2011-2012 Lesson Plan for Henrico 21 Awards
 

Lesson Title: Greek Video Games

Target Grade/Subject: 9th Grade; World History

Length: approximately 525 minutes (9 45minute periods and 1 120 minute period)

 

Summary: Students generate an idea for an educational video game involving thirteen key Greek figures. They research the individuals and create special powers/abilities for each based on his/her historical contribution(s). Finally, students compile their research and idea to create a proposal for their game and present it to a “Game Consultant/Historical Expert.”
 

Essential questions: 
What are some important contributions Greeks made to Western Culture? How does one establish the value of a contribution? Are there some contributions one which we should place more importance than others?

 

Lesson Development:

Process/Tasks/Assessment: 
Day One: Introduce students the assignment as if this is an authentic, real life task they are expected to complete. (For this, we had the social studies specialist dress up and come to the classes to ask for their help to create a game for high school students). Present an “official” letter that outlines what is expected for the assignment (see attached example). 
Break students into groups and provide a list of the thirteen key Greek figures outlined in SOL WHI.5f. Students research these individuals to find out biographical information, but most importantly to find their main historic contribution. No further instruction is provided.
Day Two-Four: Students complete research on the 13 key figures and generate their idea for the game. The research and the student’s basic idea should be finalized these days.

Day Five: Students expand on their video game ideas and begin creating special powers/abilities for each of the characters in their game.  All characters are required to play either a minor or major role in their game—no exceptions—however, additional characters may be added if the student so desires! Completed character charts should be turned in by the end of this period, along with a basic synopsis of the game they intend to propose.
Day Six-Seven: Students continue to expand on their game ideas, complete an instruction sheet to help solidify their idea, and begin compiling research to create a proposal. Students are reminded of their target audience and their goal (to have a company select their game idea to actually make into a game) as they begin to work on their proposals. A list of possible means of creating proposals is generated by the students and they analyze the pros and cons of each method before beginning today. 

Day Eight-Nine: Final touches are placed on proposals. Proposals are rehearsed and presented to the class for feedback prior to presenting to a “historical expert” or “video game consultant.”

Day Ten: Students present their proposals via Skype to the expert/consultant (or to the teacher acting in such a capacity). 
 

TIP Chart Assessment:

(Using the TIP Chart, identify which level (e.g. entry, developing, approaching, ideal/target) your lesson falls in for each of the categories below and write a brief statement to describe what the students are doing as it relates to the indicators on the TIP chart.)

Categories:

Research and Information Fluency:  Approaching – students use previously learned skills to research the key figures.  This information is then compiled in groups and special powers are assigned according to their major contributions.  Teachers assist students by providing clear expectations throughout the process.  This score could be improved if students were to use a digital format to complete the research process such as google docs.  This would allow students to clearly monitor contributions and fact check often.
Communication and Collaboration:  Developing – students met with a pretend individual seeking help with a project.  The teachers provided much of the structure for the assignment.  Score could be increased if the students had continued to communicate with the pretend individual throughout the process through skype, google docs, or another digital media.  Students could also reach out to people in the community or at the surrounding universities who create games.
Critical Thinking and Problem Solving:  Ideal/Target -  students are presented with an authentic task and must work effectively within their groups in order to succeed.  The addition of the special power ensures that students not only find the contributions of the key figures, but also determine how those contributions would transfer into a game that would be both entertaining and informative.  
Creativity and Innovation:  Ideal/Target – Students apply previous research with new research to create a game that is entertaining and informative.  No limits are put on the method of delivery for the proposal and students were encouraged to try new ways to present their ideas to the game creator.
