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Introduction 

      The Learning Experience Design Group, or LXdg, has been tasked with developing and proposing a plan for establishing Centers for Interactive Learning for Preschool aged children.  Project Ignite is that plan.  This proposal will highlight our vision of how this is to be developed designed and implemented.  The following sections will discuss overall Project Objectives, User research, Functional requirements, our Interactive Approach, and General Content Specifications.  We will also discuss detailed plans for specific learning activities and content through Interactive Design specifications, preferred Information Architecture, Interaction Matrix, and Interaction Scenarios.  Finally we will provide an architectural plan that includes a Building blueprint, a visual sketch of proposed building, a sketch of the characters of the story that encompass the learning activities, as well as a plan detailing the technologies required.  This plan also includes other design considerations.  These are covered under discussions of specific roles and responsibilities and our proposed Project Management Plan.  
Project Objectives
Summary: Project Vision and Goals

     It is the purpose of this project to develop an interactive educational environment for preschool aged children in various learning centers.  The goal of these centers is to provide a creative, fun environment for learning that is also based upon sound educational principles that are associated with accepted, age appropriate learning goals and objectives
Learning Vision & Objectives

      For this project, the focus of learning will be the development of math and language arts skills that are appropriate for preschool aged children.  Specific goals in each area will be addresses. The objectives to be achieved for reading are as follows: 1. Reading an age appropriate booklet aloud at a rate of 50 wpm with a maximum of two errors, 2. demonstration of reading comprehension through reading with normal expression and intonation and answering appropriate comprehension questions.  Other reading objectives include demonstration of knowledge of age appropriate vocabulary, identification of letters of alphabet in Upper and Lower Case.  The final objective for reading includes mastery of general literacy by completing reading in English in appropriate order, identification of attributes of books, and basic features of stories. The math objectives that will be addressed will include the mastery of the following areas: 1. number sense and identification, 2. counting, 3. basic addition and subtraction up to sum of 10, 4. matching series of objects across two dimensions and identifying objects that do not match, 5. identifying specific shapes in both two and three dimensions, and 6. solve simple word problems using math skills.   
Experience Vision & Objectives
For this program, the following experiential objectives are incorporated:
The learners:

· Will experience a sense of adventure as they visit “new lands”  and meet “new people”

· Will experience a sense of accomplishment as they proceed to each “new land” at the completion of each task in the current “land.”

· Will experience a sense of excitement of meeting and journeying with “new friends.”

· Develop a sense of appreciation of learning and exploration
The parents will:

· Develop a further sense of pride as their children successfully complete each session

· Experience a sense of wonderment as their children describe the new places they visited.

· Develop a sense of appreciation for constant feedback as they receive real time assessments of child’s progress. 

The teachers will:

· Develop a sense of awareness as they receive constant, real time progress updates of each individual learner’s outcomes
· Develop a sense of awe as they observe learners interact with “characters” and other students

· Experience a sense of urgency for proactive assessment, intervention and skill improvement as they monitor daily progress.

Measurement of Success Metrics
     This will be accomplished through a variety of means, such as:

· Regular tracking of task completion

· Tracking of length of time in each session through logins and outs

· Monitoring of parental access and views of learner progress reports

· Providing area for comments and feedback through a variety of sources

· Video and audio monitoring of educational sessions

· Tracking and monitoring of learner progress

Branding Vision & Objectives

     With Ignite, we develop and maintain the support of our clients by promoting a fresh, creative, and interactive approach to learning that differentiates us from standard learning outlets.  
· Promotion and Lead Generation

Provide contact information and tracking information to promote services, site locations, and other appropriate information to promote services and gain clientele.    

· Content
Provide access to information regarding educational philosophy, curriculum and learning activities, admissions requirements, fee structure, financial aid opportunities, contact information, accreditation information, giving opportunities, staff biographies, parental and student testimonials, and FAQ’s
· Maintain Communication
Provide opportunist and information on upcoming events on website in a News & Events section.  Also provide access to a regularly published newsletter via online viewing, email, or snail mail. 
User Research
Overview
     In order to identify the nature and scope of this project, it is necessary to define who these centers, a general idea of who they are, what we know about their general characteristics.  This will be done through a description of the user segments, a contextual analysis of their characteristics, an analysis of the general content that we will teach, as, well as the use of personas of the who we think the clientele are.  This will serve to provide a point of focus during the entire development of this project.
User Segments

     The users of these centers fall into three different categories: preschool students, parents, and teachers.  The characteristics of each group will be discussed in depth in the next section 
Contextual Analysis
     This topic will cover the general characteristics that have been identified through research for the different users of Project Ignite.  These are: 1. students, 2. parents and teachers.  The students are preschool aged children, ranging from ages 3 to 5 years.  Their general physical characteristics include limited or no developed small motor skills, very short attention spans, and plenty of energy and stamina.  They tend to be play oriented.  Their play can be done either individually or in collaboration with others, is creative and imaginative, and incorporates stories.  The cognitive skills that are demonstrated include developing spoken language skills, recognition of letters, numbers and some shapes, simple classification /categorization skills, and a limited ability for written language.
     The parents identified for this project are typically middle class to upper middle class.  Both parents work and have a minimum of a high school education. Their occupations range form service technicians to middle level management positions. They typically live either in suburban communities or in rural areas in close proximity to suburban areas.  They are involved in various extracurricular activities, such as after school activities, volunteer organizations, and professional development, such as continuing education courses.  They are also computer literate and own at least one computer.
     The teachers involved in this project have the following characteristics.  They hold a minimum of a Bachelor’s degree in Early Childhood Education and have been teaching an average of 10 years.  They have demonstrated a creative, innovative approach to education.  They are computer literate at varying levels in technology that has been developed within the past 5-7 years.  They are also involved in various extracurricular activities, such as volunteer and church related organizations, various after school related activities, as well as professional development.
Activity / Task Analysis

     For this proposal, two activities that demonstrate what preschool aged children are capable of will be described.  
     The first activity is mixing and making precooked chocolate chip cookies.  This begins with obtaining pre-measured ingredients from Grandma on an individual basis. As each individual ingredient is obtained, the child pours it into a mixing bowl.  After a designated number ingredients are added, the child then stirs them together.  Once this is complete, a few more ingredients are added and stirred together.  This is done until all the ingredients are added.   Once the mixing is complete, the child then obtains a teaspoon and a cookie sheet that has been prepared by grandma.  They scoop out cookie dough with the teaspoon and place it on the cookie sheet.
     The next activity that will be described is identifying and playing with cars.  Two children select desired cars from grandpa’s stash of model cars.  They put them on the floor and begin to push cars around as in a race.  They make the appropriate racing engine noises as they speed across the floor.   When what kind of car each is, they gladly tell you “International, Ford, or Chevy.  When prompted, they will also point out such things as tires, windows and roof.  
User Models (Personas)

     For this section, 6 different fictional characters will be identified to provide a representation of the typical user in each of the categories identified previously.  This will include two children, two parents and two teachers.
Children

     The first child is Tanner Steven.  He is a four year old Caucasian male that lives in unincorporated Franklin County, MO.  This is a rural area is in the Central Eastern portion of Missouri, about 70 miles west of St.  Louis.  His primary language is English, which is spoken at an age appropriate level. He is the son of Darren and Marci and has one twin brother, Elijah, and a younger sister, Reagan.  His is interested in various makes and models of cars, Thomas the train, Veggie Tales, Dinosaurs, and Farm Implements.  He is quite energetic, talkative and displays advanced levels in object identification, letter identification and oral skills.  He also enjoys playing outside and learning how to make cookies.
      The second child is Lydia Ruth.  She is the youngest daughter of John and Rhonda. She is a four year old Caucasian female.  Her primary language is English; which is spoken at an above average level. She has a 21 year old brother, Karsten and an 18 year old sister, Gretchen.  She lives in Carthage, MO, a small suburban town in Southwest Missouri.  She is interested in Hannah Montana, and anything pink or purple.  She displays above average skills in oral communication, letter recognition, and shape identification.  She also displays age appropriated skills in spelling and math.

      The third child is Noah Williams.  He is the middle son of Roger and Vanessa Williams.  He is a four year old male of mixed descent who lives in South St.  Louis, MO.  His primary language is English, which is spoken at an age appropriate level.  He has one older sister, Heather, age 8 and a younger brother, Gabriel, age 2.  His interests include dinosaurs, Thomas the Train, putting puzzles together, learning how to make cookies, drawing and painting.   His oral and written communication skills are at an age appropriate level.
     The fourth child is Nigel Aarons.  He is the three year old son of Edward and Gloria Aarons and is their only child.  He is from African/American descent and his primary language is English.  He lives in Affton, MO, which is a southern suburb of St.  Louis.  His written and spoken language skills are above average for his age.  His interests include trains, cars and drawing.  He also enjoys playing outside with other children of his age and displays an advanced ability to climb.   
Parents

     The first parent is John Nicholas.  He resides in Carthage, MO.  He is employed with the Missouri Department of Family Services as a Supervisor in the Child Welfare Services Department.  He holds a Bachelor of Social Work degree from the University of Missouri at Columbia. He is interested in child welfare issues, music history, child development scouting, conservation, and camping.  His hobbies include Boy Scouts of America local Scoutmaster, Carthage Community Band, Church President, Church Elder, Sunday School Superintendent, and Carthage Municipal Theatre.

      The second parent is Rhonda Nicholas.  She also resides in Carthage, MO.  She is employed at St. John’s Mercy Hospital in Joplin, MO as the Interim Director of Accounting.  She holds a Bachelor of Science Degree in Accounting and is currently pursuing an MBA from Pittsburg State University.  She is interested in Leadership Development, development of Interpersonal Relationships, Life Issues, and Child Development.  Her hobbies include Church Financial Secretary, Lutheran Women’s Missionary League, and Jr. High Sunday School Teacher.
Teachers

     The first teacher is Fran Long.  She holds a Bachelor of Science in Elementary Education from Chapman College and a Master’s in School Administration from UC-Sacramento.  She has been a teacher or school administrator for 35 years. She also developed and administered an after school life skills program for teenage mothers who came from various cultures.  She is interested in skiing, traveling both in the US and International, especially in China, and in cultural affairs.  She is married to John and has one adopted daughter, Jessica, age 25.
      The second teacher is Rebecca Lynn.  She holds a Bachelor of Science in Early Childhood Education with a Literature concentration from Concordia University in Seward, NE.    She teaches 3 year olds at a local Lutheran Preschool and is in her first year of teaching.   Her interests include shopping, literature, and drama.  She is single and has an older brother, Stephen.
Other Design Considerations
Roles and Responsibilities

LXdg staff will be responsible for design services and for the production of all content and media related to the project. The client will provide approvals for all design specifications and content developed following the milestones in the production schedule that will be developed in a separate document. 
As various visual and instructional assets are completed, they will be linked to the project Web site for approval by the client. We assume that client approval of the assets and other project components will continue to be prompt (5 business days or less), as it has been on project documents completed to date. Timely approvals of assets will allow us to maintain a somewhat ambitious production schedule.

Project Management

Project Web Site

LXdg will maintain a project Web site where communications regarding the project can be centered. The Web site will be used to facilitate approvals of various program components by the Client. The site will include draft documents (both design and content drafts), links to various assets (for approvals during design and production), and archives of all project communications.

Participation and Sign Offs

It is expected that the Client will sign off to indicate approval at various points throughout the project. At a minimum, these points are indicated in the production schedule included as a separate document. Additional approval points may be added at the request of the Client during the negotiation of a Letter of Intent to initiate the project as outlined in the final version of this document.

Project Phases

We expect to manage the project in phases common to the field of interactive design. These phases, along with the various approval milestones, are shown in the following diagram.
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Introduction 

     The purpose of this portion of the plan is to describe the scope of three specific areas of this project.  These are 1.) Functional specifications, 2.) Our interactive approach to the learning environment, and 3.) The curriculum scope and requirements for both Math and Reading readiness for 4 year old children.  

Functional Specifications

Overview

     This section wills layout the broad functions and schedule of what a normal day at our centers.  This will include a broad schedule of daily activities, the allotted time planned for each activity, as well as specified roles and responsibilities for teachers, learners, and parents.
Session Structure/Schedule

     The following section is a proposed schedule of daily activities to be incorporated into our centers for each group of students. 

· 7-8:30 Arrival/Free activity choice in room

· 8:30-8:45 Cleanup/Bathroom Break/Preparing for snack

· 8:45-9:00 Snack Time

· 9:00-9:15 Outside time

· 9:15-9:30 Outside Walk

· 9:30-10:00 Group Time

· 10:00-11:05 Discovery Time 

· 11:05-11:15 Clean up

· 11:15-11:30 Devotion/Reflection time

· 11:30-11:45 Share Time/Music/Movement/Story Time

· 11:45-12:15 Lunch

· 12:15-12:45 Outside Time

· 12:45-2:15 Rest/Nap Time

· 2:15-2:30 Cots Away/Bathroom Break

· 2:30-3:00 Quiet Activities in Room

Timing and Grouping

     The following section will describe our proposed length of school term, session timing, and group/class size requirements.  For the length of term, we are proposing a traditional 10 month time frame to allow for regular government holidays, observed religious and national observances, and unforeseen closures due to inclement weather.  This is also necessary to allow for planning for scheduled vacations, professional and academic development, as well as other responsibilities.  For the daily portion of the schedule is listed above and is structured to provide the maximum opportunities for incorporating learning in a meaningful way.  The group/class size for each center is 10-15 students per room.  This also is to provide maximum opportunities learning.  This is to provide as much individual attention to students as possible and to allow for more focus learning.  This will also allow teachers to be more creative in their approach to the learning process because they will have smaller classes that allow them to know their students and what is important to them.  It will also allow them to adapt their activities to the students needs and allow for more personal expression from the students. 
Roles and Responsibilities

     This section will discuss the primary roles and responsibilities for each of the users of this project.  As stated before, we see the users as teachers, learners, and parents.  

     The role and responsibilities of the teacher is to develop effective learning activities within the context of our learning environment and curriculum.  These activities will be age appropriate lessons and activities that are creative, interactive, and meaningful to the learners.  They will also establish effective reinforcements within the play periods to foster and encourage the learners.  They will also provide role models for the learners in appropriate behaviors that foster appropriate socialization skills and learning.  The teachers will also provide regular reports on progress of the students in their charge.  This is based upon and in addition to the built in assessments that are provided within the learning activities.  They will also be expected to identify any issues that students might be having and provide opportunities for correction and treatment.

     The role and responsibilities of the learner is to complete required learning activities and assignments.  In order to accomplish this goal, they will also be expected to maintain regular attendance, participation in activities, and maintain appropriate behavior.  While age appropriate play is incorporated and encouraged to facilitate the learning process, excessive and abusive behavior is not permitted.  The learners will also be expected to develop and maintain healthy relationships with both teachers and students to foster learning that lasts.  Finally, the learners will be encouraged to have fun 

     The role and responsibilities of the parents include maintaining active participation and support of their children’s educational experience.  This includes having their children at the leaning center on time and ready to participate.  Also, parents are expected to regularly be in communication with the students, teachers and administrators.  This includes regularly checking announcements posted on website, or mailed home.  They will be expected to signoff on permission slips and other notices required for field trips or other off site learning activities.  They will also provide medical information authorization to the center in case of emergencies.  Finally, they will be expected to provide a large part of the financial and emotional support needed for the learners to participate.  

Interactive Approach

Overview

     This section will describe the general activities, learning activities and assessments and general storyline that we intend to incorporate into this project.

Activity Types and Descriptions

The following section will provide discussion on the different general types of activities that we intend to incorporate into our learning model.  We intend to incorporate group and individual play, free drawing and scribble sessions, structured physical activities, musical reinforcement, as well as interactive learning sessions with characters in a story to help facilitate learning. 
Instructional and Assessment Activities

     This section will provide a general discussion of the types of learning and assessment activities that we intend to incorporate into our curriculum.  First and foremost, we intend on providing an interactive, creative approach that engages the learner and allows the learner to demonstrate understanding and learning in a more personal, meaningful way.  At the same time, we intend on using principles base on sound pedagogical, educational theories that operate within the stated objectives and outcomes of each state that we operate in.  For example, in language and reading development, we will use listening to short stories and poems.  In conjunction with this, they will be encouraged to identify pictures and shapes.   For letter recognition, we will incorporate both song singing and object or picture recognition activities that begin with an individual letter that the learner picks out.  In math readiness, we will incorporate a manipulative center that will allow the learners to perform tasks such as matching specific objects in a one to one correspondence game, orally identify a number of objects in a group, or play games that reinforce fine motor skills. 

Engagement and Experience Design

     For this project, we will be using the storyline, “Lewis and Clark go on vacation.”  The characters are Lewis the Locomotive and Clark the Caboose.  They will guile the students through an exploration of various parts of a town that they have traveled to as they go through each activity.  Each activity will be incorporated into the town session and have age and content appropriate activities to complete the tour.  They will be set up to have one or both of the characters guide the students through each activity.  This will be accomplished through a variety of medium.  Examples of how this will achieved are video projection displays, Wii technology, virtual classrooms and outdoor activities, and draw pads. 
Content Specifications
Curriculum Scope and Sequence for Math Readiness*

	Month
	Objective and Content
	Assessment

	Sept.
	1.1     Demonstrate understanding of numbers   & Counting

          a. Counting in sequence activities

          b. One on one correspondence                  activities
	Teacher observations/interaction

Completion of interactive learning activities and games

	Oct.
	1.1 Demonstrate understanding of numbers & Counting

a. Addition activities

b. Subtraction activities


	Teacher observations/interaction

Completion of interactive learning activities and games

Interactive review acquired unit knowledge 

	Nov.
	1.2 Recognition & Description of shapes/spatial relationships

a. Interactive shape recognition games

b. Interactive games identifying parts of a whole
	Teacher observation/interaction

Completion of interactive learning activities and games

	Dec. 
	1.2 Recognition/description of shapes and spatial relationships

a. Interactive recognition activities/games identifying positional words


	Teacher Observation/Interaction

Completion of interactive games and activities

Interactive review of acquired unit knowledge 

	Jan. 
	1.3 Uses object attributes in comparison and patterning

a. Interactive object matching games

b. Interactive object sorting games


	Teacher Observation/Interaction

Completion of Interactive activities and games



	Feb.
	1.3 Uses object attributes in comparison and patterning 

a. Interactive pattern recognition games and activities


	Teacher Observation/Interaction

Completion of Interactive games and activities

Interactive review of acquired knowledge



	Mar
	1.4 Measurement/Description incorporating standard and non standard units of measurement

a. Inside/outside measurement interactive games/ activities using standard units of measurement

b. Inside/outside measurement games/activities incorporating nonstandard units of measurements

c. Field Trip to local zoo/science center/aquarium demonstrating use/and identification of units
	Teacher Observation/Interaction

Completion of Interactive activities/games

Student participation of field

trip activities

	Apr
	1.1 Demonstrates understanding of numbers/counting

a. Numeral recognition games/activities

1.4      Measurement/Description incorporating 

          Standard and Non Standard Units of                                                                                 

          Measurement

a. Inside/Outside measurement games/activities using non standard units


	Teacher Observation/Interaction

Completion of games/activities



	May
	Review

Interactive activities/games reviewing covered material
	Successful completion of each activities


Curriculum Scope and Sequence for Reading Readiness**

	Month
	Learning Content
	 Skill Standards/Activities
	Assessments
	Resources

	Sept
	Reading Skills

Literary Skills

Informational Reading


	Phonetic Sounds recognition games

Teacher Introduction of Alphabet: Letter Identification 

Demonstrate meaning of passage: Show relationship between spoken and written word.

Describe Character: Identify Characters from stories

Object Identification: objects in pictures and games

Teacher modeling of texts connecting to life

Word Recognition activities

Word Contextual Tools and games.  Words in Oral Context
	Child responses during activities/games

Teacher observation

Student responses

Picture and object descriptions

Teacher Observation

Student responses to activity open questions 

Completion of Word and Context activities
	Alphabet Charts

Letter/sound games

Letter/sound songs

Books, Inserted photographs, Object identification games

Posters, Web-based pictures, Magazines



	Oct
	Reading Skills

Literary reading
	Demonstrate Characteristics of Fiction and Nonfiction Stories.  Provide examples of each.

Lists: Groups of objects

Comparison and Contrast activities w/ concrete activities
	Completion of identification activities.  

Student responses
	Field trips, online and traditional

Character representations

	Nov
	Informational reading
	Demonstrate relationships between patterns(word, numbers, pictures) are alike and different

Word recognition games and activities

Structural analysis activities  demonstrating Letter structure and combinations to make specific sounds
	Student responses.

Completion of learning and identification  activities
	Adaptive games and worksheets

	Dec
	Reading Skills

Informational reading
	Vocabulary, Capital Letters

Identification of Main Idea and supporting details

Characteristics of Poetry: listen to examples, sing or complete interactive role plays

Plays/ Scripts:  Participate in group role plays.

Sequencing:  Demonstrate comprehension of sequencing by responding to pictures in two step sequence in computer learning activity

Demonstrate importance of correct sequencing: Use of pictures 
	Completion of letter identification activities

Child participation and completion of learning activities

Completion of learning activities

Participation in  and Completion of Interactive identification games
	Computer generated identification games

	Jan
	Informational reading
	Graphing: Placing of appropriate dates in computer generated pictographs

Identification and  Modeling Use of research tools and strategies for information gathering

Drawing conclusions:  teacher and interactive activities using association games
	Teacher Observations

Participation in and completion in interactive learning activities

Teacher observation

Completion of interactive learning activities
	Computer generated surveys

Computer generated interactive games.



	Feb
	Informational Reading

Reading Skills 
	Antonyms, compound words, synonyms, homonyms:  Introduction of antonyms.

Interactive association games demonstrating use of antonyms

Demonstration of Cause and Effect:  Use of interactive and traditional cause and effect activities
	Teacher observations

Completion of interactive association games

Participation and performance in individual, small and large group interaction games
	Interactive learning games



	March
	Reading Skills

Informational reading
	Continuation and reinforcement of reading of sentences, poems, and books

Reinforcement of Informational Reading Activities
	Teacher observations

Completion of learning activities

Teacher Observations

Completion of Activities


	Books

Sentence strip games

Poetry examples in song and audio files

Books,

Newspaper clippings

Interactive activities

	April
	Informational

reading 
	Continuation of reinforcement activities
	Teacher Observations

Completion of Activities
	

	May
	Informational reading

Wrap-up
	Continuation of reinforcement activities

End of Year
	Teacher Observations

Completion of activities
	


*Adapted from the Calloway County, KY Preschool Curriculum Map

  **Adapted from the Newport Independent Preschool Curriculum Map
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Introduction 

Session Structure

      This section will be used to describe two learning activities, one in math readiness and the other in reading readiness.  For the math readiness activity, the learners will be working on counting.   They will be during the outside play and walk times from 9:00-9:30am.  They will be carried out on the playground and during a class walk around the property.  

      For the reading readiness activities, the learners will be working on alphabet identification.  They will be working on alphabet identification skills using letters a-d.  This will be carried out during the class discovery phase inside the room.  The time allotment for class discovery is 10:00-11:05am.  The alphabet activity will last from 10:00-10:25am.  

Learning System Components

      For the counting activities, the learning systems that will be in place are incorporated into the playground equipment and selected objects around the school property.  Therefore, the systems required for these activities will setup outside.

      For the alphabet identification activities, the learners will use a virtual learning program that incorporates Lewis the Locomotive guiding the class through identifying letters a-d.  This will be performed on the class computer network that is connected to the teacher’s main computer and monitored visually by the teacher.

Walk-Through 
Session Opening

      Once everything is cleaned up from snack time, the class will be instructed to line up and head out to the playground.  The class will be divided into two groups, a=trampoline group, b=counting group

Counting Activity

	Program Functionality
	Experience Description

	1.)Trampoline jumping

2.) Object counting

                                                                           
	9:00-9:15 Selected students will jump on the trampoline up to five times while group counts each time the students complete a jump.  They will begin with one jump, then process with two consecutive jumps and continue likewise until they complete five consecutive jumps. 

9:15-9:30 Class will reassemble at base of trampoline and begin a walk around the perimeter of the school yard.  During this time, the teacher will select three different objects and have students count up to five of each of the objects that are identified.


Transition Activity

      After the outside walk, the students will form a line and walk back into class.  Once back in class, students will go to computer stations and asked to click on the Lewis the Locomotive icon

Reading Activity

Text

	Program Functionality
	Experience Description

	Lewis‘s Alphabet Virtual Town 


	10:05-10:25. Lewis guides learners through letters a-d.  The exercise begins with Lewis displaying the letters sequentially.  The students will be prompted to click on each individual letter. When each letter is displayed, Lewis will pronounce the letter.  Then the students will have an opportunity to repeat the letter audibly. As this is completed, each student will be given the opportunity to trace the letter on a draw pad that allows the student to trace over the letter.

10:25-11:00 Once students’ complete a-d in sequential order, similar activities will be provided that will produce letters a-d in random order.  This will serve to reinforce letter identification




Session Closure

      At the end of this time slot, the students will be instructed to finish what they are doing and pickup any drawing items or other items used.  Once complete, they will be given opportunity to describe experience and ask any questions.

Environmental Design

Building Blueprint

In this section, a sketch of the proposed blueprint our cents will be provided.
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Building Sketch (Branding details)

    In this section, a description of the Branding initiatives will be demonstrated through a visual depiction of the main characters of the story line that were introduced earlier in this proposal document.  These will be the characters that will be used on and around the physical structure of the building, as well as incorporated in the room designs, curriculum and instructional activities.  They will also be incorporated into all marketing/advertising campaigns, press releases and communications to staff, parents, students and stakeholders.  Also included in this section will be the proposed physical design of the building in the form of a pictorial demonstration.  These will include outside and inside pictures, outside grounds and play areas.   

The Main Characters                                                    
[image: image3.wmf][image: image4.wmf]
Lewis the Locomotive           Clark the Caboose

The Main Campus

The Play Area                                                                                        
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Technology Plan                                               
      This final section will discuss the technologies and programs that will be incorporated into this project.  First and foremost, this project will require one master computer per classroom for instructor usage.  This computer will contain the following programs, Windows XP (SP 3) or Vista (SP 2), Microsoft Office 2007 Student/Teacher Version, including MS Publisher, Power Point, Messenger, and Word.  It will also include Windows Media Center, Windows Media Player, Windows Meeting Space and MIDI/keyboard sound production programs.  It will also contain the latest version for Internet Explorer that links to the man site webpage.  There will also be a connection to a Virtual Learning Site, such as Second Life, to allow for virtual interactive learning activities and simulation games.  Other items that will be included will be a video projection system that is capable of being connected to either a laptop or the main computer system to display Power Point activities, as well as being a stand alone system.  Also in each classroom there will be 3-4 student computers that are tied into the master computer system.  They will also be provided with Internet Explorer access that will allow connection to the Virtual Learning Environment.  They will also be downloaded with limited access to the same Windows and MS Programs listed above. They will also include touch screen and draw pad capabilities. Other technologies to be incorporated into the classroom will be Wii Interactive technology for interactive lessons, and 3-d audio/visual projection programs.  Finally, there will be access to audio/visual recording and CD-ROM.  
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Introduction 

     This purpose of this portion of the proposal is to define the structure of Instructional component of the Ignite Learning Center Project.  To accomplish this, this portion will be divided in to four sections: Interaction Design, Informational Architecture, Interaction Matrix, and Interactive Scenarios.  The Interactive Design portion will describe in general terms learning activities that will be incorporated into the curriculum. The Informational Architecture will describe a proposed Storyline and the associated characters that will be used to encourage learning.  The Interaction Matrix section will provide a table describing learning outcomes, activities, and student participation/assessment.  This will table will demonstrate one week’s worth of activities as an example of the entire curriculum.   Finally, the Interaction Scenario/User Segment section will describe how the students, teachers and technologies will interact using a specific lesson.  

Interaction Design

General Learning Activities

     For this section, a general description of the learning activities that will be incorporated into the first part of the curriculum will be provided.   For learning the alphabet, three different activities will be incorporated.  First, an adaptation of the traditional alphabet song will be used.  A learner will be asked to click on a letter and hear the how the letter sounds.  At the successful completion of the exercise, the alphabet song is played and sung.  Another activity that will be incorporated is using a draw pad to trace the letters of the alphabet.  Finally, an activity named ABC Train will be incorporate.  This will introduce train cars with letters on them to aid learners in letter identification and sequencing.  

    For learning object identification, two activities will be incorporate. One such activity is entitled “Name It Game.”  This activity is a multiple choice that requires learners to select and correctly identify basic shapes, such as circles, squares, etc. This activity aids in learning skills such as visual identification of shapes, following instructions, and mouse handling.  Another activity that will be incorporated is called “Similar or Different.”  This activity requires learners to identify one shape in four that is different form the other three.  This activity encourages learning shape identification and discrimination and following instructions.

     Finally, for the math portion, three different types of activities will be incorporated.  The first is a variation of object identification using matching.  In this activity, numbers will be placed on similar objects.  The activity will then separate the numbers and objects and require the students to match the numbers to the objects.  Secondly, the character will incorporate an object into an activity that requires the learner to appear up to ten times.  This activity will be used to teach and reinforce counting.  Finally, a “Train Car Game” will be incorporated.  This will require the learner to place train cars with numbers in their proper order.  This will also be used to reinforce counting.

Informational Architecture

Overview

     The purpose of this section is to describe the Storyline, plot and characters that will be incorporated to help facilitate learning through out the course of the Curriculum.  The story line will be the “Lewis and Clark go on Vacation.”  As the story progresses, Lewis and Clark will travel to new places in town, explore new adventures, and meet new people and serve as guides along the way.  To achieve this, the learners must help them along the way by successfully completing certain activities.  Let’s meet the two main characters.

1. ) Lewis the Locomotive.

Lewis is an experienced traveler to several exciting places previously unvisited.  He brings a wealth of knowledge and expertise in guiding others to uncharted territories.  He is a confident communicator with a witty sense of humor.

2. ) Clark the Caboose

             Clark is a bit of a novice in the field of exploration.  While, he is has several years of experience traveling with trains and helping to make sure they get to where they are going, he is more accustomed to local travels.  He is well read on a variety of subjects, such as local customs and experiences.  He is also extremely adept in effectively communicating difficult concepts in a simple, yet meaningful way.

     Now that we’ve met the characters, let’s discuss the travel plans.  Throughout the course of the year, several stop at important sites in the area.  These include the local Museum of Transportation, the Zoo, the Science Center, and the Art Museum.  If time allows, stops will be made at the Museum of History and Museum of Industry and Technology.  To accomplish this, successful completion of the listed learning goals and objectives as stated in the Curriculum Outline is required.  The completion of each learning activity will serve to moving on to a different segment of the site that will be visited. 
Interaction Matrix

     This section will provide an example of weekly learning concepts, the learning activities to be incorporated, as well as a brief description of the activity and then the assessment tools that will be incorporated to determine student’s learning.

	   Basic Concept
	Activity


	Description


	Assessment



	· Alphabet Recognition
	· Alphabet Song
	Learner clicks on letter and Lewis the Locomotive  repeats the letter
	Lewis and Student Sing Alphabet song.  

Students repeats song without Lewis

	· Alphabet Recognition
	· Writing Lowercase letters a—e


	Lewis displays letter on screen.  Student uses draw pad to trace letters
	4 successful repetitions without error

	· Alphabet Recognition
	· ABC Train
	Lewis introduces train cars with lowercase letters.  Student uses mouse to drag cars into proper letter
	5 successful completions without error

	· Object Identification
	· Name It Game
	Lewis displays slides of everyday household items.  Student uses voice prompts to identify objects
	Student correctly identifies 10 household objects displayed in a review activity without error

	· Object Identification
	· Similar or Different using Food Objects
	Lewis displays four food items on the screen, three similar and one different and reads them out loud. Student asked to identify which food item is different by clicking on 
	Completion of 5 series of food object slides without error

	· Numbers Identification 1-5
	· Object Matching
	Clark displays numbers 1-5 in different train cars. Displays numbers and cars separately.   Student  clicks on number and matches it with corresponding train car
	Successful completion of 4 series of matching exercises without error

	· Numbers Identification 5-10
	· Object Matching
	Clark displays different train cars with numbers in cars.  Displays numbers and cars separately.  Student clicks on number and places it in appropriate train car
	Successful completion of 4 series of matching exercises without error

	· Numbers Identification 1-10
	· Object Matching
	Same As Above 
	Successful completion of matching exercise

	· Numbers counting 1-10
	· Object counting
	Clark Displays object and asks student to use mouse to make the item appear ten times
	Successful completion of exercise

	· Numbers Counting 1-10
	· Train Car Game
	Clark has students select train cars with numbers in order.
	Successful completion of exercise


User Case Scenario

     For this section, a description of the interaction between the teacher, student, and the incorporated technologies during a specific learning activity will be provided.  For this example, the learning activity will be on alphabet recognition.  The teacher initiates computer module on letters of the alphabet on lowercase on the system. Lewis displays the letters a through d on an individual basis and prompts the learners to click on the letter. Once this is done, the learners will hear the name of the letter and be prompted to repeat the letter.  During this time, the teacher will monitor the progress of each learner by observing where each student is in the leaning activity.  During this time, if any questions or concerns need to be addressed on an individual basis, the teacher will address those by providing other methods of learning.  Once the module is complete Lewis will sing the alphabet song once.  Then the teacher will guide the class through a repetition of the alphabet song. 

Appendix A

Hallway





Hall


way





Hallway





Multipurpose room








4 Yr Old Classroom





4 Yr Old Classroom





Girls 


Bath


Room





Boys 


Bath


Room





Three


 Yr Old


Class room





3 Yr Old Classroom





3 Yr Old Classroom





Teacher Work Room











4 yr 


Old Class


Room





Boys Bathroom





Girls Bathroom





Main Office





Main Entrance





Emergency Exit





Approved Vision & Scope





Evaluation Report





Ongoing Asset Approvals





Approved Design Document





Evaluation





Implementation (including “marketing”)





Testing





Development





Design 


(See Project Vision)





Needs Validation	n





Client and SME, with technology support





Hall


Way





Emergency Exit









[image: image9]Page 30 of 32

