
ACCELERATING LEARNING
WITH THE BYOD PROGRAM

Empowering Education through Bring Your
Own Device

https://www.google.com/search?safe=active&sca_esv=571785082&sxsrf=AM9HkKmmiVjeRgvXSARQ6-wPaHKH97fRKA:1696808141507&q=Accelerating&spell=1&sa=X&ved=2ahUKEwjT55r0zueBAxU34jgGHX23BDwQkeECKAB6BAgJEAE


I begin tonight by acknowledging the Traditional
Custodians of the land on which we meet and pay

respects to their Elders, past, present and emerging.   

ACKNOWLEDGEMENT OF
COUNTRY



OVERVIEW OF PRESENTATION

1 • What is BYOD?

2 • How do we implement
BYOD at Pallara?

3 • Steps to joining the
BYOD program 

4 • Student and parent
responsibilities. 



1 • What is BYOD?



THE STORY SO FAR

• 5.5 years into the program

• ~99% of students from 1-6
participating in the program



WHAT IS BYOD?

BYOD is an ownership model where
students use privately owned devices to

access the network and information systems
in an educational setting. 

At Pallara State School our BYOD program
is using Windows 10/11 based laptops that

meet our minimum specification
requirements.



WHY BYOD?

Enhanced Learning
Opportunities

Make learning more
engaging and cater to
different learning styles.

Digital Literacy
Development

These skills are becoming
increasingly important in

the modern world.

Preparation for the
Future

Skills they'll need in their
future careers. 47% of

current professions will be
automated.

Pallara fully investigated the purposes for implementing the BYOD
program. These are the fundamental reasons.



OUR BYOD PROGRAM PROMOTES

EASY and INSTANT access to learning
(homework/ holidays/ sick days)
Responsible digital citizenship
Investigative, inquiry learning 
Greater engagement in learning
Seamless integration of technology between
home and school



EDUCATIONAL BENEFITS

Personalised learning

Independence and agency

Integration - home and school

Using technology daily

Improved collaboration

Increased enthusiasm

Increased access to materials

Digital literacy



2 • How do we implement
BYOD at Pallara?



HOW ARE DEVICES USED IN THE
CLASSROOM?

Devices will NOT replace explicit teaching (e.g. students will still complete writing and
Mathematics in books) of concepts in the curriculum, but will be used to deliver

learning experiences, consolidate topics and provide opportunities for expressing
what students know in engaging and creative ways. 

Students will use the devices as
required by classroom teachers

to access learning activities
and resources.



HOW ARE DEVICES USED IN THE
CLASSROOM? - STILE

Stile is the primary platform that we use at Pallara State School. It is used in a number of
ways to engage students in learning opportunities that would not otherwise be possible

with pen and paper.

Examples of how Stile engages students:

Media
Videos and interactive online
content can be viewed and

accessed by students in real-time
as they work through lessons.

Differentiation
•Auto voice annotation

•Custom lesson plans for individual
students 

•Voice recording to answer
•Audio/visual – Multi sensory

•Choice in how students will show
their understanding. 

Collaborative Tools
Online discussions and peer

feedback provides students with
an audience and a voice when

sharing their ideas



MICROSOFT OFFICE FOR EQ STUDENTS 
You do NOT need to purchase Microsoft Office.

Microsoft Office will be downloaded on your student’s device using their Education
Queensland username and password. This is completely free.

Students use a number of Microsoft Office programs at Pallara.



WINDOWS DEFENDER

Windows Defender is a built-in antivirus and anti-malware software
program developed by Microsoft for the Windows operating system. It

is designed to help protect your computer from various types of
threats, including viruses, malware, spyware, and other malicious

software that can potentially harm your system or compromise your
data.

Windows defender has the least impact when onboarding your students device. Other
antivirus software often blocks your student from accessing the school network.



OTHER RESOURCES ACCESSED
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