	Project Teaching and Learning Guide

	Project:   Solving Digital Life Problems

	
	

	Major Product(s) and Presentation 
students need to complete
	Knowledge and Skills Needed by Students

to successfully complete major 
products and presentations
	Scaffolding / Materials / Lessons to be Provided 

by the project teacher, other teachers, experts, 
mentors, community members

	Options:
Story/skit/flow map/how-to speech/google slide presentation/storybird/prezi/
voki/www.canva.com


	Brainstorming technology problems students have encountered.   Thinking Maps.
	
	Whole class circle map while brainstorming various technology problems students have encountered, i.e. cyberbullying, cracked screen, forgot password.  Pose driving question.

	
	Categorize tech issues into social/physical/emotional on a tree map.
	
	Teacher models personal reflection on technology problems.

	
	Thinking Maps
	
	Students share their reflection with a partner. Categorize tech issues into social/physical/emotional on a class tree map.

	
	Evaluate and analyze proposed digital issues.  Students use tubric to create research questions.
	
	Students create common groups based on type of technology problem.  Review driving question. Students create research question. 

	
	Reflect on Common Sense Media lessons and use knowledge to start inquiry process
	
	Student groups start inquiry process after teacher models research tools such as twitter (Interview), google etc.  Resource: The Kentucky Virtual Library presents: How to do Research  www.kyvl.org/kids/homebase.html

	
	Students research and take notes.
	
	Teacher reviews use of Google Docs for 2nd through 5th grade.  1st grade uses post it notes.  2 days of research. 

	
	Students create their product and prepare for audience
	
	Teacher models various tool options for product and plans audience for presentations.
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