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Integrating Technology
in the Foreign
Language Classroom
Greg Kessler, Ph.D.

m uman communication has always been interlinked with
technology. Early tools for writing allowed messages to be archived and
transported. The printing press contributed to an exponential increase
in literacy and altered the distribution of language and information,
Most recently, computers have dramatically altered linguistic
interaction. The creative use of Internet technologies has also played an
important role in advancing authentic learning in language teaching
(Levy, 2006). Computer-assisted language learning (CALL) in the
classroom, in the computer lab, or as homework in the home setting
provides teachers and students with great flexibility (Hanson-Smith,
1999). Today's technologies offer teachers a variety of tools and
solutions that can be inspiring. However, they may also be overwhelming
for some teachers. Bstablishing solutions for meeting standards can help
to maintain the inspirational nature of these evolving technologies.

This chapter provides co
specific suggestions and skraiegie
for addressing bofh ISTE's nal
Educational Technology Stand ds_
for Students {NETS-S} and the .Y
national standards for foreign Tan-
guage learning. This chapter also
builds on the NETST concepts and
skills presented earlier, with a spe-
ciol emphasis on skills related fo

Standard 1 “Facilitate and inspire
student Jearning and creativity,”
Following an overview of the
national standards for foreign
language learning and how you
can address the NETS-S in the for-
eign language classroom, this
chapter ouflines technigues, tools,
and methods for developing au-
thentic learning experiences that
advance student creativity and in-
novation in the foreign language
classroom.

Outcomes
In this chapter, you will-"

a Identify foreign lang e
stkandards c:ngd explsc;::n
technology can support them

m Discuss how the Nahonaf
Educational Techinology
Standards for Siudents éan be
addressed in a Forelgn ianguuge
classroom. .

m Understand how ourhenh
learning prmmples cai
?oddress]ad using. te‘jim

reign language class
® Explain how techings

increase learning a lhiu're
creative thinking in a forelgn
language classroom.
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Technology and Content Standards

Language instruction is typically divided into five or six skill categories: writing, read-
ing, listening, speaking, grammar, and {(often) culture. Although there may be a
temptation to limit the use of technology to the receptive skills of listening and read-
ing, language teachers today can use technology to address all of the language skills
categories quite effectively, In fact, it seems that the integration of technology may
be improving students’ oral performances in unexpected ways, particularly in #hm-
parison to the traditional language classroom in which a majority of instruction
(and expectation) is based upon written and grammatical evaluation,

With the integration of easy-to-use audio and video technologies, teachers and
students can engage in various forms of technology-supported communication,
instruction, and evaluation that directly influence oral production. By focusing on
authentic language materials and communicative tasks foreign language teachers are
also likely to engage in a form of instruction that is learner-centered while integrat-
ing skill instruction. Recognizing the standards that guide foreign language learning
will help you to better meet the needs of your students, regardless of the technolog-
ies you use in your classroom. Review the national standards for foreign language
learning in Table 15.1 and consider ways that technology can be used to support
the teaching and learning of each standard.

Language teachers are typically aware of software that is specifically designed for
instruction of the language(s) they teach. Although these may offer some language-
focused instruction, often these programs do not offer students the rich and varied
exposure they can receive when used in combination with other commonly available
software. Software that is intended for broader application can provide a familiar
environment from which to engage many students and often offers greater flexibility
than language-learning software. For example, word-processing software offers mul-
titudes of instructional possibilities, including interacting with text, video, audie, and
images. Students can utilize text as a model for their own writing. They can use com-
menting and reviewing features to conduct an ongoing interactive dialogue with
other users of a document. They can do a number of other things as well. A creative
teacher simply needs to identify potential uses and their appropriate inclusion in
instruction.

Some examples of software that are commonly used in language instruction are
found in Table 15.2. This table provides examples of how the ISTE NETS-S can be
addressed in the foreign language classroom. It is important to note the wide range
of technology available to teachers—including but not limited to computers—that



Technology and Cantent Standards

m National Standards for Foreign Language Learning

Communication: Communicate in Languages Other Than English

# Stondard 1.1: Students engage in conversations, provide and obtain informatian,
express feelings and emotions, and exchange apinicns

® Standard 1.2: Students understand and interpret written and spoken language an a
voriety of topics

¢ Stondard 1.3: Students present information, concepts, and ideas to an audience of
listeners or readers on a variety of topics

Cultures: Gain Knowledge and Understanding af Other Cultures

® Standord 2.1: Students demenstrate an understanding of the relationship between the
practices and perspectives of the culture studied

® Standord 2.2: Students demonsirate an understanding of the relatianship between the
products and perspectives of the culture studied .

Connections: Connect with Other Disciplines and Acquire Information

® Standord 3.1: Students reinforce and further their knowledge of other disciplines thraugh
the forsign language

* Standard 3.2: Students acquire information and recognize the distincfive viewpoints that
are only available thraugh the foreign language and its cultures

Comparisons: Develop Insight into the Nature of Language and Culture

® Standord 4.1: Students demonstrate understanding af the nature of language through
comparisans af the language studied and their own

® Standard 4.2: Students demanstrate understanding of the concept of culture thraugh
comparisans af the cultures studied and their awn.

Communities: Participate in Multitingual Comemunities at Hame and Around the World
® Standard 5.1: Students use the language both within and beyand the school setting

¢ Standard 5.2; Students show evidence of becaming lifelang learners by using the
language for personal enjoyment and enrichment

Scurce: Amatican Cauncil on the Teaching of Fareign Languages. (1999). Stondords for fereign longuags learning:
Preparing for the 21st century. Alexandria, VA: Author.

m NETS-S in the Foreign Language Classroom

Crealivity and Innovation

Students credte original works in the languages they are studying, such as biographies, historical
guides, and short works of fictian using word-processing, web-autharing, and digital audio and
video taols that can be occessed by a computer, CD player, or an MP3 player,

Communication and Collaboratian

Students use compuler-mediated communication tools, such as email, chat, and text messaging
to devslop writlen fluency by communicating with other students, their teacher, and athers with
greater Janguage praficiency.

Research ard information Fluency

Students use government websites frar foreign countries and mapping software, such as Google
Maps, to plon o [hypathetical or real) visit to a couniry in which the language they are learning is
spoken.

Critical Thinking, Problem Solving, ond Decision Making )

Students use Internet rescurces, currency calculators, and ward-processing or document layout
software, ‘o research and create a brachure for visitors to a country in which the longuoge they
are learning is spoken,

Digital Citizenship

Students use the Internet and other digital materials to explore and bstter undsrstand cultural and
humen issues in countries where the language they are studying is spaken, comparing, for
example, varictions in dialect, pronunciafion, and languoge use in Spanishspeaking countries,
such as Spain, Centrol and South American countries, Puerio Rico, Cuba, and even communities
within the United States.

Technology Operations and Concepts

Students use word-processing software ta write in different languages, ta conduct peer reviews,
and fo create documents that include cultural artifacts, such as digital images of landmarks,
persons in native dress, and foods,
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" Content Standards

&

set Goals

Research the foreign longuage standords for o
stote where you plan fo seek o teaching posi-
tian and create an action -plen to ensure that
you will have the knowledge and skills neces-
sary to help your studenfs ochieve those stand-
ards. Identify the concepts, knowledge, and
skills you will need to ensure that you are pre-
pared to help your students meet the foreign
language standards in your state,

Take Action

for how to meet the technology stendards in the
context of foreign fanguages.

Monitor

Did you find the information you needed? Do
you need to contact the department of educa-
tion for more information obout where to find
the foreign language standards or the technal-
ogy standords for teachers?

Evaluate and Extend

Discuss in class the action plon you developed
for mesting the technalogy stondards for
instructional persennel. Compare your plon o
others. Note fhe strengths and weaknesses
of the various plans. Strengthen your plan
by incorporating ideas you have heard in
closs.

Explore the department of education website in
the state where you plan to seek o position.
Review the K=12 foreign longuage standords
in that state and compare them 1o the state’s
technology standards. Identify those standards
that specificolly relate o applying technology
in foreign language instruction. Develop a plan

can be utilized to maximize the potential of CALL. The lesson plans at the end of this
chapter provide specific examples of how you can design learning experiences that
meet both content area and technology standards.

Authentic Learning Strategies
Incorporating Technology

The first question that must always be asked when considering the use of CALL for
teaching is whether the instruction could be done equally well without the use of
CALL. If the answer is yes, then it is probably not worthwhile to use the technology.
However, when we focus on authentic instruction, the benefits of CALL become
exceedingly evident. As you learned in Chapter 3, authentic instruction invelves
learner autonomy, active learning, and holistic, complex, and challenging activities,
Let's explore a few ways that these characteristics of authentic instruction can be
achieved in the foreign language classroom.

The ultimate geal of foreign language education is the successful autonomous use
of language. Learner autonomy, both as a self-reflective student and ultimate lan-
guage user, can be influenced intentionally through language instruction. Autonomy
is sometimes misunderstood as being “teacherless,” but this is not the intent. As Lit-
tle (1999, p. 14) clarifies, learner autonomy does not mean that students do things
“on their own, but rather for themselves.” Technology can be used in many ways to
help learners achieve autonomy in a target language, such as supporting the develop-
ment and delivery of audio- and text-based language through word processing, online
discussions, and the use of digital audio and video. Collaborative and self-reflective
activities allow students to develop their own systems of critiquing their developing
language skills.

Another goal for language instruction is for students to express themselves effect-
ively in a target language. This includes the ability to formulate and effectively
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present their ideas. Ptgital tools and resources are available to support the develop-
ment of student-centric language projects, such as by investigating language, skills,
and knowledge related to areas of student interest, whether courses of study or hob-
bies and other interests, Whether students are interested in automobiles, finance,
musical entertainment, or cooking, they can draft their own dialogs that incorporate
language artifacts they find online. Through the use of communicative language
teaching students can be empowered to engage in authentic tasks that illustrate var-
ied and meaningful use of the target language.

Students should be challenged to perform effectively in the target language, and
there are a variety of projects you can incorporate in your instruction to help them
do so. Tasks need to be designed so that students explore language creatively and in
varied ways. Students should not be limited to objective decisions, but engaged in the
learning process in a manner that motivates them to strive for autonomy as a lan-
guage user,

Information gap is a common language teaching technique in which each stu-
dent in a group has a different portion of a set of informaticn. All of the information
is necessary to complete the desired task and the students face the challenge of con-
veying this information to one another in the target language. Such activities can
range from simple interactions such as putting together the pieces of a puzzle to
complex activities such as synthesizing research data. This authentic use of language
in a task-based context contributes to successful language learning and can be accom-
plished with a range of commonly available technologies, especially those that sup-
port dialog and discussion.

Technology increasingly provides opportunities for people to interact with one
another in varied and flexible ways. Since language learning is fundamentally tied to
interaction and communication these technologies always have something new to
offer. Students can collaborate across networks, geographies, language backgrounds,
political affiliations, and any other barriers that keep humans from communicating
with one another. Students who work collaboratively in a task-based language-
learning environment are likely to benefit from the language negotiation with peers
and construction of knowledge that such tasks require.

Web-based collaborative writing tools and environments such as blogs, discussion
forums, wikis, shared whiteboards, and wehconferencing tools allow students to col-
laborate as they construct knowledge and refine language skills. Through colflabora-
tion students are exposed to more of the target language and encouraged to produce
more language. They are also likely to engage in extensive negotiation of meaning,
which has been determined to be effective toward their overall language learning
{Long, 1996}. Through this kind of social interaction and negotiation of meaning
they are also likely to develop a better sense of social presence and self-reflection
upon the purpose of their language learning.

Problem-based learning activities can be designed that focus on the needs and
interests of individual students and allow students to use the target language in a
meaningful context. Students can utilize prior knowledge from their first language
to assist them in accomplishing the task set before them in the target language.
Many technologies can be used to support problem-based learning, hut those that
allow students to manipulate and manage all aspects of the environment may be
the most appealing, Environments such as wikis that allow all contributors to partic-
ipate in an egalitarian manner encourage participation. Such technologies, along with
virtual environments, can also support role-playing and simulation activities.
Through the use of avatars within appealing contexts, students can imagine them-
selves in other personas, perhaps personas that are uniquely indined toward learning
the language in question (Heift, 2007).

Although the bulk of this discussion surrounding technology in instruction cur-
rently revolves around computers, it needn’t be solely limited to the use of compu-
ters. There are a number of additional technological resources, with which you may
be familiar, that can maximize the learning potential of your classroom. Some of
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these are intended to work in conjunction with computers and others as stand-alone
technologies. Some newer toals for the language classroom include the use of Globat
Positioning System (GPS) technology along with the concept of geocaching. Geo-
caching is an activity in which participants use a GPS receiver to locate itemns that
have been hidden. Typically this requires a negotiation of coordinates as a participant
narrows in on the object she seeks——usually physically in real time, but geocaches can
be virtual as well. Virtual caches can be conducted with some of the new Internet-
mapping software, such as Google Earth, that can include satellite images of distant
locations and the ability to embed text and hyperlinks to other resources. This pro-
vides an opportunity to create a scavenger-hunt-type activity that also incorporates
aspects of information gap.

Cultural inquiry activities can provide students with motivation to collaborate,
Students work in groups to collect, organize, and present various aspects of a target
culture. This may include specific historic events, art forms, famous individuals, or
other cultural information. Students may be assigned specific topics or allowed to
choose their own. Some example topics rnay include:

The food of Mexico

Origami and Japan

Famous immigrants from Italy
French poetry

Russian dance

The fall of the Berlin Wall

S~

Students take on the role of the teacher as they present their cultural informa-
tion to the class. Students may collect images, sounds, videos, text, and even print
media that help to illustrate the cultural presentation.

CALL has been steadily moving toward more collaborative and authentic activi-
ties that empower learners and guide them toward the goal of becoming autonomous
language users. Providing students with the opportunity to not only participate in,
but to play a role in, designing their own instructional materials can be motivational
(Kessler & Plakans, 2001). Engaging in simulated, or even real-world tasks, through
web-based communication allows students to take responsibility for their own work
and make better-informed decisions. Encouraging students to take more responsibil-
ity for their learning helps guide them toward successful autonomy (Little, 1999).

Technology and Creative Thinking Skills instruction

Creative thinking skills are important for students to develop in any learning area. It
is important that teachers recognize the potential for using technology to support
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these skills. As you will recall from Chapter 4, computers and related technologies
can be used as tutors, mindtools, and supports for conversation. Likewise,
Computer-Assisted Language Learning (CALL) is commeonly divided into three types
of activities: Tutorial CALL, CALL for Critical Thinking, and CALL for Communica-
tion. Each of these categories of CALL use can support instruction that develops cre-
ative thinking skills.

Tutorial CALL

Tutorial CALL involves activities in which a student interacts primarily with a com-
puter, with the computer serving as a type of automated tutor (see Figure 15.1), This
type of CALL is typically associated with grammar instruction but can also serve as
effective instruction in pronunciation, writing, reading, and listening at various
levels. Using the computer as a tutor can provide students with extensive exposure
to accurate forms of language as well as opportunity to gain beneficial automated
feedback. Some examples include La Chaise Bercante, a CD-ROM that teaches French
through the culture of Canada and Quebec; the Learn Language Now! series by Trans-
parent Language with titles in 15 languages; and the popular Rosetta Stone series
found in and out of classrooms.

CALL for Critical Thinking

The notion of computers aiding in the development of critical thinking, rather than
as tutor, further encourages authentic learning (Bikowski & Kessler, 2002). CALL for
Critical Thinking refers to the range of materials that may be utilized in various criti-
cal thinking activities. The Internet provides access to a wealth of authentic linguistic
content for any target language that can be used to support critical thinking. Educa-
tion, government, and commercial sites all offer authentic language content that can
provide students with the extensive exposure that will help them to critically explore
a target language.

Similarly, authentic cultural content can help your students develop a better
understanding of the target language and culture. Obtaining information about a tar-
get language and/or culture via the Internet has greatly enhanced language learning,
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Rather than relying solely upon your experience within the target culture, your stu-
dents can compare a breadth of information to develop a more comprehensive aware-
ness. Students have the opportunity to gain valuable and unique insight into aspects
of the language and culture in which they are interested. Utilizing a varied set of
materials, including multimedia, text, images, and audio, students are able to develop
a holistic understanding of the target culture. Such materials may include authentic
samples of the target language, authentic content about the target culture, grammar
references or pronunciation guides. This information will likely serve to enhance
their subsequent language learning. (See Chapter 11 for more information on using
commumnication tools to develop cultural understanding.)

Another recent development in Internet-based self-access study is the online
learning lab (see Figure 15.2). Traditional language labs have been moving online in
the past few years, allowing students to do self-study tasks from home, a library, or
another convenient location. The ability to record and play digital audio over the
Internet is revolutionizing language learning. Language teachers who are familiar
with the variety of digital audio and video recording, editing, and playing software
and procedures will be well-positioned to integrate these extremely useful materials
into their classes. Such integration includes identifying useful authentic audio and
video materials and providing an instructional context in which these materials can
be explored by students. Such context may indude follow-up discussion that reviews
the material or considers alternative perspectives, outcomes, or related scenarios.

Teachers may also utilize these technologies to make their own recordings for
students. Such recordings can integrate photos and narration into a video or anima-
tion demonstrating the target language and culture. It may also involve video that is
shot on location in the target culture, thus exposing students to material they would
otherwise not be able to access. Teachers may also choose to use these technologies
for student projects. Students can create their own video projects that focus on a
topic of interest reflecting the target language and culture. These kinds of projects
can be most effective when collaboratively performed by teams of students. This
allows them to reflect upon the ongoing development of the project and critically
agsess their work.

Figure 15.2

Using online learning labs provides access to speakers of languages fram across the globe.
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CALL for Communication

CALL for communication involves the use of technologies sometimes referred to as
computer-mediated communication (CMC) tools. Tools such as e-mail; text chat or
messaging; and audio-, video-, or webconferencing support new dynamic forms of
human communication. Many of these tools not only offer enhancement to the tra-
ditional language classroom, but also influence the very nature of our use of lan-
guage. Some researchers suggest that CMC has served as a democratizing force in
human communication (Kiesler, Siegel, & McGuire, 1984)}. Herring (1993} explored
roles of power, gender, and hierarchical conventions within the new means of com-
munication. People are able to communicate across expanses of time and space in
new and exciting ways.

Text-based chat allows you and your students to write to one ancther in a real-
time manner. Voice chat tools allow you and your students to speak to one another
individually or in small groups without the use of telephones and associated
expenses. Video chat allows you and your students to share additional visual informa-
tion as you speak with one another from diverse locations. These technologies can be
integrated into the language classroom just as they have become integrated into our
daily lives.

Teachers can use communication tocls to conmect their language students with
native speakers or classes of students studying their native language. For example, a
high school Spanish class in Ohio can Interact and even collaborate on projects with a
high school English class in Chile. Communication may take place in one or both lan-
guages (depending on the level of the students and the purpose of the interaction) and
final projects may also be monolingual or bilingual. Students may share insights into
actual language use in their countries or regions as well as cultural aspects that might
otherwise be overlooked by other sources. Such exchange projects, typically using e-mail
as the medium of communication, have been very popular with web-savvy language
teachers. Recently, newer mediums have enhanced these interactions. Language stu-
dents can now communicate with one another using voice and video technologies.
These mediums can also be used to present the final products of such exchanges.

One comprehensive way to integrate these technologies is through the use of
course management systems such as Blackboard, Angel, Desire?Learn, and Moodle.
In addition to communication, these web-based systems allow teachers to manage
students’ assignments, grades, and other typical aspects of instruction. They allow
teachers to create and manage various CMC activities, By utilizing web boards or dis-
cussion forums—communication. tools commonly integrated into course manage-
ment systems—your students can participate in discussions and reflections about
their interaction with materials wpon immediate use rather than later when they
are in the classroom. This immediacy offers students the chance to further improve
their communrnicative competence by engaging with the language at a time when it is
relevant and they are consequently motivated.

The Role of the Teacher in CALL

Language teachers have had commercial materials available for use in computer lahs
for decades. Many of these directly address standards-related issues. More recently,
as technologies have become more transparent and easier to use, language teachers
have found a wealth of new materials available to them. They have also begun to cre-
ate and customize their own materials for their students’ unique needs. Many of
these can be shared online with other language teachers while others are created
and maintained collaboratively. Becoming familiar with a variety of authoring tools
allows teachers to design materials that meet their students’ needs at any given
point in a program of study or individual lesson. This kind of customized design
can increase motivation among students and contribute to their increased participa-
tion in various comimumnicative activities in the target language. Often, commercial
software does not offer the same individualized characteristics.
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You can utilize a handful of easy-to-use, yet powerful tools to create custom
language-learming activities for your students. These include autorated “What you see
is what you get” (WYSIWYG) exercise generators, audio and video software, and course
management systems. Each of these tools will allow you to cater to the unique needs,
abilities, and levels of your students. Among the most common and accessible author-
ing toals is Hot Potatoes (see Figure 15.3), which allows teachers to make matching,
crossword, multiple-choice, multiple-selection, sentence-order, and Cloze exercises.
Readings, movies, audio, and hyperlinks can easily be incorporated into these exercises
as well, making them uniquely suited for your language dassroom, Authentic media can
be reviewed through the use of these exercises, or they can serve as schema-building
materials as students begin interacting with new or challenging content. Like any
browser-based materials, exercises developed in Hot Potatoes can be delivered via the
Internet, a school-based intranet, CD, e-mail, or posted on a course management sys-
tem. This flexibility ensures that no matter how limited your resources, you have mul-
tiple opportunities to integrate these materials into your classroom.

Further power over the materials you provide your students can be gained by
learning to use audio- and video-recording and editing software. Software, like the
freely available Audacity or Garage Band, allows teachers and students to easily
record themselves and share files. They can also use authentic audio material and
edit it into accessible chunks for instructional delivery. Video-editing software, such
as Movie Maker and iMovie, allows teachers to do similar things with video. Students
can also use these programs to create projects that demonstrate their proficiency
with the language or explore cultural aspects while using the target language.

e
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Figure 15.3

Hot Potatoes is an outharing applicotion that allows you to create a range of materials for your students,
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Technology also empowers teachers to share their success stories and challenges
with peers. Presentation software has become ubiquitous and you can utilize it to
document and present your experiences to other teachers and administrators in
your school or district, to parents, and at local and national conferences. This
exchange of information is critical for the ongoing success of language teaching pro-
grams. Further, there are a2 number of resources that can be utilized in order to stay
professionally connected, informed, and involved. A sample of these would be the
Computer-Assisted Language Instructors’ Consortium (CALICO), which hosts a very
active member discussion list; the International Assaciation for Language Learning
and Technology (IALLT); and WorldCALL, an emerging international community of
CALL professionals. These organizations contain free resources and opportunities to
increase your professional involvement with language professionals across the world.

As has been illustrated in this section, you can choose from a range of technology
tools that support CALL. However, it is important to note that although each of
these forms of CALL may appear to some to take place solely between the student
and the technology, there is a vital role for you--the teacher. You must make impor-
tant decisions determining which content is most appropriate at all points in instruc-
tion. You must also determine the appropriateness of materials for students” levels
and ages and how well the materials support the learning goals you have designed
for your students.

In-class activity may also involve teachers introducing CALL technologies to stu-
dents. The need to explicitly demonstrate how CALL resources should be used by stu-
dents has been addressed by Hubbard (2004), who recognizes that all too frequently
teachers simply tell students to perform a certain CALL-related task without prepar-
ing them to do so. This can lead to a breakdown during the task that impedes lan-
guage learning. It is imperative that students be taken through a step-by-step process
of how to perform the expected tasks prior to the assignment. It may also require
that teachers prepave print-based or digital handouts or guides to assist students.
Consequently, teachers must become extremely well acquainted with the materials
before using them with their students.

as well as crddmcnu! resources for.
your foreign language dassroom.

Chapter Summary

Technology in the foreign language classroom is constantly improving. In our rapidly
progressing technological world, there are new developments daily that may influ-
ence future language instruction. These developments continually make active partici-
pation for both teachers and students more accessible. We are able to both use and
produce technology solutions for the classroom. This reality presents us with exciting
opportunities to reflect upon current or past practice and strive for more effective or
efficient classroom practices. Although we are not all capable of staying current in all
areas of technological development, we can adopt the core skills and considerations
presented in this chapter to utilize any potential technological development.
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CHAPTER 15

YOUR
PORTFOLIO

To demonsirate your understanding of creating learning experiences in the foreign
language classroom that address the National Educaﬁoncr?echnology Standards
for Students, create a lesson plan for common activities in your foreign language
classroom using the GAME Plan template available on the textbook’s companion
website, or one of your choosing. '

1. Identity the national foreign language standards that relate to your lesson.
Review the sfc:’re—specific content standards you discovered earlier in the
chapter and determine appropriate assessments you can incorporate in your
lesson based on the achievement standards.

2. Research and select oppropriate technologies that can support the acfivities
in your lesson. Identify technology standards (NETS-S) addressed by your
lesson. List all hardware and software required for the lesson and consider
any preparation or prerequisite skills you may need to address before the
students can complete the fesson. ‘

3. If using the GAME Plan lesson template, include justifications for your fech-
nology application and reasons why you selected it in the section labeled
Lesson Reflections and Notes. if you are using a different lesson plan tem-
plate, include this information either on the template or in a separate file.
Your justifications may relate to your skills or familiarity with the technology
or the skills of your siudents, the match between the intended outcomes of the
technology and your lesson, or even accessibility concerns.
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TECHNOLOGY INTEGRATION FOR MEANINGFUL CLASSROOM USE
Daily Lesson GAME Plan

Lesson Tifle: Recognizing and Organizing Rekated Lessans: Alphabet Song, Colors, Numbers
Lefters in an Alphabet
-Grade Level: Elementary Unit: Letters, Colors, and Numbers
GOALS LR

Content Standards:

» Standard 1.2; Students understand and inierpret written and spoken language on a variety of topics

» Standard 4.1: Students demonstrate understanding of the nature of language through comparisons of the language studied
and their own

ISTE NETS-5

£J 1. Creativity and innovation @ 4. Critical thinking, problem solving, & decision making
O 2. Communication and cotlaboration O 5. Digital citizenship

[ 3. Research and information uency {4 6. Technology operations and concepts

Instructional Objectivals): Students listen to the Alphabet Song in the farget language and identify the letters as they are pre-
sented. Using a Hot Potatoes Jmix {sentence order} activity, students drag ond drop lefters in the proper order as they listen to
the song. When completed, this script will let students know which letiers are not in the correct order by retuming them io the
posifion below the lines. The Alphabet Song is available in most languages and serves as a fun way to introduce the letters,

ACTION

Before-Class Preparation: Siudents are oriented 1o using the mouse o drag and drop the lefter images. Students have previously
been exposed fo the target language alphabet. The teacher has created the very simple exercise using Hot Pofatoes software
{opproximately 5 minutes of preparation time) and made it available to the students on individual computers, o school file server,
or class web page.

During Class
Time Instructional Activities Materials and Resources
5 minutes Students listen fo the alphabet song first and then open the exercise  Hot Potatoes (fo create activity)
in a web browser. CD, cassette, or online audio recording

Speakers
Computers with web browser

10 minvtes Students drag the letters info the correct order based upon their  Computers with web browser
recollection of the song.

10-20 minutes  Students listen to the song again and complete the order of the  CD, cassefte, or online audio recording
letters. {Repeat as necessary.) Speakers
Computers with web browser

10 minutes Student results are shared with the class. Teacher idenfifies errors CD, cassette, or online audio recording
and repeats the portion of the song that reflects any errors. Speckers
Computers with web browser

10-15 minutes  Students sing the alphabet song together with the teacher record- €D, cassette, or online audio recording
ing it for potential reflection. Speakers

Notes: Students can work independently i enough computers are available. If not they can be grouped in pairs or rofated
through computer worksiations. Times may vary for languages with less fomiliar or more complex alphabets. This example uses
Spanish for illustralive purposes since the written form of the alphabet is very similar to English. Hot Potatoes software allows the
use of any written font to be used in this manner.
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B MONITOR :
Ongoing Assassmentls): Students should be able to ideniify the leffers and organization of the alphabet by the end of the lesson.
They will also begin to practice accurate pranunciation of the lefters. The productive stage of this activilty will provide the teacher
with opportunities to identify areas of difficulty that may require addifional attention. The final recording of the students singing
the alphabet song together can serve as a documentation of development for portfolio assessment. The teacher may want fo
group students (boys, girls, A versus B side of the room, etc.) during repetitions of the final singing to befter monitor individuals,

Accommodations and Extensions: Alf students should be able fo participate in this octivity if it is performed as o group project.
EiL students can complete this acfivity for English.

Back-up Plan: Students listen fo alphabet song while identifying characters in a book and then sing the song as a group.

: EVALUATION
Lesson Reflections and Notes: This is a simple and fun activity for the teacher learming to use the Hot Polatoss software.

TECHNOLOGY INTEGRATION FOR MEANINGFUL CLASSROOM USE |
Daily Lesson GAME Plan

Lesson Tile: Fomous Person Digital Collage Related Lessons: WebQuest
Grade Level: Middle grades Unit: Culture
GOALS
Content Standards:
. it?enizn;icifej.lz Students demonsirate an understanding of the relationship between the practices and perspectives of the cul-

» Standard 2.2: Studenis demonstrale an understanding of the relationship between the products and perspectives of the cul-
ture studied

ISTE NETS-S

W 1. Creativity and innovation @ 4. Critical thinking, problem solving, & decision making
@ 2. Communication and collaboration ¥ 5. Digital citizenship

¥ 3. Ressarch and information fluency V¥ 6. Technology operations and concepts

Instructional Objectivels): Students create digital collages of famous persons representative of a country/culture in which their
torget language is widely spoken. Students justify the individual(s) and the artifacts they select.

| ACTION

Before-Class Preparation: Students need to have access to computer with reference tools, such as access fo an Internet search
engine, encyclopedia, or other database with varied cultural arfifacts. Students should be familiar with one of the software tools
that may be used for creating the digital collage: presentation software, web-authoring tools, video editor, word-processing, or
other sofiware that allows o variety of media to be infegrated.
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Daily Lesson GAME Plan

erial and:

Time Instructional Activities -cind: Regoured

15-30 minutes  Orient sudents I the project ond activate prior knowledge by raising their eware-  Computer workstofions with
ness of famous people in their own culture: orists, entertainers, political, historicol  reference tools
figures, etc. Students search using digital research tools (search engines, ency-  Internet access {optional)
clopedios, databases, efe.} to identify famous people in the target culture(s}.

10 minutes Students pair or group (small group to whole closs) fo share the fomous peo-  Checklist created by students
ple they have identified and determine which may be worthy of further inves-  identifying imporiont characler-
figatian. Students must identify persons from o range of backgrounds (the istics of each person and justifi-
arts, politics, science, athletics, etc.), time periods, ond both genders. Students  cations for inclusion.
should justify the reasons for their selection.

30-60 minutes  Students work in pairs or small groups to collect informotion ond vorious dig-  Computer workstations with ref-
ital orfifacts related to the fumous person they hove chosen. Students should  erence tools
collect at least 3 pertinent ortifacts and explain why these ore representotive  Internet access foptional)
of the person they are studying. They construct their projects using multi-  Multimedia-authoring software
media-authoring software (see Before-Class Preparation for options). All
sources should be approprictely documented.

5-10 minutes  Groups present famous person collages to the class. Computer workstation

per group Projector or large monitor

Notes: Students may be grouped in o variety of woys, but it may be best to group them according to their particular inferest in
the persons identified.

MONITOR

Ongoing Assessment{s): Monifor student decision-making during the brainstorming session. Students’ lists of persons and
justificotions can be collected. Monitor students as they progress through the task to ensure they identify oppropriate arfifacts
and work within time constraints. The synthesis of information as well os target language skills can be evaluated during the pre-
sentation of the final product.

Accommodotions and Extensions: Students with limited technology skills may be poired with those with greater facility. English
language lecrners can complete the octivity for English-speaking persons.

Back-up plan: Students use magazines, musical recordings, and other traditional cultural arfifacts to construct their famous per-
son cultural collages.

EVALUATION
Lesson Reflections and Notes: A checklist can be used to evaluate the final product.

TECHNOLOGY INTEGRATION FOR MEANINGFUL CLASSROOM USE - '
Daily Lesson GAME Plan

Related Lessons: WebQuest, Famous Cultural Ariifacts,
Famous Persons

Lesson Title: Cultural Documentary

Unit: Cultural Aworeness

GOALS

Grade Level: High School

Content Standards: oW
* Standard 1.1: Students engoge in conversations, provide and obtain informotion, express fealings and, emotions, and

exchange opinions ST
* Stondard 1.3: Students present information, concepts, and ideas to an audience of listeners or readers on o voriety of opics
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GOALS

* Stondard 2.1: Students demonstrate an understanding of the relationship between the practices and perspectives of the culture
shudied
* Standard 2,2; Students demonstrate an understanding of the relatianship between the products and perspectives of the culture

. ;';Jccli':j:rd 4.2: Students demonstrate understanding of the concept of culture through comparisons of the culfures studied and
. 22:;;:3 '5.'l: Students use the language both within and beyond the school sefting

ISTE NETS-S |

& 1. Credfivity and innovation M 4. Critical thinking, problem solving, & decision making
¥ 2. Communication and coltaboration @ 5. Digital citizenship

@ 3. Research and information Auency @ 6. Technology operations and concepts

Instructional Objective(s): Students will use the target language io collaboratively design, develop, and present a short document-
ary cbout a country in which the language they are studying is spoken. The final project can use presentation software, or can
be a podcost combining still images and audio, or o video. Throughout this production they are strongly encouraged to use the
target language in their small graups. -

ACTION

Before-Class Preparation: This is an activity for students with strong technology skills, as they must have at least rudimentary
understanding and skill with using digital audio- or video-editing sofiware. Students uncomfortable with using a digital video
camera can uvse o digital comera, scanner, or obtain images from digital reference rescurces. Students should also have a thor-
ough understanding of the effective use of search engines and ofther resources and how to cite matericls appropriately.

Defermine student groupings and have groups select a country ar region and read introductory information to prepare for the
project. This information may come from the textbook, other class reference materials, and may occur throughout the semester or
year priar to this cumulative activity.

Students construct a list of questions they would like to answer or critical issues they plan to explore in their documentary. Stu-
dents bring these preliminary plans with them to class to share with classmates.

The class will create a rubric to evaluate the project by identifying the value of potential topics, measures of qudlity of the pre-
sentation, and appropriate language use during production and presentatian.

During Class
Time Instructional Activities Materials and Resources
20-30 Students share lists with their graup. Each is evaluated based upon the supporting  Student lists and notes for
minutes documentation presented with it and the merit that it offers fo the final product.  storyboard

Students must reach consensus on the items to be included and their justification
for inclusion. This portion of the activity continues until dll artifacts are assessed
or there is o group consensus that enough critical resources have been identified
to produce o storyboard and script.

20-30 Students create o storyboard for their documentary using presentation, concept-  Software for storyboarding
minutes mapping, or word-processing software. Each segment of the storyboard should  [presentation, concept-
contain text or graphics that describe the visual and cural components of the doc-  mapping, or word-processing
umentary. As they negotiate the timeline, they are encouraged to communicate in -~ software) '
the target language.

10 minutes  Storyboards are shared with the teacher to determine appropriate topics and ~ Storyboard

per group  length.

1-2 hours  Students conduct research in order to compese a draft seript for their documen-  Presentation or word-
taries, with T or 2 students composing each segment of the storyboard and identify-  processing software
ing potential ariifacts. Students should conduct peer reviews of their script segments
with their group using the rubric, and sharing drafts with the teacher.
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During Class . o
Time Instructional Activities . ‘Materials and Resources
1-2 hours  Students create or find media elements for their documentaries based on their  Internet or other digital refer-
storyboards and scripts, perhaps taking digital pichres, creating digite! images,  ence tools
or finding and editing images and video. Digital cameras or video
cameras
Scanner for print-based
artifacts
~ 30-60 Students record themselves narrating their scripts, giving each student an Audio- or video-editing
minutes apportunity to speak. Narration can be recarded in segments. software
1-2hours  Students use audio- or video-edifing software to construct their documentaries by Audio- or videa-edifing
putting all of their media elements arfifacts into the timeline and adding any tran-  software
sitians, effects, or ather information. Presentation software
{optional}
15-20 min-  Students present their rough draft documentaries to at least one other student  Media player
utes per group and the teacher, sharing the storyboard, script, and other notes and  Draft documentary
group information created during the project. Suggestions for elaboratian, enhancement,  Storyboard
or other improvements are made. Script evaluation rubric
1~2hours  Students refine their projecis.
10-20 min-  Students present their documentaries fo the entire class in the target language.  Media player
utes per Discussion and questians are encouraged. Projector or large monitor
group Evaluation rubric

Notes: Students are grouped according ko the cauntry or cullure they will be exploring. Groups are na smaller than two individ-
uals and no larger than five. Each group must have access to a computer, and ideolly a computer for each student is helphul,
but not necessary. Groups may benefit from access to a digital video camera, but this is also not necessary as videos can be
made from still images, pre-exisfing video, animations, text, sound files, and many other authentic products of the target culture
students can locate.

MONITOR

Ongoing Assessmentfs): Students’ use of the target language should be assessed throughout the process of identifying resources,
gathering resources, synthesizing informatian, eliminating redundant or ineffective information, and presenting. A formal assess-
ment of language abilities can be-made during presentation of the project as well as in response o the student-generated lan-
guage within the project itself.

Student-written language can be assessed through the review of the storyboard, script, and final project.

Accommodations and Extensians: Depending on the skill and knowledge of the students, documentaries may be limited to 5 or
10 minutes and no more than 3 topics, Some students may need an outline or template from which ta create their storyboards
or scripts. Giving students parameters, such as idenfifying at least one critical econemic, social, and political issue ta be explored
in the documentary and lengths for each topic can help orgonize and focus students.

Bock-up Plan: i video edifing is beyond the reach of ot students, some students can create digital presentations with images and
text or complete o WebQuest based upon target cultures.

EVALUATION

Lesson Reflections ond Notes: While student engagement can be high during multimedia projects, efforts should be made fo
continually emphasize the content and purpose of the activity. Focus is on language use and developing an understanding of
culture. Students can meet these purposes through a range of different types of technology use, from very minimal to extensive.



