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	 Educational Outcomes
	Educational processes
	 Educational resources

	
	 
	Learning Objectives
	Pedagogy
	Learner role
	Management of teaching, learning & assessment
	Underpinning Technology
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	Stage 1 Exchange
Localised use
	Activities address isolated learning objectives targeting specific pieces of subject content within the curriculum such as the life cycle of an insect, or prime factors.
	Technology is used within current teaching approaches as a direct substitute for well established resources, such as using an IWB as a substitute for a chalkboard, or an e-Book as a substitute for a text book.
	Learner as ‘consumer’ of learning content and resources, where the content or resources determine the learner’s activity.
	Learning is directed by the teacher and located within the classroom, with all learners following instruction in step. Technology is used to generate assessment evidence.
	Standard technology, such as interactive whiteboards, linear courseware, and websites.
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	Stage 2 Enrich
Internal Coordination
	Activities address sequences of learning objectives addressing related areas of content within a subject domain.
	Technology used interactively in support of familiar pedagogical approaches, with a variety of resources being matched to different learners’ needs.
	Learner as ‘user’ of technology tools and resources, such as office tools and search engines. The learner chooses the appropriate resources or tools for the task.
	Technology and systems support differentiated provision within the classroom by providing a variety of entry and exit points to tasks and offering alternative routes through the tasks. Assessment evidence is generated throughout.
	Interacting with technology, for example, adding to blogs or wikis, using apps within a learning platform
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	Stage 3 Enhance
Process redesign
	Activities address learning objectives that include higher order thinking and key subject specific process skills such as inquiry skills in science or presentational skills in languages. 
	Teaching and learning ‘redesigned’ to incorporate technology, building on research in learning and cognition.  The teacher uses new pedagogies (such as the learner as teacher or concept mapping) to develop competences.
	Learner as ‘producer' and collaborator using networked technologies to model and make such as learners developing their understanding of a physical, economic, or social process by creating a computer model.
	Technology is used to allocate learning tasks and to track learners progress through a task to assess process skills alongside knowledge and understanding. 
	Using software to programme, create websites, games, video clips, animations, 3D models etc. 1:1 computing
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	Stage 4 Extend
Network redesign & embedding
	Activities address learning objectives that go beyond traditional subject competencies to include cross-cutting 21st Century Skills such as collaborative problem solving.  
	Teaching and learning distributed, connected and organised around the learner, bridging the gap between formal and informal learning, through extended productive inquiry based learning.
	Learners take control of learning using technology to manage own learning, choosing the appropriate resources or tools to support their learning, such as choosing to join a MOOC to further develop their understanding of a topic.
	Institutionally-embedded technology supports the flow of activities, content and data, providing an integrated approach to teaching, learning and assessment giving the teacher and learner timely data on learners’ experiences and achievements.
	Use of innovative technology, e.g. 3D printing, Alternate Realities. Using technology across boundaries, for example, integrating products made at home with that in school
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	Stage 5 Empower
Redefinition & innovative use
	Activities address personalised learning objectives that are negotiated with students and are reviewed and revised throughout.
	Ubiquitous, integrated, seamlessly connected technologies support learner choice and personalisation beyond the classroom.
	Learner as co-designer of the learning journey, supported by intelligent content and analytics.
	Technology supports new learning services that go beyond institutional boundaries, allowing the school to broker services provided by others, such as learner communities of practice. 
	Mobile and locative technologies supporting ‘agile’ teaching and learning, that is, responding to situation


