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Preface
This document, ICT Learning Outcomes for Primary Schools in the Caribbean, was developed as part of a regional ICT integration development initiative funded by the Japan-CARICOM Friendship and Cooperation Fund.  The work on this component of the initiative was informed by a research component conducted in 2010 by Mrs. Jackie Cousins. The consultant polled several countries throughout the Region to ascertain the levels of ICT equipment, technology usage and competency.  The report by Mrs. Cousins outlined a number of challenges common to the majority of countries involved in the research, inter alia  :
· A level of technophobia and resistance to change by teachers and administrators;
· Teachers operating at the emerging and applying stages of ICT use; instead of the infusing and transforming stages;
· Difficulty by teachers to plan effectively for ICT use;
· The need for effective professional development.

In addition, territories identified the need to have a unified framework that outlined common ICT integrated learning outcomes for primary schools in the region.  This common desire by the territories led to the engagement of a consultant to:
1. facilitate a workshop to present the outline of the framework;
2. gain consensus by the participants in the workshop on the format and areas to be addressed;
3. demonstrate examples of ICT integration in education;
4. develop a document of ICT learning outcomes to be used by the CARICOM territories.

This document was created for the CARICOM Secretariat by Mark Ray and Kiva Powell in December, 2011 with support from a team of regional experts collaborating on the design and review of the document.  Final review team comprised Patricia McPherson, Stacy Mascall and Jahmor Lopez.
	
	ICT Learning Outcomes for Primary Schools in the Caribbean
2
	

	
	
	




Introduction 
Information and Communication Technology (ICT) in an education context is defined as the computer, software, communication and other technology tools used to assist in the delivery of instruction, administration tasks and assessment of learning.

ICT tools may include: 
· Phones
· Radios
· TVs
· iPads
· iPods
· Cameras
· Blogs
· Interactive Whiteboards

This definition differs from Information Technology, which can be defined in the context of education as:
1. Teaching about the technology involving the development, maintenance, and use of computer systems, software, and networks for the processing and distribution of data; or
2. The knowledge and skills required to develop, maintain and use computer systems, software, and networks for the processing and distribution of data. 

ICT integration in education therefore, is the use of technology resources to provide research and preparation opportunities for content, facilitate teaching and demonstrate learning.  








The role of ICT is changing in the education context.  The graphic below, adapted from The Role of ICT in the PYP (June 2011), outlines the shift.


	Increased emphasis on:
	Decreased emphasis on:

	Transdisciplinary teaching (integration)
	Teaching as an isolated subject

	Using ICT to investigate, create, communicate, collaborate
	Learning ICT as a series of skills for their own sake

	Viewing teachers and learners as collaborators
	Viewing teacher as deliverer

	Providing opportunities for student choice
	Using exclusive tools for particular tasks

	Collaborative planning and assessment
	Planning for ICT isolation

	Learners as part of broader community
	Learners learning in isolation

	Learning beyond the classroom
	Learning restricted to the ICT lab

	Management of resources to reach strategic goals
	Management of resources without strategic planning

	Publishing content for an authentic audience
	Printing student work for display on school bulletin board only




Territories will note that not every strand, or indeed, every outcome, will fit with their existing ICT curriculum or strategy.  This document is not intended to be a prescriptive curriculum, neither are the activities contained within intended to be written in stone, rather, it is envisaged that each territory uses this document as a guideline for possible ICT learning outcomes at the primary level. 


The activities suggested here can be modified, used as is, or replaced with more appropriate ones.  The learning outcomes have been adapted from a number of documents across the world including:

· OECS Education Reform Unit – Information and Communication Technology (ICT) Learning Outcomes in Mathematics and Language Arts or Lower Secondary School Students of the Eastern Caribbean
· The Nova Scotia Education Board – The Integration of Information and Communication Technology Within the Curriculum 2005
· International Society for Technology in Education (ISTE) Standards (www.iste.org)
· UNESCO ICT Competency Framework For Teachers

The document consists of the following components:
· Learning outcomes, subdivided into strands,  with suggested activities and assessment ideas.
· Suggested activities with the associated learning outcomes from the various strands listed
· Sample lesson plan
· List of useful websites 

Learning outcomes were used versus learning objectives since the team of educators felt it necessary to focus on what students should know, instead of what the teacher may intend to cover.  While the two concepts may appear to be the same, the subtle difference in outlining what students should know by a certain time, was thought to represent the purpose behind the need for this document regionally.

Strands are simply the common overarching ICT objectives running through a set of outcomes.  A number of outcomes may be thought to be contributing to the overarching objective of Digital Citizenship; and Digital Citizenship was therefore seen as the strand that was common to the outcomes grouped under that heading.  Each strand represented is broken into educational stages.  Stage 1 represents students aged 5 to 8, and Stage 2, ages 8 to 11.

At the end of Stage 2, which marks the completion of each strand, technological competencies are listed.  These competencies outline the skills and knowledge that can be garnered from the particular strand.

Users of this document may start by perusing the outcomes as grouped in the strands.  Outcomes are listed in stages within a strand, therefore, for every strand, outcomes are listed by Stage 1 and Stage 2, that is, ages 5 to 8 and 8 to 11 respectively.  At the end of a strand, that is, Stage 2, the key technological competency tied to the ISTE National Education Technology Standards (NETS) for students is listed.

For each outcome, there is a suggested activity, assessment and resource list.  These suggestions are listed only as examples, educators should feel free to substitute more appropriate and relevant activities, assessments and resources where they see fit.  Users of this document should note that the resources listed span from tablet devices if available to crayons and paper.  This is to allow access by all levels of technology deployments, irrespective of the resources available.

After the final strand, a table outlines selected activities and the associated outcomes that apply to the activities.  This table reinforces the idea that a number of outcomes could be addressed through a single activity.

A sample lesson plan is presented that demonstrates a transdisciplinary approach to addressing the outcomes through activities that incorporate technology.

Finally, several online resources are listed at the end of the document.  As with all resources, educators should check the relevance and reliability of these resources, as links to online content may change over time.

It is the intention that this document be a useful resource for educators across the Caribbean community.  As with any other resource, the greatest benefit will accrue from this document through effective planning and professional development.


Learning Outcomes by Strand
	Digital Citizenship – Stage 1
(Ages 5 – 8)
Students recognise the ethical, social and moral issues and implications surrounding the use of technology.


	Learning Outcome
	Suggested Activities
	Assessment
	Resources

	DC 1.1
Work cooperatively in a small group by sharing a range of resources and equipment.


	Show and tell activity using the digital camera.  
· Use 1 or multiple digital cameras and guide students to take turns taking pictures of activities, things or people in the school.
· Allow students to display the images using the available and appropriate technology (computer, projector, printed copy) and talk about the image using agreed guidelines .

This activity can also be done with paper and crayons or handheld devices (tablet devices) where students take turns.

If multiple technologies are available, students may also select the mode they wish to use to represent and display the subject of their show and tell.

Special Note:  Students should be encouraged to lead in organising resources and presentations as far as possible.

	The focus of the activity is the sharing of resources.  Depending on the resources available, students can be assessed in the following areas:
· Identification and use of the appropriate resource or equipment. 
· Ability to take turns and wait the appropriate time.

Additionally, teachers may choose to assess:
· Organisation of thoughts and information.
· Presentation and speaking skills.

	Computer
Projector
Digital camera

Handheld Tablet device

Paper
Crayons

	DC 1.2
With the assistance of their teacher, begin to demonstrate responsibility for personal information and safety, while using technology.
	Visit the Cyber Smart website (www.cybersmart.gov.au) under the Young Kids section, and let students learn about how to be protective of their information online by clicking the How to be Cybersmart link.

Let students relate the information on the website to their real lives and discuss how this applies to sharing information in general, in real life, not just online.

	The focus of the activity is understanding and practising safety when sharing information and using technology.  Students can be assessed through:
· Class discussion/presentation on protecting information
· This can take varied forms including speaking, picture representation or demonstration through play.
	Computer/Internet enabled device
Internet connectivity


	DC 1.3
With the assistance of their teacher, explain the varying points of view of resources and information presented to them.
	Have students identify foods and other similar examples of things that they like, and explain why they prefer these over others.

View Peter Menzel’s images on “What The World Eats” hosted on the Time Magazine website (http://www.time.com/time/photogallery/0,29307,1626519,00.html)  

Discuss where this food is eaten (information is shown on the website under the photo) and possibly why.  

Have students consider how these foods differ from what they eat and that based on different values and points of view, people can make different choices.
	The focus of this activity is students’ understanding of varying points of view and values contained in information and resources.  
Students can be assessed through their contributions to the discussion.



	Computer/Internet enabled device
Internet connectivity

Country specific communication tools




	DC 1.4
Explain the significance of, and follow the rules for, copyrighted material.in their own words.
	After completing any piece of classwork, have students put their names to it.  Redistribute the work to random class members and have the discussion about how it feels to have someone else credited for their work.

Discuss why it is wrong to take credit for the work of others and how to correctly give credit for the work of others if it is used.
	The focus of this activity is promoting understanding of copyright.  Students can be assessed through their participation and discussion in class.
	Completed piece of work Appropriate productivity tool



	DC 1.5

Explain and follow the school’s technology policy and rules.
	Have students create posters and publish in child-friendly language to remind students of the school’s policy.

Students and parents sign a contract agreeing to school’s policy.
	The focus of this activity is the understanding by the students of the school’s technology rules.  

In addition to the posters that are created, students should be assessed over the academic year on their compliance to the rules.
	Paper/Card
Appropriate productivity tools



	Digital Citizenship – Stage 2 
(Ages 8 – 11)
Students recognise the ethical, social and moral issues and implications surrounding the use of technology.


	Learning Outcome
	Suggested Activities
	Assessment
	Resources

	DC 2.1
Share information, resources, media
and technology.
	Introduce students to the 100 people project (www.100people.org).  Go to the 100 people: A World Portrait Lesson Plan link and follow the activities set out in the pdf.   Projects can be created and presented using any available technology tools.

The information collected for this activity can also be shared within the school and the activity can be extended to a whole school activity.

	The focus of the activity is sharing information and resources and students can be assessed in the following areas:
· Planning and organising their group.
· Organisation of the information collected.
· Planning of the presentation for the involvement of both team members.
· Delivery of information tailored to meet the relevant audience.

For additional focuses, selection and use of technology, quality of presentation and appropriateness of presentation can be assessed.
	· Computer
· Projector
· Digital camera
· Handheld Tablet device
· Paper/Card
· Crayons

	DC 2.2
Show respect and responsibility for their own integrity, privacy and intellectual property, and that of others, in relation to all forms of communication and information.
	Direct students to the How to Do a Bibliography section of the Barrie Public Library website (http://www.library.barrie.on.ca) under the Homework Help section in the Kids Zone; or a similar resource that helps students to understand the importance of citing the work of others.

Students can also go to the Digital Citizenship Education website (www.digitalcitizenshiped.com) and explore the My Bytes website.

Let students visit the iKeepSafe website (www.ikeepsafe.org) where they can learn more about protecting information while online by clicking the Youth link.

Allow students to create a set of rules either individually, in groups or as a class, on Internet safety or citing work. 

If available, have students communicate in a secure chat environment and monitor their responses to private requests for information generated by the teacher.

The local library can also be used as a resource if Internet connectivity is a challenge.
	The focus of the activity is understanding and applying the rules and principles of respecting intellectual property and privacy when communicating.  Students can be assessed on:
· Appropriate citations in their submissions.
· Adhering to safety rules while online.
· Transferral of the principles relating to online safety to general face-to-face interactions with strangers.
	· Computer/Internet enabled device
· Secure chat environment

	DC 2.3
Identify, with the assistance of their teachers, social and ethical issues relating to information sharing, accuracy, privacy and safety when using technology.
	In addition to the Cyber Smart activity in DC 1.2, the class can visit the All About Explorers website (www.allaboutexplorers.com) and conduct the research activities under the Treasure Hunts link.
	The main focus of this activity is to understand the importance verifying information.  Students can be assessed on:
· Information accuracy and citations.
· Reproducing information in their own words
	· Computer/Internet enabled device

	DC 2.4
Recognise the ways in which the changes in collection, representation and transmission of information have impacted people, communities and cultures.
	Have students mail letters, as a class, to another class in the school through the post office.  Discuss differences with receiving information in the mail (“Snail mail”) and online.  

Compare the use and influence of radio, television, the Internet and social networking media and how they have impacted on the students’ communities; exposed their cultures and introduced them to foreign cultures.  

Discuss, role-play, or present in a small group, the pros and cons of transmission of information (e.g. news, broadcasts, hurricane alerts etc) using various forms of media.

If school’s technology rules allow, start a class blog, or other social media page (e.g. Facebook, Twitter, Google +) and share information with other classes, parents or the community.
	The focus of this activity is understanding the changes in information processing and its impact.  Students can be assessed on:
· Selecting appropriate media to obtain or transmit information.
· Representing information in the appropriate format for the intended audience.
· Providing timely and accurate updates to information as necessary.
	· Paper
· Envelopes
· Stamps
· Computer/Internet enabled device



	DC 2.5
Observe the rules and guidelines relating to data communication  across networks, including the Internet.
	Visit the Carnegie Cyber Academy website (www.carnegiecyberacademy.com) and click the Betty’s Netiquette Quiz link under the Games section after clicking the Fun Stuff link on the home page.  Students can take the quiz and explore other activities on the page.

Engage students in discussion relating to the information gathered from the activities.

If available, have students communicate in a secure chat or social networking environment and monitor their interactions with each other.


	The focus of this activity is learning the proper behaviours when communicating online.  Assess students on their participation and observance of the behaviours.
	· Computer/Internet enabled device
· Secure chat environment

	DC 2.6
Identify and give specific examples where cultural values and experiences impact the information used.
	Have students discuss things that are unique to their neighbourhood, district or country culture.  

Provide students with varying bits of information from local media (e.g. newspapers, television, local news blogs) and have students identify the two snippets of information that are most relevant to them based on their experiences or socialisation.  
Look at freedom of information and internet use in other countries and discuss examples of unrest across the world.
	The focus of this activity is to develop awareness of culture and experiences impacting on the type of information used.  Students can be assessed on their contributions to the discussion and explanations of why various bits of information were selected.


	

	DC 2.7
Use copyrighted material only with the necessary permission.
	Students can investigate the copyright laws applicable to the country, or another country, and draft a set of laws to apply to their intellectual work in class.
	The focus of this activity is for students to understand the relevance of copyright laws to them.  Students can be assessed on their research on the copyright laws and their development of relevant “laws” for the work undertaken in their class.
	· Paper / pen
· Computer



	DC 2.8
Adherence to school’s technology policy rules.
	Have students create multimedia presentations (video, Power Point, blog etc.) or posters for younger students.
	The focus of this activity is to transfer understanding of the school’s technology rules.  Students can be assessed on the accuracy of the rules presented.

Other focuses can be assessed in relation to appropriateness of media selected and quality of production.
	· Video camera/Power Point/Blog
· Paper/Card

	Technological Competencies Gained in Digital Citizenship:  
Students understand human, cultural, and societal issues related to technology and practice legal and ethical behaviour. (ISTE Standard 5)




	
Investigating, Designing and Producing – Stage 1 
(Ages 5 – 8)
Students use technology to carry out purposeful inquiry or research, to test existing knowledge, discover new information and create new understanding.  

	Learning Outcome
	Suggested Activities
	Assessment
	Resources

	IDP 1.1
With the assistance of their teacher, select and use applications and other technology tools to present their learning. .
	Students can work on integrated projects across the curriculum, e.g. habitats, and be given the opportunity to choose which applications or resources they want to use to present their final project. (Power Point, Video, blog, etc.)
	The focus of this activity is the appropriate selection of resources and students can be assessed on the appropriateness of the selected tools.

This activity should also be assessed as it applies to the project chosen.
	· Video camera/Power Point/Blog
· Paper/Card

	IDP 1.2
With the assistance of their teacher, identify and describe ways in which information can be created, stored, used represented and transmitted.
	Have students use a variety of books from the library to investigate the amount of space needed for the books and what happens when everyone attempts to find information.  Compare the library book investigation to searching a database (either on the school’s network or the Internet) for information.

Discuss with students ways to create and organise information and create a database of relevant student data using cue cards.
	The focus of this activity is to investigate the manipulation of data and information.  Students can be assessed by their participation in the activity and ability to retrieve information from the cue card database effectively.
	· Books
· Cue cards

	IDP 1.3
With the assistance of their teacher, use manipulatives, data gathering instruments, and software, to explore, analyse, and represent concepts.  
	Discuss the most effective way to record the heights of the students in the class.  Have the students use a measuring tape to measure their heights and their shadows at different times of the day and record the class data in a Spreadsheet to generate a graph to show the results.
	The focus of this activity is using appropriate resources to collect, analyse and represent information.  Students can be assessed on the selection of an appropriate tool to obtain the information and their ability to enter the data correctly and efficiently.
	· Measuring tape
· MS Excel





	Investigating, Designing and Producing – Stage 2 
(Ages 8 – 11)
Students use technology to carry out purposeful inquiry or research, to test existing knowledge, discover new information and create new understanding.  

	Learning Outcome
	Suggested Activities
	Assessment
	Resources

	IDP 2.1
With more independence, students select from a range of applications and other technology tools to best represent the information to be presented.
	To further extend the integrated project concept in IDP 1.1, students can be given a range of projects to choose from.  Projects can be completed by using various tools and resources and students will be required to select the most appropriate tools for their work.
	The focus of this activity is to provide students with more independence in selecting appropriate tools and resources.  Students can be assessed on their selection of appropriate tools for collation, preparation and presentation of information.
	· Video camera/Power Point/Blog
· Paper/Card

	IDP 2.2
With more independence, identify and describe ways in which information can be created, stored, used, represented, and transmitted.
	An extension to the database project in IDP 1.2 would be to allow students to select appropriate tools to create an electronic database and a means of displaying the results of the project (e.g. blog, website, Power Point etc.)
	The focus of this activity is to provide students with more independence in investigating manipulating data and information.  Students can be assessed on the appropriateness of their selection of resources.
	· Books
· Blog/Power Point

	IDP 2.3
Brainstorm with teachers and peers to develop and outline ideas using appropriate technology.


	Using online software Bubbl (www.bubbl.us), develop an outline to achieve a class project, for example:
· planning a class party
· beautifying the school
· creating a class newsletter
	The focus of this activity is to effectively use the technology to assist in developing a plan.  Students can be assessed on their ability to recognise relevant, related activities and organise them in a logical manner.
	· Computer/Internet enabled device

	IDP 2.5
Create, record and edit images and sounds to represent information for particular audiences.
	Students, working in groups, can create an audio book by recording images or video of themselves acting out the story and audio of it being read.  They can use Power Point or Windows Movie Maker to insert and edit the images and audio as necessary to complete the project.
	The focus of this activity is to effectively record and edit audio and images.  Students can be assessed on their use of the recording tools and the effectiveness of the editing.
	· Camera
· Sound recorder
· Power Point
· Movie Maker

	IDP 2.6
Create web pages and other forms of multimedia tools which incorporate text, images, videos and links to external resources, both independently and in collaboration with others.
	Create group websites using MS Word or an online resource (e.g. Doodlekit (www.kids-website-builder.com).   The sites should incorporate links and images, and if possible, video.

Possible projects could include images of persons aged 1 to 50 with short audio clips where relevant of the person telling of something important to them in the community or country.
	The focus of this activity is to develop competence in creating interconnecting pages on similar content in the form of a website.  Students can be assessed on:
· Selection of the appropriate tool according to their aims.
· Quality and relevance of images and audio.
· Appropriateness of links and content on the website.
	· Computer/Internet enabled device
· Camera
· Sound recorder

	IDP 2.7
Create simple databases of information that they query for information, patterns and relationships.
	Further extending the database project in IDP 2.2, students may insert additional data to the database, for example, gender and age.
Graphs showing height as it relates to age, height as it relates to gender, gender of the older and younger students etc. can be created.
	The focus of this activity is to query information to determine patterns and trends.  Students can be assessed on:
· The correct linking of the data elements in the database.
· Appropriate querying of the dataset.
· Analysis of the queries to determine the trends and patterns emerging.
· Reasonable hypotheses for the trends that have emerged.
	· Books/graph paper
· Blog/Power Point
· Computer and appropriate software 

	Technological Competencies Gained in Investigating, Designing and Producing: 
Students apply digital tools to gather, evaluate, and use information. (ISTE Standard 3)






	Communication – Stage 1 
(Ages 5 – 8)
Students use technology to communicate ideas, information and understanding for a variety of purposes.

	Learning Outcome
	Suggested Activities
	Assessment
	Resources

	COM 1.1
With the assistance of their teacher, students use technology to research, share ideas and feelings.  
	Discuss feelings with students and how the face expresses those feelings.  Students have the opportunity to draw first on paper and then recreate in Paint.  The expressions can be printed and labelled using a word bank. (e,g, happy, sad, excited)

The project can be extended for the Interactive Whiteboard where facial parts and labels can be dragged and placed in the appropriate location.

Further extension can occur with students writing stories about the faces created by others and sharing with their partner.
	The focus of this activity is using technology to share ideas.  Students can be assessed on their ability to clearly communicate the expressions using the technology.

Students can also be assessed on the relevance of the stories created to the expressions created by their partner.
	· Paper/Card
· Markers
· Paint
· Computer with appropriate Productivity tools

	COM 1.2
With the assistance of their teacher, students select and use appropriate technology resources, including printed materials that support information sharing. 
	Students can identify the technology resources in the home, school and society that support information sharing and discuss why a particular tool is used for a given purpose. For example:
· Phones – from fixed line to mobile phones and which is more appropriate for a given purpose
· Phone books
· Televisions
· Computers
· Newspapers
· Magazines
	The focus of this activity is to have students recognise the various technologies and printed resources available to them and why they are used. Students can be assessed on their identification of everyday technology tools, and appropriate purposing of those tools.
	

	COM 1.3
Begin to use various strategies and technologies to create, consider, and communicate their ideas for various purposes and audiences.
	Have students recreate the Monster Project (details at www.monsterexchange.org).  The project includes a design and writing component which can be facilitated by technology.

Suggested enhancement to the implementation of the project is to have students take pictures of familiar items within their school and describe them either in writing or using a word processor.  Have them present their pictures and descriptions with the class and have a discussion about the descriptors used.  Use this discussion to guide the descriptions of the monsters created.
	The focus of this project is to have students use a range of technologies to create and convey ideas.  Students can be assessed on their descriptors and their compliance to the instructions set out by their partners.
	· Camera
· MS Word
· Paint






	Communication – Stage 2 
(Ages 8 – 11)
Students use technology to communicate ideas, information and understanding for a variety of purposes.

	Learning Outcome
	Suggested Activities
	Assessment
	Resources

	COM 2.1
With supervision and the assistance of their teacher, participate in and learn from online discussion fora and websites designed for student use, 
	If your school has a Virtual Learning Environment that can facilitate a discussion forum, have your students participate and contribute to a particular discussion thread.  Students should be reminded of the rules to communicating online, including responding to the appropriate thread.

Alternatively, an online discussion tool (e.g. Wiggio – www.wiggio.com) or the creation of an in-class live television/radio progamme can be set up to facilitate discussion.



	The focus of the activity is to have students contribute to online discussions and build a resource of opinions and feedback for their peers.  Students can be assessed by their participation in the forum and the relevance of the feedback to the discussion threads.  Adherence to the communication rules should also be assessed.
	· Discussion forum
· Digital camera
· Video camera




	COM 2.2
With supervision and the assistance of their teacher, send and receive electronic communication and exchange files.


	Allow students to extend the monster project in COM 1.3 by emailing their instructions to their class peers and teacher.

Drawings of the monster can be attached and e-mailed to the teacher as well.

Discuss the benefits of using electronic methods of transmitting the images, for example social media, smartphone chats, etc.
	The focus of this activity is to have students share information via e-mail.  Students can be assessed on their ability to follow the appropriate rules for e-mail communication.

	· Camera
· MS Word
· Paint
· E-mail access

	COM 2.3
Create, process, and represent information using language, formats, and procedures associated with technology. 
	Discuss with students the steps to a process, for example, frying an egg.  Help students to represent the information in a flow chart or algorithm (sequence of instructions) or any other convention used in information and communication technology.  Have students research and represent other activities in a sequential flow chart or algorithm.  This process can be applied to the monster project in 1.3 and 2.2.

This activity can be extended using the Interactive Whiteboard by arranging picture stories or instructions in a sequential order by dragging and dropping.
	The focus of this activity is to make students aware of representing information using technology conventions and processes.  Students can be assessed on their choice of process used and the accuracy of the logical flow of the instructions.
	· Paper/Card
· Interactive Whiteboard

	COM 2.4
Understand and apply basic principles of design and style to meet the needs of different audiences, when sharing information. 
	Have students research and create an instructional manual on any topic for 2 separate groups, younger students and adults.  The form of the manual can be decided by the students (e.g. website, Word, Power Point etc.) and should include images.
	The focus of this activity is helping students to recognise different groups and will require different representations of information.  Students can be assessed on the selection of formatting and layout for the different groups.
	· MS Word/Power Point
· Paint 
· Poster Board

	Technological Competencies Gained in Communication:
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. (ISTE Standard 2)





	Research, Critical Thinking, Problem Solving and Decision Making – Stage 1 
(Ages 5 – 8)
Students will use technology to develop a logical process for decision making and problem solving.

	Learning Outcome
	Suggested Activities
	Assessment
	Resources

	RCPD 1.1
With the assistance of their teacher, locate relevant information by using the appropriate organisational features in books, other print, CDs, DVDs, e-reader devices (iPads, Kindle, etc) computer software, multimedia, and the Internet, 
	Have students search for specific aspects of a story in a book and then attempt to find the same information using the contents page.  Compare the method to sourcing information in the book to accessing it on a CD or DVD, an e-reader device or via the Internet.
	The focus of this activity is to have students select and use the appropriate methods for accessing information from a variety of sources.  

Students can be assessed through their application of the correct methods to the relevant media search.
	· Books
· CD/DVD
· e-reader devices
· Internet access

	RCPD 1.2
Create and analyse charts, maps, and graphs to find and predict patterns and relationships in information, and to support decision-making.
	Have students collect data on their favourite healthy snacks to help determine what snacks should be sold in the school’s canteen.  

A pictogram can be created with cut-out images of the snacks.  Alternatively, students can input the information into a Spreadsheet and generate a bar chart or some similar representation.  Discuss with the students how they arrive at their decisions on the snacks to be sold.
	The focus of this assignment is to have students use technology to determine relationships in data and make decisions. Students can be assessed on:
· The choice of graphical representation.
· Accurate analysis of the information represented.
· The decisions taken from the analysis.
	· Paper/Card
· Spreadsheet




	
Research, Critical Thinking, Problem Solving and Decision Making – Stage 2 
(Ages 8 – 11)
Students will use technology to develop a logical process for decision making and problem solving.

	Learning Outcome
	Suggested Activities
	Assessment
	Resources

	RCPD 2.1
Locate relevant information by using the appropriate organisational features of, and search strategies applicable to books, other print, audio CDs, videos, computer software, e-reader devices, multimedia, online periodicals, and the Internet, with some teacher assistance.
	Students can complete an integrated project by preparing a newscast.  Local, regional, international and historical news can be covered, as well as weather and sports. Students can use all sources for this project including newspapers, Internet, CDs, e-readers, etc. and can record the news cast to DVD.

Students are encouraged to engage in research on various countries in the CARICOM and make presentations on any aspect
	The focus of this assessment is the effective collation of information from various sources.  Students can be assessed on:
· Organisation of tasks within the group.
· Identification of relevant sources of information.
· Effective retrieval and organisation of information.
· Presentation of information.
· Creativity in presentation using various communication media.
	· Newspapers
· Internet access
· CD/DVD
· e-reader devices
· Video camera
· Books

	RCPD 2.2
Use appropriate tools for concept mapping and problem solving. 
	Extend the newscast project in RCPD 2.1 in the planning stage by using concept mapping software, for example Bubbl (www.bubbl.us), to determine what tasks need to be done and by whom. 

Conversely, students can design simple flow charts to decide on what needs to be done and the order of the activities. 
	The focus of this assessment is the use of technology tools for concept mapping to assist in planning and decision making.  Students can be assessed on the effective mapping of concepts and ideas together.
	· Newspapers
· Internet access
· CD/DVD
· e-reader devices
· Video camera
· Paper
· Pen

	RCPD 2.3
Use research information to support arguments, with the assistance of their teacher.
	Facilitate an in-class debate between teams on a topic of national relevance, for example:
· Should recycling be a national initiative?
· Should the school day be longer?
Students can use various sources to research information.
	The focus of this assessment is on using information to support arguments.  Students can be assessed on the sources identified for their information, accurate representation of the information and conclusions drawn from the information.
	· Internet
· Books

	Technological Competencies Gained in Research, 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. (ISTE Standard 4)




Selected Activities and Associated Outcomes
The following activities were selected as examples from the preceding section to show the multiple learning outcomes that can be addressed through individual activities.  In many cases, teachers are encouraged to extend the activities outlined to make them more involved for students and to allow for outcomes to be met through various strategies.

	Selected Activities
	Related Learning Outcomes

	Show and tell activity using the digital camera.  
· Use 1 or multiple digital cameras and allow students to take turns taking pictures of activities, things or people in the school.
· Allow students to display the images using whatever technology is available (computer, projector, printed copy) and talk about the image using whatever parameters are set by the teacher.

This activity can also be done with paper and crayons or handheld devices (Tablet devices) where students take turns.

If multiple technologies are available, students may also select the mode they wish to use to represent and display the subject of their show and tell.

Extending student participation through opportunities to lead on organising resources and presentations is also possible.

	Digital Citizenship (DC)
1.1, 1.4, 2.1

Investigating, Designing and Producing (IDP)
1.1, 1.2, 2.1, 2.2, 2.4

Communication (COM)
1.1, 1.2, 1.3, 2.3, 2.4


	Introduce students to the 100 people project (www.100people.org).  Go to the 100 people: A World Portrait Lesson Plan link under the Lesson Plans link in the Schools section of the menu and follow the activities set out in the pdf.  Projects can be created and presented using any available technology tools.

The information collected for this activity can also be shared within the school and the activity can be extended to a whole school activity.

	Digital Citizenship (DC)
1.1, 1.4, 2.1, 2.7

Communication
1.1, 1.2, 1.3, 2.3

Research, Critical Thinking, Problem Solving and Decision Making (RCPD)
1.1, 2.1

	Direct students to the How to Do a Bibliography section of the Barrie Public Library website (http://www.library.barrie.on.ca) under the Homework Help section in the Kids Zone; or a similar resource that helps students to understand the importance of citing the work of others.

Students can also go to the Digital Citizenship Education website (www.digitalcitizenshiped.com) and explore the My Bytes website.

Let students visit the iKeepSafe website (www.ikeepsafe.org) where they can learn more about protecting information while online by clicking the Youth link.

Allow students to create a set of rules either individually, in groups or as a class, on Internet safety or citing work. 

If available, have students communicate in a secure chat environment and monitor their responses to private requests for information generated by the teacher.

The local library can also be used as a resource if Internet connectivity is a challenge.
	Digital Citizenship (DC)
1.1, 1.2, 1.4, 2.2, 2.3, 2.5, 2.7

Communication (COM)
2.1, 2.2
Research, Critical Thinking, Problem Solving and Decision Making (RCPD)
1.1, 2.1

	Have students mail letters, as a class, to another class in the school through the post office.  Discuss differences with receiving information in the mail (“Snail mail”) and online.  

Compare the use and influence of radio, television, the Internet and social networking media and how it impacted on the students’ communities, exposed their cultures and introduced them to foreign cultures.  Discuss the pros and cons of transmission of information (e.g. news, broadcasts, hurricane alerts etc) using various forms of media.

If school’s technology rules allow, start a class blog, or other social media page (e.g. Facebook, Twitter, Google +) and share information with other classes, parents or the community.
	Digital Citizenship (DC)
2.1, 2.3, 2.4, 2.6

Investigating, Designing and Producing (IDP)
1.1, 2.2, 2.5

Communication (COM)
1.1, 1.3, 2.1, 2.2, 2.4

Research, Critical Thinking, Problem Solving and Decision Making (RCPD)
1.1, 2.1

	Have students recreate the Monster Project (details at www.monsterexchange.org).  The project includes a design and writing component which can be facilitated by technology.

Suggested enhancement to the implementation of the project is to have students take pictures of familiar items within their school and describe them either in writing or using a word processor.  Have them present their pictures and descriptions with the class and have a discussion about the descriptors used.  Use this discussion to guide the descriptions of the monsters created.
	Digital Citizenship (DC)
1.1, 2.1

Investigating, Designing and Producing (IDP)
1.1, 1.2, 2.1, 2.2

Communication (COM)
1.1, 1.2, 1.3, 2.2, 

	Students can complete an integrated project by preparing a newscast.  Local, regional, international and historical news can be covered, as well as weather and sports. Students can use all sources for this project including newspapers, Internet, CDs, e-readers, etc. and can record the news cast to DVD.
	Digital Citizenship (DC)
1.1, 1.3, 1.4, 2.1, 2.2, 2.3, 2.4
Investigating, Designing and Producing (IDP)
1.1, 1.2, 1.3, 2.1, 2.2, 2.3, 2.4

Communication (COM)
1.1, 1.2, 1.3, 2.4

Research, Critical Thinking, Problem Solving and Decision Making (RCPD)
1.1, 1.2, 2.1, 2.2, 2.3






Sample Lesson Plan
	
Group
	Strand
	Integration

	Stage 1
	Investigating, designing and producing
	Science, Numeracy (Earth and Space Unit)

	Learning Outcome:
Use manipulatives, data gathering instruments, and software, to explore analyse, and represent concepts under study, with their teacher’s assistance.
	Learning Objectives:
Students will:
· Recognize that different graphs are used for different purposes
· Measure and collect data on lengths of shadows
· Create bar charts, pie charts and line graphs to present data
· Compare and contrast shadow lengths and time of day.

	Technical Vocabulary:
· Bar graph
· Pie chart
· Line graph
	Resources:
· Excel or some other graphing package
· Measuring equipment
· Examples of different types of graphs

	Suggested activity/strategy:
The objectives in this lesson plan can be covered over two or three lessons. 

Students should discuss and decide the best way to measure and collect the length of the shadows.  After discussing what they notice about the lengths compared with the time of day.  Students can hypothesize the relationship between shadow length and time of day. The students could discuss the best way to present their findings to other people. The class could be shown different types of graphs discussed in Numeracy.  In pairs/groups students should enter data (in excel/graphing package) to create bar graph, pie chart and line graph.  Students should be reminded to enter data accurately.  Each pair/group could decide which the most effective graph for the data is.

Above Average (AA) – Complete all three graphs and compare and contrast the most effective for publishing results citing explain.

	Plenary:
Students could be asked to comment on results of their work.  Discuss the differences between the graphs and whether the graph helps to conclude the relationship between shadow length and time of day.

	Assessment:
By the end of the lesson plan, children will have entered data to create various graphs.  Children’s ability to discuss/present information will make it clear which children have progressed and if they are able to conclude the appropriate form of graph to present their data.  For example, noting that the pie chart is not clear, the bar chart makes it seem as though the shadow “jumped” from one length to the other, and the line graph shows that the shadow’s length changed smoothly.










List of Online Resources


	http://www.carnegielibrary.org/kids/storymaker/storymaker.swf
	Create an online story book.

	http://www.zooburst.com 
	Create an online pop-up book.

	http://www.skype.com/intl/en/home 
	Make free computer to computer calls with audio and video. 

	http://www.visualthesaurus.com 
	Create a visual representation of synonymous words.

	http://www.quizrevolution.com 
	Create online quizzes or use existing quizzes.

	http://www.worditout.com 
	Generate word clouds from your own text.

	http://www.maps.google.com 
	Get an image of locations across the world and incorporate map skills.

	http://www.tinymap.net 
	Use a map of the world and incorporate map skills. 

	http://www.translate.google.com 
	Translate from and to a number of different languages.

	http://www.sweetsearch.com 
	Search engine specifically for children.

	http://www.vorbeo.com 
	Create online polls.

	http://www.doodle.com/main2.html 
	Organise schedules online.

	https://www.bubbl.us 
	Create brainstorming maps online.

	http://www.gliffy.com 
	Create a range of diagrams and charts.

	http://www.jogtheweb.com 
	Create a guide to a series of websites with annotated notes and guiding questions.

	http://www.prezi.com 
	Create presentations with features such as pan and zoom. 

	http://www.slideshare.net 
	Share presentations, documents and videos. 

	http://www.photoshow.com/home/start 
	Create and share photo shows online.

	http://www.todaysmeet.com 
	Create an online chat for students or a wider audience.

	http://www.chatzy.com 
	Create a free virtual chat room.

	http://www.edu.glogster.com 
	Create online multimedia posters.

	http://www.bighugelabs.com 
	Discover many ideas for using digital photos.

	http://www.fotoflexer.com 
	Online photo editor.

	http://www.picnik.com 
	Online photo editor.

	http://www.befunky.com 
	Online photo editor.

	http://www.glassgiant.com/make_pictures.php 
	Make customisable photo images.

	http://www.screensnapr.com 
	Create screenshots to upload and share.

	http://www.kwout.com 
	Create an image of a website for use in a document.

	http://www.zamzar.com 
	Convert document, image, music and video file formats to other formats.

	http://www.vocaroo.com 
	Record audio clips and share them online.

	http://www.wordpress.com 
	Create blogs to share information.

	http://www.notaland.com 
	Collaborate using videos, photos and web-based content.

	http://www.scratch.mit.edu 
	Create and share interactive stories, games, music and art.

	http://kids.discovery.com/games/whizzball/whizzball.html 
	Create puzzles for students to solve using logic and creativity.

	http://www.fantasticcontraption.net 
	Create designs to solve the problems.

	http://ldd.lego.com  
	Design Lego models and test them.

	http://www.techlearning.com/Default.aspx?tabid=67&EntryId=3536 
	Six ideas to transform your one computer classroom.

	1. http://www.bbc.co.uk/schools/websites/4_11 
	Explore a range of resources for primary schools from the BBC.

	2. http://www.bbc.co.uk/schools/revision 
	Explore a range of resources from the BBC.

	3. http://www.primarygames.com 
	Access a range of resources for various subject areas.

	4. http://www.topmarks.co.uk/Interactive.aspx 
	Connect to a collection of resources for interactive whiteboards.

	5. http://www.primaryresources.co.uk 
	Explore a number of activities spanning various subject areas.

	6. http://www.discoverykids.org 
	Access activities and resources at the Children’s Discovery Museum.

	7. http://kids.discovery.com/games/games.html 
	Access resources and activities from the Discovery Kids website. 

	8. http://pbskids.org/games/readingrainbow.html 
	Explore reading activities from PBS Kids.

	9. http://www.edheads.org/activities/eng_cell/index.shtml
	Engage students in a project to design a cell phone.
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