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Verizon Thinkfinity Integration Plan

	General Information

	Name: Kymn Van Dyken
     
	District/School or Organization:  Academy District 20/Aspen Valley High School
     

	Subject Area/Topic:  Mathematics/ Number Sense
	Grade Level(s):   9-12
     


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 Standards 1and 6:  
1.  Students develop number sense and use numbers and number relationships in problem solving situations and communicate the reasoning used in solving these problems

6.  Students link concepts and procedures as they develop 
and use computational techniques, including estimation, mental arithmetic, paper-and-pencil, calculators, and computers, in problem-solving situations and communicate the reasoning used in solving these problems.  
 

	
Primary Krypto
http://illuminations.nctm.org/ActivityDetail.aspx?ID=173



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:  This activity is a great supplement which could be used for classroom warm-ups, remediation or as a classroom lesson.



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:

Teacher will need a teacher computer with a projector.  The use of an interactive white board is suggested.



	B.  How will I manage implementation?

	Classroom Management:

 FORMCHECKBOX 
 General computer rules / procedures

 FORMCHECKBOX 
 Specific directions for activity

 FORMCHECKBOX 
 Helping Hands

 FORMCHECKBOX 
 Other
	Notes:
1. Remind students of classroom procedures.
2. Remind students that calculators are not allowed with the activity.



	C.  What additional considerations will support successful implementation?  

	 FORMCHECKBOX 
 Software

 FORMCHECKBOX 
 Hardware

 FORMCHECKBOX 
 Supplemental Materials

 FORMCHECKBOX 
 Other
	Notes:
1. Verify that the teacher computer is working.  This will include a computer attached to the overhead projector with internet access.
2. An interactive whiteboard is suggested.  If it is used, check that the interactive white board is plugged in and working.  This may require some configuration with a USB device plugged in or some wires plugged in. 
3. Check that the URL:  http://illuminations.nctm.org/ActivityDetail.aspx?ID=173
 is not blocked and works.  Make sure that the computer has the appropriate plug ins.

4. Locate Individual white boards, markers and erasers for students to work problems on.


	
	


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)? 

	 
       Begin the activity introducing  the Krypto game from the Thinkfinity Website and NCTM.         
       http://illuminations.nctm.org/ActivityDetail.aspx?ID=173
Activity:  
· This will be a whole group instruction using an interactive white board.  
· The teacher deals uses a computer,  projector and smartboard to deal the cards by clicking “deal” on the white board.   
· Model the activity by dragging each of the four cards into a slot.
· Choose operations to fit the cards.
· Redeal and attempt another problem.
· Have students work the problem on their white boards and share workable answers. 
· Ask a willing student to come to the class white board and share their answer with the class.
· The teacher circles the room helping students by asking guiding questions. 
· This provides a practice of basic operations in a game setting.  

· The activity should last 10-20  minutes.  




	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.

Yes, the Krypto activity gets students thinking creatively because they have to make up the problem to get an answer.  
This is a fun activity which can get students working together to problem solve and work collaboratively.
This activity integrates technology into the process of student learning.

     

	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 helps review and reinforces basic math skills.  This activity also helps students transfer basic skills into a problem solving game. 
     


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

	· The time allowed for the Krypto game can be expanded or shortened depending on the skill level of the students.  
· The Kypto game can also be used by individual students on individual computers.
· The game can be used by groups of students working collaboratively on one computer.
· The game could be expanded by students creating a deck with 3x5 cards and creating problems for one another.  This option would allow them to add fractions or use exponents.




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

	Engagement!
Students asking to “do it again”.
Students demonstrating quicker recall on problems that require basic facts.


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

	Reflect on the learning activity.

	· Considerations:   
· Using the Krypto site, I dealt  the cards using the deal button.
· This step allowed me to see if there were any glitches with the software. 

· Using trial and error, each card matched one of the four slots.
· Choose the computations for the four cards.
· This step allowed me to see that the software worked. 
· Remember that each card can only be used once.
· Trialing this helped me prepare for any questions my students might have. 

· This game will be a good fit for high school students practicing basic facts.   
· Students wanted to keep playing and asked to return to the game another day.  Next time, I will try a variation such as letting students work individually with the game on their computers.




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.

	This activity would fit in different levels of math classes including pre-algebra, algebra I, or a math lab setting.  
Krypto could be adapted to individual one to one on computers.  
Students could also expand on the Krypto game by making their own 3x5 cards and interjecting fractions and exponents

The Krypto game could also be a warm up for other activities



http://www.thinkfinity.org
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