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Snapshot Study 4 

The school and its vision for digital technology 
SS4 was an independent co-educational, religious school in a central Queensland coastal city. 
The school enrolled its first cohort of Year 8 students in 2010 and from 2013 the school had 
students from Pre-school to Year 11.  
 
The Principal’s vision was to ‘create a school where kids go home happy and know that they are 
better today at something than they were yesterday... a learning community where people feel 
connected and belong’. He wanted the school’s use of technology to be integrated into school 
life, reflecting its integration into life outside school. 
 

The digital technology strategy 
The principal led the implementation of a 1 to 1 iPod strategy in 2010 for the new Year 8 cohort. 
In 2013 pupils in Years 7-9 had 1 to 1 iPods, provided by the school, but which students had 
personal ownership of and 24/7 access to. Years 10 and 11 moved to a BYOD strategy in 2013, 
with around 70% of the students bringing in their own laptops or tablets and the remainder 
having access to school laptops during school time.  
 
Classes also had access to over 100 school laptops and 20 iPads on a booking system. Each 
classroom had an Interactive Whiteboard connected to the teacher’s laptop. Students were 
provided with usernames and passwords to connect to either of the separate student or BYOD 
Wi-Fi networks, each of which provided filtered Internet access.  

An example activity 
Year 9 SOSE – History of World War I 

The students had been working in groups of three to six to develop an extended written 
response to historical evidence culminating in a ‘museum exhibition’ pertaining to one aspect of 
World War I. Each group selected their topic from a list supplied by the teacher that included 
trench warfare, causes of WW1, reasons men enlisted, places Australians fought, photography 
in WW1, lost generations after WW1, use of tanks, aeroplanes and chemical weapons, 
experiences of indigenous Australians 
during WW1, treatment of people of 
German descent during WW1, impact 
on women and their changing role, 
conscription issue, and the ANZAC 
legend. A carefully prepared project 
brief was provided to all students that 
outlined their task and marking rubric, 
and provided guiding questions to 
scaffold the project process. The brief 
outlined 8 main steps including: 1) 
choose a theme for your WW1 exhibit; 
2) develop important sub-questions; 3) 
draw up research notes pages; 4) 
prepare a bibliography; 5) plan and 
produce your museum exhibit material; 
6) check that your exhibit consists of a 
themed backdrop, labelled artefacts, 
display boards containing 200-800 
word responses from each group 
member, and any additional material 
such as maps, timelines, vodcast, 
podcast, letters etc.; 7) reflect on your 
research; and 8) evaluate and submit 
the project. 
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The lesson consisted mainly of the 24 students working in their groups to come up with five 
‘good questions’ about World War I. Each pupil had an iPod, though the majority of students 
were using laptops (12) or iPads (6).  
 
Once a group had completed their questions they continued to work on their projects, while 
waiting to take turns to type their five questions into the laptop connected to the Interactive 
Whiteboard, to share with the class using the interactive resources at 
http://www.classtools.net/. The groups also undertook research, using sites such as 
http://www.wwvets.com/.  
 
The teacher circulated around the groups making teaching points. Towards the end of the 
lesson she led a whole class discussion, using her own iPad from the back of the class to control 
the Interactive Whiteboard. She recapped the key outcome for the project – a museum exhibit 
– and suggested that students might like to use the Skqueak app1, which they had used in a 
previous lesson, to create interactive audio presentations as part of their exhibits. 
 

Impact  
The students were learning about being good digital citizens, sometimes as a result of problems 
that had arisen. They had also had the opportunity to work in different ways, though the impact 
on pedagogy was still evolving slowly, and only some teachers had moved to more collaborative 
and creative modes of working. 
 

Key lesson learnt 
• iPods are out-dated and the screen size is too small. 
• You need to provide even more support to staff (and parents) than you expect. 
• Mobile devices can be seen as disruptive, but most of the behaviour issues are not new and 

should be dealt with as part of the school’s standard behaviour policy rather than being 
viewed as a technology problem. 

 

An emerging trend – funding 
The school moved to a BYOD strategy for the older year groups in 2013 primarily in response to 
the financial challenge of sustaining a 1 to 1 computing strategy. The school was concerned 
about keeping the fees down. By taking advantage of the mobile devices the students already 
had at home, they could make better use of their school funds to support students who did not 
have access to their own mobile devices. This relates to the Funding dimension: 
 

 
 
Category Explanation 
‘School’ The school pays for all the equipment used in school. In practice they may 

have funding from grants or commercial sponsors. 
Subsidised Parents make a (voluntary) monthly contribution towards the cost which 

complements the school funding. In some cases the voluntary contribution 
may only pay part of the cost for the pupil, whilst in others the contribution 
fully covers the cost of the equipment. 

Hybrid This is essentially a mix between 'Subsidised' and 'Parents' in which pupils 
who already own a suitable device are allowed to use that (and so don't 
have to pay for another one, though they may have to buy additional 
insurance) 

Home Parents pay for the device their child is using.  
 
For a discussion of the issue of funding see http://edfutures.net/Who_pays.  

                                            
1 Skqueak iPod app https://www.skqueak.com/  


