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Verizon Thinkfinity Integration Plan

	General Information

	Name: Alicia Chavez 


	District/School or Organization: Spann Elementary


	Subject Area/Topic: Math
	Grade Level(s): 1st Grade



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

	Number and operations K-2

http://standards.nctm.org/document/chapter4/numb.htm

	Math Around the World
http://teacher.scholastic.com/activities/adventure/math2.htm#



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

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

	Notes:

Game will be played online by all students.
Students will be enriched in the skills being practiced and allowed to use this site as additional practice during enrichment time.

The teacher will assess the students’ number sense skills by observing students and the timed scores they get.

Students will complete independently (partner work as needed).


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
	Notes:

Students will view the site on the projector before completing their learning activity.

Students will rotate out after completing their two games.


	B.  How will I manage implementation?

	Classroom Management:

 FORMCHECKBOX 
 General computer rules / procedures

 FORMCHECKBOX 
 Specific directions for activity

 FORMCHECKBOX 
 Helping Hands

 FORMCHECKBOX 
 Other
	Notes:

Students will use follow school rules for computer use and procedures for internet safety.
Students will view the site whole group to prepare for what is expected.


	C.  What additional considerations will support successful implementation?  

	 FORMCHECKBOX 
 Software

 FORMCHECKBOX 
 Hardware

 FORMCHECKBOX 
 Supplemental Materials

 FORMCHECKBOX 
 Other
	Notes:

Flash must be installed on all computers for interactive to work properly.

Timed practice sheets for addition and subtraction.


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 be asked to complete two games of around the world in 80 seconds. They must complete an addition and subtraction game. Students will write their completion time for each game on a sheet of paper. 
1. Students will complete the game after whole group modeling on the projector.
2. We will complete a timed practice worksheet prior to the learning activity so that the students have experience with racing against the clock as they will in the learning activity.

3. Students will individually complete this task unless they are identified to have a partner assist them.

4. Students will rotate with others at their table until all students have completed the learning activity.

5. Students should complete the activity within 5 minutes for both games.

6. Students will click onto the website for the game which will be saved in our bookmarks on the computer already.

7. Students will be given a sheet of paper to write their completion time for each game on.

8. Students will choose which game they will play first. 
9. When they are finished, they need to write their completion time for that game and continue on to the next game with the same instructions.

10. After everyone has completed the learning activity, we will partner share our feelings about the game.
11. Each student will share their scores with the teacher.

	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.

This learning activity will increase students’ knowledge of number sense which will help their problem solving skills with future lessons.
     

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

Yes. This activity will reinforce what the students have learned. It will also serve as an assessment to show what students need to learn or need additional practice with.
     


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

	For my lower students, I will allow them to work with a partner (higher students) to complete the game as a support system. For my on -level students, I will ask them to try and beat their scores by playing the games on another day. The higher students will also be asked to beat their scores and graph their progress. It can also be played in Spanish for my ELL students.


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

	Students will be actively engaged in completing each game. Students will share their scores with the teacher. After each student has completed their games, we will partner share what they liked about this game. Teacher will observe and listen to students as they work and partner share.


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

	Reflect on the learning activity.

	Considerations:  

After I played a trial game, I feel that it should go rather smoothly for all students. The skills covered in each game are on their level and should give them the additional practice they need with these skills. However, the site should be explored whole group before playing the game so that the students know what to expect. Timed practiced before the game should also be given to reinforce the skills to be applied. Show the students where the completion time will be so that they know exactly what to write down.




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.

This lesson activity will fit into a unit on number sense using addition and subtraction. This learning activity should be used for review throughout the year and as reinforcement throughout the number sense unit.
NOTE: Information about additional learning activities or materials that will be used to complement this learning activity may be included.


	Timed practice sheets for addition and subtraction in class before the game is played. 

The goal is to complete as many problems as they can in one minute. 

The purpose is to give the students practice with timed assessments before the game.

Graph paper
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