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Technology-Enhanced Lesson Plan
Lesson Title:  Surf Swell
Created by: Lisa Wickman
Lesson Abstract: Students will discuss safe computer use, play a related internet game, and write a story showing the consequences of acceptable or unacceptable computer use.
Subject Area:  Social Studies
Grade Level:  Third
Unit Title: Civics and Government
Michigan Educational Technology Standards Connection: 
BASIC OPERATIONS AND CONCEPTS
3. recognize and discuss the need for security applications (e.g., virus detection, spam defense, popup blockers, firewalls) to help protect information and to keep the system functioning properly 

SOCIAL, ETHICAL, AND HUMAN ISSUES
1. identify cultural and societal issues relating to technology 

5. discuss scenarios describing acceptable and unacceptable uses of technology (e.g., computers, digital cameras, cell-phones, PDAs, wireless connectivity) and describe consequences of inappropriate use 

6. discuss basic issues regarding appropriate and inappropriate uses of technology (e.g., copyright, privacy, file sharing, spam, viruses, plagiarism) and related laws 

8. identify appropriate kinds of information that should be shared in public chat rooms 

9. identify safety precautions that should be taken while on-line 

Michigan Curriculum Framework Connection:

Civic Perspective 
III.4.ee.1 Identify rules at school and in the local community and consider consequences for breaking rules.

III.4.ee.3 Describe ways that individuals influence each other.
Estimated time required to complete lesson or unit:

· Daily Time Allocation:  40 minutes
· Number of Days:  2
Instructional resources:

http://disney.go.com/surfswell/index2.html 
Prior required technology skills: The ability to navigate a simple web site. Beginning typing skills.
Sequence of Activities: Introduce the lesson by having a discussion about current events or personal experiences regarding kids and computing. (Typical topics may include meeting strangers in chat rooms or personal stories about how a family computer crashed due to a virus.) Introduce the game “Surf Swell”. Students should try to complete as many levels as they can in the allotted time. After 30 minutes of playing the game. Stop and debrief. Let kids know they will be allowed to finish the game after a brief discussion. Some questions for discussion may include: 
1. What are some things kids need to be careful about when they are on-line?

2. How can you be sure you and your computer are safe when you are surfing?

3. What is “netiquette?” Why is it important?
When students have completed all of the levels, they will be allowed to enter “Treasure Palace.” Instruct kids to create a cartoon story about something they learned in the “Surf Swell” game. (They will customize a character and then write a story.) Have students check in with the teacher or a buddy to verbalize their idea before beginning to write. Give students instructions for printing individually as they finish.

Assessments:

· Pre-Assessment: The pre-activity discussion about computers and kids will act as a pre-assessment. The teacher may host a “round-robin” forum so that all students will have a chance to comment. They may address such issues as: good and bad experiences with computers; 
· Post-Assessment: The story that students write should reflect an understanding of the concepts that were presented in the game and in the discussion. 
Technology (hardware/software): Internet access with Macromedia Flash plug-in installed.
Key Vocabulary: Cyberspace, Emoticons, Internet, Log-in Name, Netiquette, Password, PDA or Handheld PC, Screen Name, User Name, Virus, Wireless or Wireless Device 
Application Beyond School: Student can discuss safe computing with family members at home. 
Teacher Reflection and Notes:
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