
CONTEMPORARY ISSUES IN
ICT TEACHING

This chapter provides an overview of :
• the role of ICT in the school curriculum
• recent changes to the National Curriculum and the 14–19 curriculum
• ICT use to support the Every Child Matters initiative in schools
• the role of reflection in the profession and how best to engage with this process
• engaging in educational research now and in the future
• key technological changes in schools and how these could be used to support teaching and learning.

ICT is an ever-changing subject. There will always be developments within the
subject that you will need to be aware of and keep up to date with. Alongside this are
other changes to the environment within which we work (political, social, technolog-
ical) which can also impact on the educational arena. This chapter briefly explores
some of these issues. You will encounter these again in context as you read the book.
The constantly evolving landscape of ICT can be a source of anxiety as well as inspiration

for ICT teachers. Many of the technologies we use in schools will have been superseded
by the time our pupils enter the workforce. So, what do we teach them? The fundamental
concepts of ICT do not change (although they may be refined), which provides ICT teachers
with an element of stabilitywhile technologies change around us. Throughout the technolog-
ical changeswe still teach pupils the principles for choosing appropriate ICT for a given tasks,
how to use a systems model and human–computer interface (HCI) principles. This should
reassure teachers of ICT when the pace of technological change seems overwhelming.

ICT IN THE CURRICULUM

ICT can be seen in a number of contexts by teachers, through:

• discrete teaching of ICT
• cross-curricular use as a tool in other subjects
• use by educators to support teaching and learning, including administrative tasks.
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Within this book, we are more concerned with the first of these, but you will also
encounter the latter two here and throughout your teaching career.
Discrete teaching of ICT develops pupils’ capability. It provides the theoretical under-

pinning knowledge of ICT needed to be equipped to adapt to evolving technologies.
The use of ICT as a tool in other subjects is important to help consolidate ICT skills
through other contexts, which is vitally important given ICT’s limited curriculum time.
Cross-curricular use of ICT is encouraged by the government and monitored by

Ofsted, but busy teachers in other subject areas may see this as a tick box exercise unless
it is co-ordinated across departments and forms part of a strategic vision. The co-ordination
role may be allocated to the ICT department, particularly as well-developed cross-curricular
use of ICT could benefit pupils’ achievement in ICT. The Office for Standards in Education
(Ofsted, 2005a: 1) is looking for ICT to be fully embedded in the school curriculum to the
extent that it is ‘an everyday aspect of pupils’ learning’. While some schools do this well,
many others still have much work to do before this becomes a reality.
Technology is recognized as a transformative tool. It is increasingly used for devel-

oping and managing schools at a strategic level, but teachers are also expected to use
ICT to develop and enhance their own practice. ICT is a mandatory National
Curriculum subject and it is very difficult to meet the requirements set out in the
National Curriculum and the secondary Frameworks through purely cross-curricular
teaching. The recommended 60 minutes per week for ICT at Key Stage 3 (DfES, 2002)
can be supplemented through cross-curricular reinforcement and consolidation. There
are many good examples of how ICT is used effectively through other subject areas (see
BECTA weblink, at the end of this chapter, for examples). The challenge for schools is
the distribution and allocation of ICT resources if ICT is to become fully embedded
across the curriculum.
It is likely that your own view is that all of these issues are important, but that dis-

crete teaching should provide the foundation for ICT capability while cross-curricular
delivery should help to reinforce and consolidate that capability.

CURRICULUM CHANGES

The academic year starting in 2008 has seen a number of changes come to fruition
across the secondary curriculum. The most recent changes to the 14–19 curriculum
were brought about by the Tomlinson Report (Working Group on 14–19 Reform, 2004)
and the government’s response (DfES, 2005a). This has resulted in modification of the
qualifications structure, the qualifications which are on offer and the ways in which
students are able to progress through their studies. More pathways are available for
vocational qualifications and new types of qualifications are available with the launch
of the diplomas. Diplomas are compelling education providers to collaborate further
and to form consortia to ensure their success. The success of these initiatives will not be
fully known until the review scheduled to commence in 2013 has been completed and
the results published.
ICT has seen a range of new vocational qualifications in recent years. Some of these

qualifications are flexible in meeting the requirements of different schools, whereby
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schools can select the units which are most appropriate to their pupils and the strengths
of their department. These tend to offer a broad range of units covering traditional ICT
skills (such as databases and presenting information units) as well as units which focus
on more contemporary technologies, such as those connected with web development
and gaming technologies. Other qualifications have more focused progression routes,
but provide interesting and engaging learning for particular groups of pupils.
The changes to the 14–19 curriculum necessitated a review of the Key Stage 3 curricu-

lum too. It is sensible to examine the foundation point of the knowledge, skills and
understanding which enables pupils to progress to suitable qualifications in Key Stage 4
and beyond. We should be providing an integrated curriculum which builds on, consol-
idates and enhances pupils’ knowledge and understanding throughout their formal
education. This review resulted in some changes to the curriculum at Key Stage 3 and
also to the level descriptors relevant to the Key Stage 3 age range.
We would hope that these recent reviews and changes will result in some stability of

the curriculum and qualifications framework for some years to come. This would enable
teachers to consolidate and develop the curriculum to meet the needs of their pupils.

PROFESSIONAL ISSUES

Teachers have an immediate and lasting impact on children and young people, which
may continue to affect them throughout their lives. What you say and do guides pupils
when forming opinions of the world around them and, more importantly, of them-
selves. Professionalism is connected with how you behave, which is influenced by
your values and beliefs. It is of paramount importance that you act in a professional
manner throughout your career. Your dedication to promoting effective teaching and
learning, helping pupils to achieve to the best of their ability, will be underwritten by
your professionalism.

Points for reflection
Think of two or three people who you feel are professional in their approach. What
contributes to your view of their professionalism? Write down the characteristics of
professionalism.
Identify areas where you meet these characteristics and aspects of professionalism

which you need to develop further.

EVERY CHILD MATTERS

Every Child Matters (DfES, 2004b) came about following the tragic death of Victoria
Climbié. The aim is for services for children and young people (up to the age of 19) to
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become integrated to help prevent further similar tragedies. Every Child Matters has five
central tenets to which each child is entitled:

• Be healthy
• Stay safe
• Enjoy and achieve
• Make a positive contribution
• Achieve economic well-being.

Points for reflection
Review the five central tenets of Every Child Matters and identify how schools
and teachers can make a positive contribution to these. Identify the role of ICT
in supporting these aims.

Figure 2.1 gives some examples of how ICT can contribute to Every Child Matters. It
is not comprehensive, but helps you to identify some opportunities which exist. The
importance of Every Child Matters is the step change which everyone who is involved
with children and families has had to make. All agencies should now work together to
achieve the aims of Every Child Matters, sharing information and strategies to form an
integrated service provision. As a teacher you will be part of this.

REFLECTION

The Professional Standards for QTS (Training and Development Agency, 2007) now
include reflection, which has not explicitly appeared in previous versions, thereby
formalizing a skill which has always been important to the profession. The 2007
Standards also make reference to the importance of effectively working with those
who are supporting you by acting on their feedback.
Reflection seeks to develop our understanding of a situation and to identify ways

of improving it. It is a personal viewpoint in which feelings and emotions play an
important part. Reflection is typically used in complex and dynamic situations help-
ing us to develop our understanding of the interplay of different factors and how we
can better address similar situations in the future. The majority of people have to
work hard at developing reflective practice; good quality reflection does not come
naturally. You will need to dedicate time and effort to improve your skills in this area.
Reflection is a difficult skill to learn. It requires critical thinking skills, the ability to

analyse a situation, to synthesize different views from peers, mentors and from research,
and then to develop ideas to help improve your practice. It is also a cyclical process: once
you have developed your ideas and put them into practice, you should naturally evaluate
their success and reflect on the outcome and if further changes are needed.
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Figure 2.1 Every child Matters and ICT

Reflection moves through a number of stages (see companion website, www.sagepub.
co.uk/secondary, for transcriptswith commentary and video clips demonstrating reflection).
There are a number of models available which may help you to develop your reflective
skills. Typically, the stages include:

1. Briefly describe what you have done or what has happened.
2. Broaden and deepen your understanding of what has happened and why through further reading

and discussion.
3. Consider and analyse the situation – how it may be repeated or changed in the future.

Others may have different numbers of stages or break the stages down further, but essen-
tially the process remains the same. Figure 2.2 provides an example of how a beginning
teacher has reflected on an incident in class.
As can be seen in Figure 2.2 the reflective process is cyclical. The teacher has reflected

on the incident and has identified a possible way to improve classroom practice. Once
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those changes have been implemented further reflection on its success and any further
improvements would be needed. Figure 2.3 shows the cyclical nature of reflection.
You may wish to explore some of the models available to help you reflect. We partic-

ularly find Gibbs (1988) a useful structure.
Reflection is an important skill for teachers to possess. It enables you to identify

issues and formulate solutions, and it means that you should become more adept at
noticing small details in your classroom which can have a big impact on your lesson.
This also helps to inform other aspects of your practice including research.

Teaching ICT18

Example: Reflective practice

I asked two pupils to demonstrate their work at the end of the This section shows the
lesson and for others to critically evaluate the work. A number teacher describing the
of the comments were negatively phrased and had the potential incident.
for bullying: I needed to stop the pupils who were doing this.
Overall, though the pupils enjoyed demonstrating their work
and others got ideas from what they saw which suggests
that it is a worthwhile activity.

Black et al. (2003: 51) state that:

‘students’ learning can be enriched by marking their own or
one another’s work, whether this be classwork, homework,
test scripts or presentations to the class’.

This suggests that I should try again with pupils sharing their Here the teacher is drawing
work, but I need to be able to avoid the potential bullying of on research and starting to
negative comments. reflect on what happened

Bereiter and Scardmalia (citied in Batho, 2005: 81) on
modelling writing:

‘The thinking that goes on in composition needs to be
modelled by the teacher, who can thereby show the
problem-solving and planning processes that … pupils
are often unaware of … and so that they can benefit
from observing and discussing each other’s mental efforts.’

It seems to me that I may need to model the techniques for The teacher is reflecting on
effective critical evaluation of work. Perhaps I need to how to improve classroom
produce a sample piece of work and then work practice and identifying con
through it showing the class how to critically evaluate – if I crete solutions
start off modelling the technique, I could then encourage the
pupils to join in allowing them to practice on a ‘safe’ piece
of work. We could draw up some rules for critical
evaluation together!

Next lesson I will model critical evaluation using a sample
piece of work I have created and as a class we can
try to establish an evaluation criteria which pupils
can use with their own and each others work.

Figure 2.2 Example of reflection in practice
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RESEARCH

As a beginning teacher youwill be making sense of a whole range of information and evi-
dence, textbooks, lectures, government publications, Ofsted reports, journals and Internet
sources. Coupled with this you bring a whole set of experience, values and beliefs of your
own to your professional practice. Research and evidence should be the lens through
which you make sense of this wide range of opinions, fact and experience.
During your course you will engage with research for your own personal develop-

ment as well as for assessed aspects of your course. This will continue throughout your
career and currently the expectation is that all teachers will gain a Master’s-level quali-
fication (DCSF, 2008a: 12–16). As an ICT practitioner you may have already engaged
with project work where you have used a systems approach to collect and analyse evi-
dence. For example conducting end-user interviews, collecting current documentation
and observing workplace practices. This experience will provide a good foundation for
developing some of the analytical techniques which are required for research.
However, you may now be asked to engage in research which applies to education
rather than ICT development and this can look very different. It is important that you
have experience of a variety of research methodologies to enable you to engage effec-
tively in research now and in the future.
There are various forms of research and methodologies and for comprehensive details

on these we would recommend consulting a book such as Cohen et al.’s (2007) book on
Research Methods in Education. On the companionwebsite (www.sagepub.co.uk/secondary)
we present two approaches to research for your consideration. The first is the typical pattern
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Figure 2.3 Reflective cycle
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of a research dissertation (Chapter 2 web resources) and the second explores action
research (Chapter 10 web resources). If you are mentoring a student teacher you may also
find these approaches helpful when discussing research methodology.

TECHNOLOGY CHANGES

Within three years (at most) children will be using an application that has not even
been imagined at the time of writing. In this section we explore the impact of new
technologies in schools. We also discuss the key issues to consider in choosing class-
room technology. You will find signposts to websites to help you keep up to date
with educational technology.

Virtual learning environments

Over the past few years the introduction of virtual learning environments (VLEs)
in schools has increased exponentially. This is due largely to the government’s
e-strategy document Harnessing Technology: Transforming Learning and Children’s
Services (DfES, 2005b) which set out an action point for all pupils to have access
to a personalized online learning space which may support an e-portfolio by
2007/08. A further target requires ‘non-school models of learning for disaffected
learners’ (DfES, 2005b: 6) which could be achieved through a VLE.
The most basic use of a VLE allows teachers to post their worksheets and other

resources online for pupils to access electronically, but this is not best use of the
technology. As an ICT teacher you should be pioneering in your use of the VLE and
should use it to personalize pupils’ learning experiences. The VLE has certain
advantages for working with pupils, while your expectation may be that pupils will
use the resources in class and not access it at home, there will be a number of pupils
who will want to do additional work to extend their knowledge.
The VLE can obviously be used to put differentiated resources online as well

as extension work which goes towards meeting the personalization agenda
(Teaching and Learning in 2020 Review Group, 2006). The temptation with a VLE
is to produce linear lessons and resources which pupils work through as per a
normal face-to-face class, but VLEs operate on the same principles as a website,
allowing us to use hyperlinks to enrich our material and provide unique path-
ways through content. This is the world in which our pupils operate – except in
school. The power, therefore, of the VLE for our pupils rests in two particular
areas:

• the ability to provide work and resources which pupils can access in an order which helps them to
develop and build their own knowledge

• the use of discussion boards to help develop their ability to collaborate, to explain and justify their
decisions and assertions.
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E-portfolios

Closely linked to the growth of VLEs in school is the development of e-portfolios for
pupils’use. Aportfolio is a depository for documents or artefacts related to an individual.
They are usually a continuously growing and evolving platform for a person to exhibit
their work. Ideally the portfolio should be retained and developed throughout a per-
son’s life, enabling them to use it to meet different purposes and to provide a record of
their personal journey. An e-portfolio is an electronic version of this.
E-portfolios are increasingly used for assessment purposes (see video clip: eportfolio

on companion website, www.sagepub.co.uk/secondary). There are commercial solu-
tions which offer a range of features, but in school you will probably use generic
software, such as PowerPoint or Adobe Acrobat (to convert files to pdf) to create
e-portfolios. The possibilities for e-portfolios are still being explored by educationalists.
The vision is for pupils to create e-portfolios in school which can then be used
throughout their life for showing their development as a learner and showcasing
material for qualifications, potential employers, continuing professional develop-
ment (CPD) activities and so on (Stefani et al., 2007). One of the key questions
regarding e-portfolios is that of ownership and transferability. The e-portfolio needs
to be hosted: who will be responsible for hosting pupils’ e-portfolios once they have
left school? Until this issue can be resolved lifelong e-portfolios for pupils are
unlikely to come to fruition.
E-portfolios are only one of the ways that e-assessment is permeating schools. As VLEs

become more embedded in school life, there will be greater emphasis placed on the role
of e-assessment. The Key Stage 3 ICT online test (QCA, 2007: 20) is an example of how
online assessment can be used for formative assessment purposes during normal lessons.

Interactive whiteboards

Interactive whiteboards are no longer a new technology, but it is a technology for which
the quality of use is variable: some are used as glorified data projectors, while other
teachers use them in innovative and creative ways to really enhance teaching and learn-
ing. There are a number of resources for interactive whiteboards available on the web
and through commercial producers. Equally, you can create your own resources (such
as hide and reveal or matching exercises) which will match the learning objectives and
needs of your classes and pupils. Interactive whiteboards make it easy for you (or a
pupil) to annotate work, to create, save and revisit lists or spider diagrams which cap-
ture pupils’ contributions, to demonstrate techniques or to dynamically respond to
learning needs rather than following a linear presentation.
It is unlikely that a school will have an interactive whiteboard in every classroom, so

teachers may need to consider alternatives. Depending on the teaching and learning
approaches being employed, it is possible to use awirelessmouse and keyboard or a graph-
ics tablet to allow pupils to participate interactively or to demonstrate techniques. This can
reduce costswhere an interactivewhiteboard is not strictly necessary. Throughout the book
references are made to use of interactive whiteboards in lessons. Notice how different
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teachers use the technology to support the teaching and learning activities taking place in
the classroom.

Electronic voting systems

Agood way of encouraging whole-class participation in your lessons is through the use
of electronic voting systems. Each pupil has a hand-held device which links to the
teacher’s computer. The pupils are able to vote on a limited number of options and the
whole-class results are immediately calculated and displayed on the screen. As well as
the interactivity and immediacy which engages pupils, these systems allow the teacher
to assess understanding in the class. The software records responses from each handset
facilitating assessment of individuals’ understanding. The teacher is also immediately
able to react to correct any misconceptions or misunderstandings which are highlighted
through the whole-class responses displayed on screen.

Social networking

Social networking tools have much to offer the world of education, particularly those who
value social constructivist teaching methods. Unfortunately, these relatively new tools are
frequently excluded by those who configure Internet access in schools. It is true that there
are potential dangers to granting pupils unmonitored and undirected access to these sites
in school, but by blocking them completely their educational potential is lost and pupils’
interest in ICT stagnates. Our role should not be to censor such sites, but to educate pupils
in their safe use – we cannot stop pupils from accessing these sites outside school and if
they are not taught how to use them safely we are neglecting our duty care.
Wikis, podcasting and blogs can be used by teachers to disseminate resources, but

can also be used effectively by pupils to create content themselves. Teachers need to
consider how best to use these resources while maintaining the safety of pupils. The
British Educational Communications and Technology Agency (BECTA) provide guide-
lines (see weblinks) on safe use of ICT, including social networking tools. Before begin-
ning work with classes using these tools you should consult the BECTA guidelines and
discuss relevant school policies with your mentors.

Innovating

It is not possible (or even desirable) to have all of the latest technologies in our class-
rooms: schools have limited budgets. It is possible, though, to use creatively the tech-
nologies we do have. Futurelab (see weblinks) is dedicated to the innovative use of
technology in education. Futurelab projects include:

• Teaching with Games which evaluated the educational benefits of using commercial games in the
classroom

• Create-a-Scape uses personal digital assistants (PDAs) to interact with the local environment using
sounds, video and pictures

• Newtoon is a mobile gaming project which helps to teach physics.
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Also investigating and leading on innovative use of ICT for educational and research
purposes is the Joint Information Systems Committee (JISC). The JISC is involved with
post-16 education projects and services (see weblinks).
The Professional Standards for QTS encourage teachers to innovate and to be creative.

Innovative uses of technology can come frommany sources and often primary schools or
other subject areas have ideas which can be adapted for use in ICT.

Choosing technology for education

As with any resource you use in your classroom the technologies we select must be fit
for purpose. It is easy to become enamoured of the latest technology, but these are big
investments for schools. The educational benefits of having the technologies in the
classroom must be given full consideration. Curriculum Online provide a guide on
their website for evaluating resources (see weblinks). It is possible to have effective
teaching and learning take place with older technology, but sound pedagogy, just as it
is possible for little learning to take place for new technology and poor teaching.

Points for reflection
The discussion of the technologies above suggests ways they can be used to help teaching
and learning, but sometimes technology can become a barrier. Consider the advantages
and disadvantages of using these (and other technologies) in the classroom.

• How do the technologies contribute to the learning taking place?
• Do they help or hinder teacher time, preparation and interaction with the pupils?
• Are there non-technological or simpler alternatives?

Observe teachers in practice, what alternatives do they use to the technology?
How effective are these in comparison?

What the research says: games in education

An area of increasing interest to educationalists is the learning potential from games. Many
children play video or online games from an early age. The games engage, motivate and
entertain, but they also provide learning opportunities, some of which are identified by
children themselves (Byron, 2008). Many people, though, express concerns about the use
of games in the classroom and a teacher would need to consider the merits of using games
on a pedagogic basis.
Games, of course, come in many shapes and sizes. They vary from simple multiple choice

quizzes through to massively multiplayer online games (MMOs) such as World of Warcraft.

(Continued)
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(Continued)

Here we briefly explore some of the benefits and concerns expressed for use of games in
education.
Massively multiplier online games appear to hold potential as they require collaboration

between participants to solve problems. Steinkuehler (2008: 13) explains that ‘the structure of
collaboration found in many online games parallels the structure of collaboration that increas-
ingly marks … high-end workplaces’. Gamers create a community of practice which sees new
gamers being apprenticed into the community bymore experienced practitioners sharing their
knowledge. This mentoring is also seen where experienced gamers become involved in new
experiences. The participants learn from each other, construct their own experiences and
understandings. Friendships are developed online as a result of playing the games. This can be
a boon when children are in isolated rural areas and cannot readily see their friends socially.
Equally, for those who find it difficult to socialize face to face (for instance, those with Asperger’s
syndrome) this presents a different context for developing relationships which may harness
their strengths (Byron, 2008: 20)
Gamers engage in significant research activity to develop appropriate strategies using a

range of sources. They formulate hypotheses and share these with members of the online
team. Participants justify their views by drawing on evidence from their research
(Steinkuehler, 2008). Many of the skills and the underpinning knowledge and understand-
ing gamers use can be mapped to the ICT National Curriculum (QCA, 2007).
ICT competencies are further developed through the use of a wide range of ICT tech-

nologies during research and other ‘fandom’ activities (materials produced by fans of the
game). This helps to develop the capability of ICT users showing initiative and increasing
independence expected in the National Curriculum (QCA, 2007). In addition, online
games enable gamers to create their own content. Users show ‘understanding and use of
computational models, such as algorithms or code … represented by player-generated arti-
facts such as user interface modifications’ (Steinkuehler, 2008: 12). We need to carefully
consider how this level of competency could be achieved, harnessed and encouraged
within the classroom setting.
Looking beyond ICT there are educational benefits in terms of development of literacy.

Participants develop literacy skills through reading research material, manuals and fandom
resources. Some participants become creators of this material themselves (Steinkuehler, 2008).
Much of the communication mechanism is through online chat, instant messaging, discussion
forums developing literacy skills. The integration of these tools in and around the periphery of
the games also aids the learning which takes place. Research has found that communication
aids the quality of decision-making in the game, it aids reflection on the learning which has
occurred, and helps users to develop mediation and leadership skills (de Freitas, 2007: 17).
Alongside the educational benefits above are the opportunity to re-engage reluctant

learners and provide opportunities for pupils to learn in different ways.
Much of the research into risks associated with gaming has involved adults rather than

children. The principle concern expressed is the potential for aggressive behaviour, stimu-
lated by the content of games. While some studies have shown that this is an issue in the
short term, there appears to be little research or evidence regarding long-term effects. The
Byron Review (Byron, 2008) raises concerns related to brain and cognitive development in
children. Children cognitively lack the ability to distinguish fantasy and reality. Certainly,
some scenarios may provide heightened stress for children, which may impact on a child’s
development (Byron, 2008: 151).
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Other concerns are based on the educational potential of games. There is confusion
in the terminology used between game developers and educationalists (de Freitas,
2007: 10) which will need to be resolved if successful collaboration is to take place.
Game designers know how to develop engaging material, while educationalists know
the curriculum content. It is bringing these two aspects together which is challeng-
ing (de Freitas, 2007; Kiili, 2007). Further it is important that they are integrated with
pedagogy which ensures the learning outcomes desired is what is eventually achieved
(de Freitas, 2007: 13).
Dr Tanya Byron (2008: 187) conducted a major review of the risks and potential benefits of

the Internet and gaming for children which was published in 2008. She has reviewed evidence
from a significant number of studies on the effects of gaming, but highlights that the majority
of studies look at the effects on adults rather than children. She concludes that ‘It would not
be accurate to say that there is no evidence of harm but equally it is not appropriate to con-
clude that there is evidence of no harm’ (Byron, 2008: 152). Given the potential benefits which
are indicated by research, she goes on to state that she supports ‘efforts to explore the oppor-
tunities for using gaming technologies for learning and development’ (Byron, 2008: 187). We
can be hopeful that further development in this area will be forthcoming through her recom-
mendation that ‘Government supports a dialogue between the games industry and the edu-
cation sector to identify opportunities for the benefits of game-based learning to be evaluated
in educational environments’ (Byron, 2008: 13).

Further reading

Bell, J. (2005) Doing your Research Project: A Guide for First-time Researchers in Education,
Health and Social Science. 4th edn. Maidenhead: Open University Press.

Byron, T. (2008) Safer Children in a Digital World: The Report of the Byron Review. Department
for Children, Schools and Families. PP/D16(7578)/03/08/xx. (www.dfes.gov.uk/byronreview/).

Cohen, L., Manion, L. and Morrison, K. (2007) Research Methods in Education. 6th edn. London:
Routledge.

Weblinks

Live links to each of these websites can he found on the companion website, www.sagepub.co.uk/
secondary.

BECTA provides guidelines for safe use of ICT and examples of good practice, www.becta.org.uk/
Curriculum Online offer advice on evaluating resources for ICT, www.curriculumonline.gov.uk/how
to/evaluatingresources.htm

Futurelab support innovative ideas for using ICT creatively for teaching and learning, www.futurelab.
org.uk

JISC provide funding and support for innovative technology use to support education, www.jisc.ac.uk
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