[image: image6.png]Th i n kﬁ n ity ’ }Ie{Lonfoundation




Verizon Thinkfinity Integration Plan

	General Information

	Name:   Lori Nunnally

	District/School or Organization:  Thompson School District 

	Subject Area/Topic:  Occupational Therapy –Motor Skills, Attention to Directions, Collaborative teamwork, active participation
	Grade Level(s): 3-5


Part 1 – List the appropriate standards (State or National Standards for Content, Technology or 21st Century Skills) and one or more related Verizon Thinkfinity learning object(s) aligned to the standards.
	State or National Standards; 21st Century Skills
	Title and URL for Verizon Thinkfinity Learning Object

	Colorado State Standards: 
Physical Education Standards (K-4):

Standard 3: Students demonstrate the knowledge of factors important to participation in physical activity.

What students know and are able to do includes:
· 3.1 demonstrating knowledge of games, rules and sportsmanship; 
· 3.2 demonstrating knowledge of the fundamental components, strategies, equipment and technology used for participation in a variety of physical activities
As an Occupational Therapist (OT)…

I also have to take into account the goals listed on the IEPs of the four boys and if I am addressing their unique objectives which include sensory motor, movement, communication, and behavior goals.

*********************************************************************

 Thinkfinity Activity goals: 

Students will

· practice teamwork by working in cooperative groups to play a street game

· correctly follow step-by-step instructions 
· 
	The Games
http://www.streetplay.com/thegames/
examples of short video clips
Box Ball and Box Baseball



Part 2 – Determine instructional elements - Integration
	A.  Which type of Verizon Thinkfinity learning object is this?
	B.  Where will I use this learning object in the instructional cycle?
	C.  Which instructional strategies will I employ?

	Learning Object for Teacher Use

 FORMCHECKBOX 
 Online (requires a computer)

 FORMCHECKBOX 
 Offline (no computer required)

Learning Object for Student Use

 FORMCHECKBOX 
 Online (requires a computer)

 FORMCHECKBOX 
 Offline (no computer required)
	 FORMCHECKBOX 
 Opening Motivational Activity

 FORMCHECKBOX 
 Central Focus of Lesson Plan

 FORMCHECKBOX 
 Research Tool for Students

 FORMCHECKBOX 
 Closure Activity

 FORMCHECKBOX 
 Assessment Tool

 FORMCHECKBOX 
 Remediation Tool

 FORMCHECKBOX 
 Enrichment Tool
	 FORMCHECKBOX 
 Direct instruction

 FORMCHECKBOX 
 Indirect instruction

 FORMCHECKBOX 
 Experiential learning

 FORMCHECKBOX 
 Independent study

 FORMCHECKBOX 
 Interactive instruction

 FORMCHECKBOX 
 Other

Guided and Shared Viewing of Video Clips

Notes:  Visit http://olc.spsd.sk.ca/DE/PD/instr/index.html for more information on the instructional strategies listed.

	Notes:   Short video clips will be used as a motivational tool - a starting point for discussion in the rules of the game to be played.  Game Rules will be printed from the http://www.streetplay.com/thegames/  prior to class to for OT’s use to aid in clarification during class discussion.


Part 3 – Plan for student success - Implementation 

	A.  How will I configure my classroom for the learning activity?

	Classroom Configuration:

 FORMCHECKBOX 
 Computers not needed - printable resource

 FORMCHECKBOX 
 Whole group instruction, using a projector and / or interactive white board

 FORMCHECKBOX 
 Whole group activity, with small groups using mobile laptops simultaneously

 FORMCHECKBOX 
 Small group, using classroom computers or mobile laptops as rotating stations

 FORMCHECKBOX 
 One to one, using classroom computers or mobile laptops as rotating stations

 FORMCHECKBOX 
 One to one, in a computer lab setting

 FORMCHECKBOX 
 One to one, with individual student laptops

 FORMCHECKBOX 
 Other
	Box Ball: http://www.streetplay.com/cgi/sp_mediaembed.pl?url=/thegames/media/boxball.mov&mediatype=qt&width=200&height=150
Box Baseball:

http://www.streetplay.com/cgi/sp_mediaembed.pl?url=/thegames/media/boxbaseball.mov&mediatype=qt&width=200&height=150



	B.  How will I manage implementation?

	Classroom Management:

 FORMCHECKBOX 
 General computer rules / procedures

 FORMCHECKBOX 
 Specific directions for activity

 FORMCHECKBOX 
 Helping Hands

 FORMCHECKBOX 
 Other
	Notes:  Instructions for seating, behavior expectations, and viewing rules will be discussed at beginning. After viewing the opening videos, students will ask questions, make comparisons, and share comments.  If time allows, they will have a chance to try the activities they just viewed. 




	C.  What additional considerations will support successful implementation?  

	 FORMCHECKBOX 
 Software

 FORMCHECKBOX 
 Hardware

 FORMCHECKBOX 
 Supplemental Materials

 FORMCHECKBOX 
 Other
	Notes:
I will need to have the following supplies on hand and set up for play in case we have time to try the activities.
Supplies:

· Jump ropes 

· Chalk 

· Rubber balls 

· Some type of backstop to stop balls

· Cones for boundaries




Part 4 – Develop the student learning activity

	A.  Describe the learning activity.  What will students be asked to do with the Verizon Thinkfinity learning object(s)? 

	Students will watch and listen to one or two video clips for the first  five minutes and discuss what they learned about the games with peers and Occupational Therapist (OT) in small, informal group while OT clarifies rules, equipment, fundamental components, strategies, and vocabulary.  Next, the group will make a decision about which activity to practice.  (Having at least two clips ready to view will help with motivation in case the first clip viewed is not well liked).    If time allows (because we only have 15-20 min. in this warm-up session), the four boys will participate and try the activities as OT demonstrates or walks them through it step by step.   

	Will the learning activity support students’ development of 21st Century Learning and Innovation Skills (creativity and innovation, critical thinking and problem solving, communication and collaboration)?  If so, describe how.

Creativity and innovation (in movement), problem solving, communication and collaborative teamwork with OT and peers to create, or re-create activities.   Following directions and rules of games.  Application to real world: learning play skills and cooperation.  Gaining knowledge of games and strategies.

	Will the learning activity support students’ acquisition of current, accurate, and up-to-date information in core subject areas?  If so, describe how.

It will expose students to new games, and give them opportunity to practice and learn them.  It will provide a multiple sensory experience (eyes, ears, body).  They will have to work together and collaborate in a safe and fun environment.   Hopefully, this will give them ideas and insight of how to play/interact /problem solve with peers as they play in this group as well as at recess and in their neighborhoods.  Perhaps one or two of the boys will feel comfortable enough to show the video or demonstrate the game in a PE class or to teach peers to play the games at recess. 


	B.  Describe how you will differentiate the activity to meet the diverse needs of your students. 

	This population of student s varies from one another in numerous ways.  Some have very short attention spans (30 sec or less), memory issues that vary day to day, emotional issues/family issues, and varying coordination/flexibility.  They function at about a second grade level with reading and writing, so I am making this an experiential class with very little reading and writing.  The thinking, creativity, planning, and decision making will be done as a group, with the OT facilitating.  Video clips help alleviate the need to read a lot of information about each game.  Demonstration and clear, brief, step by step verbal directions will be utilized to insure success for each boy.  Time will need to be flexible and extra time (more sessions allotted) to complete the activity due to the need to work through relationship and emotional issues.  


	C. Effectiveness – What indicators will I expect to see / hear from students, which will inform me about the effectiveness of the learning activity?

	Indicators include: 1) attendance, 2) punctuality to class, 3) level of enthusiasm, and 4) how much they engage in talking about the activity.  
If participation is 75% or greater for 3/4ths of the boys I will feel successful.  If they talk to each other to share ideas, or ask questions during discussion that are on topic, I will know I the videos sparked their interest.  If they can make decisions, stating their reasons why they chose one activity over another, I will know they are using critical thinking skills..  


Part 5 – Do a complete trial run of the learning activity you described in step 4A.  

	Reflect on the learning activity.

	Considerations:  The seating around the computer to view the Street Game needs to be fairly free of distractions and behavior expectations will need to be practiced around how to watch a video or view photos for three to five minutes without distracting others.  I need to put a brief outline on the white board to guide discussion – equipment,  number of players, rules, safety awareness, and comparison/contrast if two videos were shown  to help me pace the discussion  and to keep a routine/structure.  

Allowing time /space for private practice of skill as well as group practice will be important for emotional/self-confidence issues.  
Safety  issues will need to be reviewed each session due to the students’ impulsivity




Part 6 – Consider the bigger picture

	Describe how this learning activity fits within a lesson or unit plan to meet objectives that will be assessed.

NOTE: Information about additional learning activities or materials that will be used to complement this learning activity may be included.


	It fits within the Lesson Plan because it is teaching functional movement and cooperative play/teamwork with peers.  It will enhance their motor skills and understanding of the importance of following game rules.   It will give them exposure and experience with various props and equipment that may not be familiar to them.
This activity will be carried out within a 15-20 minute session.  However, the OT can continue to teach more activities within the bigger “Street Games” Lesson plan to include more games and after each “introduction” of a new game, the next 15 min session will be used for practicing the games.

As an OT, if I can present skills in a “game”, rather than as “drills” or “exercises”, I am far more likely to get more cooperation  and active participation from the students.   As the games are presented, the students could be made more aware of the history, culture, or background of the game.  They might be asked to invent their own game together after 6-8 weeks of trying the games in the StreetPlay.com list.

Last, as a teacher–led group activity, each student will record on his individual chart how the game affected  his body awareness, body sensation,  if he liked it, and how well he understood the game.  A very simple chart  will be made for them to record their sensory motor reactions to the games and answers to questions like:1)  Would they like to play it at recess or in their neighborhood?   2) Would you like to demonstrate this game at a talent show at school?  They could also self-rate their understanding of game rules, and personal participation level.  These boys don’t attend to written information, so the feedback chart will have to be done as a group in last two minutes of class and require only check marks. 
Private interviews with individual students and group discussion will be the best way to glean competence as well as observing skill performance directly or on videos of students, and watching how performance shows their understanding of rules and how well they followed directions.
Other indicators of success: Over an eight -week period of trying different games and having many conversations about the games and the rules, if any of the boys tell me they played a game that we had practiced at home, at recess, or in their neighborhood that would be success.  If they tell me they talked to their parent or grandparent about the street games I will feel I made an impact.  If parents report to me at conferences that their children talked about what we were doing, I will feel great because I have boosted their awareness and taught them something they were excited to share.
Other possibilities for classroom management and implementation:  High School Student Volunteers are an option that I could use.  Fifth graders are having PE at the time I am having OT sessions with these boys, so if I need a few more students to demonstrate or participate in a game (e.g.  Box Baseball), the PE teacher and OT will allow a few students to join us for 15 min.
Other Supplies/Materials/Equipment :
· *Video Recorder:  (an option to consider)

 Groups play the selected game.  A video recorder is available, so OT, volunteer, or student, could record the students playing the game which would act as a motivational tool, an assessment tool, and for sharing with others.)
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