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The Owen D. Young Central School mission and vision is to 
provide an excellent educational environment in which all 
students can achieve success and become contributing 
citizens. 

The owen D. Young Central School District must use technology in order to 
prepare students for their futures.  Technology is a key to learners’ 
achievement of world class standards.  Students must be able to access 
information, manipulate and understand data, synthesize concepts, and 
creatively express ideas. 

 

This plan conveys our vision statement, our beliefs in technology, and our K-12 
instructional goals as they relate to technology skills.  This plan provides 
access to the use of technology enabling students to become lifelong learners; 
technology in this context includes designed and networked computer, 
telephone, electronic data, and videos systems to enhance our district’s 
communication, information processing, and productivity needs. 

Technology is also an administrative tool which brings efficiency to the 
management and assessment realms of education.  This is especially important 
as teachers use performance-based assessment to continuously improve 
students’ learning.  

 



 

 

 
I.) Vision for the Technology Plan  

District Instructional Technology Plans, required by Commissioner’s 
Regulation 100.12, will support the mission of the NYS Board of Regents, which 
is to ensure that every child has equitable access to the highest quality 
educational opportunities, services and supports in schools that provide 
effective instruction aligned to the state’s standards, as well as positive 
learning environments so that each child is prepared for success in college, 
career, and citizenship.  Reviewing National Educational Technology Standards 
(NETS), Digital Learning Categories, (See Appendix A & B), ISTE Standards, 
21st Century Learning Standards, college and career readiness standards, Next 
Generation Learning Standards, as well as career and technical education 
requirements created this vision. 

 
We will utilize  instructional technology to prepare our students to:  
 

● meet the  Digital Literacy  Categories  for grade level 
performance indicators as shown in Appendix A & B;  

● be college and career ready;  
● embark on Career and Technical Education Pathways;  
● understand the role of technology as a tool for research and 

learning;  
● have the ability to communicate and create collaborative 

communities with others locally, nationally and globally;  
● be engaged in the learning process by using technology to 

further support their inquiry; 
● be knowledgeable and aware of electronic resources and to be 

discriminating consumers of information;  
● be responsible digital citizens aware of their online footprint;  
● graduate with technology competencies required for a 

community of global learners, ensuring they have the tools to be 
successful in the 21st century;  

 
 

 
 II.) Teaching and Learning Framework with Technology  
 
 This technology plan was developed to provide our teachers and students 
with the many and varied educational benefits of technology-enriched learning 
environments. When new and emerging technologies are carefully integrated 
into the curriculum and skillfully applied to instruction by well-trained 
teachers, students have opportunities to achieve the highest levels of academic 
success and personal development. Educational technologies enable teachers 
and students to access information, enjoy diverse teaching and learning 
experiences and establish connections that extend beyond the school 
community. With educational technology, we can:  
 



 

 

● Engage students in inquiry-driven and project-based learning by 
providing tools for research, communication and creation.  

● Bring real-world experiences to the classroom through 
simulations, virtual field trips, real-time interactive video, video 
conferencing with experts and peer-to-peer networking.  

● Motivate and challenge students with varied and participatory 
learning activities.  

● Accommodate the learning needs of all students through 
principles of universal design.  

● Foster the development of communication and collaboration 
skills by enabling participation in online global environments.  

● Stimulate creativity and innovation by giving students tools with 
which to question, explore, discover, solve and create.  

 
 
In summary, educational technology gives us the power to transform teaching 
and learning. This Technology Plan will guide us as we construct, foster and 
thrive in these new 21st Century Learning  environments.  
 
 
III.) District Technology Goals 
 
Goals for the Instructional Technology Plan  
Goal 1.0: Provide secure access to technology for students and staff. 
 
 

● Maintain a secure wireless network in each building to meet the 
instructional bandwidth requirements (i.e. computer lab, 
laptops, and laptop carts); 

● Provide a plan to acquire and maintain interactive whiteboards 
in designated classrooms; 

● Continue to provide and update computers throughout the 
district with the latest software and capabilities through a 
maintenance upgrade plan  (i.e. desktop computers, iPads, 
projectors etc.) Continue to provide a laptop for all teachers to 
have network access from anywhere within the district to 
facilitate information gathering and collaboration; 
 

● Ensure that internet speed and bandwidth meets the district 
needs ; 

● Create for the district the ability to service and repair education 
technologies internally with the Technology Department and 
students with high educational interest; 

● Update technology readiness for PARCC and NYS 3-8 
assessments; 

● provide students with access to current electronic resources that 
will support students in their learning;  

 



 

 

Goal 2.0: Utilize educational technology appropriately to improve 
learning and monitor student progress. 
 

● Integrate technology with instruction in all curriculum in order 
to provide students with a variety of learning opportunities; 

● Use technology-rich environments to help students solve 
problems, make decisions, and express themselves (Appendix E); 

● Use technology to access the global education community; 
● Use technology that accommodates each student's learning style 

and needs; 
● Use student information systems to provide continual updates 

on student progress (School-tool) and allow teachers, students, 
and parents to view student progress via the Internet securely; 

●  
● Ready every student to be technology proficient for Partnership 

for Assessment of Readiness and Careers (PARCC) assessments 
and classroom testing ; 

● Provide appropriate technology for schools to be ready for 
online testing (NYSED); Utilize  online social media to promote 
academic interaction in a secure, district-moderated online 
platform which promotes and models digital citizenship; 

● create interdisciplinary lessons using available technologies to 
enhance student learning;  

● increase proficiency at utilizing technology as a teaching tool 
through the use of classroom Smartboards, document cameras, 
Ipads, Chromebooks, laptops and other devices. ;  

● provide students with authentic technology experiences with 
global audiences;  

● guide students to become independent, self-determining 
learners who seek out answers to complex problems;  

● provide interactive experiences to improve student 
understanding of concepts; 

● prepare learning experiences that use technology appropriately 
to enhance instruction;  

 
Goal 3.0: Provide professional development and on-going support, 
enabling staff to be knowledgeable when working in technology-rich 
environments. 
 

● Provide opportunities for staff to participate in professional 
development so that participants will be able to effectively apply 
educational technology to instruction and communication; 

● Technology Support (4? days per week) will provide technical 
support in the district that will maintain instructional technology 
tools; 

● The district will provide a technology integration specialist  (one 
day per week) to address software and instructional learning 
opportunities 



 

 

● Administration will work with a group comprised of Library 
Media Specialists,  technology integration specialist and 
classroom teachers to share new technologies and promote the 
use of new software and apps;  

●  
● create professional learning communities with other teaching 

professionals to remain current on best practices related to 
technology;  

 
 
Goal 4.0: Expand partnerships between the district schools and 
businesses, community residents, and parents through the use of 
technology. 
 

● Use district homepage and social media as a means of 
communicating district news to parents and community 
members; 

● Maintain parent portal and other  grading software for parent 
accessibility (school-tool); 

● Contact local businesses, colleges, and/or community 
organizations to form partnerships in regards to technology 

 
 
IV.) National Educational Technology Standards for Students 
 
The National Educational Technology  Standards for Students emphasize the 
skills and qualities we want for students, enabling them to engage and thrive in 
a connected, digital world. The standards are designed for use by educators 
across the curriculum, with every age student, with a goal of cultivating these 
skills throughout a student’s academic career. Both students and teachers will 
be responsible for achieving foundational technology skills to fully apply the 
standards. The reward, however, will be educators who skillfully mentor and 
inspire students to amplify learning with technology and challenge them to be 
agents of their own learning. 
 
1. Empowered Learner 
Students leverage technology to take an active role in choosing, achieving and 
demonstrating competency in their learning goals, informed by the learning 
sciences. Students: 

● articulate and set personal learning goals, develop strategies 
leveraging technology to achieve them and reflect on the learning 
process itself to improve learning outcomes. 

● build networks and customize their learning environments in ways 
that support the learning process. 

● use technology to seek feedback that informs and improves their 
practice and to demonstrate their learning in a variety of ways. 

● understand the fundamental concepts of technology operations, 
demonstrate the ability to choose, use and troubleshoot current 



 

 

technologies and are able to transfer their knowledge to explore 
emerging technologies. 

 
2. Digital Citizen 
Students recognize the rights, responsibilities and opportunities 
of living, learning 
and working in an interconnected digital world, and they act and 
model in ways that 
are safe, legal and ethical. Students: 
 

● cultivate and manage their digital identity, footprint and reputation 
and are aware of the permanence of their actions in the digital world. 

● engage in positive, safe, legal and ethical behavior when using 
technology, including social interactions online or when using 
networked devices. demonstrate an understanding of and respect for 
the rights and obligations of using and sharing intellectual property. 

● manage their personal data to maintain digital privacy and security 
and are aware of data-collection technology used to track their 
navigation online. 

 
 
3. Knowledge Constructor 
Students critically curate a variety of resources using digital tools to construct 
knowledge, produce creative artifacts and make meaningful learning 
experiences for themselves and others. Students: 
 

● plan and employ effective research strategies to locate information and 
other resources for their intellectual or creative pursuits. 

● evaluate the accuracy, perspective, credibility and relevance of 
information, media, data or other resources. 

● curate information from digital resources using a variety of tools and 
methods to create collections of artifacts that demonstrate meaningful 
connections or conclusions. 

● build knowledge by actively exploring real-world issues and problems, 
developing ideas and theories and pursuing answers and solutions. 

 
4. Innovative Designer 
Students use a variety of technologies within a design process to identify and 
solve problems by creating new, useful or imaginative solutions. Students: 
 

● know and use a deliberate design process for generating ideas, testing 
theories, creating innovative artifacts or solving authentic problems. 

● select and use digital tools to plan and manage a design process that 
considers design constraints and calculated risks. 

● develop, test and refine prototypes as part of a cyclical design process. 
● exhibit a tolerance for ambiguity, perseverance and the capacity to 

work with open-ended problems. 
 
 



 

 

5. Computational Thinker 
Students develop and employ strategies for understanding and solving 
problems in ways that leverage the power of technological methods to develop 
and test solutions. Students: 
 

● formulate problem definitions suited for technology-assisted methods 
such as data analysis, abstract models and algorithmic thinking in 
exploring and finding solutions. 

● collect data or identify relevant data sets, use digital tools to analyze 
them, and represent data in various ways to facilitate problem-solving 
and decision-making. 

● break problems into component parts, extract key information, and 
develop descriptive models to understand complex systems or facilitate 
problem-solving. 

● understand how automation works and use algorithmic thinking to 
develop a sequence of steps to create and test automated solutions. 

 
6. Creative Communicator 
Students communicate clearly and express themselves creatively for a variety 
of purposes using the platforms, tools, styles, formats and digital media 
appropriate to their goals. Students: 

● choose the appropriate platforms and tools for meeting the desired 
objectives of their creation or communication. 

● create original works or responsibly repurpose or remix digital 
resources into new creations. 

● communicate complex ideas clearly and effectively by creating or using 
a variety of digital objects such as visualizations, models or simulations. 

● publish or present content that customizes the message and medium 
for their intended audiences. 

 
7. Global Collaborator 
Students use digital tools to broaden their perspectives and enrich their 
learning by collaborating with others and working effectively in teams locally 
and globally. Students: 
 

● use digital tools to connect with learners from a variety of backgrounds 
and cultures, engaging with them in ways that broaden mutual 
understanding and learning. 

● use collaborative technologies to work with others, including peers, 
experts or community members, to examine issues and problems from 
multiple viewpoints. 

● contribute constructively to project teams, assuming various roles and 
responsibilities to work effectively toward a common goal. 

● explore local and global issues and use collaborative technologies to 
work with others to investigate solutions. 

 
 
 
 



 

 

V.) National Educational Technology Standards for Teachers 
 
Effective teachers model and apply the National Educational Technology 
Standards for Students (NETS•S) as they design, implement, and assess 
learning experiences to engage students and improve learning; enrich 
professional practice; and provide positive models for students, colleagues, 
and the community. All teachers should meet the following standards and 
performance indicators. Teachers: 
 

1. Facilitate and Inspire Student Learning and Creativity. Teachers use 
their knowledge of subject matter, teaching and learning, and 
technology to facilitate experiences that advance student learning, 
creativity, and innovation in both face-to-face and virtual environments. 
Teachers: 

 
● promote, support, and model creative and innovative 

thinking and inventiveness. 
● engage students in exploring real-world issues and 

solving authentic problems using digital tools and 
resources. 

● promote student reflection using collaborative tools to 
reveal and clarify students’ conceptual understanding and 
thinking, planning, and creative processes. 

● model collaborative knowledge construction by engaging 
in learning with students, colleagues, and others in face-
to-face and virtual environments. 

 
2. Design and Develop Digital-Age Learning Experiences and Assessments. 

Teachers design, develop, and evaluate authentic learning experiences 
and assessments incorporating contemporary tools and resources to 
maximize content learning in context and to develop the knowledge, 
skills, and attitudes identified in the NETS•S. Teachers: 

● design or adapt relevant learning experiences that 
incorporate digital tools and resources to promote 
student learning and creativity. 

● develop technology-enriched learning environments that 
enable all students to pursue their individual curiosities 
and become active participants in setting their own 
educational goals, managing their own learning, and 
assessing their own progress. 

● customize and personalize learning activities to address 
students’ diverse learning styles, working strategies, and 
abilities using digital tools and resources. 

 
 

● provide students with multiple and varied formative and 
summative assessments aligned with content and 
technology standards and use resulting data to inform 
learning and teaching. 



 

 

 
3. Model Digital-Age Work and Learning. Teachers exhibit knowledge, 

skills, and work processes representative of an innovative professional 
in a global and digital society. Teachers: 

 
● demonstrate fluency in technology systems and the 

transfer of current knowledge to new technologies and 
situations. 

● collaborate with students, peers, parents, and community 
members using digital tools and resources to support 
student success sand innovation. 

● communicate relevant information and ideas effectively 
to students, parents, and peers using a variety of digital-
age media and formats. 

● model and facilitate effective use of current and emerging 
digital tools to locate, analyze, evaluate, and use 
information resources to support research and learning. 

 
4. Promote and Model Digital Citizenship and Responsibility. Teachers 

understand local and global societal issues and responsibilities in an 
evolving digital culture and exhibit legal and ethical behavior in their 
professional practices. Teachers: 

 
● advocate, model, and teach safe, legal, and ethical use of 

digital information and technology, including respect for 
copyright, intellectual property, and the appropriate 
documentation of sources. 

● address the diverse needs of all learners by using learner-
centered strategies and providing equitable access to 
appropriate digital tools and resources 

● promote and model digital etiquette and responsible 
social interactions related to the use of technology and 
information. 

● develop and model cultural understanding and global 
awareness by engaging with colleagues and students of 
other cultures using digital-age communication and 
collaboration tools. 

 
5. Engage in Professional Growth and Leadership. Teachers continuously 

improve their professional practice, model lifelong learning, and exhibit 
leadership in their school and professional community by promoting 
and demonstrating the effective use of digital tools and resources. 
Teachers: 

 
● participate in local and global learning communities to 

explore creative applications of technology to improve 
student learning. 

● exhibit leadership by demonstrating a vision of 
technology infusion, participating in shared decision 



 

 

making and community building, and developing the 
leadership and technology skills of others. 

● evaluate and reflect on current research and professional 
practice on a regular basis to make effective use of 
existing and emerging digital tools and resources in 
support of student learning. 

● contribute to the effectiveness, vitality, and self-renewal 
of the teaching profession and of their school and 
community. 

 
VI.) Teacher Technology Assessment/Evaluation 
 

(How it will be assessed using NYSUT Rubric) 
 
This following shows the alignment of each of the APPENDIX A & B table:  
 
Performance Indicators by Grade Level (NETS Standards) with the currently 
used NYSUT teacher performance rubric for K-5 and 6-12 as standards to be 
assessed. 
 

● Kdg.  (NYSUT 3.5) Uses critical thinking to describe uses for technology 
in society and will be able to log-on and navigate programs 

● 1st (NYSUT 3.5) Uses technology for communication through word 
processing 

● 2nd (NYSUT 3.5) Uses technology for critical thinking by gathering 
information 

● 3rd (NYSUT 3.5) Uses technology for communication and collaboration 
through multimedia 

● 4th (NYSUT 6.1) Uses technology for critical thinking by knowing & 
applying copyright 

● 5th (NYSUT 3.5) Uses technology for critical thinking by organizing info 
in a spreadsheet 

● Grades 6-12 Technology Integration will be monitored by analysis of 
District-wide teachers evaluation analytics focusing on the NYSUT 
Teacher Evaluation rubric Module 3.5, and 6.1. 

 
 

● meet the Digital Literacy  CategoriesNET Digital Standards for 
teachers in Appendix A & B; 

● use data to drive and differentiate instruction to make 
meaningful and effective changes in instruction;  

● access contemporary professional development opportunities 
related to technology to increase competence and confidence;  

● The district review process will review request and provide 
software and hardware to teachers and staff; 

 
 
 
 



 

 

VII.) District Technology Plan Evaluation 
 
The District Technology Committee will review this plan annually. It will be 
updated as needed based upon progress towards the goals and trends in 
technology. The District Technology Plan will be presented to and reviewed 
with the Board of Education.  Process of evaluation of how the use of 
technology has impacted student learning will consist of confidential surveys, 
interviews with educators, including staff, students, and administrators, and 
Appendix B (Digital Literacy Skills) to monitor achievement of goals. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

 

Infrastructure, Hardware and Software 
Appendix C 

  
Classrooms K-2 
Each Classroom has: 
·      Teacher Computer 
·      SmartBoard or Smart Display 
·      Overhead Projector 
·      Document Camera 
·      Access to Network Copier/Printer 
  
Grades K-2 have a shared resource pool consisting of: 
iPads with 

(List Apps) 
  

Laptop Computers running Windows 7 or Windows 10 with 
·      Microsoft Office 
·      Chrome  
·      Firefox 
·      Internet Filtering Software 
·      Anti-Virus Software  
·      Web based District Approved Web Base Applications Tandberg Video 
Conference Unit for Virtual Field Trips  
   
Classrooms 3-6 

Each Classroom has: 
·      Teacher Computer 

·      Access to Network Copier/Printer 
·      SmartBoard or Smart Display 
·      Overhead Projector 
·      Document Camera 
·      Cart of 15 Chromebooks 
  
Shared Resource of: 
  

● Tandberg Video Conference Unit for Virtual Field Trips  
  

Recommended: Student Desktop Computer running Windows 7 or 10 
with: 
•                Microsoft Office 
•                Chrome 
•                Firefox 
•                Internet Filtering Software 
•                Anti-Virus Software  
•                Web based District Approved Web Base Applications 

  



 

 

Classrooms 7-9 
Each Classroom has: 

·      Teacher Computer 
·      Access to Network Copier/Printer 
·      SmartBoard or Smart Display 

·      Overhead Projector 
·      Document Camera 
·      Cart of 15 Chromebooks 
  
Shared Resource of: 
  

● Tandberg Video Conference Unit for Virtual Field Trips  
  

  
Classrooms 10-12 
Each Classroom has: 
·      Teacher Computer 
·      Access to Network Copier/Printer 
·      SmartBoard or Smart Display 
·      Overhead Projector 
·      Document Camera 
  
 Grades 10-12 Students are assigned Laptops running Windows 7 or 10 
with: 

•                Microsoft Office 

•                Chrome 
•                Firefox 
•                Internet Filtering Software 
•                Anti-Virus Software  
•                Web based District Approved Web Base Applications 
  
  
 
 
 
 

 
 
 
 
 
 

 



 

 

Owen D. Young Technology 

Budget 

 Appendix  
 2018-19 

● INSTRUCTIONAL EQUIPMENT                              $  5,000.00                                                               

●  INSTRUCTIONAL COMPUTER HARDWARE        $10,000.00                                                 

●  INSTRUCTIONAL COMPUTER CONTRACTUAL  $  3,000.00                                                   

● INSTRUCTIONAL COMPUTER SOFTWARE          $  3,500.00                                                     

● INSTRUCTIONAL COMPUTER SUPPLIES            $   6,500.00                                                      

__________ 

TOTAL                                                                                                                         

$28,000.00 

 

 

2019-20 

● INSTRUCTIONAL EQUIPMENT                              $ 10,000.00                                                               

●  INSTRUCTIONAL COMPUTER HARDWARE        $12,000.00                                                 

●  INSTRUCTIONAL COMPUTER CONTRACTUAL  $  3,000.00                                                   

● INSTRUCTIONAL COMPUTER SOFTWARE          $  4,000.00                                                     

● INSTRUCTIONAL COMPUTER SUPPLIES            $   7,000.00                                                      

__________ 

TOTAL                                                                                                                         

$36,000.00 

 

2020-21 

● INSTRUCTIONAL EQUIPMENT                              $12,000.00                                                               

●  INSTRUCTIONAL COMPUTER HARDWARE        $10,000.00                                                 

●  INSTRUCTIONAL COMPUTER CONTRACTUAL  $  3,000.00                                                   

● INSTRUCTIONAL COMPUTER SOFTWARE          $  4,500.00                                                     

● INSTRUCTIONAL COMPUTER SUPPLIES            $   8,500.00                                                      

__________ 

TOTAL                                                                                                                         

$38,000.00 

 

 

 

 

 



 

 

Acceptable Use Policy  
Owen D. Young Central School District (ODYCSD) makes a variety of 
communications and information technologies available to students and staff 
through computer, network, and Internet access. These technologies, when 
properly used, promote educational excellence in the District by facilitating 
resource sharing, innovation, and communication. Illegal, unethical or 
inappropriate use of these technologies can have dramatic consequences, 
harming the District, its students and its employees. This Acceptable Use policy 
is intended to minimize the likelihood of such harm by educating District users 
and setting standards, which will serve to protect the District. The District 
firmly believes that digital resources, information and interaction available on 
the computer/network/Internet far outweigh any disadvantages.  

Mandatory Review  

To learn proper computer/network/Internet use and conduct, students and 
staff are required to review these guidelines at the beginning of each school 
year. All District users shall be required to acknowledge receipt and 
understanding of all guidelines governing use of the system and shall agree to 
allow monitoring of their use and to comply with such guidelines. The parent 
or legal guardian of a student user is required to acknowledge receipt and 
understanding of the District’s Acceptable Use policy as part of their review of 
the Parent and Student handbook.  

This policy will be reviewed and updated as needed annually by the District 
Technology Committee and approved by the Board of Education in order to 
keep this policy current.  

Digital Citizenship * 

Digital citizenship can be defined as the norms of appropriate, responsible 
behavior with regard to technology use. All users are expected to be aware of 
and adhere to these elements.  

1. Digital Access: full electronic participation in society.  
Technology users need to be aware that not everyone has the same 

opportunities when it comes to technology. Working toward equal 
digital rights and supporting electronic access is the starting point of 
Digital Citizenship. Digital exclusion makes it difficult to grow as a 
society, which increasingly use these tools. Helping to provide and 
expand access to technology should be goal of all digital citizens. Users 
need to keep in mind that there are some that may have limited access, 
so other resources may need to be provided. To become productive 
citizens, we need to be committed to make sure that no one is denied 
digital access.  

 



 

 

2. Digital Commerce: electronic buying and selling of goods. 
Technology users need to understand that a large share of market 
economy is being done electronically. Legitimate and legal exchanges 
are occurring, but the buyer or seller needs to be aware of the issues 
associated with it. The mainstream availability of Internet purchases of 
toys, clothing, cars, food, etc. has become commonplace to many users. 
At the same time, an equal amount of goods and services, which are in 
conflict with the laws or morals of some countries, are surfacing. (This 
might include activities such as illegal downloading, pornography, and 
gambling. Users need to learn about how to be effective consumers in a 
new digital economy.  

 

3. Digital Communication: electronic exchange of information. 
One of the significant changes within the digital revolution is a person’s 
ability to communicate with other people. In the 19th century, forms of 
communication were limited. In the 21st century, communication 
options have exploded to offer a wide variety of choices (e.g., e-mail, 
cellular phones, instant messaging). The expanding digital 
communication options have changed everything because people are 
able to keep in constant communication with anyone else. Now 
everyone has the opportunity to communicate and collaborate with 
anyone from anywhere and anytime. Unfortunately, many users have 
not been taught how to make appropriate decisions when faced with so 
many different digital communication options.  

 

4. Digital Literacy: process of teaching and learning about technology and 
the use of technology. While schools have made great progress in the 
area of technology infusion, much remains to be done. A renewed focus 
must be made on what technologies must be taught as well as how it 
should be used. New technologies are finding their way into the 
workplace that is not being used in schools (e.g., Videoconferencing, 
online sharing spaces such as wikis). In addition, workers in many 
different occupations need immediate information (just-in-time 
information). This process requires sophisticated searching and 
processing skills (i.e., information literacy). Learners must be taught 
how to learn in a digital society. In other words, learners must be taught 
to learn anything, anytime, anywhere. Business, military, and medicine 
are excellent examples of how technology is being used differently in 
the 21st century. As new technologies emerge, learners need to learn 
how to use that technology quickly and appropriately. Digital 
Citizenship involves educating people in a new way— these individuals 
need a high degree of information literacy skills.  

 

5. Digital Etiquette: electronic standards of conduct or procedure. 
Technology users often see this area as one of the most pressing 
problems when dealing with Digital Citizenship. We recognize 



 

 

inappropriate behavior when we see it, but before people use 
technology they do not learn digital etiquette (i.e., appropriate conduct). 
Many people feel uncomfortable talking to others about their digital 
etiquette. Often rules and regulations are created or the technology is 
simply banned to stop inappropriate use. It is not enough to create rules 
and policy, we must teach everyone to become responsible digital 
citizens in this new society.  

 

6. Digital Law: electronic responsibility for actions and deeds 
Digital law deals with the ethics of technology within a society. 
Unethical use manifests itself in form of theft and/or crime. Ethical use 
manifests itself in the form of abiding by the laws of society. Users need 
to understand that stealing or causing damage to other people’s work, 
identity, or property online is a crime. There are certain rules of society 
that users need to be aware in an ethical society. These laws apply to 
anyone who works or plays online. Hacking into others information, 
downloading illegal music, plagiarizing, creating destructive worms, 
viruses or creating Trojan Horses, sending spam, or stealing anyone’s 
identify or property is unethical.  

 

7. Digital Rights and Responsibilities: those freedoms extended to 
everyone in a digital world. 
Just as in the American Constitution where there is a Bill of Rights, there 
is a basic set of rights extended to every digital citizen. Digital citizens 
have the right to privacy, free speech, etc. Basic digital rights must be 
addressed, discussed, and understood in the digital world. With these 
rights also come responsibilities as well. Users must help define how 
the technology is to be used in an appropriate manner. In a digital 
society these two areas must work together for everyone to be 
productive.  

 

8. Digital Health and Wellness: physical and psychological well-being in 
a digital technology world. Eye safety, repetitive stress syndrome, and 
sound ergonomic practices are issues that need to be addressed in a 
new technological world. Beyond the physical issues are those of the 
psychological issues that are becoming more prevalent such as Internet 
addiction. Users need to be taught that there inherent dangers of 
technology. Digital Citizenship includes a culture where technology 
users are taught how to protect themselves through education and 
training.  

 

9. Digital Security: electronic precautions to guarantee safety. 
In any society, there are individuals who steal, deface, or disrupt other 



 

 

people. The same is true for the digital community. It is not enough to 
trust other members in the community for our own safety. In our own 
homes, we put locks on our doors and fire alarms in our houses to 
provide some level of protection. The same must be true for the digital 
security. We need to have virus protection, backups of data, and surge 
control of our equipment. As responsible citizens, we must protect our 
information from outside forces that might cause disruption or harm.  

* Ribble, Mike “Nine Themes of Digital Citizenship.” Digital Citizenship: Using 
Technology Appropriately. GoDaddy, 2013. 
<http://digitalcitizenship.net/Home_Page.html>.  

 


