CURRICULUM OVERVIEW
All Grade Levels (K-6)...

Computer Basics

· Respect

· For the computer

· For other users
· Content Acquisition

· Basic computer  information

· Basic internet usage information (Grades 2-6)

· Classroom Connect ~ e-mail 

· Basic program information (office, Inspiration, Kidspiration, etc.)
· Skill Mastery

· Students learn skills by repeating them in different applications (keyboarding)
· Concept Understanding

· Students learn to take content (information learned and recalled) and create new information. For example, a person who knows the notes and has the skill to use a saxophone can play music.
· Intangibles

· Teamwork

· Empathy

· Understanding

· Citizenship

· Civility

· The ability to listen and communicate

· Integration

· Integrate Technology with current grade-level curricula

· Integrate Technology into current homework & learning strategies

· Integrate Technology inside and outside the classroom and allow technology to be a transparent support throughout our students’ and teachers’ lives.
International Society of Technology for Education 
National Educational Technology Standards (NETS) for Students  
National Education Technology Standards for Students have been developed by ISTE and widely adopted by various states and local education institutions as benchmarks for ed tech program development.  While New York State does not have specific technology standards for students, there are many performance indicators and key ideas embedded in NYS various learning standards.  The crosswalks between ISTE's NETS and NYS Learning Standards have been developed to guide school district in their program development.
The technology foundation standards for students are divided into six broad categories. Standards within each category are to be introduced, reinforced, and mastered by students. These categories provide a framework for linking performance indicators within the Profiles for Technology Literate Students to the standards. Teachers can use these standards and profiles as guidelines for planning technology-based activities in which students achieve success in learning, communication, and life skills.

Technology Foundation Standards for Students

1. Basic operations and concepts 
·        Students demonstrate a sound understanding of the nature and operation of technology systems.

·        Students are proficient in the use of technology.

2. Social, ethical, and human issues 
·        Students understand the ethical, cultural, and societal issues related to technology.

·        Students practice responsible use of technology systems, information, and software.

·        Students develop positive attitudes toward technology uses that support lifelong learning, collaboration, personal pursuits, and productivity. 
3. Technology productivity tools 
·        Students use technology tools to enhance learning, increase productivity, and promote creativity.

·        Students use productivity tools to collaborate in constructing technology-enhanced models, prepare publications, and produce other creative works.

4. Technology communications tools 
·        Students use telecommunications to collaborate, publish, and interact with peers, experts, and other audiences.

·        Students use a variety of media and formats to communicate information and ideas effectively to multiple audiences.

5. Technology research tools 
·        Students use technology to locate, evaluate, and collect information from a variety of sources.

·        Students use technology tools to process data and report results.

·        Students evaluate and select new information resources and technological innovations based on the appropriateness for specific tasks.

6. Technology problem-solving and decision-making tools 
·        Students use technology resources for solving problems and making informed decisions.

·        Students employ technology in the development of strategies for solving problems in the real world.

ISTE's National Educational Technology Competencies 
for Students by Grade Level
Prior to completion of Grade 2, students will: 
1. Use input devices (e.g., mouse, keyboard, remote control) and output devices (e.g., monitor, printer) to successfully operate computers, VCRs, audiotapes, and other technologies. (1) 

2. Use a variety of media and technology resources for directed and independent learning activities. (1, 3) 

3. Communicate about technology using developmentally appropriate and accurate terminology. (1) 

4. Use developmentally appropriate multimedia resources (e.g., interactive books, educational software, elementary multimedia encyclopedias) to support learning. (1) 

5. Work cooperatively and collaboratively with peers, family members, and others when using technology in the classroom. (2) 

6. Demonstrate positive social and ethical behaviors when using technology. (2) 

7. Practice responsible use of technology systems and software. (2) 

8. Create developmentally appropriate multimedia products with support from teachers, family members, or student partners. (3) 

9. Use technology resources (e.g., puzzles, logical thinking programs, writing tools, digital cameras, drawing tools) for problem solving, communication, and illustration of thoughts, ideas, and stories. (3, 4, 5, 6) 

10. Gather information and communicate with others using telecommunications, with support from teachers, family members, or student partners. (4) 

Prior to completion of Grade 5, students will: 
11. Use keyboards and other common input and output devices (including adaptive devices when necessary) efficiently and effectively. (1) 

12. Discuss common uses of technology in daily life and the advantages and disadvantages those uses provide. (1, 2) 

13. Discuss basic issues related to responsible use of technology and information and describe personal consequences of inappropriate use. (2) 

14. Use general purpose productivity tools and peripherals to support personal productivity, remediate skill deficits, and facilitate learning throughout the curriculum. (3) 

15. Use technology tools (e.g., multimedia authoring, presentation, Web tools, digital cameras, scanners) for individual and collaborative writing, communication, and publishing activities to create knowledge products for audiences inside and outside the classroom. (3, 4) 

16. Use telecommunications efficiently to access remote information, communicate with others in support of direct and independent learning, and pursue personal interests. (4) 

17. Use telecommunications and online resources (e.g., e-mail, online discussions, Web environments) to participate in collaborative problem-solving activities for the purpose of developing solutions or products for audiences inside and outside the classroom. (4, 5) 

18. Use technology resources (e.g., calculators, data collection probes, videos, educational software) for problem solving, self-directed learning, and extended learning activities. (5,6) 

19. Determine which technology is useful and select the appropriate tool(s) and technology resources to address a variety of tasks and problems. (5, 6) 

20. Evaluate the accuracy, relevance, appropriateness, comprehensiveness, and bias of electronic information sources. (6) 

 Prior to completion of Grade 8, students will: 
21. Apply strategies for identifying and solving routine hardware and software problems that occur during everyday use. (1) 

22. Demonstrate knowledge of current changes in information technologies and the effect those changes have on the workplace and society. (2) 

23. Exhibit legal and ethical behaviors when using information and technology, and discuss consequences of misuse. (2) 

24. Use content-specific tools, software, and simulations (e.g., environmental probes, graphing calculators, exploratory environments, Web tools) to support learning and research. (3, 5) 

25. Apply productivity/multimedia tools and peripherals to support personal productivity, group collaboration, and learning throughout the curriculum. (3, 6) 

26. Design, develop, publish, and present products (e.g., Web pages, videotapes) using technology resources that demonstrate and communicate curriculum concepts to audiences inside and outside the classroom. (4, 5, 6) 

27. Collaborate with peers, experts, and others using telecommunications and collaborative tools to investigate curriculum-related problems, issues, and information, and to develop solutions or products for audiences inside and outside the classroom. (4, 5) 

28. Select and use appropriate tools and technology resources to accomplish a variety of tasks and solve problems. (5, 6) 

29. Demonstrate an understanding of concepts underlying hardware, software, and connectivity, and of practical applications to learning and problem solving. (1, 6) 

30. Research and evaluate the accuracy, relevance, appropriateness, comprehensiveness, and bias of electronic information sources concerning real-world problems. (2, 5, 6) 

WebQuests for Learning ~ Grades 1-6
A WebQuest is an inquiry-oriented activity in which some or all of the information that learners interact with comes from resources on the internet, optionally supplemented with videoconferencing. There are at least two levels of WebQuests that should be distinguished from one another. The instructional goal of a  WebQuest is extending and refining knowledge. After completing a WebQuest, students will have analyzed a body of knowledge deeply, transformed it in some way, and demonstrated an understanding of the material by creating something that others can respond to.                
Student Motivation & Authenticity

When students are motivated they not only put in more effort, but their minds are more alert and ready to make connections. WebQuests use several strategies to increase student motivation. First, WebQuests use a central question that honestly needs answering. When students are asked to understand, hypothesize or problem-solve an issue that confronts the real world, they face an authentic task, not something that only carries meaning in a school classroom. The second feature of WebQuests that increase student motivation is that students are given real resources to work with. Rather than turn to a dated textbook, filtered encyclopedias or middle-of-the-road magazines, with the Web students can directly access individual experts, searchable databases, current reporting, and even fringe groups to gather their insights. 

When students take on roles within a cooperative group, they must develop expertise on a particular aspect or perspective of the topic. That their teammates count on them to bring back real expertise should inspire and motivate learning. 

Lastly, the answer or solution the student teams develop can be posted, emailed or presented to real people for feedback and evaluation. This authentic assessment also motivates students to do their best and come up with a real group answer, not simply something to fulfill an assignment.

Developing Thinking Skills

One of the main features of any WebQuest is that students tackle questions that prompt higher level thinking. Certainly, the Web can be used as a source for simple information retrieval, but this misses its power and short-changes students. Built into the WebQuest process are the strategies of cognitive psychology and constructivism. First, the question posed to students can not be answered simply by collecting and spitting back information. A WebQuest forces students to transform information into something else: a cluster that maps out the main issues, a comparison, a hypothesis, a solution, etc. 

In order to engage students in higher level cognition, WebQuests use scaffolding or prompting which has been shown to facilitate more advanced thinking. In other words, by breaking the task into meaningful "chunks" and asking students to undertake specific sub-tasks, a WebQuest can step them through the kind of thinking process that more expert learners would typically use. 

Cooperative Learning

As has already been mentioned, in WebQuests students take on roles within a small student group and this tends to promote motivation. In addition, because the WebQuest targets learning about large, complex or controversial topics, it's probably not realistic to expect each student to master all of its aspects. Thus learners divide to conquer. This is not to say that students don't gain the overall understanding, because this happens in a later stage of the process, but it does suggest to learners the reality that not everyone knows everything. In fact, this is one of the great messages that students invariably bring back from interactions with experts whose works focus on very thin slivers of the knowledge pie. Having students develop expertise and be appreciated for it by their peers is built into each WebQuest. Cooperative learning strategies are then applied to necessitate each student's input. By running several WebQuest groups in the same class, students will also see that different solutions were chosen by each team because of the quality of the group members' research and argumentation skills. As students complete more WebQuests they will become increasingly aware that their individual work has a direct impact of the intelligence of their group's final product. 

Process & Access

Research has shown that the most important factor related to student learning and technology use is how teachers relate the technology-based activity to other learning activities. Therefore, we will link our WebQuest to previous and subsequent activities, so that the WebQuest is not an isolated experience disconnected from the rest of our curriculum. Relatedly, WebQuests aren't the endpoint, but the beginning of student use of the Web for learning. Ideally, in the not so distant future, students will have internalized many of the cognitve strategies built into WebQuests, so that students direct and guide their own studies and findings. You might call this idea "WebQuests as training wheels."  

