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Hilal Şener & Seda Bekfelavi
Bilkent University
Graduate School of Education

Begin with the End in Mind

	Summarize the theme for this project. Why do this project? 

        In this project students will learn fruits and vegetables in English. They will learn, while having fun. This project is fun; teach important skills for third grade elementary school kids.
        We chose this project because of the fact that a great way to build the foundation skills that today's elementary school curriculum requires. Moreover, this project provides learning with visual aids, auditory, sensual etc. 


	Identify the content standard that students will learn in this project (two to three per subject).

        Students will be able to learn fruits in English with their pronunciation, appearance, and spelling.

         Students will be able to learn vegetables in English with their pronunciation, appearance, and spelling.



	Identify key skills students will learn in this project.

List only those skills you plan to assess (two to four per person).

· Reading from Pc’s

· Listening Skill

· Writing Skills

· Speaking Skills



	Identify the habits of mind that students will practice in this project (one to two per project).

· Gathering Data Through all Senses

· Applying Knowledge by Practicing



Craft the Driving Question

	State the essential question or problem statement for the project. The statement should encompass all project content and outcomes, and provide a central focus for student inquiry.

The problem is that students need to learn fruits and vegetables in English with visual aids, since better learning becomes with senses. In Turkey, students do not practice the words in their daily life. Generally, they learn and practice only in schools. They do not have a chance to use English outside. For these reasons, using words in daily life is important. With this, project they will see fruits and vegetables appearance and they will have chance to listen pronunciation. 

Moreover, this project will help teachers to show fruit appearances in an easy way. For example, if a teacher will teach twenty different fruits, he/she will not carry them. Therefore, they also will not waste time. 

Statement & Question: Building foundation skills today's elementary school curriculum is very important so what can be the best way to teach English to 3rd grade students with having fun by using technology?



· Have you posed an authentic problem or significant question that engages students and requires core subject knowledge to solve or answer?
Plan the Assessment

	Step 1: Define the products for the project. What will you assess?

	Early in the Project:

Firstly we planned what to do in the project. We determined our mission and goals. We decided that we would teach fruits and vegetables in English for third grade students. We also decided to create this project by Flash Programming. We would put some games to make learning fun.



	During the Project:

During the project we chose some fruits and vegetables for the students. We tried to find the words according to grade level. We would use our voice for pronunciation. 

There is navigation to guide students. They can go next and back by these navigations. Therefore, they provide a good usage of the program for students they would not be lost.

Our aim is not to teach directly, provide fun while learning so the students would not get bored because they would not think that they learn something or it is a lesson. For example, when they start the quiz, a boy would be appeared and give directions for students.



	End of the Project:

End of the project we determine quiz questions for the level. However, the quiz would not be for the measurement of their knowledge. It would be for practicing because the students would have chance to get feedback until finding true answer. There are some games for the end of the lesson. The students will have a rest by these games.




Plan the Assessment (2)

	Step 2: State the criteria for exemplary performance for each product:

	Product: Teaching fruits
Criteria: The criterion is that while learning fruits in English students use reading, listening, speaking, and writing abilities. 



	Product: Teaching Vegetables

Criteria: The criterion is that while learning fruits in English students use reading, listening, speaking, and writing abilities.


	Product: Making Quiz
Criteria: The quiz is not for measurement of knowledge. It is for learning with practicing. It gives feedback until finding correct answer.


	Product: Playing Games
Criteria: Student would play games by themselves and with their friends. Therefore, cooperative work would be provided. One game gives directions from the PC’s and students would create a product with a paper so technology and daily life games would be mixed.


Map the Project

	What do students need to know and be able to do to complete the tasks successfully? How and when will they learn the necessary knowledge and skills? Look at one major product for the project and analyze the tasks necessary to produce a high-quality product.

	Product: Learning Fruits and Vegetable in English


	KNOWLEDGE AND SKILLS NEEDED

ALREADY HAVE LEARNED

TAUGHT BEFORE THE PROJECT

TAUGHT DURING THE PROJECT

1. Using Computer

(
2. Beginner level of English

(
3. Fruits

(
4. Vegetables

(
5. Reading & Writing Ability

(
6. Spelling Ability

(


	What project tools will you use?

□ Know/need to know lists (
□ Daily goal sheet (
□ Journals

□ Briefs

□ Task lists (
□ Problem logs

□ ​​​​​​​​​​​​​​​Programming usage and language will be known for flash ________________________________

□ The students would have fun and at the same time they will learn some English words ________________________________

□ Student will create a game by directions. 




Map the Project (2)

	List the key dates and important milestones for this project.

· 31 March 2010: Planning of the project planning.

· 03 April 2010: Get visual aids. (Finding pictures from the internet, drawing pictures and making animations for the project)

· 07 April 2010: Put the material into the program and start coding.

· 10 April 2010: Adjust navigation.

· 15 April 2010: Prepare quiz.

· 19 April 2010: Start to produce games.

· 23 April 2010: Add texts, contents and adjust fonts.

· 25 April 2010: Put everything into the program and determine shortages.

· 27 April 2010: Last check and revision of the project.

· 28 April 2010: Upload for feedback.

· 05 May 2010: Make revision according to feedback.

· 07 May 2010- 23 May 2010: Working on project according to feedback.

· 25 May 2010: Last check of the project. 

· 26 May 2010: Last submission of the project.


	Use the Tuning Protocol with other teachers or a group of students to refine the project design or guide you further in your planning. What other thoughts do you now have on the project?

· We shared our project design with other group of students. They advise that a cartoon video can be added to the program to make funnier. 

· One student suggests that too many visuals cause inattentiveness on children.

· Because of the low age, one student suggests that if the program is too long, students would care different things, so teachers lost them. 



	


Manage the Process

	List preparations necessary to address needs for differentiated instruction for students, special-needs students, or students with diverse learning styles.

· One computer for each student.

· Headset for each student.

· Macromedia flash programming must be downloaded.



	How will you and your students reflect on and evaluate the project?
□ Class discussion (
□ Fishbowl
□ Teacher-led formal debrief (
□ Student-facilitated formal debrief (
□ Individual evaluations (
□ Group evaluations
□ Other: Group work (playing games)



PAGE  
7

