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TECHNOLOGY & UDL
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Name: Emily Bruns
Date: 1/8/26

Directions: Address these prompts as you read the resources.

Technology
1. Cognition: Identify four types of cognitive activities that technologies can provide to learners. Provide an example of how technologies can support distributed cognition in the classroom.
	1. Supporting Cognitive processes: Technology can aid memory or metacognitive processes.
2. Relieving cognitive load: By handling lower-level skills, technology allows students to focus effort on high-level cognitive tasks.
3. Authentic environments: It allows students to engage in activities that would be too costly or impossible to replicate in a physical classroom.  
4. Self-assessment and generation:  Technology enables learners to generate solutions and assess their own progress in real-world contexts.

Distributed cognition involved students, computers, and the learning environment “thinking together: simultaneously.  An example is using wiki, where a group of students collaboratively creates a shared digital space to build knowledge, with each student’s contribution recorded and visible to all.




2. Technology: How can technology be used to promote higher order thinking, collaboration, and self-regulated learning?
	· Higher order thinking: Tools like concept mapping (i.e. Bubbl.us) help students analyze, synthesize, and evaluate the interrelationship among ideas.  Blogs also help facilitate metacognition through self-reflection.  
· Collaboration: Web 2.0 tools like wikis and Google Docs allow multiple users to edit and create content together in real-time or asynchronously.
· Self-Regulated Learning: Course Management Systems (like Moodle) provide tracking tools, rubrics, and online portfolios (via blogs) that help students set goal, monitor their progress, and take responsibility for their own learning.  




3. UDL & Digital Accessibility: How can UDL and digital accessibility work together to improve and optimize teaching and learning for all students.
	UDL and digital accessibility are compatible partners that both aim to increase learning access and reduce barriers.  While accessibility often focuses on specific impairments, UDL provides flexible options for all learners.  Together, they create a “universal benefit” where features like video captions help not only students with hearing impairments but also those in loud environments or English language learners.  




Digital Tools
Describe five digital tools that support each UDL principle.
	UDL principle
	Describe the digital tool, and describe how it supports the UDL principle.

	Principle 1:
Multiple means of engagement (the “why” of learning)
	1. Virtual Worlds (i.e. Minecraft): Provides an immersive, role-playing environment that motivates students through authentic inquiry and exploration.
2. Digital Gaming: Enhances motivation by providing a problem-solving environment that can be personalized for different learners.
3. Poll Everywhere/Kahoot: Uses competition and real-time interaction to keep students engaged and attentive.
4. Interactive Whiteboards: Captures attention through multisensory stimuli like sound, color and movement.
5. Blogs as Journals: Promotes personal engagement and self-reflection on learning experiences.

	Principle 2:
Multiple means of representation (the “what” of learning)
	1. Hypermedia: Provides multiple presentations of information (video, audio, text) at different difficulty levels.
2. Concept Mapping (Bubbl.us): Graphically portrays the organization of knowledge to help students visualize complex concepts.
3. Audiobooks/Screen Readers: Provides access to grade-level content for learners with reading disabilities.  
4. Podcasts/RSS: Offers information in an audio format that students can access automatically on their own devices.
5. Video Captions/Transcripts: Provides a text-based alternative to auditory information, reinforcing language and concept review. 

	Principle 3:
Multiple means of action & expression (the “how” of learning)
	1. Wikis: Allows groups to create content collaboratively, providing a shared digital space for expression.
2. Social Presentation (Prezi): Enables students to work together to sequence and animate their ideas professionally.
3. Speech-to-Text Software: Supports students with writing or motor difficulties in expressing their thoughts.  
4. Classroom Response Systems (Clickers):  Allows every student to participate and express their understanding anonymously.
5. Digital Portfolios (Blogger): Gives students a platform to collect, archive, and reflect on their work in various formats.  



UDL Strategies
After watching the videos, select three (3) different UDL strategies used in the Grade 5 Language Arts and/or Grade 6 Science classroom. Then, answer the prompts in each remaining column.
	Name and briefly describe the UDL strategy.
	Identify if the strategy is meeting group or individual needs.
Identify if the strategy is meeting multiple means of engagement, representation, and or expression.
	Describe how technology could be used to implement the UDL strategy.
Describe the digital tools.
	[bookmark: _Hlk85657204]Describe how the technology could be used to promote higher order thinking, collaboration, and self-regulated learning.

	Strategy 1:  
Strategic Roles
(Word Wizard, 
Artful Artist) 
	Group and Individual

Engagement and Expression
	Assign and manage roles digitally.

Wiki or Google Docs
	Tech promotes collaboration by giving each member a specific responsibility for a shared project and allows all in the group to see forward progress.  

	Strategy 2:  
Scaffolding Mathematics Data


	Individual

Representation and Expression
	Provide computational tools to bypass barriers.

Calculators
	Promotes high order thinking by relieving cognitive load on calculation, allowing focus on scientific inquiry.

	Strategy 3:  
Graphic Organizers/Templates
	Individual

Representation and Expression
	Use digital templates to organize information.

Bubble.us (concept Mapping)
	Support self-regulated learning by helping students plan their data collection and visualize progress.  
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