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think the students would be interested in. Project based learning for me is something
that is going to give the students excitement. Excitement for the project, excitement for
the learning and excitement for the potential to make a change in this world. When the
students feel like they are having a say or impact on something, they are always willing
to work a little harder or longer because they know that it has meaning.
Project Overview
The first project that I created for my 8th grade student is called the Hand

Challenge.
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Think about your daily routine. When you woke up this morning did you turn off
your alarm clock? When you stepped into the bathroom did you brush your teeth? Did
you turn on a light when you got out of bed? You probably didn’t even realize how
valuable your hands are. Imagine what it would be like if you did not have one of your
hands. How would your daily life differ?

Ms. Greenfield have enrolled you in the hand challenge to help a child in need. In

the next couple of weeks, your group will create, print and assemble a prosthetic hand to
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send to e-Nable. They will distribute the hands to children in need. Throughout the
process, you will be keeping a personal website to track your progress.
Here is a link about the Hand Challenge.

Once my students complete this project, they will then move onto picking a
technology track that they are interested in learning more about. The different tracks that
they are choosing from are; 3-d Animation, Film production, Programming and Graphic
Design. Within each of these tracks students will learn by completing activities, projects
and lessons that help create a better understanding.

For 3-d Animation students will be working with the program Maya. They will
learn what an animator does, how they create different animations as well as create many
short animations of their own. Students will first learn about the animation platform
Maya. They will be creating a very short animation that they created called Space Race.
Once they have a brief understanding on the maya platform as well as some of the most
useful tools in maya, we will move on to character animation. Students will design and
create a 3-d character using the maya software as well as learning how to make their
character walk, run and talk. Once students understand how to do all of this, they will get
the chance to put it all together. Students will create a short animation about anything
that they want. They will use the skills that they have learned through the year to create
this animation.

For the programming students, they will first start the year off with learning the
programing language javascript. Once the students have an understanding of this

language, they can choose to also learn another language. Depending on what they


http://www.handchallenge.com/

45

would like to do with this language, I will help guide them to the right one. Suggestions
for languages will include python, C#, C+, or Ruby. Once students have become familiar
with this language as well, they will have the opportunity to create something with code.
Students will have the creative freedom to program anything that they want as long as the
code is written in their language of study.

For the film production students, they will be working with the platform Adobe
Premier Pro. Students will first become familiar with Premier pro by creating a short 1
minute video that shows the point of view of an object that they use everyday. Students
will then become familiar with how to edit their clips, add sound, titles and transitions as
well as finalize their work. Once they are comfortable with the program, they will then
have opportunities to create multiple short films to show of their learning. They will
create a music video, infomercial, documentary and fiction film.

The last option for the students is going to be graphic design. Within this track
students will use adobe photoshop to help edit and manipulate their designs. To
understand how to create images in photoshop, students will work on creating a
“Frankenstein” monster of themselves. They will learn all about how layers work,
transforming pictures and quick selecting images. Once they have a good understanding
of how photoshop works, they will take on the role of a graphic designer and create
images for clients throughout our school. They will be working on a design for our
spring production, they will help create advertisements for the school and they will be

tasked with creating a visual that represents their time here at St. Mary’s.
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Within each and everyone of these units, students will have a voice in how to
lessons are taught and what is taught. Students will also have choice in what they are
going to produce through each unit. All students will present their work at our end of the

year EXPO to families, friends and our community. MYP Technology Design Website

Limitations and Recommendations

Some limitations that I foresee are time and expectations. I think that one of the
limitations that I will run into is running out of time. I always want to pack many things
into my lessons, and I want the kids to get excited about what they are doing but |
always seem to run out of time. I only see the students twice every six days and I want
to make the most of my time but every class the bell rings and students are rushing to get
things finished. I think that I will need to make sure that I am keeping the tasks simple
as well as broken down into digestible bites so I don’t lose their interest, attention or
focus. With each of these projects, I am going to have a structure that students will
easily be able to follow along as well as checking off tasks.

Another thing that I see as a limitation is the fact that students really don’t have
a lot of freedom during the school day and they may not know what to do with all of that
freedom. I think that I will have to keep very clear expectations on what is going to be
done during class and making sure that I am available for all students during that time. I
do foresee that I maybe pulled in many directions because students will be learning at
different speeds and learning different things but I have to be prepared for that. I know
that once the students understand my expectations and they understand what they are

required to do, I hope that they will really learn to love this set up and will grow. I hope


https://sites.google.com/falcon.smaa.org/technology-designmyp/home
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that my students will really put in effort and not just do exactly what they direction's say.
I want them to strive for better and not the minimum that is required.
Final Thoughts
This has been a long process for me. It has been quite the journey and has also

been an eye opening one. I think that for the last couple of years I have wanted to see a
change in what I was teaching and now I have finally created a path to create my
dream. Now that [ have completed all of this research and really developed a
curriculum for my middle school technology design students, I am excited to see how it
will work. I also am hoping that if this style of teaching and learning goes well in my
class that I can share it with colleagues and see if we can make middle school more
exciting for all that attend. I want student to look forward to coming to school and
wanting to be in class. Students should be excited, and thinking about what is
happening in class as well as bringing what is happening in the class home. Students
should develop a love for learning and understand that learning never stops. In an ideal
world, it will go smoothly:) but in reality, I know that there are going to be some
hiccups but I am hoping that the students will enjoy the freedom of choice and voice

that the curriculum will give them.
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