	[image: image1.jpg]




	 

	OVERVIEW: Integrating Technology and Writing in the English Classroom

	AUTHOR(S): Chad Spencer

	VITAL INFORMATION 

	Subjects:    
	 English

	Unit and Topic:  
	 Gamers’ Paradise

	Grade/Level:  
	 9-12

	Time Allotment:  
	 Three-Four 45-minute class periods (3-4 days)

	Pre-Requisite Skills: 
	 Students must have

· Ability to write complete sentences 

· Correct punctuation in an essay

· Basic comprehension skills

 

	Objective(s):
	 The students will be able to:

· Bridge the ideas built into video games with writing fiction

· Examine character, theme, setting, dialogue, and vivid vocabulary in writing fiction and viewing

· Create the next chapter of a fiction story begun in the video game

	Summary:
	 While some video games teach students the horrors of society and provide very little in terms of education, many are a wealth of knowledge that   teachers and parents can use to teach valuable concepts.  Video games, when viewed and analyzed for educational content can teach math, English, technology, and history.  They also provide a wealth of information about myriad careers students might wish to pursue.

	PREPARATION
	 

	Instructional Materials 
	 Playstation 2 or other gaming system

 Video Game(s) appropriate for students in your class (nothing with a rating higher than ‘T’ for Teen, such as X-Men).  Action games work better because of their inherent storylines and major character production.
 LCD Projector

 Laptop/Desktop

 Writing Journal

 Writing the Scene (handout)
 Tell the Scene:  Sights, Sounds, and Stories (handout)

	IMPLEMENTATION
	 

	Introduction/Motivation:
	As students are filing into the classroom, teacher should be playing a video game and getting into the excitement of what’s going on.  Interact with the characters and what’s going on in the game.  This shows students your enthusiasm for something they are generally excited about as well.

	Learning Context : 
	Writing a scene for a video game is the culminating assignment in the Gamers’ Paradise series.  Students will have seen VRML, a basic 3-D programming language, and used it to examine geometric shapes and concepts.  In an English classroom, this technology provides students with a bridge from visual to written communication and understanding.

	Procedure:
	Day One

1.  Have video game stations set up when students enter the room.  Each game system should be on the first scene, ready for play.
2.  Provide students with background information about the game you have selected (in case some have not played it before).

3.  For the benefit of those who have not played this game (or any game in general), go over the functions of the player controller.  This will make it easier for students to begin play and know how to control their character.  Start playing the game to demonstrate controls.

4.  Assign students in groups of four.  Have each group go to a video game station.  The first assignment is to listen to the background story.  This is to help give them an idea of what they must accomplish while playing the game.  It also helps them understand that sometimes background information is needed for readers/viewers to keep track of what they are reading/watching.

5.  Once they have viewed the background story, have them begin playing (two at a time), their game.  They will rotate after 15 minutes of play so the other two group members have a chance to get a feel for the game.
6.  Tomorrow, they will get in their groups and begin observing character, setting, theme, storyline(s), vocabulary, and dialogue.

Day Two
1.  Bridge the connection between the video game and writing a story by going over the elements of a story:   character, setting, theme, storyline(s), vocabulary, and dialogue.
2.  In discussing character, go over the types of characters:  round, flat, dynamic, and static.  Have students play the game for about 10 minutes, identifying the characters as round, flat, dynamic, or static.

3.  Next, in their groups of four, each student will take on a specific role.  Two students will begin playing the game.  The other two will observe and take notes on the Telling the Scene worksheet.
4.  Have the pairs switch roles after 15 minutes.  The two students who are now writing notes must put new information about the video game.

5.  Collect their papers at the end of the period for use in the next day’s lesson.

Day Three
1.  Give students their papers from Day Two.  Their goal is to write the next scene in the game with the following information:  What are the characters’ objectives?  What vocabulary will they use?  Why is the vocabulary important?  What will the setting of the next scene be?  What themes will be included in this scene?  What is the story behind the scene?  Give them about 20 minutes to create an outline of their scene.  They are to continue working in their groups to accomplish this.

2.  Work around the room checking for understanding.  

3.  Collect the outlines at the end of the period.
Day Four

1.  Go over the writing rubric for the final product.  Give each student a copy of the Video Game Scene Rubric.

2.  Back in their groups of four, students will get their outlines back.  They are to take the information from their notes and create the next scene in the game using the Writing the Story worksheet as a guide.

3.  Their drafts should be finished by the end of the period.  Set a date for the editing and final product to be completed.

4.  Finally, discuss the types of careers students might pursue to become a video game designer.


	Differentiated Instruction: 
	Students are using oral, written, and visual communication skills to accommodate differences in how instruction is absorbed.

	Sample Student Products:
	

	Collaboration:
	Students will work in groups to ensure that each aspect of the assignment is covered thoroughly in their scene.

	Author's Comments & Reflections: 
	It is imperative that you have enough televisions/LCD projectors/game systems for no more than groups of four.  Otherwise, keeping students on task becomes difficult.

	STANDARDS & ASSESSMENTS 
	 

	Standards
	West Virginia Content Standards and Objectives

RLA.O.11.1.05 analyze characteristics of author’s intended audience, purpose, style, voice and 

technique through the use of reasoning, evidence and literary/character analysis.
RLA.O.11.1.06 formulate supportable conclusions, summarize events and ideas, 

construct inferences and generalizations, and critique character 

traits in a written/oral literary interpretation
RLA.O.11.2.08 evaluate the effectiveness of and apply various forms of transition in a composition:

· sentence links

· repetition of key words or  phrases restating of main/key ideas

National Standards

NL-ENG.K-12.7 Evaluating Data

 Students conduct research on issues and interests by generating ideas and questions, and by posing problems. 

 They gather, evaluate, and synthesize data from a variety of sources (e.g., print and nonprint texts, artifacts, people)

 to communicate their discoveries in ways that suit their purpose and audience.

NL-ENG.K-12.12 Applying Language Skills

Students use spoken, written, and visual language to accomplish their own purposes 

(e.g., for learning, enjoyment, persuasion, and the exchange of information).

21st Century Standards
Communication and Collaboration

· Articulating thoughts and ideas clearly and effectively through speaking and writing

Media Literacy

· Examining how individuals interpret messages differently, how values and points of view are 

      included or excluded and how media can influence beliefs and behaviors



	Assessment/Rubrics
	RUBRICS
 Video Game Scene Rubric


