
Technology With Purpose
From Consumption to Creation in the Classroom



Overview

1 Foundation of Instructional Technology‌  

2 District Strategic Goal Alignment 

3 Screen Time and Intentional Technology Use
in Frisco ISD 

The purpose of this Board workshop is to build a
shared understanding of how Frisco ISD can use
technology intentionally, safely, and in balance with
high-quality, hands-on instruction. 

4 Common Language Around Instructional
Technology in Schools 



District Strategic GOAL

Our annual District Improvement
Plan outlines the Board’s goals for
the school year based on a
comprehensive needs assessment
conducted by District leaders in
collaboration with staff, students,
and community stakeholders.

alignment Strengthen grading, feedback, and instructional expectations
to ensure campuses align their practices with the district’s
standards of mastery and student accountability.1 
Strengthen engagement in programs, pathways, and learning
experiences that prepare students for postsecondary success
while developing the skills and habits necessary for long-term
success in an evolving world.2 
Strengthen organizational effectiveness by implementing
strategies that increase efficiency, clarify expectations,
strengthen professional support, and empower staff with
effective tools and decision-making autonomy.3 

Technology & Media Services will develop and implement district guidance and ongoing
professional learning that promotes balanced, intentional, and effective student
technology use in learning environments.



Research & Feedback
ScreenTime

Our community feedback is
that technology should not
be an over-relied upon
replacement for teaching and
instruction and asks for the
balanced use of technology.

Current research focused on
the negative impacts of
screen time highlight
prolonged, non-interactive
scrolling and video watching.

Research and guidance for
appropriate use of
educational technology
focuses on the intentional
use of digital tools more
than time spent on a device.



Tech Apps TEKS, K-8
Computational 

Thinking
Creativity &
Innovation

Data Literacy,
Management, &
Representation

Digital 
Citizenship

Practical Tech
Concepts

Students learn problem-
solving through
decomposition, pattern
recognition, abstraction,
and algorithms.

Students use design
processes to plan, test,
debug, and build original
digital products.

Students collect, organize,
analyze, and publish data
for specific audiences.

Students practice safe,
ethical, and respectful
online behaviors while
understanding digital
footprints and
cybersecurity.

Students master
hardware functions, file
management, software
navigation, and proper
keyboarding skills. 



ScreenTime Awareness

Lorem ipsum dolor sit amet, consectetur
adipiscing elit, sed do eiusmod tempor
incididunt ut labore et dolore magna aliqua.
Ut enim ad minim veniam, quis nostrud
exercitation ullamco laboris nisi ut aliquip ex
ea commodo consequat. 

Passive UsePassive Use

Students consume content without a task,
scroll, play non-instructional games.  Tech is
used as a filler or for “free time”.

Offers limited engagement and
instructional value.

No intention behind the activity and does
not meet a skill or objective

Learning FROM Technology

Watching Videos Consuming

Lorem ipsum dolor sit amet, consectetur
adipiscing elit, sed do eiusmod tempor
incididunt ut labore et dolore magna aliqua.
Ut enim ad minim veniam, quis nostrud
exercitation ullamco laboris nisi ut aliquip ex
ea commodo consequat. 

Active UseActive Use

Students create digital products, write, design,
analyze data, solve problems, collaborate,
communicate, and to show thinking.

This is the primary instructional goal.  Students
act as thinkers, makers, and producers.

Learning WITH Technology

Creating Designing

Analyzing Collaborating

Solving

Students are producing thinking you can seeStudents are producing thinking you can see



Age Appropriate use
edtech

Teachers prioritize foundational skills,
relationships, conversation, handwriting,
reading, manipulatives, play and hands-on
exploration. Technology is used in short,
purposeful learning experiences.

Elementary SchoolElementary School

Teachers select digital tools to support
engagement, collaboration, feedback and
skill development while continuing to
emphasize discussion, writing,
organization and focused learning habits.

Teachers plan for technology use that helps
students prepare for college, careers and
life through research, communication, data
analysis, design, collaboration and
authentic problem-solving.

Middle SchoolMiddle School

High SchoolHigh School



Screentime Balance

Purpose
&

Quality

Technology should
support balanced,
safe, and age-
appropriate 
learning 
experiences.

Technology 
should be used 
with intention to 
enhance teaching 
and support the
learning target.

Peer 
Discussion

Hands-on 
work

Collaborative
Learning

Movement

Feedback

Analyze 
data

Technology is 
not a time filler, 

used for
 free time, or a 

substitute for instruction



passive Or active?!
In a 3  grade science lesson, the students are tracking weather in their favorite vacation location.
They search the weather for the day and copy/paste the weather information onto a Google Doc.

rd
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In a 7th grade science class students join different "Expert Groups" and run interactive ecosystem
simulations to collect raw energy data. Students return to home teams and pool their data on a
shared digital whiteboard to build a custom 3D Energy Pyramid. Teams then record a brief video
explaining their conclusions. Groups evaluate another team’s video, leaving structured feedback.
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In an 11  grade History class, students are instructed to put on their headphones and individually
watch a documentary about the 1929 stock market crash and resulting bank runs at their desks.
Students fill out a 10-question digital fill-in-the-blank PDF worksheet linked in the LMS while they
watch.
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Healthy Digital Habits

More time should be planned for
offline, tactile activities vs active
online activities.  

Intentional Planning

Incorporate regular breaks during
computer use, adjusting for more
frequent breaks for younger
students.

Offline Breaks
Positive and healthy screen use is
possible with intentional planning and
proper guidance.

Priority Tasks

For every 20 minutes spent looking at a
screen, take a 20-second break to look
at an object located 20 feet away.

20 Second Rule

The American Academy of Pediatrics has shifted away from
strict time limits on technology use, recommending instead for
a focus on the quality and context of digital media interactions
over quantity of screen time."



 Updates

Students are blocked from all
videos except those categorized
as Educational. 

This will help insure that
students are viewing videos that
align with lesson standards.

Our filter now allows the district
to monitor screen time and
digital app usage metrics.

Provides analytics on device
usage, active apps, and screen
duration.

Digital Learning Guidelines are
updated annually in Staff
Handbook RUP; required BOY
campus training.

Establishes unified district norms
on screentime, active vs. passive
instruction, AI & digital wellness.



Shared Learning

We use technology

intentionally. Students

are actively learning,

creating, collaborating,

and thinking critically.

Encouraging interactive activities
such as media creation, writing,

discussion, evaluation, and
immersive simulations rather
than just passively consuming

digital content or filling out online
worksheets.

We balance active online
work with offline work,

movement, reading, and
face-to-face

collaboration.



Timeline of Learning
July 13: 

MDOS, Student Sevices, Guidance 
& Counseling

July 21: 
Teaching & Learning Cabinet

July 22: 
Principals - All Levels

July 23: 
Secondary Assoc/Assist. Principals

July 29: 
Elementary Assist. Principals

August 3: 
School Board Workshop

August 4: 
Information posted on 

District Webpage

August: 
Campus training for all staff

Ongoing dialogues with 
leaders and staff.

Monthly
Filter reports sent to 
campus leadership



Thank You
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