Engaged Learning Project Template


Living vs. Non-Living
Subject(s): Math, Reading, Science, & Writing
Grade Level(s): Kindergarten (Adaptable for other grade levels)
Abstract:
The students will be game makers.  They will create an interactive sorting game for living and nonliving things.  The students will learn how to distinguish between living and non-living things and explain their characteristics.  The teacher will have the students share their game with other kindergarten classes in the school and then district.  The teacher will download the games to the school district server and publish online using the Promethean resource website - ClassFlow.
Learner Description/Context:
My school is very diverse; we have 577 students:  35% Caucasian, 43% African American, 18% Hispanic, 3% Multi-racial, and 1% Asian.  My school is a Title I school with 92.85% receiving free or reduced lunch.  The students in my class are primarily African Americans, with a small ratio of Caucasian and Hispanic. Each classroom has a Promethean Board (ActivBoard) with at least 8 computers (7 student stations and 1 teacher’s station).  The teacher and students have access to three computer labs on campus.  The students will have the needed resources to complete the learning project including Google accounts.  The students can use Google Drive to share their work as well as save in the Clouds. 
The teacher will introduce the unit on Living and Nonliving things.  The teacher will identify the characteristics of living things one day and will provide several examples using object inside and outside the classroom.  The teacher will next identify the characteristics of non-living things, providing examples inside and outside the classroom.  The students will explore objects outside the classroom and identify them as living or nonliving.  The teacher will have a show and tell day where the students can bring in living and nonliving things to share with the class.  The teacher will teach the students how to search the Internet for pictures of living and nonliving things to begin creating sorting game.    The teacher will assign the students into groups.  The teacher will work with small groups to teach the students how to create an interactive game using the pictures they selected from the Internet.  The students will go to the computer lab once a week to work on game.  After each group has completed game, the students will share their games allowing the other students in the class to play the game.  
Time Frame:  The project will span two months and the students will work on it for approximately 20 minutes a day.  The daily time may be adjusted according to the student’s ability to stay focused. 
Standards Assessed: 

SKL1. Students will sort living organisms and non-living materials into groups by observable physical attributes. a. Recognize the difference between living organisms and nonliving materials.
ELACCKRL1 Key Ideas and Details: With prompting and support, ask and answer questions about key details in a text.

ELACCKRL4 Craft and Structure: Ask and answer questions about unknown words in a text.

ELACCKW6 Production and Distribution of Writing: With guidance and support from adults, explore a variety of digital tools to produce and publish writing, including in collaboration with peers. 

ELACCKW7 Research to Build and Present Knowledge: Participate in shared research and writing projects (e.g., explore a number of books by a favorite author and express opinions about them).

ELACCKSL1 Comprehension and Collaboration: Participate in collaborative conversations with diverse partners about kindergarten topics and texts with peers and adults in small and larger groups.

ELACCKSL4 Presentation of Knowledge and Ideas: Describe familiar people, places, things, and events and, with prompting and support, provide additional detail.

ELACCKSL5 Presentation of Knowledge and Ideas: Add drawings or other visual displays to descriptions as desired to provide additional detail.

ELACCKL6 Vocabulary Acquisition and Use: Use words and phrases acquired through conversations, reading and being read to, and responding to texts.

MCCK.MD.3 Classify objects into given categories; count the numbers of objects in each category and sort the categories by count.
ISTE Standards – Students
1. Creativity and innovation Students demonstrate creative thinking, construct knowledge, and develop innovative products and processes using technology. 

a. Apply existing knowledge to generate new ideas, products, or processes 

b. Create original works as a means of personal or group expression

c. Use models and simulations to explore complex systems and issues 

d. Identify trends and forecast possibilities

2. Communication and collaboration Students use digital media and environments to communicate and work collaboratively, including at a distance, to support individual learning and contribute to the learning of others. 

a. Interact, collaborate, and publish with peers, experts, or others employing a variety of digital environments and media 

b. Communicate information and ideas effectively to multiple audiences using a variety of media and formats 

c. Develop cultural understanding and global awareness by engaging with learners of other cultures 

d. Contribute to project teams to produce original works or solve problems 

3. Research and information fluency Students apply digital tools to gather, evaluate, and use information. 

a. Plan strategies to guide inquiry 

b. Locate, organize, analyze, evaluate, synthesize, and ethically use information from a variety of sources and media 

c. Evaluate and select information sources and digital tools based on the appropriateness to specific tasks

d. Process data and report results

4. Critical thinking, problem solving, and decision making Students use critical thinking skills to plan and conduct research, manage projects, solve problems, and make informed decisions using appropriate digital tools and resources. 

a. Identify and define authentic problems and significant questions for investigation 

b. Plan and manage activities to develop a solution or complete a project

c. Collect and analyze data to identify solutions and/or make informed decisions 

d. Use multiple processes and diverse perspectives to explore alternative solutions iste.org/standards

 5. Digital citizenship Students understand human, cultural, and societal issues related to technology and practice legal and ethical behavior. 

a. Advocate and practice safe, legal, and responsible use of information and technology 

b. Exhibit a positive attitude toward using technology that supports collaboration, learning, and productivity 

c. Demonstrate personal responsibility for lifelong learning 

d. Exhibit leadership for digital citizenship 

6. Technology operations and concepts Students demonstrate a sound understanding of technology concepts, systems, and operations. 

a. Understand and use technology systems 

b. Select and use applications effectively and productively 

c. Troubleshoot systems and applications 

d. Transfer current knowledge to learning of new technologies

Learner Objectives: 
The students will: 
· Sort living and non-living materials into groups. 

· Recognize the difference between living and nonliving things. 
· Classify objects into living and nonliving things.  

· Collaborate with peers about the differences between living and nonliving things.  

· Use the computer to create a living and nonliving sorting game.  
· Share their game with other students.   
· Score 8/12 on the rubric to meet requirement.  
The “hook” or Introduction:

Day One

The teacher will tells the students they are going to make a game.  The teacher will share a similar game with the students to demonstrate what their game would look like. The teacher will use one or all of the YouTube videos below to activate the lesson.  

· Differences in living and nonliving things -Kindergarten, Preschoolers kids

The students will learn some differences between living and nonliving things.  

https://www.youtube.com/watch?v=9T8RE5ujg_A
· Living and Nonliving Things- 

https://www.youtube.com/watch?v=p51FiPO2_kQ 

You will learn about "Living and Nonliving Things" in this video. Things which can grow, move, breathe and reproduce are called living things. Living things can also feel emotions like fear, anger and happiness. After growing and living for a long time, living things ultimately die. Human beings, plants and animals are some examples of living things.

Even though plants cannot move from one place to another, they move their stems to face the sun, hence they are also living things.

Things which cannot grow, move, breathe and reproduce are called nonliving things. They do not have any kind of life in them. Water, bucket, rocks etc. are some examples of nonliving things.

· LIVING AND NON-LIVING THINGS -THINGS AROUND US

The students will learn about living and nonliving things in their surroundings (school, classroom, and home).

https://www.youtube.com/watch?v=lB0WF6P7sSk
The students will take a virtual field trip to the San Diego Zoo. The teacher will guide the students in a discussion about some of the animals and help the students identify the characteristics that make the animals living things.

The use of videos will make the unit exciting for the students; they will love looking at videos, especially watching them on the interactive board.  

Process:

Day Two -Five

Introduce the Topic

The teacher will introduce the topic to the students using a pictures of a potted flower, an animal, like a dog or a turtle, and a rock. The teacher will show the pictures to the class on the interactive board and ask them to think about which ones are living and which are not living. The teacher use a copy of the pictures and chart paper to start an anchor chart for the unit.  The teacher will tell the students that living things have certain needs. The teacher will write the following on the anchor chart:

· Living things eat.

· Living things grow and change.

· Living things move.

· Living things reproduce.

The teacher will discuss each one and what it means then look at the pictures and put an 'X' under the ones that do not meet each requirement. The teacher will have the students think of a few more examples (living and nonliving) and check them with your chart. The teacher will check for understanding by having each student draw a picture of something that is living. 

Day Six- Ten

The teacher will continue using the anchor chart to review living and nonliving things with the students.  The teacher will take the students outside to explore their surroundings and identify living and nonliving things.  The students will draw pictures of the things on a T-Chart labeled living and nonliving. The students can add items to the anchor from their nature walk.

Day Eleven-Fifteen

Homework Assignment:  The students, with the help of their parents, will explore their neighborhood for more living and nonliving things to share with the class during Show and Tell. The teacher will add any new things to the anchor chart.

The teacher can use additional resources to teach the difference between living and nonliving things.

Books

There are a few great books to help your students understand living and nonliving things.

· What's Alive? (Let's-Read-and-Find-Out Science 1) by Kathleen Weidner Zoehfeld uses simple language in a question and answer format and many examples to help young students understand this sometimes tricky concept.

· Are You Living?: A Song about Living and Nonliving Things by Laura Purdie Salas introduces living things using a song. Kindergarteners will learn that living things move and eat in this catchy science song to the tune of "Are You Sleeping?"

· Living and Nonliving (Nature Basics) by Carol K. Lindeen explains living and nonliving things to young children using simple text and bright photographs.

Day Sixteen – Twenty

The teachers will teach the students how to create a flipchart using the Promethean board and software.  The teacher will teach the students about Google drawing so that they may create their own living or nonliving thing.  The teacher will show the students how to explore the Internet for more pictures of living and nonliving things.   The teacher will place the students into groups of three.  The students can name their group.  The groups will first search the internet for pictures of living and nonliving things.  Some students may want to use the images provided through the Promethean software.  The teacher will assist the students in logging on the computers and opening a web search engine.  

Next, the teacher will teach how to save the images from the web or copy/paste and saving the flipchart.  The students will save (copy/paste) the images.  The teacher will guide the students in retrieving any saves images.    The students will save the flipchart continuously so not to lose anything.

Day Twenty-one – Twenty-Five
The students will continue working on their games, the teacher will guide the students with completing games.  

Day Twenty-Six – Thirty 

The students will begin sharing their games with the class.  The teacher will facilitate the students’ revision of their games.  The students will share their games with other kindergarten classes in the school first and then in the school district.  The teacher will publish their game on the Promethean Website to share with other Kindergarten Teachers.  

Product:

The students will:

· Create an interactive sorting game. 
· Use the game to show understanding of living and nonliving things by correctly labeling the categories. 
· Actively engaged in creating a game.   
· Use the Interactive Board and software to complete the project.  
The teacher will use this rubric to assess the students’ learning project.  The teacher will also use the checklist provided from GKids (state assessment for kindergarten) to assess the standards. 
	Living and Nonliving Sorting Game Rubric

	Student has
	Does not meet
	Meets
	Exceeds

	Living and Non-living categories clearly labeled
	1
	2
	3

	At least 4 examples for the Living category
	1
	2
	3

	At least 4 examples for the Non-living category
	1
	2
	3

	Used time wisely(on-task), produced creative product
	1
	2
	3


12/12 = 100%                                                ____/12 = _____%
Technology Use:  Computers and interactive board will be used to communicate with peers and to construct and publish the product. The technology standards are connected to the content standards and will lead to deep understanding.  The learning experience will be challenging because the students are required to create a product using technology.  The task is authentic, student-directed, and culturally responsive because the students use technology to produce a product that is of real use and will extend beyond the classroom to help others learn.  
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