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Instructional Technology: Reflection
As someone who was homeschooled all the way from preschool through senior year,  I can honestly say that I do not have a very clear idea of what public school systems looked like or how they used technology in the classrooms. However, I can remember that computers were primarily used as rewards for me and my brothers, but the games we played on it were oftentimes related to what we were learning at our grade level. 
When I observed a classroom for practicum for the first time, I was shocked to learn that there was an hour time frame for the students to use computers for math-related games. I could be wrong, but I gathered that the computers were being too heavily relied upon to teach math. I would even say that the technology was replacing quality teaching because the teacher would grade papers instead of making sure the students understood the concepts of what they were learning. No connection was being made between math formulas, rules, and real-world situations. 
Technology has allowed huge and rapid changes to be made in the education field. Although there are many advantages to be found with the advancement and use of technology in the classrooms, I would say that there are also several concerns that come with it. Since placing kids in front of a screen keeps them fairly quiet and still, there is a strong temptation to shift teaching methods from physical demonstrations to digital activities. Of course, technology has provided a major breakthrough in regard to teachers themselves structuring their classrooms, organizing information, storing records, and especially communicating with parents.
I would say that there needs to be a specific blend of physical teaching with technological strategies to help the information stick in the minds of the students. Based on what I have observed in the classroom, I think that technology is essential to understand as a teacher, but the amount of time students spend on their devices should be limited in the classroom. Devices for kids are best used as rewards with games that pertain to the concepts being taught.
