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Understanding the Interconnection of Teaching, Technology and Learning

Recently there has been a focus on the impact technology has on student learning which has increased the
urgency for both educational institutions and industry to work harder to find a more effective approach. SMART
Technologies initiated research that aims to uncover the interconnections between success, technology and
teaching/learning practices with the purpose of helping guide future decisions made in the education and
technology sectors.
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Preliminary Findings

Results
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According to the research, success is enhanced when classroom technology is paired
with pedagogical best practices.

When looking at those that reported

having the highest success, several Teaching A

interconnections of teaching/learning . Hardware
practices software

best practices and technology

investments emerged.

. The use of teaching and learning best practices makes a difference in technology

rich classrooms.
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. Software is more closely related to success than hardware.

These charts represent the success respondents had when using different types of hardware or
software daily or for most lessons.
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4. Student use of devices: they consume content more than they create content.

Consume content daily or most lessons
Create content daily or most lessons

5. Concerns of technology being a distraction are most prevalent with less experienced
educators and increases as students age.
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6. Of all the teaching and learning practices reviewed, teachers need the most help with
engaging students in rich, collaborative practices. The impact of those that do have
success can be transformational.

Success in the words of an educator
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Register at
smarttech.com/TTLresearch
to receive the full report.




