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Why use Technology in the Classroom? 
Technology and digital devices are becoming more and more popular within the 
classroom and society. Digital devices are being woven into our lives at an alarming rate, 
with a clear divide in teacher pedagogy for how to use or integrate technology into the 
classroom effectively. Sure, anybody can pick up a device and use it in their teaching 
practice. But how effective or beneficial is it? 

This ebook was written with 8 engaging ways on how to use technology in the classroom. It  
is designed to have tips, ideas and links to how you can use it and why it can help you in 
your classroom and practice. Each section will outline the key reason stated, with some 
examples and links to how it can be used.  

I have always been thoroughly interested and engaged in digital technology. I love seeing 
new ways of learning, new ideas and new technology that is being created. I have studied 
all that I can to help ensure I am on top of the new changes the best I can be, and practice 
key skills with my students in class. I find that once you have understood it and the benefits 
it can have for your students, the more success you will have. The key is also integration on 
a deeper level. So not just using it to simply substitute paper and pen - but using it to 
redefine learning opportunities and allow students to explore learning outcomes that were 
previously not attainable.  

There are lots of other information online with how to use technology in the classroom. 
Educators across the world have been more than willing to share their ideas, resources and 
skills with others to ensure all students have equal access to learning that can redefine 
learning. Twitter has some great engaging twitter chats that target key learning or 
particular areas of technology you could be looking into. Simply search the term in the 
search bar and see what pops up!  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Share the Learning 
Using technology to share learning is the easiest and most engaging way to use it. 
Technology has many purposes with this one being a fantastic way of making sure it 
happens. Sharing the learning within the classroom (or wider with parents and family 
members), can involve using apps or websites to share the learning experiences being 
created in class. The positives of this allow parents and family members to engage with 
their students learning, see inside the classroom and perhaps view learning outcomes that 
they would never be able to see! I personally use Seesaw to share learning with parents 
and use it daily to engage and promote what we do in class. I find that it is a valuable way 
of students knowing that their learning is not just created without reason, but with a 
purpose in mind.  

Why share the learning? Well learning is always better understood when it is shared with a 
purpose in mind. What is the point in creating learning opportunities if nobody is to view 
them. And with how busy parents and family members are now, it can be hard for them to 
come in and see the learning in person. Using technology to share the learning digitally is 
a great way to use it for a purpose and ensure it is being used effectively in the classroom.  
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What software can be used to share the learning? 

Seesaw  

Seesaw is an interactive portfolio that allows students to share evidence of their work with 
others. The sharing can be with family members, or even wider with the use of Seesaw 
blogs. Seesaw has the tools inbuilt into the app that allow for seamless integration into 
areas of your teaching practice such as camera, video camera, drawing tools, note, links 
and google drive integration.  

Seesaw is a free app to use, both for students and parents. Parents use their app to log on 
and check the learning that has been posted. Parents can also be notified with email or 
app updates once student learning has been shared.  

ClassDojo 

ClassDojo is very similar to Seesaw by having an interactive portfolio aspect alongside 
behaviour management tracking. Students are able to use the app or website to share 
aspects of their learning with family members using the tools camera, video, drawing and 
note. ClassDojo is free to use and parents sign up to their students journal.  

ClassDojo has similarities with Seesaw and it really is about what works for you and your 
students. With both being learning journal software, the main aim is to of course share the 
learning with others.  

Storypark 

Storypark is again, very similar to Seesaw and ClassDojo. Aimed at younger students, this 
app still provides parents and family members with up to date learning that is going on in 
class. Parents are provided with a way to log on and view learning that is posted from their 
teachers. Photos and videos are up to date and can be shared throughout the day. This is 
free to use for educators and families.  
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Google Sites 

Google Sites are part of Google Apps for Education - an online tool where teachers can 
create ‘sites’ to share learning. Both teachers and students can update the site to share 
pictures, videos, links, google documents that provide evidence of their learning. This is 
free to use and quite easy to set up.  

Google Sites are easy to share with parents and family members, simply sharing them the 
website link. Parents can comment on posts and provide feedback for their learning that 
way. Students can also comment on posts to each other and use it as a way of sharing and 
engaging in learning.  

Blogger 

Blogger is another free software website that teachers and students can use to update and 
share their learning. Students are able to share their photos, videos, text evidence to 
promote or show their learning outcomes. Blogger no longer has an app version, only just 
a website that they can log on too and add their evidence. Parents can only comment on 
the posts or website once they have received the link.  

Blogger is slightly more complicated to use for students when adding as they all use the 
same portal. Blogger would be recommended to use for older students that are able to 
log on and navigate the system in order to add their learning evidence.  
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Gather Feedback or Student Voice 
What best way to really listen to and hear what your students want, value and desire in the 
classroom is with feedback and student voice. This can be done in many ways, and it really 
is about using technology to harness this for your teaching practice.  

Feedback is a great way to gather information about how your students are working, how 
they found the lesson, what they need help with and what you could do better next time. 
Feedback is a vital way of really understanding your students and what they need for their 
next learning steps around promoting further learning. Student voice is also really valuable 
to ensure the learning is actually what they want. Why would they be interested in learning 
if it isn’t something they are passionate or even interested in learning? Check out this 
continuum of voice that helps show how you can use student voice and feedback to shift 
the type of learning that will be achieved in class.  

Personalize Learning, LLC designed Continuum of 
Voice adapted from "Motivation, Engagement, & 
Student Voice" by Toshalis & Nakkula from 
Students at the Center @StudentcCntrHub - Visual 
designed by Sylvia Duckworth @sylviaduckworth  

Student voice and feedback can easily be achieved with technology and devices. Check 
out these four easy to use tips and ideas on how you can integrate technology effectively 
with student voice and feedback opportunities.  
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Student Voice : 

• Google Forms: Using google forms at the beginning, middle or 
end of a lesson is a great way to check in on how students are 
doing! You could ask questions around expectations of the 
learning, how they want to achieve, or tie it into the lessons. An 
example of how I use Google forms for student voice is using it 
to gather ideas in our ice-cream study unit. I created a really 
quick google form survey, shared the link with the class and 
have them share their voice and provide feedback on what we 
should get. Simple, but effective! And using the technology in a 
meaningful way to engage students rather than your usual 
whole class discussion.  

•Padlet: Padlet is a great way to gain student voice when 
exploring topics, inquiry or looking for a way to gather ideas from 
students. Padlet is a website based software that students can join 
using a code or QR code scanner to access the note. Students can 
then add their ideas, photos, links and videos in a collaborative 
setting. An example of how I use Padlet is when looking at whole 
class discussions. I put a question on the Padlet which was then 
airplayed onto the TV, and students could share their voice in 
response. It was a great way to teach researching skills also, as 
students needed to find their own animal/insect, a picture and 
then make sure it was answering the statement. Padlet is perfect 
for engaging all your students in an activity and ensure that voice 
is gathered from everyone.  
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Feedback: 

• Bitmoji stickers: Bitmoji is a great avatar creation 
software that allows you to transform your physical 
appearance into an online digital version. Bitmoji 
then allows you to create pictures around themes 
that can be exported and used in any setting. Bitmoji 
is free to use on your device and also online as a 
chrome add-on. You then simply search the type of 
Bitmoji picture you are looking for an can download 
it straight to your document, or export it and print it 
out. A key way of using Bitmoji with your students is 
for feedback. Provide a section on the document 
when working online for feedback, add a Bitmoji sticker and type your feedback 
comment like you usually would. This provides that something different your students 
wouldn’t usually get when working online, but still using digital technologies in a 
meaningful way. 

•Peardeck: Peardeck is a great Google 
slides add-on that allows for amazing 
feedback opportunities during lessons! 
Peardeck is free to use and download 
onto your google slides add-ons for 
teachers to integrate into every lesson. 
Students join the google slide deck via a 
code, and can interact with the 
technology live to provide feedback. In 

this example, students can click on the smiley faced based on how they found the 
learning. A great way for teachers to then reflect on the students findings and use this for 
further lessons.  
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Gamify Learning 
Learning can be a lot of fun especially when it is 
game based! Even better, when you can use 
technology to gamify learning opportunities! Gamify 
learning is as simple as it sounds - completing 
learning outcomes that are game based! Fun, 
interactive and engaging! There are so many benefits 
to using Gamification in learning with these being 
listed in this great infographic. Alongside these, they 
really do make learning with technology for effective 
for both students and learning.  

Gamification can be used in your classroom in many 
ways: 

• Software or app based learning 

• Class competitions 

• Digital scoreboards with prizes 

• Online badges and awards for students 

All of these are key ways teachers can integrate gamification in the classroom. Check out 
some links and more detailed posts on the next page.  

Top 4 Benefits of Gamification in E-learning 
[Infographic]. Written by Rohit Sriramla
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Software or app based learning opportunities:  

Kahoot: These are where you integrate apps for 
students to use that is fun, engaging and relevant 
to your learning. A key example is Kahoot. Kahoot is 
a great game or interactive puzzle that allows 
students to play in groups or individuals and 
answer questions you put as a game. Teams get 
points for their correct answers, but play in a fun 
and friendly way! Students love being involved in 
the game and this makes it exciting for all involved.  

Prodigy: Prodigy is a game based maths app that allows 
students to earn points, get rewards and have fun whilst 
learning key maths skills! There are activities that students 
can work on that follow a targeted learning programme, 
but still provide students with the access to a gamification. 
It is loads of fun and involves students in the process of 

using technology effectively.  
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Class Competitions and Digital Scoreboards: 

•ClassDojo: ClassDojo is a reward system that allows each student to 
receive points on their avatar monster. These can be awarded for 
different skills that you might be working on in class or in your school. 
These can be used as a digital scoreboard and then further 

implemented to receive rewards or other tangible outcomes in your classroom. In my 
classroom, I only use the positive award points that ClassDojo offer and these are 
transferred into class stamps that we have. Students love receiving the points and then 
having them reflect onto something further like a class party, class reward or other 
outcome.  

 

•Classcraft: Classcraft is similar to ClassDojo in terms of it being a 
reward system for students. Each student gets an avatar that they 
can customise and create to look like themselves, or another 
person. They can achieve points as rewards which are then used to 

upgrade their avatar to level up. The teacher controls the points but the students are 
able to view and see their progress over the day.  
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•GoNoodle: GoNoodle is a great way to gamify your learning with 
students to get moving! It provides you with thousands of videos online to 

get students moving in the classroom every day. It is so simple to use, the teacher 
creates a class account and chooses a monster to get points for. Each video they watch 
they receive a point for and the monster upgrades every 10 points. After 5 levels they 
can then choose another monster to continue playing with! My kids love watching it 
upgrade and seeing it transform in the transmogrifier.  
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Get Creative and Interact with Learning 
Of course digital technologies can be used to help students get creative! Creativity is a key 
part of our New Zealand Curriculum, encouraging all students to ensure they are building 
skills that can help them become future focused learners. Creativity is such a fun way to get 
students engaged in their learning and working on goals that interest them.  

Being creative with technology is really only limited by your imagination and access to 
devices. Alongside being creative, you can make the most of using technology effectively 
by using it to interact with learning. Both of these are hand in hand with each other (I 
believe) so students are learning that what they create, others can interact with and learn 
from. That is a great way to teach students to be connected learners, building on their 
collaboration skills; yet also becoming critical thinkers. There are so many things you can 
do to really use technology effectively.  

Check out eight examples below on how you can use technology to get creative and 
interact with learning! 

•Videos: Students can use videos to really be creative and share 
who they are! Creating videos to share their learning offers 
visual, auditory and kinaesthetic learning opportunities. Videos 
can be made on web cams, device cameras, digital cameras or 
phones. The great thing about making a video is it can really be 
done anywhere, as long as they have a device. Students can 
work independently, with a buddy or in a group to create a 

video. They can use things like props, audio, soundtrack and more when creating their 
videos! Really only limited to the creator!  

• FlipGrid: FlipGrid is an amazing video tool that allows 
students to create learning outcomes and interact with 
others! Students and teachers record videos, upload them 
to FlipGrid. They will have a special grid where their videos 
are added and only select people with access are able to 
view them. A great way for students to create content, in a 
meaningful way. You can leave comments and interact on videos all over the world; 
building student voice and opening the classroom doors! 
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•Green screening videos: Green screening is the new fabulous way of 
getting students to create, engage and make purposeful use of the 
technology! Green screening uses an app or software that you use 

alongside a green screen (or green material). The app then replaces the green with an 
image that you choose to make it seem like you are somewhere else! Students can use 
this to create videos pretending they are on the moon, sharing their learning about 
under the sea, or be in places they never could be! It really allows for creativity to shine 
through! Lots of fun.  

• Music: Using music in class is a creative way to use technology for a purpose. These can 
be used to engage students, provide excitement for tidy up time or as a timer to get 
students motivated. When my students are working, I usually playing a calming Disney 
playlist off Youtube that has no lyrics - just piano. My students say it helps them calm and 
concentrate, yet provide them with some excitement rather than nothing. There are lots 
of playlists pre-made that are appropriate for students and the classroom online so just 
get searching! Some of my class favourites are: 

✦ Piano Disney Playlist 

✦ Mindfulness Meditation 

✦ KidsBop Playlist 

✦ Top 20 Kids Countdown 

✦ KooKooKanga (from GoNoodle) 

✦ Relaxing Sounds Playlist 
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• 3D Maps and Virtual Field Trips: 3D Maps and Virtual field trips like Google Tour Builder 
or Google maps are a great way for students to create learning experiences they would 
not have ever dreamed of before! This type of software allows students to move out of 
the classroom, connect with others across the world and view places they might have 
never heard of. Google Tour Builder is great as students or teachers can build virtual 
tours of places and share these with others. It could be used in Geography, plotting a 
course over time, visiting home towns and so much more! The creativity in this is endless, 
whilst stimulating an engaging and authentic learning experience.  

• Digital Literacy: Ebooks and online stores are a great way for students to create and 
learn in engaging, authentic and effective ways. Students can create their own using 
software like Book Creator, Google Slides or iMovie using their own stories, photos and 
videos. This helps students develop their own literacy skills, builds creativity and allows 
them to build effective use of technology. Once created, their books can be easily 
exported into different platforms to share the creativity being created! Book Creator is 
fantastic software to create stories that can be published to the Book Creator library. 
Anyone from across the world is able to engage with them and provide feedback, or just 
enjoy the story!  
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• Digital Portfolios and Blogging: Digital portfolios and blogging are a great way for 
students and teachers to interact with learning. They are able to view, comment and 
provide feedback on learning that they see, and use it for next learning steps. Viewing 
other students learning allows interaction with learning outcomes and chances to reflect 
on what is being created.  

• QR codes: QR codes are incredible! These can be used anywhere 
using free QR code scanners that can be used on multi-devices. A 
QR code looks very similar to a barcode - with black and white 
squiggly dots. Once scanned, the QR code will link the user to 
website or link that the creator was taking them too. QR codes are 
be used for so many different purposes - games, activities, 
worksheets, quick access to a website, youtube link, answers, 
questions, feedback links and so much more!! Anyone can make 
a QR code for students to access - students can even create their 
own QR codes! Awesome apps like Seesaw also 
create their own QR codes for evidence posted on 
Seesaw to allow the user a quick way to the piece of 
evidence. I use QR codes in my classroom to create 
quick links to stories we listen to in reading time, 
website links or information they can access on their 
own.  
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Collaboration 
Collaboration is one of those words you hear every day in schools. Students should be 
experiencing collaboration with other learners; how can we build collaboration; how can 
teachers collaborate with others? Collaboration can be tricky to implement successfully in 
class as it is very similar to co-operation. We need to ensure we are fostering opportunities 
for collaboration, not co-operation.  

A great way of thinking about collaboration is the working together to produce or achieve 
something. This could be a project, assignment or activity. Everyone has mutual trust and a 
shared vision or values. Co-operation is helping someone do something. This could 
include shared goals but be rather loose.  

Technology allows collaboration across the world to happen. Students and teachers from 
all over the globe can interact, work with and collaborate to create learning opportunities, 
shared visions and projects that achieve their learning goals. Check out these examples of 
how technology can be used to effectively collaborate with others.  
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• Google Apps for Education: Google Apps for Education provide a vast amount of 
software and apps for students and teachers to use to collaborate throughout their 
learning outcomes. Students can create shared google docs, slides or sheets; share 
them with the members of their collaborative group and work on their project at the 
same time. Even in time differences or when working across the world; students and 
teachers are able to edit it in real time! Allowing the door to open for further learning 
experiences that might not have achieved before. Even if not working with others across 
the world, in classrooms with multiple devices students are able to collaborate at the 
same time on the their work. You are able to check who is working on the documents 
and monitor their edits to the work.  

Students can also collaborate on projects with one device - you don’t always need to have 
devices for everyone. Simply ensure you have provided clear guidelines and expectations 
when using the device and how the collaboration will/can look.  

• Padlet: Not only can Padlet be used to get student voice, it is also a great opportunity for 
students to collaborate together in small groups or whole class discussions. Prompting 
questions can be displayed at the top with students having access to the board. They 
can then work together to add their ideas. Padlet allows its users to add photos, videos, 
drawings, links and notes. This is a great way to gather multiple versions of evidence for 
the question, allowing opportunities for students to see what they have or haven’t 
missed in the question.  

Google Basics for Kids 
– Collaborating in 
Docs and Slides Series 
– Part 1 “Set Up 
Rules”. By Robin 
Limpert
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•Mindmeister: Mindmeister is a free website that allows 
students and teachers to collaborate in mind mapping or 
brainstorming. Mindmeister provides options for users to 
collaborate on the mind map to share their ideas, thoughts or 
facts about their topic. There are different options to upgrade 

which include more chances to create mind maps, exporting and sharing options and 
how many you can create. The basic level of Mindmeister allows you to create 3 mind 
maps but you can share that with any users that need to collaborate.  
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Project Based Learning 
Project based learning are one of those amazing techniques to get students engaged, 
interested and motivated in their learning. What student would not want to work on their 
own passions or interests in their learning? Common names that are similar to project 
based learning are things like passion project, project time and more.  

Project based learning is a teaching method that allows students to gain knowledge and 
skills in an area they want to investigate. This provides students or teachers with the chance 
to engage in authentic questions, problems or challenges that align with their goal. It’s not 
simply ‘doing a project’; but developing critical thinking skills, problem solving, 
collaboration and communication with others to meet the learning outcomes.   

Check out these five ideas on how technology can be integrated effectively into Project 
Based Learning.  

•Flipped Learning: Flipped learning is an 
amazing way of student learning that can 
align and integrate with classroom teaching. 
Flipped learning is where students would 
engage in watching videos with learning 
outcome information first, before meeting 
with the teacher. The idea is that those videos 
and accompanying activities would teach 
students the information or skills needed, 
allowing the teacher to roam the room and 
target students specifically. Students can then 

meet with the teacher afterwards to discuss what was viewed or further practice the 
ideas covered.  

The University of Texas at 
Austin, Faculty Innovation 
Centre, Flipped Classroom. 
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• Connecting with Experts: Connecting with experts is an easy and exciting way of 
integrating technology with learning. Students are able to make contact with experts 
from across the world that have skills or knowledge in the project based learning being 
focused on, and the technology allows for questioning, commenting, feedback and 
ideas. Connecting with experts can be through various forms of technology such as: 
Google Hangouts, Skype or Facetime. Or even back to basics, students could send 
emails to the expert or simply make a phone call.  

•Sharing of the Projects and Publishing: Sharing and publishing 
their projects are a great way to have an end point for the work 
being created. There are lots of software, apps or hardware that 
students and teachers can use to share the end product with 
users in the class, in their school and wider community. A great 
way of sharing is using blogs or learning journal portfolios such 
as Seesaw, ClassDojo, blogger, google sites and more. Other 
ways students could share their end product is by creating 
collages of their evidence or progress along the way using apps 
like PicCollage or PhotoGrid. Students can document the 
process taken in the project, collage it using an app and then 
share it wider.  
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Be Our Guest 
A fantastic way of integrating technology in the classroom is through its opportunities to 
have guests. Sometimes the guests that you want to have can’t actually make it - which is 
where technology will create these opportunities. By using technology, students and 
teachers can make contact with guests from all over the world and bring them into the 
classroom.  

Very similar to previously mentioned connecting with experts, guests can be introduced in 
fun ways to engage all learners. Simple ways of having guests in your classroom can be 
used through software like Google Hangouts, Skype, Facetime, video phone calls, emailing 
and messages. Each of these bring about positives and negatives to the classroom 
experiences and learning outcomes. These would be dependent on device access, wifi 
access and student/teacher knowledge on using these technologies.  

A key technology that can be used in the classroom effectively is Skype.   

•Skype: Skype is a great way to bring in guests from all around the 
world. Skype is a great website and app based software that allows 
people to connect via phone call or webcam video call. Some 
educators across the world are using Skype in a mystery hangout. 

Classes connect from all over the globe and ask each other questions to try and figure 
out where they are! A great way to learn about who others are, where they come from 
and key facts about their culture. This could be perfect for cultural studies, geography or 
social studies. Skype can simply just be used to connect with guests across the world to 
bring in their expertise to your classroom learning experiences.  
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Credits:  
Credit for pictures are stated underneath.  

Key software/app pictures are from their websites. 
Student work pictures are from my own collection.  

Clip art is sourced from pixabay.com.  

I truly appreciate and value your feedback! If you have 
any questions, suggestions of requests please feel 

Check out my website for more 
information 
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