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Abstract 

Educational Technology is the application of technology to deliver and enhance instruction and 

learning. Learners need to develop literacy in a traditional sense in combination with digital and 

information literacy. The advancement in internet and communication technology has also 

affected the social aspects of learning by connecting learners to a broader range of information 

sources and communications opportunities. The combined effects of technology and social 

learning are changing the physical and learning dynamics within the classrooms. The Success for 

All (SFA) middle school reading program is an example of enhancing learning by embedding 

technology and social learning skills. 

 



SOCIAL LEARNING IN A READING PROGRAM 3 

  

Social Learning in a Success for All Reading Program 

Educational Technology 

 The Association of Educational Communications and Technology (AECT) defined 

Educational technology as “the theory and practice of design, development, utilization, 

management, and evaluation of processes and resources for learning” (Richey, Silber & Ely, 

2008, p. 24). This definition does not segregate technology from education but utilizes 

technology as the delivery system as well as content. As the technology evolves, so do the 

terminology, philosophy, and theories related to it. There is an ongoing debate as to whether or 

not educational technology is an applied or social science. The viewpoint of this paper will be 

from the social science perspective. In this light, educational technology is an application of art, 

craft, and science, and is interrelated with our social values (Luppicini, 2005).  This definition is 

in line with the Collins English dictionary, which defines technology as “the total knowledge and 

skills available to any human society for industry, art, science, etc.” (n.d.).   

 The explosion of Internet and Communication Technology (ICT) has created a need to 

examine not just definitions but also the requisite skills students need in order to be prepared to 

join the workforce. Learners must be proficient not only in traditional literacy skills of reading 

and writing but in digital and information literacy as well. Digital literacy is proficiency with a 

variety of text formats and the related storage devices. Examples of digital literacy could include 

ease of use of applications such as Google Apps, e-books, and blogs. Information literacy is the 

skill set an individual possesses that allows him to recognize the need for information and the 

ability to retrieve, evaluate, and use the information (Roblyer & Doering, 2013, p. 267-268). 

Tools that promote information literacy include search engines, databases, and online journals. In 

an effort to bring information literacy to the forefront, the National Higher Education Information 



SOCIAL LEARNING IN A READING PROGRAM 4 

and Communication Technology (ICT) Initiative created a more specific definition: “ICT 

proficiency is the ability to use digital technology, communication tools, and/or networks to 

define an information need, access, manage, integrate and evaluate information, create new 

information or knowledge and be able to communicate this information to others” (2002).   

 Often, technology is limited to basic productivity uses and student management systems, 

overlooking the broad range of expanding educational possibilities in web 2.0 tools like e-books, 

blogs, webcasts, wikis, and Skype (Williams et al, 2011). The integration of technology in the 

day-to-day lives of learners is causing a shift in Bloom’s taxonomy from low-level to high-order 

thinking skills. Even though students utilize technology in many facets of their lives, the depth of 

knowledge of the tools capabilities may still be lacking (Nasah et al.).   

Social Learning 

 Social learning is rooted both in Vygotsky’s notion that social interaction is where 

learning happens rather than a “constructed” environment (DeVane & Squire) and in research 

about deviant social behavior conducted by Albert Bandura. Bandura found that children learn 

from observing the behaviors of family members, playing off Miller and Dollard’s 1941 claim 

that “human behavior is learned.” These theorists postulated social learning is grounded in 

imitation; you learn by seeing and doing. That behaviors are repeated then reinforced through 

rewards or punishments, that other people control in either a social or non-social setting (Jensen, 

1999). The takeaway from Bandura’s work is the social learning perspective, that learners 

construct their learning. Through a process of reinforced and observational learning using 

modeling, mimicking, and feedback, learners construct knowledge. Social learning functions best 

in a cooperative culture with positive feedback or reinforcement (Seemann, Buboltz, Wilkinson 

& Beaty, 2001). Bandura also found that motivation and self-efficacy played a key role in a 

learner’s success. Students with low self-efficacy and innate abilities sometimes did not learn to 
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their full potential. Teachers can provide students with opportunities for achievement in which 

they can see themselves performing successfully, fostering self-efficacy: one’s belief in his 

ability to perform a task to achieve a goal. Learners construct their own learning in social settings 

when they interact, observe, model behavior, and receive feedback. More and more often 

students are taking control of their learning, choosing when, where, and how they want to “learn” 

(Williams et al.).  

 For information to be useable, learners need to have a context in which to apply it. 

Information alone does not constitute knowledge. According to Sadik, it is the authentic project-

based tasks that help learners construct their own meaning (2008) and increase student self-

efficacy (Binkley et al., 2012). It is not the tasks as much as the social interactions and feedback 

that construct the learning. Students who are digital natives develop their own learning styles 

(Nasah et al.) and tend to embrace the digitized world (Williams et al.).  Integrating digital media 

allows learners the opportunity to construct their own meanings while increasing their digital 

literacy skills and becoming more connected (Sadik, 2008).   

 The expansions in ICT have enabled learning to become more ubiquitous (Roberts, 

2005), being more dependent on connectivity and less dependent on location. The effects of the 

ICT revolution are ongoing as technology keeps advancing. Each advancement made is examined 

for its potential as a tool (Isroff & Scanlon, 2002). Though the original purpose of the Internet 

was not for the common person’s use, it has become an integral part of social interactions and a 

predominant source for information (Lankshear, Peters & Knobel, 2000). As technology 

increases, so has our ability to network. Applications such as Skype, Face Time, and Google Talk 

have made communicating through digital means user friendly and effective. However, according 

to Petr Slovak, to be comparable with face-to-face interaction videoconferencing must meet four 

requirements: the means to contact various parties, a method to take turns talking, to monitor 
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understanding and the audiences’ attention, and to support “deixis” – the ability to see and use 

artifacts during the meeting (2007).  

Evolution of Assessments in the Classroom 

 The students who are currently sitting in K-12 classrooms are digital natives. These 

children are comfortable with multi-tasking, using a variety of technology resources (Rideout, 

Foehr & Roberts, 2010). As a result, students are developing their own learning styles (Nasah, 

DaCosta, Kinsell & Seok, 2010). Therefore, networked learning is becoming more of a way of 

life as students embed technology into their daily existence. Incorporating educational technology 

provides the means to keep pace with students, improving their learning and engagement while 

increasing the productivity of teachers.  

 The increased dependency on technology is changing not only how people learn but also 

how they live and work. No longer are basic skills enough for students to enter the workforce. 

Regulation of industry by standards has been in place for many years but in order to meet the 

challenges of the changing workforce demands, the education system has put content standard 

and assessment requirements in place. The educational system has further come to embrace 

standards as a means of promoting high achievement, measuring learning, and increasing 

accountability. The standards movement is not unique to the American educational system; it is a 

global trend based on worldwide research. The research shows that standards-based assessments 

provide a focus for instruction.  There can be some drawbacks such as teachers teaching to the 

test and not the standards, low-level questions as opposed to complex in-depth questions, and 

instructional time lost in “prepping” for assessments (Binkley et al.). In an effort to combat low 

achievement, many of the states have joined initiatives such as the Common Core.  The mission 

statement for the Common Core Initiative is: 
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“The Common Core State Standards provide a consistent, clear understanding of 

what students are expected to learn, so teachers and parents know what they need 

to do to help them. The standards are designed to be robust and relevant to the real 

world, reflecting the knowledge and skills that our young people need for success 

in college and careers. With American students fully prepared for the future, our 

communities will be best positioned to compete successfully in the global 

economy” (National Governors Association Center for Best Practices, 2012). 

 These standards add more depth, with the assessments moving away from lower domain 

questions to those that require higher order thinking and problem solving skills. In Nordic 

countries, the curriculum incorporates authentic project-based work to address standards.  Even 

with taking these strides to improve the depth of knowledge, standards-based assessments have 

not yet been adapted to meet the Century 21 skills (Binkley et al.)   

 Assessments are pivotal. The majority of assessments, however, are summative, whether 

they are standards-based or not. Summative assessments measure knowledge retention. Most 

commonly, summatives are in the form of semester finals and benchmark assessments. 

Formative assessments are another means to gauge student learning. Formative assessments are 

in the moment; they are ongoing and shape the instruction. Increased research findings support 

the need for changes in assessment strategies from primarily summative to formative 

assessments; this requires changes in the method of instructional delivery as well (Roberts, 

2005).  

Learning in the Classroom 

 The “sage on the stage” is becoming an obsolete mode of information delivery as students 

become active learners (Roberts, 2005). Passive learning with students sitting doing independent 

tasks will not meet the demands of the 21st century. Workers of today need to possess Century 21 
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skills that include collaboration, problem solving, and communication skills. The educational 

system must employ a mode of instruction to prepare students for their roles in the changing 

workforce. Learners must become actively engaged in the learning. Education.com defines active 

learning as “a method of learning where active student participation is encouraged through 

project-based exercises. One unique characteristic of active learning is that the teacher acts as a 

facilitator of the education process rather than as a unilateral source of information” 

("education.com," 2011). Active learning promotes collaboration using cooperative learning 

strategies.  

 Cooperative learning is the strategic pairing or grouping of students to engage them in 

interactive behaviors that foster learning.  The cooperative learning network is “constructed” by 

the teacher through the grouping of students, providing students opportunities to share and 

compare information. All of the students learn together during instruction and modeling of skills 

and behaviors and then practice in their groups, with the instructor guiding much of the social 

interaction.  The renovation of the traditional classroom structure is happening throughout the 

country. Rows of desks are being changed into grouped desks or tables. Teachers are more 

mobile, not stuck behind a desk or at a chalkboard. There is a shift from the droning of lectures 

to the buzz of students engaged in academic conversations.  

 Not only are the physical layouts of the classrooms changing, so are the people who fill 

them. Students are using technology in their daily lives and have come to expect it in the 

classroom. Educators must meet this challenge. When used in combination, multi-media, 

productivity software, and realia bring the content to life and stimulate multiple senses. Multi-

media bring sound and vision to otherwise flat content. The use of productivity software not only 

takes mundane tasks and speeds up the process but also can add increased depth of knowledge 

while inspiring collaboration. For example, instead of writing a story by hand, students can use a 
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word processor to write and edit, collaborating with others in editing or merging documents. 

Realia adds realism to the content, and can provide students the opportunity to examine artifacts 

that may otherwise be unavailable or just a 2-D image on a printed page. The Internet provides a 

worldwide web of resources that are as current as “now,” links to view ancient artifacts, virtual 

field trips, or Skyping with students from another country. Content is becoming more dynamic, 

soon to make those dry, out-of-date textbooks obsolete. In March 2012, the FCC Chairman 

Genachowski and Secretary of Education Duncan announced a proposal to move all K-12 

students to interactive digital textbooks in the next five years (FCC Chairman, 2012). The more 

students and teachers use the Internet for resources and communication, including social 

networking, the more valuable resources it becomes to the classroom.  

Reading Class SFA Style 

 Middle school reading classes in some schools are no longer just students sitting in rows 

with a book in hand, as a teacher reads to them while students just follow along, maybe asking 

questions here or there. The use of the Success for All (SFA) Middle School Edge reading 

program is altering the classroom on many levels. The Success for All Foundation is a nationally 

recognized research-based program founded by Dr. Robert Slavin and Dr. Nancy Madden to 

improve student engagement and achievement using a fast-paced cooperative learning 

environment with technology integration (Success for All, 2011). The Reading Edge class of 

today utilizes technology integration of realia and productivity tools to create multi-media 

presentations for the modeling of skills, cooperative learning activities that provide opportunities 

for students to practice those skills, and a feedback loop. The class has four major components: 

set the stage, active instruction, teamwork, and reflection. The unit has four to five “reading” 

days, a test day, and a writing day. 
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 On a reading day, the class starts with an interactive display of the reading goal and an 

essential question. The teacher poses a question to the class based on background knowledge and 

in groups (teams); the students discuss their thoughts and answers. The teacher randomly selects 

students to share each group’s findings. The teacher may then introduce or review vocabulary, 

depending on the lesson cycle.  

 The teacher then moves into the “active instruction” phase of the class. This section is 

where the teacher models the skill for the lesson through a combination of activities: reading 

aloud to demonstrate fluency then pausing to think aloud to verbalize the metacognition process 

that highlights the reading goal/skill.  Using an interactive whiteboard, the teacher illustrates the 

use of a graphic organizer, the collection data, or demonstrates a specific skill. Based on the book 

and skill, the teacher selects digital media such as video clips, sound bites, and images to 

enhance the lesson. At the conclusion of reading aloud, the teacher engages the student teams 

through Think-Pair-Share questions, eliciting student input to the graphic organizer. The class 

previews the questions the students will be answering based on the combined reading.  

 The teamwork section of the class is composed of partner reading and team talk 

discussion. Partner reading is where the students move their chairs so that they are sitting side-

by-side facing opposite directions. So, when they read aloud to each other, they can read softly so 

as not to distract other students. As one partner reads, the other listens and then summarizes the 

reading. If the reader stumbles or comes across a word he does not know, the partner helps him. 

If neither partner knows the word, they write it in a clarification log so the team can try to figure 

out the meaning, switching roles at the end of the paragraph or page until the assigned passage is 

completed.  

 When they have finished, the partners rejoin the team to begin the team talk discussion 

and clarify any words entered in the clarification logs. During team talk, each team member has a 
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revolving role. Role 1 is to read the question and make sure all team members understand the 

question. Role 2 is to answer the question using evidence from the text or background 

knowledge. Role 3 is to agree or disagree and add any missing information. Role 4 restates the 

question, making sure the answer is complete and everyone agrees. Teams have a limited amount 

of time to get through the process. Then the teacher randomly selects students to stand and 

deliver their team’s answer, repeating the process for several questions. For the identified “skill” 

question, each team member writes his own answer independently. This question assesses the 

student’s understanding of the skill highlighted in the reading. All responses receive a score 

using a rubric; students earn points for their team, while the teacher records scores for individual 

students. 

 During the reflection time, students discuss the day’s reading and share with the class 

their thoughts. The teacher poses a few more Think-Pair-Share questions that relate to the 

essential question as a means of an assessment. The class concludes with a vocabulary review 

and homework reading assignment. 

 The writing day offers the students opportunities to collaborate with their teammates. The 

teacher introduces the writing prompt, graphic organizer and rubric, and then demonstrates how 

to address the prompt, eliciting input from the class. Students have 5 minutes to reflect on what 

they want to write and to start working on their graphic organizers, then an additional10 minutes 

to brainstorm with their teams. Each student then composes his rough draft. After the designated 

time, partners exchange papers for peer editing and feedback. Students then revise their project 

based on the peer review. At the conclusion of class, students volunteer to share their projects. 

Conclusion 

 Education is evolving; there is movement toward using technology as a resource for 

information to enhance learning, not just as a productivity or management tool. This shift 
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primarily is because learners are becoming more tech savvy. It places demands on educators to 

incorporate technology for digital and information literacy skills that are becoming more pressing 

as ICT becomes more prevalent in our daily lives. Learners are developing these skills and 

constructing their own learning from a variety of sources. They are no longer dependent on a 

single source, namely the teacher, for information. Teachers need to utilize the shift in students’ 

learning behaviors by incorporating technology in a more social learning environment to prepare 

students for the changing demands of the workplace. The Common Core Initiative is an example 

of the shift in educational focus to higher-order standards-based thinking skills to address the 

need for students to be college or career ready. The SFA middle school reading program is 

another example of changes in the educational structure by utilizing technology and 

incorporating realia to enhance instructional delivery. With students working collaboratively 

together, they increase their learning and develop the skills needed to be successful in the 21st 

century workplace. 
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