Program:   _____Video games integrated into lesson plans program Logic Model
Situation: This is a program that will offer physical and theoretical support for instructors who want to use video games in their classroom. In the past, instructors have not used technology in the classroom because of several basic ideas:  Lack of technology available, resistance to change and negative attitudes towards the technology.   Solid professional development programs that teach instructors how to use technology in their curriculum has dramatically helped to remedy the problem.  Video Games have been used to teach subjects such as STEM education and basic reading and comprehension.  
	Inputs
	
	Outputs
	
	Outcomes -- Impact

	
	
	Activities
	Participation
	
	Short
	Medium
	Long

	Resources: Computer labs, computers loaded with video games, sample lesson plans, access codes for instructional video games, 

People: Instructors with experience teaching with video games, IT professionals to help with technical issues
Pertinent information:  Lesson plans will need to be relevant to the instructors attending the program.  A survey should be done in order to determine which classes they currently teach.  Lesson plans including video games that match their subject areas will be selected.
	
	Lab
· Presentations on usable lesson plans with video game integrated into the curriculum

· Workshop introducing learners to the video games

· Workshop working with lesson plan creation (including video game integration)

· Presentation and practice on evaluating video games for use in classroom 
	Theory
· Presentations discussing the theory behind using video games in the classroom.  Pro and Cons will be discussed

· Open forum about using video games in the classroom.  Preconceptions and fears will be discussed.

· The use of databases will be discussed in order to provide peer support.  A database will be created for this that will be used in their classrooms.
	
	· Acceptance of using video games in lesson plans and learning modules
· Ability to evaluate video games for use in the classroom


	· Ability to gain access to instructional video games
· Ability to create databases with support materials using video games in the classroom for peers

	· Ability to develop curriculum that integrates video games into their teaching methods
· Ability to teach other how to appropriately use video games in the classroom (peer support)




	Assumptions
	
	External Factors

	Technical: Instructors wither have prior technical skills, or will be required to take a basic computer class as a prerequisite.  

Educational: Instructors are proficient at creating lesson plans
	
	· Access to computer labs
· Access to the internet

· Support from administration 



Rev. 7/09








