Andrew Wray, LE#3, eT#10, "Integrated Lesson Plans"


	Living vs. Non-living

	Grade: Kindergarten

Unit: Non-living and living things

Where it fits: This is lesson 3 of 8.


	Overview:
This lesson integrates both science and mathematics expectations.

At this point in the unit, students have definitions of non-living and living things. They have had some exposure to things that can be classified as living and non-living, and are aware of what characterizes each.

In mathematics, students have been creating, conducting, and completing surveys. They have also used their collected data in the form of a pictograph, using both pencil and paper as well as the program "Pictograph" located at http://www.softschools.com/math/data_analysis/pictograph/make_your_own_pictograph/.
Students will gather information regarding the living and non-living things they find around their school by going on a nature walk. Students will record their findings on a data collection sheet. Once they have collected their data, students will create a pictograph, representing their findings.



	Expectations:
Science:

· 1.2, sort and classify groups of living and non-living things in their own way
· 2.4, communicate results and findings from individual and group investigations

· 4.5, communicate and record results and findings after constructing things either individually or in groups
Mathematics:

· DM 5.1, sort, classify, and compare objects and describe the attributes used

· DM 5.2, collect objects and data and make representations of their observations, using concrete graphs


	Materials:
1. Living & non-living, 2-column collection sheet (per student)
2. Drawing and colouring materials (per student)

3. Access to computer lab for "Pictograph" tool
4. Magnifying glasses (per student)



	Plan:
Hook (5 mins.):
1. The teacher will tell the students that they are going to pretend that they are scientists visiting a new planet. They will need to put on their 'discovery' eyes, ears, and hands, so that they can get to know their new planet. Students will wear the scientist hats that they recently created during art.

Process (20 mins.):
1. As a class, students will review the definitions of living and non-living things. They will be reminded of appropriate behaviour on the walk.

2. On the nature walk, the teacher will lead the group around the school yard and area, stopping a few times to demonstrate the proper method of recording their findings, and to allow students to make observations on the rest of the walk.
Reflection (10 mins.):

1. As a class, students will reflect on the following:

a. "What behaviours made it easier to see non-living and living things?"

b. "If we did our walk in the winter, do you think we would see as many things? Why or why not?"

c. What things did you observe? How did you know they were living or non-living?"
        Demonstration of learning (N/A):

1. During the next available computer lab time, students will use "Pictograph" program to create their pictograph of the things they observed on the nature walk. Students will work in small groups with the support of the teacher to create their pictographs.



	Assessment:
1. Observation (ELK team's questioning on nature walk & reflection)

2. Checklist (pictograph)

3. Rubric (data collection sheet)




	Are You Game?

	Grade: Kindergarten

Unit: Cooperative Games
Where it fits: This is lesson 5 of 5.


	Overview:
This lesson integrates expectations from language arts and health and physical education.

At this point in the unit in physical education, students will have already participated and reflected on a variety of simple cooperative games. In language arts, students will have practiced retelling simple, personal events and activities about their recess, weekend, or previous night.

In this culminating lesson, students will develop a simple cooperative game that their friends can play at recess times with little or no equipment. Once they have developed their game, students will then have an opportunity to test and revamp their game to make sure it meets the success criteria for a cooperative game.

After they have created their game, students will record themselves teaching their friends how to play the game, using the success criteria for a procedural writing. Students will upload their voice recording to Blabberize, so that their peers can view it and try playing the game.



	Expectations:
Physical Education & Health:

· 2.1, participate actively in creative movement and other daily physical activities
· 2.3, demonstrate strategies for engaging in cooperative play in a variety of games and activities
Language:

· 1.4, follow and provide one- and two-step directions in different contexts
· 1.9, describe personal experiences, using vocabulary and details appropriate to the situation
· 1.10, orally retell simple events and simple familiar stories in proper sequence


	Materials:
1. Variety of gym equipment
2. Access to computers

3. My Cooperative Game outline sheet (per student)

4. Microphone/headset

5. Anchor charts of cooperative games played in class

6. Success criteria for both procedural writing and cooperative games

7. Blabberize video of the teacher teaching a familiar cooperative game to the students



	Plan:
Hook (5 mins.):

1. Students will view the Blabberize video created by the teacher. Students will be informed that they too will create a video just like the teachers.

Process (2-40 min. periods):
1. As a class, students will discuss the features of the teacher's video in regards to the success criteria for both procedural writing and cooperative games.
2. Students will then be taken to the gym where they will, with the support of the ELK team, develop their cooperative game, recording their ideas on the 'My Cooperative Game' sheet.

3. Students will then be given an opportunity to test and revise their game by playing it with a small group.

Reflection (10 mins.):

1. As a class, students will reflect on the following:
a. "Did you find making a game difficult? Why or why not?"

b. "What was the hardest part of making your game? And why?"

c. "How does your game encourage a healthy lifestyle?"

        Demonstration of learning (mins.):
1. During the next few computer periods, students will use a microphone/headset to record the instructions for their cooperative game. Students with the support of the ELK team will make a Blabberize video to teach peers their cooperative game.


	Assessment:
1. Checklist (creation of their cooperative game)
2. Rubric (procedural writing and Blabberize video)




