 

success of the plan can be evaluated by looking at successful implementation of the different 

parts of the design across multiple SD61 middle schools. Depending on the implementation route 

that schools take the evaluations in each school may vary. For example, if a school chooses to 

focus on policy implementation in the school, evaluation will need to focus on the success of the 

policy from multiple perspectives. If a school is focusing on building educator knowledge around 

technology in education, the evaluation may take the form of a survey of educators or a self-

reporting evaluation of knowledge and application.  

Measuring students understanding and application of digital citizenship is a great part of 

measuring the success of the plan overall and in individual schools. Although currently most 
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research on evaluation of digital citizenship shows the knowledge level students have on digital 

citizenship concepts, there is increased interest in seeing more evaluative measures to look at 

students’ application of digital citizenship concepts. Ideally, students are moving beyond 

understanding concepts and into applying digital citizenship concepts and evaluative tools that 

measure this will prove to be more important when looking at improvements over time. At this 

time, the only measurement of students applying digital citizenship was found in the study from 

Jones and Mitchell (2016). The authors set out to operationalize the definition of digital 

citizenship and evaluate students based on two components: “online respect and online civic 

engagement” (Jones and Mitchell, 2016, p. 2076). As research in this area grows, additional 

methods of evaluation may be developed.  

Conclusion 

 In summary, the design for a balanced technology plan incorporates the current research 

in educational technology and the specifics of the Greater Victoria School District. The plan will 

be designed with two main goals from the district Technology for Learning Strategic Plan:  “[to] 

increase the network of support for adoption and integration of technology for learning for 

staff… [and to] promote responsible student use of technology for learning” (Greater Victoria 

School District, 2017, p.2). The overview of the plan also follows the steps as mentioned, 

outlined by Jones and Mitchell (2016) to support the implementation of digital citizenship. 

Overall the plan will provide support for school administrators and educators to increase their 

knowledge about educational technology, to implement digital citizenship programs, and to lead 

critical conversations around technology in schools. 
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Chapter 4: The Design 

Introduction  

 This plan was created to provide common understandings and language for teachers, 

students, and school administration (principals and vice-principals) across the middle schools. As 

previously stated, there is an inconsistency in technology rules and procedures in Greater 

Victoria School District (SD61) middle schools. In order for the plan to remain rooted in the 

current research on technology in education, the focus for the plan is on creating common 

understandings of some of the issues with technology so schools can base technology plans and 

policies on the important values, as suggested by Selwyn and Bulfin (2016). As most of the 

research on policies came to the conclusion that policies need to be clear, understandable and 

well-communicated to all, building common language and understandings amongst staff, 

students, and parents will be an important part of this work.  

 As this plan is to be utilized specifically in SD61, it is important to look at what is 

already in place in the district. As previously stated, SD61 has a district team that has created a 

Technology for Learning strategic plan that sets out to address issues of access to technology, the 

adoption and integration of educational technology, student responsible use, communicating 

through technology, and ensuring exemplary use for operations (Greater Victoria School District, 

2017). With these goals in mind, this plan will specifically target two of these goals: supporting 

staff with technology for learning and promoting responsible student use. The focus of the plan is 

to clearly communicate education technology research and provide plans for teaching digital 

citizenship. 

 In the current research, digital citizenship is the clearest way of addressing the issues 

around student technology use. Through a clear digital citizenship plan, staff and students can 
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work towards achieving the district goal for responsible student use. As previously described, 

Jones and Mitchell (2016) suggested the following four steps for implementing digital 

citizenship curriculum: clearly define digital citizenship, incorporate effective teaching 

strategies, target specific goals, and evaluate the impact. This plan will focus mainly on the first 

two steps, while providing direction and guidance for developing steps three and four.  

Purpose and Goals 

The purpose of this plan is to provide clear, understandable information that can be used 

as the groundwork to develop school-based initiatives to support the needs of students in the 

current technology filled environment. Through the research, one of the most important pieces 

that has stood out is the importance of the critical conversations educators need to have; the 

understanding and language used around technology varies greatly and finding common ground 

will be a starting place to developing the structures and policies needed to benefit students. This 

plan is designed to focus on three areas: summarizing and communicating the research, 

providing resources for teaching digital citizenship, and planning to lead critical conversations 

on technology use with staff.  

An overarching goal of this plan is to find balance with technology, including balance in 

student use of technology, as well as balance in the conversations educators, parents, and 

students are having with technology. The goal is to be able to look at the good, the bad, and the 

in-between to find the place we are helping students develop into the citizens they need to be in 

the world-- digital or otherwise.  

Overview 

 This plan is divided into three sections: summary of research for educators, resources for 

educating students, and a framework for leading conversations on technology use. Each section 
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is designed differently to best support the desired outcome. Section one uses an infographic as a 

format to provide a concise summary of the current research on educational technology, the goal 

of this section is to provide information in an accessible and engaging manner. Section two has 

been designed as an overview of resources and lesson ideas for some of the areas specific to 

teaching students about balancing technology. The goal for section two is to provide ideas to 

educators to engage students through effective instructional strategies. Finally, the third section 

of this plan is a framework for leading the critical conversations around balancing technology; 

this provides school administrators with a way of guiding a conversation and ensuring that many 

different points of view are heard in the discussion. 

Section 1: Balancing Technology Summary for Educators 

 In order to make the information accessible and convenient for teachers, an infographic 

was created to display the key information in a visually appealing manner. The concept for the 

infographic is to start with a summary of the research, followed by questions to provoke in 

context thinking, then an overview of digital citizenship, and the recommended steps for 

implementing a digital citizenship program. Each section of the infographic will be discussed 

here and the infographic in its entirety can be found in Appendix A.  

Research in Educational Technology. In order to have informed, meaningful 

conversations about the role of technology in students’ lives it is important for educators to have 

access to a summary of the current literature in educational technology. For each section, the 

important understandings were summarized and the information that is most applicable to 

educators was pulled out.  

For the pedagogy of education technology, it is important for educators to know their role 

in the implementation of technology matters, specifically in regard to the planning and 
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effectiveness of technology integration. For digital health and wellness, educators need to know 

that screen time does affect mental and physical health, and they also need to know the 

importance of physical activity in reducing some of these affects. Cell phone use is an area of 

great importance to educators, students, and parents in our middle school communities right now. 

For a concise summary of this research, it is key to have educators understand the need for rules 

and limitations, as well as the importance of clarity and understanding of the rules. Of particular 

importance, is the suggestion that rules be focused on self-regulation of cell phone use. The 

information for technology implementation focuses on the need to develop school cultures and to 

be open to having ongoing conversations on technology use. All references for this section are 

listed in the final section of the infographic.  
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Figure 1. An overview of the research in Educational Technology as found in the full 

infographic on Balancing Technology in Appendix A. 
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 Questions for In Context Thinking. The following questions have been utilized as a 

way to provoke in context thinking for the reader: 

 

Figure 2. A list of questions to guide the reader towards framing the information in a personal 

context, as found in the full infographic on Balancing Technology in Appendix A. 

 

These questions look at the positives and negatives of both educational technology and student 

device use in the context of the school in which the educator works. Through contextual 

questions, the educator will be able to make connections between the research above and the 

context in which they work. Additionally, by asking educators to think about both positives and 

negatives, the hope is to bridge the conversation gap between the contrasting views on 

technology in education.  
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 Digital Citizenship. As digital citizenship can be seen as a solution to many of the 

problems associated with technology use, the placement of this section after the in context 

thinking is intentional. Through using Ribble’s (2012) nine elements of digital citizenship, the 

intent is to show a holistic view of the areas digital citizenship can address. 

 

Figure 3. The nine elements of digital citizenship, as found in the full infographic on Balancing 

Technology in Appendix A. 
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In particular, relating digital citizenship with communication and rights and 

responsibilities may help educators connect with some of the positive uses of technology from 

the previous questions. Similarly, digital health and wellness and digital etiquette may connect 

educators with the responses to the negative uses of technology. Viewing digital citizenship as a 

holistic curriculum can also help educators see practical connections and applications to their 

teaching practices.  

 Steps for a Digital Citizenship Program. Following the holistic view of digital 

citizenship, the steps for a digital citizenship program from Jones and Mitchell (2016) provide a 

way for educators to consider the implementation of digital citizenship curriculum.  

 

Figure 4. An overview of Jones and Mitchell’s (2016) steps for a digital citizenship program as 

found in the full infographic on Balancing Technology in Appendix A. 

 

Hopefully, with the use of the nine elements of digital citizenship, educators will feel that step 

one is a manageable piece of development of the program. These steps are intended to show 
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educators a clear path to developing and using a digital citizenship program that addresses many 

of the concerns with technology use. 

 Digital Citizenship Intent. This final section of the infographic includes a quote that 

helps to define the intent of digital citizenship: it is not about dealing with a technology problem, 

it is to address a larger societal issue. By including this quote before the references, the purpose 

is to connect educators to thinking about the larger purpose of both educational technology and a 

digital citizenship program.  

 

Figure 5. A quote from Ribble (2012) on the importance of digital citizenship as found in the full 

infographic on Balancing Technology in Appendix A. 

Section 2: Resources for Educating Students about Technology Use 

 For this section, a resource page was created with lesson ideas, links, and activities based 

on six key areas: Digital Health and Wellness, Regulation of Devices, Social-Emotional 

Learning, Digital Security, Digital Citizenship, and Digital Leadership. The purpose of this 

section is to provide teachers with credible, accessible, and engaging ideas for teaching digital 

citizenship and balancing technology. Each of these sections is further divided into two or three 

subsections that focus on a specific topic for each area of study. The resource page also includes 

links to general information and lesson ideas for educators. Following Jones and Mitchell’s 
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(2016) steps for a digital citizenship program, the activities are designed to incorporate effective 

instructional strategies and engagement for students. The sections will be discussed individually 

here, for the complete resource please see Appendix B. 

 Educator Resources. As seen in the following table (Table 1) this section links to 

websites that have digital citizenship curriculum and resources. For this section, the accessibility 

of the sites are listed including if the resources are paid or free, and whether or not the educator 

makes an account. This is not a complete list of the digital citizenship resources available, 

however these are the sites that contain the most relevant information and resources for the types 

of activities included in the sections of the resource. As the goal of this resource is to be 

accessible for educators, no website with only paid content was listed. 

Table 1 

 

Links to Online Educator Resources 

Educator Resources: 

Common Sense Education (https://www.commonsense.org/) 

(free, account needed) 

Kids Health Classroom (https://classroom.kidshealth.org)  

(free, no account needed) 

Lester B. Pearson School Board (http://dcp.lbpsb.qc.ca/resources/) 

(free, no account needed)  

Media Smarts Canada (http://mediasmarts.ca/) 

 (most content free, no account needed) 

Teaching In Ctrl (https://www.teachinctrl.org/) 

 (free, no account needed) 

 

Digital Health and Wellness.  Digital health and wellness is one of the areas of greatest 

concerns for many educators. As seen in the following table (Table 2) this section is divided into 

three subsections: Knowledge and Awareness, Monitoring Use, and Family Involvement. The 

goal of this section is building student knowledge and awareness to expose them to some of the 

research on how technology and screen time affect both mental and physical health. By 

https://www.commonsense.org/
https://classroom.kidshealth.org/
http://dcp.lbpsb.qc.ca/resources/
http://mediasmarts.ca/
https://www.teachinctrl.org/
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increasing knowledge and then teaching student how to monitor their use and set goals around 

technology, educators can encourage a more balanced approach to technology use. The family 

involvement piece of digital health and wellness is equally important, Friedrich et al. (2014) 

found that family involvement in screen time reduction programs often led to greater success of 

the programs. Many of the strategies and resources in this section could be used across a grade 

level or school to increase the meaningfulness of this important conversation. 

Table 2 

 

Digital Health and Wellness Educator Resources 

Topic Sub-Topic Lesson/Activity Ideas Resources 

Digital 

Health and 

Wellness 

Knowledge 

and 

Awareness 

1. Four Corner Debate or Agree/Disagree to technology  

statements (e.g. “Technology makes life better” “It is 

okay to watch TV right before bed” “I spend too much 

time looking at a screen”) 

2. Brainstorm different ways students use screens in 

their life 

3. In groups, students brainstorm and present what they 

feel is an appropriate amount of screen time and why 

4. Review research on screen time through videos and 

articles 

5. Research topics to further explore: screen time and 

mental health, screen time and physical health, screen 

time and sleep, screen time and relationships 

(family/peers) 

6. Find meaningful methods of sharing research: 

present to other classes, create infographic for 

distribution 

Activity Descriptions: 

Four Corner Debate 

Agree/Disagree 

 

 

Articles/Resources for 

Students: 

Video Games  

Tech Reboot 

Sleep Patterns 

Screen Time and 

Happiness 

Multitasking Video 

(TEDEd) 

 

Monitoring 

Use 

1. Track screen time for one week (or Monday - Friday) 

2. Create a graph or chart of screen time use 

3. Brainstorm alternative activities to screen time 

4. Set goals or a screen time budget 

5. Reflect on goals each week 

6. Track screen time for a second week 

7. Compare screen time usage to see improvement 

8. Compare changes to goals set 

*This can be repeated throughout the school year 

Screen Time Journal on 

P. 5 

 

 

Family 

Involvement 

1. Create interview questions and have students 

interview a family member on his/her views of screen 

time usage 

2. Have students create an informational newsletter for 

families on effects of screen time 

3. Students track screen time with their families for one 

Resources: 

CommonSense 

Connecting  
     Families 

Screenagers 

Documentary 

https://www.facinghistory.org/resource-library/teaching-strategies/four-corners
https://www.facinghistory.org/resource-library/teaching-strategies/barometer-taking-stand-controversial-issues
http://teenshealth.org/en/teens/gaming.html
http://teenshealth.org/en/teens/reboot.html
https://globalnews.ca/news/3999581/how-technology-is-damaging-childrens-sleep-patterns/
https://www.cnn.com/2018/01/22/health/smartphone-screen-time-happiness-study/index.html
https://www.cnn.com/2018/01/22/health/smartphone-screen-time-happiness-study/index.html
https://ed.ted.com/featured/Lj5N4g31
https://ed.ted.com/featured/Lj5N4g31
http://classroom.kidshealth.org/6to8/personal/fitness/screen_time.pdf
https://www.commonsense.org/education/connecting-families
https://www.commonsense.org/education/connecting-families
https://www.commonsense.org/education/connecting-families
https://www.screenagersmovie.com/
https://www.screenagersmovie.com/
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week 

4. Plan a family information night where students 

present their research on screen time 

5. Host a screening of a documentary (such as 

“Screenagers”) 

 

 Regulation of Devices. Based on the research of cell phone rules and regulations, the 

regulation of devices needs to be clear, understandable, and relevant to students. As seen in the 

following table (Table 3) this section is divided into two subsections: Classroom Rules and 

Building Self-Regulation. The ideas for classroom rules are designed to guide educators through 

the process of developing meaningful class rules around technology use and creating meaning 

for students in the process. The recommendations for building self-regulation develops from the 

digital health and wellness section, including monitoring use, setting goals, and reflecting on 

progress. Both of these sections create structures for students to be successful in regulating 

devices, while dealing with some of the concerns educators have with devices in the classroom.  

 

Table 3 

 

Regulation of Devices Educator Resources 

Topic Sub-Topic Lesson/Activity Ideas Resources 

Regulation 

of Devices 

Classroom 

Rules 

1. Create a concept carousel with each station 

representing a different technology tool/device and 

have students move in groups to discuss pros/cons and 

any concerns or rules they feel should be in place for 

each device (Suggestions: cell phones, chromebooks, 

photo/video, social media, etc) 

2. Have students do a personal write to reflect on how 

they feel about technology in the classroom, some 

students will be more confident sharing concerns that 

they feel might be unpopular in the class context 

3. Create a class contract about technology devices that 

both teacher and students are generally comfortable 

with 

4. Create a visual of the technology rules for students to 

be able to refer to regularly 

5. Enforce class contract and return to it as necessary 

Activity Descriptions: 

Concept Carousel 

Creating Class Rules 

 

Resources: 

“Are we using 

devices?” poster 

http://shelleygrayteaching.com/carousel/
https://www.scholastic.com/teachers/articles/teaching-content/creating-classroom-rules-together/
https://www.commonsensemedia.org/sites/default/files/uploads/classroom-curriculum/stoplight-poster-and-handout.pdf
https://www.commonsensemedia.org/sites/default/files/uploads/classroom-curriculum/stoplight-poster-and-handout.pdf
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Building 

Self- 

Regulation 

1. Brainstorm or research the social, emotional, and 

behavioral aspects of technology use (highlight 

compulsive versus self-monitored use) 

2. Discuss self-regulation processes with students 

(setting goals, monitoring, reflecting, etc.) 

3. Develop personal goals (can be connected with 

reducing screen time goals) 

4. Choose ways of monitoring goals (checklists, 

peer/teacher reminders, etc) 

5. Record progress and set new goals 

 

 

 Social-Emotional Learning. While social-emotional learning (SEL) also fits under 

digital health and wellness, this is an important area that merits specific attention. Although a lot 

of SEL may seem separate from a digital citizenship curriculum, technology and mental health 

are closely linked and our students are in a technology filled world regardless of our policies at 

school. As seen in the following table (Table 4) the SEL section is divided into two subsections: 

Knowledge and Awareness and Technology to Support SEL. Knowledge and awareness is 

building on a lot of the activities in the digital health and wellness section by connecting students 

to information specifically related to mental health and social-emotional aspects. Included here is 

a focus on unplugging, the value of it and how to create plans to disconnect from technology and 

reconnect with other aspects of life. There are multiple technologies that can be used to support 

SEL in the classroom as well: mindfulness apps and websites, yoga videos, and online resources. 

Supporting students with SEL is an important piece to balancing technology use.  

Table 4 

 

Social-Emotional Learning Educator Resources 

Topic Sub-Topic Lesson/Activity Ideas Resources 

Social- 

Emotional 

Learning 

(SEL) 

Knowledge 

and 

Awareness 

1. Watch and respond to videos on technology and 

mental health (social media, screen time, etc.) 

2. Select some resources from BBC’s #LikeMinded 

series on social media effects on mental well-being 

3. Start class journals with prompts about how students 

feel before and after using certain technologies 

Resources: 

Global News 

Psychologist  

BBC’s #LikeMinded 

Unplugged Picture 

Book 

https://globalnews.ca/video/3791242/calgary-psychologist-explains-why-technology-can-harm-your-mental-health
https://globalnews.ca/video/3791242/calgary-psychologist-explains-why-technology-can-harm-your-mental-health
http://www.bbc.com/future/columns/likeminded
https://www.amazon.ca/Unplugged-Steve-Antony/dp/1338187376/ref=sr_1_1?ie=UTF8&qid=1521569385&sr=8-1&keywords=unplugged+by+steve
https://www.amazon.ca/Unplugged-Steve-Antony/dp/1338187376/ref=sr_1_1?ie=UTF8&qid=1521569385&sr=8-1&keywords=unplugged+by+steve
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4. Do a lesson sequence with the book “Unplugged” by 

Steve Antony 

5. Have students make a plan for a technology break 

that includes why it is helpful and the choices of 

alternate activities 

Technology 

to Support 

SEL 

1. Introduce mindfulness to students through the use of 

guided meditations 3-5 times each week 

2. Start a regular yoga practice with video guidance as a 

class (and students may continue on their own) 

3. Introduce students to the youth section of the 

Anxiety BC website 

Resources: 

Calm.com 

Headspace 

Yoga with Adrienne 

(Pre-Watch) 

Anxiety BC 

 

 Digital Security. The area of digital security is of particular importance in the middle 

school years as students are beginning to gain access to many online sites with age restrictions. 

As seen in the following table (Table 5) digital security is broken into two subsections: Privacy 

and Security and Cyberbullying. Privacy and security focuses on the information that is shared 

online, how to protect personal information, awareness of safety online, and creating secure 

passwords. Cyberbullying is focused on building awareness of appropriate online dialogue, 

comparing online behaviours versus in person, and being an active witness. By having 

conversations about appropriate behaviours online, educators are able to provide students with a 

better understanding of what they can do in certain situations and when they should reach out for 

adult help. It is important for educators to be aware that research from Jones and Mitchell (2016) 

showed that increasing civil engagement and respectful behaviour online led to a decrease in 

harassment behaviours and an increase in helpful bystander interactions. Although making 

students aware of cyberbullying is important, focusing on civil engagement and respectful 

behaviour is an important piece.  

 

 

https://www.calm.com/
https://www.headspace.com/
https://www.youtube.com/user/yogawithadriene
http://youth.anxietybc.com/
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Table 5 

 

Digital Security Educator Resources 

Topic Sub-Topic Lesson/Activity Ideas Resources 

Digital 

Security 

Privacy and 

Security 

 

 

1. Start this discussion with a brainstorm about the places 

that students go online to interact with others, this will 

keep the conversation relevant to them 

2. Word/Concept Sort: In small groups or partners, have 

students sort types of personal information into categories 

they think are appropriate to share with (myself, my 

family, my friends, friends of friends, an online 

community, open internet/everyone). Have students share 

and discuss as a full class (4 corner debate if Follow up 

with a discussion about why some of this information 

needs to be kept safe. 

3. Watch the “Safe Talk Online” video and discuss safety 

in online discussions, friend settings, and when to tell an 

adult 

4. Have students brainstorm what they think the most 

common passwords are and then compare with a list. 

Discuss what makes an effective password and make a list 

of criteria. Practice creating passwords based on sentences 

(e.g. My dog’s name is Ernie and he likes to run: 

mDN!3&hl2r) 

5. In partners or small groups, have students research the 

privacy settings of different frequently used websites and 

create a “How to keep yourself safe” guide to share with 

classmates and others  

*Important message for students:  

If you feel uncomfortable, tell an adult you trust 

Resources: 

Word/Concept Sort List 

Safe Talk Online 

Cyber Security Game 

Privacy and Internet 

Life 

Strong Passwords 

Lesson 

Cyber- 

bullying 

1. As a class, brainstorm the ways we interact with others. 

Try not to lead students in any particular direction, just 

encourage them to think about the ways in which they 

communicate and interact with other people. 

2. In small groups, have students create a Venn Diagram 

for how they see people interact online versus in person. 

Follow up with how students feel people should interact 

online versus in person and compare the differences 

3. Use case studies to explore how students can react to 

different situations online (Cyberbullying resource 

includes a case study and “How to be an Active Witness” 

handout) 

4. In partners or small groups, have students create action 

plans to make an online space more positive. For example, 

if YouTube is a regular site for them, what areas of 

YouTube see the most negativity and what can students do 

to make it a more positive space. 

*Respectful online behaviour and active civic 

engagement online are related to less harassment and 

more helpful bystander behaviours 

Resources: 

Cyberbullying and 

Civic Participation 

 

https://docs.google.com/document/d/1_wCzX2q_Oowc3B83DrFN9gFps3iLnXSGW4jBlvHbLmo/edit?usp=sharing
https://www.commonsense.org/education/lesson/safe-online-talk-6-8
http://mediasmarts.ca/lessonplan/winning-cyber-security-game
http://mediasmarts.ca/sites/mediasmarts/files/lesson-plans/lesson_privacy_internet_life.pdf
http://mediasmarts.ca/sites/mediasmarts/files/lesson-plans/lesson_privacy_internet_life.pdf
https://www.commonsense.org/education/system/files/uploads/classroom-curriculum/3-5-unit2-strongpasswords.pdf?x=1
https://www.commonsense.org/education/system/files/uploads/classroom-curriculum/3-5-unit2-strongpasswords.pdf?x=1
http://mediasmarts.ca/sites/mediasmarts/files/lesson-plans/lesson_cyberbullying_civic_participation.pdf
http://mediasmarts.ca/sites/mediasmarts/files/lesson-plans/lesson_cyberbullying_civic_participation.pdf
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 Digital Citizenship. Although digital citizenship is an overarching concept of all of these 

sections, as seen in the following table (Table 6) it is specifically used to describe the subsections 

of Rights and Responsibilities, Creative Credit and Copyright, and Digital Literacy. To educate 

students on digital rights and responsibilities, it is important to start with their rights and 

responsibilities in a context they understand (school, community, country, etc). This subsection 

focuses on students creating meaning for their rights and responsibilities in online communities. 

Creative credit and copyright is another important area for students to understand as they move 

towards doing online research and creating projects that may use images, videos, or other 

creative property. Digital literacy builds on students’ understanding of creative credit and 

copyright and provides them with the knowledge and tools to select information and websites 

that provide factual information. Digital literacy is a crucial skill for students as they will need to 

be able to assess bias and misinformation found on websites, in the news, or on blogs. Digital 

citizenship skills provide cross-curricular information for students and the lesson ideas can often 

be incorporated with other school projects.  

 

Table 6 

 

Digital Citizenship Educator Resources 

Topic Sub-Topic Lesson/Activity Ideas Resources 

Digital 

Citizen- 

ship 

Rights and 

Respon- 

sibilities 

1. Introduce the terms rights and responsibilities if 

students are unfamiliar 

2. Give students an example of one digital right (e.g. 

the right to access online information). As a class or in 

small groups, brainstorm the responsibilities that come 

with that right 

3. Brainstorm other examples of digital rights (you can 

use laminated copies of the Canadian Charter of Rights 

and Freedoms, have students find the rights that apply 

in an online context 

4. Create a t-chart for the rights and responsibilities of 

digital citizens 

Resources: 

Canadian Charter 

https://lop.parl.ca/About/Parliament/Education/ourcountryourparliament/html_booklet/canadian-charter-rights-and-freedoms-e.html
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5. From this chart brainstorm action items that students 

can be responsible for (e.g. asking for permission 

before posting photos) 

6. Have students create videos or posters explaining the 

importance of one of these action items that can be 

shared with other classes or the whole school 

Creative 

Credit and 

Copyright 

1. Do a chalk talk for the question: How do you feel 

about copying? 

2. Introduce copyright with a video that explains the 

concept 

3. Do a “Stick it Together” activity to answer the 

question:Why is copyright important? 

4. Co-Create criteria or a checklist for what students 

need to do before they use information, images, or 

videos from an online source 

5. Use case studies and Common Sense Media’s 4 

Points of Fair Use to further explore copyrights 

Activities: 

Chalk Talk 

Stick It Together 

 

Resources: 

Copyright Video 1 

Copyright Video 2 

Case Studies for Fair 

Use 

Digital  

Literacy 

1. Do a chalk talk for the question: Where can you find 

reliable news? 

2. Watch the TED Talk on “How to choose your 

news?” and discuss 

3. Do a case study with the “McDonalds Coffee 

Incident.” Show the first 20-30 seconds and then have 

students partner talk about whether or not they think the 

woman should receive the money. Discuss what 

information may or may not be missing from the 

reporting so far. Watch the rest of the video. In partners 

or small groups discuss the new reporting that 

happened around this story. 

 4. Go through the strategic searching lesson from 

Common Sense Media. Co-create a list of effective 

searching or use the list given in the lesson.  

5. Evaluate websites using “Jo Cool or Jo Fool” activity 

or the Identifying High-Quality Sites from Common 

Sense Media. 

6. Explore the idea of “Fake News” through the many 

lesson ideas and examples found online. Use examples 

as case studies in partners or small groups and have 

students formulate their reasons why or why not it is 

fake news. 

7. Extension activity: Use the Oatmeal’s comic about 

beliefs to start a discussion in class about how we 

confront our beliefs. This will require advanced critical 

thinking skills and mainly uses examples from the 

United States. Please note there is a clean language 

version and a not clean version. 

*Many digital literacy lessons can fit in with regular 

curriculum as they are directly linked with research 

skills 

Resources: 

TED Talk How to 

Choose Your    
     News 

McDonalds Coffee 

Incident  

Strategic Searching 

Jo Cool or Jo Fool 

Identifying High 

Quality Sites 

NY Times Fake News 

Lessons 

Oatmeal Comic on 

Beliefs 

 

https://www.scholastic.com/teachers/blog-posts/genia-connell/chalk-talks-engage-all-students/
http://www.rundesroom.com/2014/10/collaborative-reader-responses.html
https://www.commonsense.org/education/lesson/a-creators-rights-6-8
https://www.commonsense.org/education/lesson/copyrights-and-wrongs-9-12
https://www.commonsense.org/education/lesson/rework-reuse-remix-6-8
https://www.commonsense.org/education/lesson/rework-reuse-remix-6-8
https://ed.ted.com/lessons/how-to-choose-your-news-damon-brown
https://ed.ted.com/lessons/how-to-choose-your-news-damon-brown
https://ed.ted.com/lessons/how-to-choose-your-news-damon-brown
https://www.youtube.com/watch?v=pCkL9UlmCOE
https://www.youtube.com/watch?v=pCkL9UlmCOE
https://www.commonsense.org/education/system/files/6-8-unit1-strategicsearching.pdf?x=1
http://mediasmarts.ca/game/jo-cool-or-jo-fool/kids
https://www.commonsense.org/education/system/files/uploads/classroom-curriculum/6-8-unit3-identifyinghighqualitysites-2015.pdf?x=1
https://www.commonsense.org/education/system/files/uploads/classroom-curriculum/6-8-unit3-identifyinghighqualitysites-2015.pdf?x=1
https://www.nytimes.com/2017/01/19/learning/lesson-plans/evaluating-sources-in-a-post-truth-world-ideas-for-teaching-and-learning-about-fake-news.html
https://www.nytimes.com/2017/01/19/learning/lesson-plans/evaluating-sources-in-a-post-truth-world-ideas-for-teaching-and-learning-about-fake-news.html
http://theoatmeal.com/comics/believe_clean
http://theoatmeal.com/comics/believe_clean
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 Digital Leadership. Digital leadership is a new area in digital citizenship. The idea is to 

move beyond digital citizenship and create opportunities for students to positively engage in 

digital spaces in ways that will lead to change. As seen in the following table (Table 7) this 

section provides ideas for educators to move from teaching digital citizenship skills to increase 

student activism and engagement in online spaces. Digital leadership is divided into two 

subsections: Building Learning Networks and Global Connections. Building learning networks 

provides steps to engage students in creating learning networks that extend beyond the classroom 

and school through blogging and social media. As with any new tool, use of blogging and social 

media for educational purposes needs to be scaffolded carefully with teacher guidance. The age 

of the students will also play a factor in how far towards independence students will end up in 

these areas. By building on paper-based commenting for blogs, or teacher regulated social media 

platforms, educators can provide a safe base for exploring the areas of building learning 

networks. Global connections provide educators with ideas for using technology to connect 

students to the outside world. There are many examples of global projects in which educators 

and students can connect with other classrooms and schools around the world to connect their 

learning to something much bigger. The digital leadership section is about extending digital 

citizenship beyond appropriate behaviours into the realm of being an active creator and 

collaborator in online spaces. 

Table 7 

 

Digital Leadership Educator Resources 

Topic Sub-Topic Lesson/Activity Ideas Resources 

Digital 

Leader- 

ship 

This section is ideas for moving students beyond digital citizenship into an area called digital 

leadership, where they are active creators and engaging in positive online behaviours to 

intentionally create change 

Building Blogging: Resources: 
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Learning 

Networks 

1. Start with Paper Blogging to practice writing and 

commenting 

2. Discuss appropriate comments and co-create criteria  

3. With parent permission, use a protected blog format 

to start online blogs that are shared only within the 

class (Google Sites, KidBlog, WriteAbout, Edublogs, 

etc.) 

 

Social Media: 

1. Use social media as a teacher to see what 

connections are available (participate in online 

conversations, follow education hashtags, etc.) 

2. Start with a teacher controlled classroom social 

media account to share out information with a larger 

audience (e.g. a classroom Twitter account where 

students can ask teacher to share out 

information/images as appropriate) 

3. Co-create criteria for appropriate social media use 

(asking permission for photos, protecting names and 

private information, appropriate content) 

4. Let students take turns to lead the online discussions 

and share learning online 

Paper Blogging 

Social LEADia 

(Teacher  

     Resource) 

Global 

Connections 

● Use Skype, Google Hangouts or Zoom to 

connect with other classes 

● Participate in the Global Read Aloud through 

reading and connecting with Mystery Skype, 

Padlet, Edmodo, FlipGrid, etc. 

● Participate in other global classroom projects: 

Global School Play Day, Teapot Project, 

Holiday Card Project, etc. 

● Have students create their own project to 

connect with others 

Resources: 

Global Read Aloud 

ISTE Global 

Collaboration 

 

 Summary. The resource page is designed to provide ideas and information that can 

easily be accessed in one place for convenience. These sections of the resource for educators are 

designed to build on each other and are organic in that they can relate back to other areas as well. 

As many of these topics are interrelated the resource is intended to be used in whichever order 

fits best for the educator. 

Section 3: Leading Conversations on Balancing Technology 

 In order to have conversations that go beyond talking about specific rules or specific 

device use, there needs to be a structure in place to help guide the conversation. When discussing 

http://www.notesfrommcteach.com/2010/09/learning-to-blog-using-paper.html
https://www.amazon.ca/Social-LEADia-Students-Citizenship-Leadership/dp/1946444111
https://www.amazon.ca/Social-LEADia-Students-Citizenship-Leadership/dp/1946444111
https://www.amazon.ca/Social-LEADia-Students-Citizenship-Leadership/dp/1946444111
https://theglobalreadaloud.com/
https://www.iste.org/explore/articleDetail?articleid=608
https://www.iste.org/explore/articleDetail?articleid=608
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topics that can be divisive, an important facilitation aspect is to make sure that everyone has a 

chance to add to the discussion. The interview matrix is a format that allows everyone’s voice to 

be heard in a manner that allows for the discussion to be productive. This facilitation technique 

has been adapted from the National Managers Community (2002). 

Interview Matrix. The interview matrix includes three parts: focused interviews, finding 

themes, and sharing out. The format for the focused interviews is designed to include six rounds 

of one to one interviews between participants. The interviews revolve around four key questions 

that have been carefully selected to elicit responses that will show a balanced view of technology 

in education. Each participant will be asked to answer all four questions and to collect responses 

and analyze one question. The second part of this structure is finding themes; participants who 

have the same question will gather together to compare responses to find themes, commonalities, 

and differences. Third, sharing out happens with the full group either circulating to read the 

themes presented by the other groups or through a share out process. All resources needed for 

this structure can be found in Appendix C.  

Focused Interviews. The first part of this structure is the focused interviews. The 

focused interview portion requires the most facilitation and the longest amount of time. With six 

rounds of interviews lasting four minutes each, this portion requires at least thirty minutes of 

time to introduce the concept and proceed through each round. Each participant can use a 

reporter template to record their own responses and the responses of their interviewees. 

Templates for focused interviews can be found in Appendix D.  

The following table (Table 8) shows the instructions for both facilitator and participant in 

the focused interviews portion of the interview matrix. 
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Table 8 

 

Interview Matrix Instructions for Facilitator and Participants 

Instructions for Facilitator 

Preparation  

● Create number labels or stickers for participants to wear (numbered 1-4) optional 

● Copy reporter templates for each question 

● You will also want to project or write up the chart to show each round of interviews 

 

Facilitation 

● Divide participants into groups of four 

● In each group each person is assigned a different number from 1 to 4 

● Participants will be asking the question of their number. E.g. Number 1’s ask question 

#1 

● Go over participant instructions and rules 

● An important rule is the “NO PROXY” rule - you are only answering based on your 

personal views and experiences and not speaking to a group consensus 

● Allow 4-5 minutes for participants to answer their own question in the personal 

response section 

● Time 4 minutes per round for all six rounds and instruct participants when to move 

Instructions for Participant: 

● You will each be given a question, there are four different questions 

● Your first job will be to answer the question yourself in the box labeled “Personal 

Response” 

● We will follow a rotation schedule for you to ask and answer each question with a 

different partner 

● The number listed in red is the interviewer: the job of the interviewer is to ask their 

question and then listen and record the response of the interviewee  

● There is a “NO PROXY” rule - you are only answering based on your personal views 

and experiences and not speaking to a group consensus 

● You will be given approx. 4 minutes for each round of questions  

● You will have a chance to ask your question three times and respond to each of the 

other 3 questions 

● Take notes carefully to capture the words and meaning of the person you are listening 

to 

● At the end, you will be expected to review group answers with others who asked the 

same question 
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The questions in the following table (Table 9) are chosen for the interview matrix to target the 

topic of balancing technology in schools.  

Table 9 

 

Questions for Balancing Technology Interview Matrix 

Question 1 In what ways, if any, do you see students using technology positively? 

Question 2 What are your concerns with student technology use? 

Question 3 How is technology being positively used in our school? 

Question 4 What are your concerns with technology use in our school? 

 

The following table (Table 10) shows the interview rounds. The colour of the square 

corresponds with the colour of each question in Table 2. For each round, one person (number in 

red) is asking the question to one interviewee (number in black). 

Table 10 

 

Round Outlines for Focused Interviews 

ROUND 1 1 - 2 3 - 4 

ROUND 2 2 - 1 4 - 3 

ROUND 3 2 - 4 1 - 3 

ROUND 4 4 - 2 3 - 1 

ROUND 5 1 - 4 2 - 3 

ROUND 6 4 - 1 3 - 2 

 

After all six rounds of four minute interviews, participants will have four responses to their 

question, including their own response. 
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 Finding Themes and Sharing Out. After the focused interviews, steps two and three are 

centered around finding commonalities, differences and themes from the participants’ responses. 

In the following table (Table 11) the procedures for steps two and three are laid out. 

Table 11 

 

Interview Matrix Steps Two and Three 

Step 2: Finding Themes 

● Each group meets to discuss the answers gathered to their question 

● Compare your notes and make sure each person has a chance to share 

● Find commonalities and themes, as well as outliers and unique responses 

● Record consensus for results on chart paper to share with the group 

Step 3: Sharing Out 

● Post recorded responses around the room 

● Allow for time to circulate and read for clarification 

● Extensions: have groups report out on questions, provide stickers to all participants to 

mark most important ideas, as a group discuss general themes/ideas and areas of 

disagreement 

 

 Next Steps. Following the interview matrix structure, groups will have gathered themes 

on chart paper that will be collected by the facilitator at the end of the session. In order to use 

this conversation to guide the next steps for a school, the facilitator or a team of educators needs 

to take this information and decide what the next steps should be. The following table (Table 12) 

lists potential next steps following the interview matrix. 

Table 12 

 

Ideas for Next Steps after Interview Matrix 

Continuing the Conversation ● Gather important quotes and ideas from focused 

interviews for a gallery walk 

● Consolidate information to relay back to staff 

● Invite parents and/or students into the 

conversation 
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Creating Policies ● Use the themes from interviews to frame school 

technology policies (check back in with staff) 

● Choose 2-3 key focus areas to return to full staff 

or working group and develop policies 

Supporting Technology ● Find key questions/ideas to use as a framework for 

supporting educators 

● Connect a team of willing staff to work on plans 

to support educators with technology 

● Layout a plan of technology needs and wants of 

staff 

Changing the Culture ● Create a plan for digital citizenship based on 

comments and concerns from interviews 

● Develop a working group to narrow down school 

goals around technology use 

● Organize interview information in a format that is 

easy to share out with teachers, parents, students, 

and community 

 

 Summary. The interview matrix is designed to give all participants an equal chance to be 

heard. Throughout the focused interview process individuals are able to raise concerns and ideas 

that will be taken into consideration by the group as a whole. In order to make this process 

authentic, it is important to listen to both the supporters and those who dissent. Following the 

focused interviews, it is important to remember the goal of hearing all voices and to be aware of 

how the voices are showing up through the next steps of the process. Continuing to support 

ongoing conversations is an important part of the follow up to this process.  

Implementation 

 Implementing this plan fully will require school administrators and teachers to work 

together and create a plan that fits their school. The following table (Table 13) highlights the 

potential roles for the implementation of the plan. 
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Table 13 

 

Roles in the Implementation of the Balancing Technology Plan 

District Administrators ● Introduce the plan and make it available to all interested 

schools and school administrators 

● Provide support to schools wanting to take on the 

planning 

● Provide release time for small teams to plan the 

implementation for their school 

School Administrators ● Inform oneself through the infographic, researching and 

asking questions 

● Lead the Interview Matrix to start the conversation 

● Create a team of interested educators to look at the next 

steps for the school 

● Provide resources for the team to implement supports 

needed by staff 

● Invite student voice into the conversation through class 

representatives, student council etc.  

● Invite parent voice into the conversation through 

presentations or discussions with the parents advisory 

council 

● With the team, set specific digital citizenship goals for 

your school 

Teachers ● Inform oneself through the infographic, researching and 

asking questions 

● Participate in the conversations and the interview matrix 

● If willing, join the school team to support the 

implementation 

● Set goals for the implementation of digital citizenship 

curriculum in the classroom 

● Clarify own understandings of school policies on 

technology 

● Build effective, and engaging technology use into units 

where appropriate 

Educational Assistants ● Inform oneself through the infographic, researching and 

asking questions 

● Participate in the conversations and the interview matrix 

● If willing, join the school team to support the 

implementation 

● Clarify own understandings of school policies on 

technology 
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Measuring Success  

 As this plan consists of three parts, measuring the success of it will also have multiple 

methods. Overall, a measurement of success will be how many schools lead the conversation on 

technology and develop a school-based plan (including both policies and curriculum integration) 

based on the conversation. As each school community is different, it is expected the school 

policies and plans will be diverse; however, starting with research-based information and guiding 

staff through a conversation structure aimed to look at the balanced use of technology should 

provide the groundwork for more commonalities across SD61 middle schools.  

 Measuring Digital Citizenship. Another critical element to measure is digital 

citizenship. As discussed previously, digital citizenship education needs to be centered around 

common goals for online values and attitudes. Measuring digital citizenship has proved to be a 

more difficult task. Many of the digital citizenship assessments available look at student 

knowledge of digital citizenship concepts instead of the application of digital citizenship. Jones 

and Mitchell (2016) created an online digital citizenship assessment for their study that consisted 

of eleven questions focusing on respectful online behaviours in part one and civic engagement 

behaviours in part two.  

In the following table (Table 14) the questions from Jones and Mitchell’s (2016) study 

have been adapted to show a potential assessment that could be used to measure the success of a 

digital citizenship curriculum. 
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Table 14 

 

Digital Citizenship Assessment Adapted from Jones and Mitchell (2016). 

Part 1 1 

Not at 

all like 

me 

2 3 4 5  

Very 

much 

like me 

1. If I disagree with people online, I watch my 

language so it doesn’t come across as mean. 

     

2. I am careful to make sure that the pictures I post 

or send of other people will not embarrass them 

or get them into trouble. 

     

3. My favorite places to be online are where 

people are respectful toward each other. 

     

4. I think about making sure that things I say and 

post online will not be something I regret later. 

     

5. I do not add to arguments and insulting 

interactions that happen on the Internet. 

     

6. I am careful about how I say things online so they 

don’t come across the wrong way. 

     

7. I like to present myself online as someone making 

positive choices. 

     

Part 2 

1. I have used the Internet to improve my school or 

my town in some way. 

     

2. I have used the Internet to learn how I can help a 

friend or help other kids in general. 

     

3. When I am online, I try to end arguments or 

dramas when they develop. 

     

4. I have used the Internet to share something that I 

am good at. 

     

 

By using this assessment or a similar digital citizenship assessment that looks at the application 

of digital citizenship tools, it will be a helpful way to assess the impact of a digital citizenship 
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curriculum in SD61 middle schools. As methods of digital citizenship assessment continue to be 

developed, alternative assessments will become available for schools to use. 

Conclusion 

 Overall this plan is designed to help lead informed, research based conversations at SD61 

middle schools that will assist in the development of both school policies around device and 

technology use, and goals for behaviour and attitudes around digital citizenship topics. With a 

personal understanding of the need for flexibility between teachers as well as between middle 

schools, the idea with a three-part design is to have options for different starting points for each 

school. Leading the conversations in a respectful manner based upon research is critical for this 

plan to be successful. These conversations take place informally on a daily basis with students 

and parents, as well as teachers and school administrators. By providing information to act as a 

baseline, a framework for leading the conversations, and resources for implementing digital 

citizenship curriculum, SD61 middle schools can create informed plans that are individualized to 

each school community. 
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Chapter 5 – Conclusions and Recommendations 

Summary of the Design 

 The purpose of this research design was to use a comprehensive literature review to 

create an informed plan to support the Greater Victoria School District (SD61) middle schools in 

moving towards a proactive approach to technology in education. One of the initial goals of the 

project was to provide a realistic, understandable, and accurate picture of the need to prioritize 

ethical implementation and regulation of technology in SD61. A secondary goal of the plan is to 

balance the conversation between the positive and negative aspects of technology use. The 

proposed question for this study was: “How can the Greater Victoria School District facilitate the 

cultural shift to a technology environment in middle schools that is focused on student learning, 

while mitigating the negative effects of technology?” 

 Through the literature review, important themes in technology research emerged. First, 

pedagogies of educational technology showed the importance of quality technology use in the 

classroom. Lei and Zhao (2005) found that if technology was incorporated into learning without 

ensuring the quality of use there could be detrimental effects to student learning. In most of the 

research, pedagogy was the most important factor in the effectiveness of technology use for 

student learning. A significant finding from Shapely et al.’s (2011) study on a technology 

integration program was that technology integration had the most significant impact on students 

from a lower socioeconomic background. Closing the gap in technology proficiency can hold 

potential significance for future career trajectories.  

Additionally, technology impacts on health and wellness was another important theme. 

Herman, Hopman, and Sabiston (2015) found a relationship between increased screen time and a 

decrease in both mental and physical health. When this data was corrected for physical activity, 
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the screen time effects, while minimal, were still present. In regard to educational technology 

specifically, the research was limited. In some cases, technology was found to be used in ways to 

promote health and wellbeing; specifically, through apps and websites that teach mindfulness, 

monitor heart rate or steps, or use videos and games to teach new skills.  

Of particular interest in SD61, the research on cell phone use in schools showed that 

limitations should be placed on cell phone use in the classroom. As previously mentioned, 

Charles (2012) suggested three strategies to support the rules and regulations of cell phone use: 

assist students to gain understanding of appropriate use, incorporate media technologies, and 

develop meta-awareness of cell phone use. Much of the research on cell phone use suggested a 

focus on self-regulation in developing rules is important. More generally, it was found that 

integrating technology plans should be implemented with the focus of regulations building on 

school culture.  Leadership plays a large role in the effectiveness of technology plans and 

regulations. Selwyn and Bulfin (2016) found that rules need to be developed around the values 

that both schools and students wish to promote.  

Finally, research on digital citizenship education provided insight into a means of 

addressing many of the issues arising with technology use. Using Ribble’s (2012) nine elements 

of digital citizenship, a focus on effective instruction has shown to affect students’ understanding 

and application of digital citizenship. Studies have shown that instructional programs can have a 

positive effect on reducing students’ screen time (Buchanan et al., 2016; Friedrich et al., 2014; 

Robinson and Borzekoski, 2006). Important findings from Jones and Mitchell (2016) showed 

that focusing on teaching respectful online behaviour and online civic engagement had a direct 

impact on decreased harassment behaviours and increased helpful bystander behaviours. The 
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authors suggested that moving away from a fear-based curriculum to a proactive and respectful 

curriculum will have the greatest impact for students (Jones and Mitchell, 2016).  

With this research at the forefront, this design focused on communicating the findings, 

developing a digital citizenship program, and facilitating critical conversations. In order to 

effectively communicate the current research to educators, I created an infographic to summarize 

the findings. Following the steps laid out by Jones and Mitchell (2016), a digital citizenship 

educator resource was developed to provide effective instruction ideas for teachers looking to 

address important digital citizenship ideas in middle school. Finally, a framework for leading 

critical conversations was explained with the steps and resources made available for immediate 

use. Leading dialogue within a staff and school community is an important piece of determining 

what the next steps will be for each school.  

If this plan is implemented in SD61, middle school administrators would need to lead a 

conversation and provide both information to, and access for, teachers regarding the current 

research in technology education. Minimally, digital citizenship can be implemented on a class 

by class basis; however, in order for a program to be successful in the school, it would be best 

practice to have well defined digital citizenship goals for the school or grade level and have all 

classes working towards the goals together. Evaluation metrics for the effectiveness of the plan 

will need to be agreed upon by the parties involved, although the most recommended assessment 

would be a digital citizenship application survey filled out by students at the beginning and end 

of the instruction period. 

Areas for Further Development 

This design was directed specifically at educators and school administrators. Students 

were only lightly considered through some of the research, due to the focus on educators and 
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school administrators, therefore it will be very important for schools to find effective ways of 

incorporating student voice into decisions and policies. Students are aware of the issues that they 

are facing better than many adults do. Looking at policies and programs from the perspective of 

students, as well as co-creating digital citizenship goals with students and staff, will be an 

important area for further development of this plan. Technology develops at a rapid rate and it is 

important to make sure that students are a part of the conversation in order to keep the 

discussions relevant to the reality students are facing. Additionally, the voice of parents has not 

been thoroughly addressed in this design. Although decisions on policies and courses of action 

should be left to the staff of the school, opening conversations on the important issues of 

technology in education is going to be essential for communicating intentions with families. 

Looking beyond the roles of individual middle schools and towards the role the school 

district plays is also important for further development. SD61’s Technology for Learning 

Strategic Plan lays out strategies to meet each of the goals (Greater Victoria School District, 

2017). Currently, the design includes resources for educators to implement digital citizenship in 

response to the third goal: “Promote responsible student use of technology for learning” (Greater 

Victoria School District, 2017, p. 2). For further development of both the current design and the 

strategic plan strategy “3.2 Develop grade-level digital competencies as a framework to 

accompany the revised curriculum” (Greater Victoria School District, 2017, p. 2) should be a 

next step. As digital citizenship curriculum grows in SD61, it will be important to have 

designated goals or targets for each grade level. Although the goals will still be cyclical in 

nature, they will be necessary to avoid overdoing some areas of digital citizenship and missing 

other areas. As the current design focused specifically on SD61 middle schools, it will also 

become important to extend the curriculum into both elementary and high schools. 
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There are a few areas for future research to focus on: effective digital citizenship 

evaluations, the effects of educational technology on mental and physical well-being, and student 

self-regulation of technology use. As mentioned previously, digital citizenship evaluations have 

typically focused on student understanding of digital citizenship concepts and not the application 

of concepts. With further research into assessing the application of digital citizenship concepts, 

digital citizenship programs could be further refined to be more impactful for students. The 

application of digital citizenship needs to be the goal of the programs developed; effective, 

simple evaluation methods will help in this endeavor. Another gap in the current research is the 

focus specifically on educational technology. Many of the research studies used in this design 

focus on the effects of leisure screen time on health and wellness, as well as relationships. 

Research that addresses the use of educational technology and its effect on both mental and 

physical health, as well as relationships with peers and teachers, is an important area to further 

develop our understanding. Finally, research on teaching and utilizing self-regulation with 

technology is an important area for further study. Finding methods and systems that work to 

teach self-regulation to students is going to be an imperative part of developing a culture in 

schools that is focused on student learning, mindful of the technology enhanced world, and 

cognizant of the need to limit the negative effects of technology. 

Limitations of the Design 

 This design has focused on informing teachers and school administrators while building a 

digital citizenship program at the school level. As the design allows for schools to implement the 

plan on an individual school basis, the limitation lies in the ability of the district to create 

consistency across middle schools. This design should be considered a piece of a larger need in 

SD61 for district wide programs and support for digital citizenship, as well as for building 
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proactive policies based on current research. While the current Technology for Learning 

Strategic Plan (Greater Victoria School District, 2017) provides a starting place for developing a 

larger district plan, the design of this plan did not address the role of the district in supporting 

further development of the strategic plan. In order to move forward with the strategic plan, it will 

be imperative for the district to provide support for teachers and schools through accessible 

resources, information, and time for collaboration. 

 Another limitation of this design is that it requires participation from teachers and school 

administrators in order to move forward. As creating the “buy in” factor for educators will lead 

to more lasting success, this is often a good starting place. Due to the importance of digital 

citizenship for students moving into the online world, if there is not buy in from schools to cover 

these concepts, there may need to be more directive measures from the school board to 

implement a digital citizenship curriculum.  

 Although digital citizenship itself has been studied for over ten years, specific programs 

are relatively new and remain in the development stages. Therefore, this design was limited by 

the availability of empirical research on digital citizenship programs. As this is a growing 

research area, over the next few years many aspects of this design will need to be reviewed and 

updated to include new research findings. Technology is rapidly developing in society and 

research findings can quickly become irrelevant to the current educational climate. As with 

technology policies, it is important that digital citizenship programs continue to be revised and 

developed, regularly utilizing current research and incorporating conversations with educators 

and students. 
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Action Plan for Implementation 

 With the goal of reaching all ten middle schools in SD61, there are a few possible routes 

to take in terms of implementing the technology plan across the district. Starting with 

implementing all three pieces of the design together (summary for educator, resources for 

educators, and leading conversations framework), there are two options for implementation.  

First, an option is to present the plan to SD61 middle school principals using a proposal that 

incorporates both research and practical steps for implementation. Second, a natural starting 

place for implementation on a smaller scale, as a middle school teacher in SD61, will be in my 

current school. By introducing the research to my staff and leading the conversation with the 

interview matrix, starting the roll-out of the plan at my current middle school and then branching 

out from there is a distinct possibility.  

 Alternatively, the parts of the design could be implemented separately, although they still 

remain connected in the intent. The summary of information for educators can be shared through 

our district in a variety of ways: through my personal teaching blog, presented to each middle 

school at a staff meeting, emailed out to administrators and staff, or shared by district educators. 

To share the resources for educators, it will be important to (at the very least) have context built 

around the intent of teaching digital citizenship; ideally a school will develop specific learning 

goals in order for the resource to be most effective. The framework for leading conversations on 

balancing technology will need to be presented to administrators of middle schools in SD61 and 

will require administrators to approach staff in a committed and collaborative manner. Although 

the three parts of the design were intended to be presented as a whole, logistically introducing 

them individually might be a more feasible place to start. 
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 Implementing the design in separation has advantages: it can be more accessible and less 

overwhelming to present to staff, it may allow for implementation to occur at different rates for 

different schools, and it may allow for a more naturally developed buy in to emerge from 

educators. On the other hand, implementing the design in its entirety allows for a more thorough 

understanding of the research before developing important parts of the plan such as school-based 

goals and policies.  

 In terms of resources, support, and funding for implementation the plan is very cost 

effective. As all of the information and resources put together are free for educators to use, there 

is no cost for the implementation. As there currently is a lot of change in education, with the new 

curriculum and changes to class composition, supporting educators in the implementation is 

going to be the most important part. One way to support educators is through the current tech for 

learning district team. These three teachers can provide support and assistance with planning and 

teaching a digital citizenship program, as well as to help lead the conversation with the different 

middle schools. A recommendation for the district is to continue the funding for these positions. 

Additionally, providing support for a part time technology teacher in each middle school would 

be another way to fully support the implementation of this program. The most important support 

for the district will be an endorsement of support for a digital citizenship curriculum, to make 

talking about balancing technology a priority in SD61 middle schools. 

Conclusion 

 With technology developing at a rapid rate and schools constantly in a state of trying to 

stay on top of student technology use, an investment of time and energy into a proactive response 

through digital citizenship is an important step to take. As Ribble (2012) said: “Educators need to 

look to the tools that are available and work with their technology personnel to set a path for 
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where and what they want to do to ensure digital citizenship in their schools” (p. 151). There has 

been a continuous call for help in the Greater Victoria School District to deal with the “cell 

phone issue” and the answer to this may lie in the form of facilitating a cultural shift towards 

digital citizenship. Schools look to prepare students for the world they will be living in, and 

technology is going to be an integral part of that. It needs to start with educators who are 

informed with the latest research on technology in education, and it will spread through 

respectful and collaborative discussions. If digital citizenship can address the concerns educators 

are having and address the needs of our students, what are we waiting for? A proactive, 

respectful approach to technology lies in planning an effective digital citizenship program. Our 

students deserve as much. 
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Appendix A 

Balancing Technology Infographic 

Digital copy available here: https://create.piktochart.com/output/28970508-balancingtechnology  

 

https://create.piktochart.com/output/28970508-balancingtechnology
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Appendix B 

Balancing Technology Educator Resources 

Please note: an interactive and digital copy of this resource is available here: 

http://bit.ly/BalancingTechnologyResources 

 

 

http://bit.ly/BalancingTechnologyResources
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Appendix C 

Interview Matrix Resources 

Instructions for Facilitator 

Preparation  

● Create number labels or stickers for participants to wear (numbered 1-4) optional 

● Copy reporter templates for each question 

● You will also want to project or write up the chart to show each round of interviews 

Facilitation 

● Divide participants into groups of four 

● In each group each person is assigned a different number from 1 to 4 

● Participants will be asking the question of their number. E.g. Number 1’s ask question #1 

● Go over participant instructions and rules 

● An important rule is the “NO PROXY” rule - you are only answering based on your 

personal views and experiences and not speaking to a group consensus 

● Allow 4-5 minutes for participants to answer their own question in the personal response 

section 

● Time 4 minutes per round for all six rounds and instruct participants when to move 

 

Instructions for Participant: 

● You will each be given a question, there are four different questions 

● Your first job will be to answer the question yourself in the box labeled “Personal 

Response” 

● We will follow a rotation schedule for you to ask and answer each question with a 

different partner 

● The number listed in red is the interviewer: the job of the interviewer is to ask their 

question and then listen and record the response of the interviewee  

● There is a “NO PROXY” rule - you are only answering based on your personal views and 

experiences and not speaking to a group consensus 

● You will be given approx. 4 minutes for each round of questions  

● You will have a chance to ask your question three times and respond to each of the other 

3 questions 

● Take notes carefully to capture the words and meaning of the person you are listening to 

● At the end, you will be expected to review group answers with others who asked the 

same question 
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Schedule for Focused Interviews 

ROUND 1 1 - 2 3 - 4 

ROUND 2 2 - 1 4 - 3 

ROUND 3 2 - 4 1 - 3 

ROUND 4 4 - 2 3 - 1 

ROUND 5 1 - 4 2 - 3 

ROUND 6 4 - 1 3 - 2 

 

 

 

Balancing Technology Interview Matrix Questions 

 

Question 1 In what ways, if any, do you see students using technology positively? 

Question 2 What are your concerns with student technology use? 

Question 3 How is technology being positively used in our school? 

Question 4 What are your concerns with technology use in our school? 
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Appendix D 

Interview Matrix Reporter Templates 

Focused Interview: Reporter 1 Template 

Question: In what ways, if any, do you see students using 

technology positively? 

Personal 

Response 

 

 

 

 

 

 

 

 

 

 

 

 

 

Responses from my Interviews 

1st 

Interview 
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2nd 

Interview 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

3rd 

Interview 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Summary 

Notes 
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Focused Interview: Reporter 2 Template 

Question: What are your concerns with student technology 

use? 

Personal 

Response 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Responses from my Interviews 

1st 

Interview 
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2nd 

Interview 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

3rd 

Interview 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Summary 

Notes 
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Focused Interview: Reporter 3 Template 

Question: How is technology being positively used in our 

school? 

Personal 

Response 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Responses from my Interviews 

1st 

Interview 
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2nd 

Interview 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

3rd 

Interview 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Summary 

Notes 
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Focused Interview: Reporter 4 Template 

Question: What are your concerns with technology use in 

our school? 

Personal 

Response 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Responses from my Interviews 

1st 

Interview 
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2nd 

Interview 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

3rd 

Interview 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Summary 

Notes 

 

 

 

 

 

 

 

 


