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3. Your Photo. Insert an “annotated” image of yourself that actively links to your online about-me.pptx online file located on your ULM website account. (25 pts) 
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4. Your Project Proposal Cognitive Map. Include a “cognitive map” describing your course project. (25 points) 
My Project Proposal is to create a series of PowerPoint presentations (VPDRs) to provide to other teachers in my school district. The VPDRs can be provided during professional developments, PLC meetings, or at any time during the school year. The VPDR series will consist of online websites or resources that are beneficial to student learning. These online websites can be used during whole group, small group, or independent learning to support state standards. The VPDR are the top ten resources I use in my classroom with my students who have disabilities. These are great interactive resources that engaged students in learning. They can be used in any classroom with any student. 
5.  30-Second Video Summary Of Your Completed Online Course Project.  (50 points) 
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· 66. Visually Link Your “Course Project Files” That You Created, Based On Your Project Proposal. 
·  
Project File 1:
[image: /Users/samanthabowers/Desktop/CURR 5018/5018/img/project-file-01.png]
This VPDR is an introduction to technology in the classroom. It explains the importance of using technology in the classroom. It has videos and articles linked so that teachers can explore the importance of digital learning, student engagement and motivation, and how technology has the power to transform teaching. It is important for teachers to understand how technology can be incorporated into their classrooms and the benefits of it. 

Project File 2:
[image: ../Desktop/CURR%205018/5018/img/project-file-02.png]
In a special education classroom, or even early childhood classroom, students need introductions on computers and their accessories. This VPDR has two amazing links of videos that teachers and students can watch together to introduce simple operations of the computer. The VPDR also has two resource links that teachers can explore to gain more information and ideas. It explores how to turn on/off computers, how to use a mouse, how to store and use student logins/passwords, and assistive technology resources. 

Project File 3: 

[image: ../Desktop/CURR%205018/5018/img/project-file-03.png]
This VPDR explores the website of Bookflix. Bookflix is a website that has fiction and nonfiction books that can help learners to build interest and curiosity, literacy skills, and knowledge. It has step-to-step demonstrations for teachers and students on how to use Bookflix. The VPDR resources explore different genres of books and features that Bookflix has to offer. 

Project File 4: 
[image: ../Desktop/CURR%205018/5018/img/project-file-04.png]
This VPDR explores the website: MathGames. MathGames is a website that offers online games and printable worksheets to make math learning more fun and engaging. Mathgames are aligned with state standards and can benefits students in PreK-8th grade. The resources linked to the VPDR directs teachers to the state standards connected to the math skills, math activities for each grade level, and a video that provides a tutorial for teachers to to better understand what MathGames is and how to incorporate it into their classrooms.

Project File 5: 
[image: CURR%205018/5018/img/project-file-05.png]
This VPDR explores BrainPop. BrainPop offers engaging learning games, animated movies, and activities. BrainPop makes learning more visible through tools that challenge students to reflect, make connections, and engage in deeper learning. I use BrainPop with my students to support different content. The resources linked to this VPDR provide real-life teacher examples of classroom use, a 101 tutorial of BrainPop, and a change to explore the website on their own. 

Project File 6: 
[image: CURR%205018/5018/img/project-file-06.png]
This VPDR explores ABCya. ABCya is a website that I use daily with my students. ABCya provides my students with over 400 fun and educational games. The resources linked provide teachers a short video on how to use and incorporate ABCya into their classrooms and a change to explore the variety of games and activities. ABCya is a great resource to make learning more fun and engaging. 

Project File 7: 
[image: CURR%205018/5018/img/project-file-07.png]
This VPDR explores FunBrain. FunBrain offers hundreds of online games, books, comics, and videos to help students in PreK-8th grade to develop skills in math and ELA. The links demonstrate what FunBrain is all about, the games, the content area, and much more. It provides a short synopsis of what FunBrain is all about and how to use it with students. The VPDR also has a video of a student exploring FunBrain and playing games on the website. 

Project File 8: 
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This VPDR explores SeeSaw. SeeSaw is the best platform for empowering students to demonstrate and share their learning. I use SeeSaw to engage families in conversations about their child’s learning and to give my students a place for ownership and choices in their learning. The VPDR provides a real-life teacher using Seesaw in her own classroom. It also provides a short demonstration and tour of SeeSaw and how teachers can use the app. 

Project File 9: 
[image: CURR%205018/5018/img/project-file-09.png]
This VPDR explores Flocabulary. Flocabulary is a fun and engaging program that uses educational hip-ho music for students to learn and increase achievement in all content areas. My students love music and I thought I would share this website with other teachers. The VPDR provides resources of articles and videos on Flocabulary. It provides 8 ways that a teacher uses Flocabulary to make learning more fun and impactful in his own classroom. The VPDR also links a short video on what exactly Flocabulary is and explores the website. 

Project File 10: 
[image: CURR%205018/5018/img/project-file-10.png]
This VPDR explores PBSkids. I personally use PBS kids with my students to build knowledge, critical thinking skills, and imagination in the classroom. Teachers and students can use PBS Kids on a computer and IPad. The VPDR explores both options. There is also a screencast video linked to demonstrate how to use the interactive website and explores different things the website has to offer. 

Project File 11: 
[image: CURR%205018/5018/img/project-file-11.png]
Project File 11: This VPDR explores NearPod. Teachers can bring engagement into their classrooms and create interactive lessons or customize ready-to-go lessons when using NearPod. Teacher. In the VPDR, there are videos that introduce Nearpod and explain what it is. They also describe how to create lessons and how to upload PowerPoint presentations. 

Project File Compilation: 
[image: CURR%205018/5018/img/compilation-5018-course-project.png]

This VPDR is a compilation of my 11 project files. It has active links that will take you directly to the VPDR of each educational website. This is a handout I would print and give to teachers so they have a one-page resource of all the educational websites that can be used in their classroom. 
7. 
VPDR 1: 
[image: /Users/samanthabowers/Desktop/CURR 5018/5018/img/vpdr-01.png]
I use Unique Learning System Curriculum in my own classroom. Unique was designed specifically for students with disabilities. To access the general education curriculum. It is based off of state standards. It has symbol-supported tools and materials that I with my students. Unique is our main curriculum for math, ELA, social studies, and science. We also use News-2-You for current events happening around the world. 

VPDR 2: 
[image: /Users/samanthabowers/Desktop/CURR 5018/5018/img/vpdr-02.png]
I created this VPDR as a basic knowledge for educators on the importance of technology in the classroom. I have linked a TED talk by Jessie Wooley-Wilson on blended learning impacts students. Jessie Wilson is the president of LeapFrog and Blackboard and is the CEO of DreamBox. This VPDR includes a resources of the website, DreamBox. DreamBox is an online K-8 math program. 

VPDR 3: 
[image: /Users/samanthabowers/Desktop/CURR 5018/5018/img/vpdr-03.png]
This VPDR is a step-by-step tutorial of how to actively link an image into a Moodle Forum. It shows students who use Moodle how to link their images. In step five, students can watch my screencast video for a better understanding. 

VPDR 4: 
[image: /Users/samanthabowers/Desktop/CURR 5018/5018/img/vpdr-04.png]
Starfall is very important website in my own classroom. I created this VPDR to share with others the benefit of Starfall. Starfall is a great resource for PreK-3rd grade. It specializes in math and language arts. Starfall is aligned with common core state standards, so teachers use this resources as an added bonus for their lessons. There are linked images that will help teachers explore the various options of starfall. 

VPDR 5: 
[image: /Users/samanthabowers/Desktop/CURR 5018/5018/img/vpdr-05.png]
I first learned about Qball in an Assistive Technology professional development. Qball is a wireless microphone that is throwable, just like a ball. Qball is a great tool to use in the classrooms for students who need a voice. The VPDR has active links that explores Qball. It has videos, articles, and more that will give demonstrations, ideas, and how to use Qball in the classroom. 

VPDR 6: 
[image: /Users/samanthabowers/Desktop/CURR 5018/5018/img/vpdr-06.png]
I am a special education teacher. My students cannot always access curriculum and materials on their own. They may need help with assistive technology. Assistive technology are pieces of equipment that is used to increase, maintain, or improve the functional capabilities of individuals with disabilities. There are low, medium, and high types of assistive technology devices. I have linked resources of the different types and how to use them. 

VPDR 7: 
[image: /Users/samanthabowers/Desktop/CURR 5018/5018/img/vpdr-07.png]
I found the AdaptedMind website very interesting. As we are creating VPDR to help fellow classmates and teachers to become better educators through technology, AdaptedMind was created by college students to improve the way children learn. AdaptedMind is a learning experience to help with student’s strengths and weaknesses through a curriculum that adapts to their needs. This VPDR explores the AdaptedMind website and provides links to videos on the resources. 

VPDR 8: 
[image: /Users/samanthabowers/Desktop/CURR 5018/5018/img/vpdr-08.png]
Trauma is an epidemic in our schools and communities. Nearly 35 million children in the U.S. have experienced trauma. This VPDR is to educate educators on trauma-informed teaching by building and cultivating more equitable, trauma informed classrooms and social/emotional learning environments. The images are actively linked to articles, videos, and other resources to inform teachers about trauma-informed practices. 

VPDR 9: 
[image: /Users/samanthabowers/Desktop/CURR 5018/5018/img/interactive-powerpoint.png]
In this interactive PowerPoint, I explain all about assistive technology. My special education students. Each slide gives different information concerning assistive technology. This interactive PowerPoint explains what assistive technology is, the different types of assistive technology, examples, and so much more. Each slide has links that provide additional resources. 

VPDR 10: 
[image: /Users/samanthabowers/Desktop/CURR 5018/5018/img/iepInteractive-powerpoint.png]
As a special education teacher, each one of my students has an Individual Education Plan (IEP). If you work with a child with special needs, then you may be familiar with IEPs. I created this interactive PowerPoint to help other special educator teachers, specifically first year teachers, to help them be familiar with the different components of the IEP. Each slide has links that provide videos, articles, or online resources to help teachers have a better understanding of the IEP. 
8. Identify An Outstanding Free Online Educational Resource  (25 points) 
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Do2Learn is a free online educational website that has a variety of resources to help students improve their social skills, behavior, and academics. Resources for students include: songs, games, communication cards, arts, crafts, and more. Resources for teachers include: behavior management plans, literacy tools, and much more. I think this resource is beneficial to any teaching working in special education. I recommend this website if you are a teacher working with students with autism or other disabilities that affect learning, social skills, communication, and self-regulation.  


image3.png
COMPILATION OF CURR 5018 PROJECT FINAL





image4.png
o CURR 8018 CorMpiichion

SAMANTHA ELLERBE





image5.png
Samantha Ellerbe
CURR 5018

This page was designed to display all the visual professional diary reflections
(VPDR) created for the purpose of CURR 5018.

Click on the tabs below to navigate through the reflections.
N2




image6.png




image7.png




image8.png
EDUCATIONAL WEBSITES

Tl e o P rsaions VPR i o
ey o Geveiprete, PLC
i Tha VPOR s il ot s o ot

Copntiv Map Visuacnion O This Propoat

————





image9.png
T

IN THE CLASSROOM

WHAT DOES THE US. DEPARTMENT OF EDUCATION HAVE T0 SAY HOW IMPORTANT IS TECHNOLOGY IN YOUR GLASSROOM?
ABOUT TEGHNOL

e THE IMPORTANCE OF TECHNOLOGY IN CLASSROOM?

el
TECHNOLOGY *
IN THE CLASSROOM

aleL 3

CAN TECHNOLOGY CHANGE EDUCATION? ARE THEIR BENEFITS TO TECHNOLOGY?





image10.png
Shudents are responsibie for X
ing out of all apps open when
they are finished

Typing programs, ike Keyboarding Wihout Tears,
are grect for helping shudents leorn how fo ype
Thare ore severalfypos of keyboards that wil meet
he neads of indviduolshdorrs.

Use a siker fo obel the aff and right
click on a compuf
for "es, you can )
end for ™o, don' clck s side”

A sersory reminder for students

students do ot have
inGvidualloging. Each computer ba a
ogin
For computer clas, sfuden's have on
ncividual long in and we use index cards.
with their usarname and password on it





image11.png
B OKFLIX

Fiction and nonfiction fexts are paired for early learners
fo
+ Build interest and curiosity
+ Build early literacy skills
+ Build knowledge





image12.png
Wath Games offers online games and printable

worksheets fo make learning math fun! Students from

Prek-8" grade can practice math skils that are aligned
with sfate standards. Teachers can create custom

assignments fhat assess or review parficular math skills





image13.png
+ Playful Engaging learning games, animated movies, and
activiies.
+ Educator-Focused: Supporfing feachers' roles and needs
with classroom-optimized fools,
« Reflective: Learning made visible through fools that
challenge students fo reflect, make connections, and engage

in deeper learning
« Global Covering universal fopics





image14.png
over 400 fun and educ
grades Preké,
by parents and edu
Jichen learn beffer if they

are having fun
ed by grade and subject

AYars
IeYa)

& nG





image15.png
HOW TO USE FUNBRAIN IN YOUR CLASSROOM

i © TEAGHERS & PARENT

EXPLORE FUNBRAIN FUNBRAIN EXAMPLE
FUNBRAN___ = e s o o) JFUNBRAIN =
= I N yoarin

BB




image16.png
* Studen porifolios, formative insights and fomily
communication allin one place
+ Unlock creative fhinking for allstudents in any subject.
+Gain insights fo mee your students where they are.
+ Engoge famies in conversafions centered on sfudent
learning

* Give sfudents a space for ownership and choice.
+ Gef inspiration and ideas for your classroom





image17.png
+ With Flocabulary, every lesson is an opportunity fo
bring the curriculum fo life and reinforce core
knowledge and skills.
+ Engage all learners with a hip-hop video covering the. 8 Ways | Use Flocabulary to Make
lesson. Learning Fun + Impactful

* Each lesson aligns with state and national standards
and helps reinforce any K-12 curriculum.





image18.png
PBS KIDS is committed fo making a positive impact on the lives
of children through curriculur-based enferlainment With a 360-
degree approach fowards learning and reaching chiiren, PBS
KIDS leverages the full specirum of media and fechnology fo - SUPERIVISION
buid knowedge, cifical hinking, imagination and curiosty By
involving parents, feachers, and communities as learning

partrers, PBS KKDS helps fo empawer chidren for success in
schooland in lfe

sl





image19.png




image20.png
COMPILATION OF CURR 5018 PROJECT FINAL





image21.png
Unique lessons
each month

Inferactive
online games

Current
Events

J2 /

A unique curriculum that givee sfudents
with disabilities fmeaningful access fo the
general edueation curriculum

Symbols
witha
Purpose

Empowers
Self-Regulation




image22.png
Technology in the classroom

Blending learning is a mixture of n
technology and traditional face-to-face =
instruction. It combines classroom learning o
with online learning. Students can control D"“‘M D

their time, pace, and place of their 8o,

learning. Z
PreK-8 math sblution

driven by a technology
that's as unique as the
students and educators who
need it

hitps://wwwyoutube.com/watch?v=00TbaHimigw
‘CURR 5018 Samantha Elerbe- Week 2 VPR Summer 2019




image23.png
‘How To Actively Link An Image Into A Moodle Forum Post

Lo 2.

= : 5.

Click on image

| s for video
Peevw— s -
i g SCTES .
= | cunn sous sumant e,




image24.png
N = ‘

ryserey Mh G Cutam P [y [rror——,

Click on the Stars to find out more "




image25.png
agb_cﬂl
vofy

The throwable wireless microphone—
perfect for classrooms, conference
rooms, training, and anywhere else

people need a voice.

CURR 5018, About Me Interactive, Samantha Ellerbe, Summer_2019




image26.png
What is Assistive Technology?

Assistive technology devices are identified in the IDEA 2004 as: Any item, piece of equipment or product system, whether
acquired commercially off the shelf, modified, or customized, that is used to increase, maintain, or improve the functional
capabilities of children with disabilities.

Assistive Technology
Industry Association

Tow Tach Bx
ool o warvot e | DAl bty opeed
Made from resdy vslale | Simphy tooperate

ot
Ferciaren e
Cotnatd ooy Sl chckrs
Rasesine pirer Ve cpit communicatn | communcation deves
Magnters Grapne organzers
Tactieatters Swch cparstd topsand | Akematis beyows
post etes iance Voke Recogaton otware
St sutoces oo boks Word rcesing

Digtator g vice racrcs | Text pasch

U 5018 Samantha DlerSe VPR B Sommer 10




image27.png
AdaptedMind

Trusted by over 150,000 teachers, AdopfediMind was established
by Stanford graduates for exercises that adop o exceptional
childrenis needs. From frst through eighth grade, students will
discover hundreds of amusing reading and math activities.
illustrated by goofy monsters. Children will sart with a quick
prefest before engaging in video lessons and faking a
confidence-boasting progress assessment.





image28.png
TRAUMA-iINFORMED TEACHINS

Trauma Informed feaching provides increased access fo
behavioral and menal health services, effective

community collaboration, an increased feeling of physical
Components of s0cial, and emotional safefy among students.
Trauma-Informed Care

CURR 5018, Samarta Elerbe, vpdr. 08, i





image29.png
Assistive Techhology -

D \hat is Assistive Technology
D
D Low Tech .
D i Tech Lol

High Tech z g
B rr ArS{SIStIVG i

& Eaccessln
B ST ramewrt | £ 1€CNNOIOQYE" =
Pl 5 S D (o

. EXﬂnﬂes of AT interactive educal ?:‘3% ég: g

Who Pays for AT? BE g
D AT in Action

Sound1  Sound2  Sound 3 Invisible Link:
Stop Previous Sound Sound 1

CURR 5048 Sarmantis Everbe. Interactve PoserPart Summer 2010 [




image30.png
How to Write dn Individudl Educdtion Plan (IEP)
D GCNCRAL INFORMATION
D PRESENT LEVELS
I ANNUAL GOALS
I MEASURING PROGRESS
D SPLCIAL EDUCATION
D RCLATED SERVICES
D EXTEND OF NONPARTICIPATION
I ACCOMMODATIONS
I MEETING
D IEP RCVIEW

CURR 5018, Samarin B, 1P itaracive PowerFant Summer, 2018 [




image31.png




image2.png
https://ulm.edu/webguide




