	NETS- T Performance Indicator(s)
	General Preparation Proficiencies Developed
	Artifact and Link
	Reflection

	I. Facilitate and Inspire Student Learning and Creativity
Teachers use their knowledge of subject matter, teaching and learning, and technology to facilitate experiences that advance student learning, creativity, and innovation in both face-to-face and virtual environments.

	Ia. promote, support, and model creative and innovative thinking and inventiveness.

Ib. engage students in exploring real-world issues and solving authentic problems using digital tools and resources.

Ic. promote student reflection using collaborative tools to reveal and clarify students' conceptual understanding and thinking, planning, and creative processes.
	3. Use technology tools and information resources to increase productivity, promote creativity and facilitate student learning. 

5. Use technology resources to facilitate higher-order and complex thinking skills, including problem-solving, critical thinking, informed decision making, knowledge construction, and creativity. 

6. Use technology to locate, evaluate, and collect information from a variety of resources

7. Use technology to locate, evaluate, and collect information from a variety or sources. 

9. Use technology in the development of strategies for solving problems in the real world. 

12. Evaluate and select new information resources and technological innovations based on their appropriateness to specific tasks. 
	WebQuest
WebQuest Evaluation
	I had never seen or used a WebQuest prior to taking this class. The WebQuest is a powerful tool that allows teachers and students to be interactive with one another instead of the teacher just sitting and lecturing all the time.  Webquests allows student to experience engaged learning, collaboration, and relate the projects or essential questions to their life with other characteristics that come with Webquests.  When we started looking at WebQuests I had no idea how big of an impact they were going to have on the way I looked at teaching.  WebQuests are amazing in the sense they incorporate so much into one lesson, as far as the tools used, and the amount of subjects that can be covered under one project.  Looking a lot a lot of different projects has been very useful, I was able to see what I liked and disliked and helped me to design my own WebQuest.  

	1a. promote, support, and model creative and innovative thinking and inventiveness
2a. design or adapt relevant learning experiences that incorporate digital tools and resources to promote student learning and creativity

	3. Use technology tools and information resources to increase productivity, promote creativity, and facilitate academic learning. 
4. Use content-specific tools (e.g., software, simulation, environmental probes, graphing calculators, exploratory environments, Web tools) to support learning and research.
5. Use technology resources to facilitate higher order and complex thinking skills, including problem solving, critical thinking, informed decision making, knowledge construction, and creativity. 

6. Collaborate in constructing technology-enhanced models, preparing publications, and producing other creative works using productivity tools. 

11. Use technology tools and resources for managing and communicating information (e.g., finances, schedules, addresses, purchases, correspondence).


	All about Me - Inspiration
	Inspiration is software that I had never used prior to this assignment; I was very happy with this software and will be using it moving forward.  I am not very good at note taking and staying organized.  The Inspiration software helps to keep all your thoughts organized on a nice chart, and it is very pleasing to the eye.  You can really stretch your imagination and get creative.  

	
	
	
	

	II. Design and Develop Digital-Age Learning Experiences and Assessments
Teachers design, develop, and evaluate authentic learning experiences and assessment incorporating contemporary tools and resources to maximize content learning in context and to develop the knowledge, skills, and attitudes identified in the NETS•S.

	1a. promote, support, and model creative and innovative thinking and inventiveness.
1 b. engage students in exploring real-world issues and solving authentic problems using digital tools and resources. 
1c. promote student reflection using collaborative tools to reveal and clarify students' conceptual understanding and thinking, planning, and creative processes.
1 d. model collaborative knowledge construction by engaging in learning with students, colleagues, and others in face-to-face and virtual environments.

2a. design or adapt relevant learning experiences that incorporate digital tools and resources to promote student learning and creativity.

2b. develop technology-enriched learning environments that enable all students to pursue their individual curiosities and become active participants in setting their own educational goals, managing their own learning, and assessing their own progress. 
2c. customize and personalize learning activities to address students' diverse learning styles, working strategies, and abilities using digital tools and resources. 
2d. provide students with multiple and varied formative and summative assessments aligned with content and technology standards and use resulting data to inform learning and teaching.

3d. model and facilitate effective use of current and emerging digital tools to locate, analyze, evaluate, and use information resources to support research and learning.


	5. Use technology resources to facilitate higher order and complex thinking skills, including problem solving, critical thinking, informed decision making, knowledge construction, and creativity. 

6. Collaborate in constructing technology-enhanced models, preparing publications, and producing other creative works using productivity tools. 

7. Use technology to locate, evaluate, and collect information from a variety of sources. 

12. Evaluate and select new information resources and technological innovations based on their appropriateness to specific tasks. 

13. Use a variety of media and formats, including telecommunications, to        collaborate, publish, and interact with peers, experts, and other audiences. 


	Assignments that Matter – Energy Innovation
	This was my first look at such a detailed webquest.  It really showed me how to work well with a team.  Even though I had my own individual part to do, I had to keep my ream motivated so we could stay on a timeline.  A teacher has to do that with their students as well.  This helped me by working together as a team, it also gave me a great base to build my WebQuest from.  Before this assignment, I had no idea how much technology can really be incorporated into an assignment.  I was able to complete an entire group assignment only actually meeting with my group on a couple of occasions.  The real life roles where great because I felt that my role really had a large impact on the assignment.  This was one of the most engaging assignments I have ever completed, and I was very proud of the end result.  There were so many parts to this assignment; it met just about every standard.  Not only was technology incorporated throughout the entire project, but we used to many other mediums for information, information organization and final presentation I learned a lot.  And there were so many subject addressed throughout this project, even though we spent a lot of time on this, we covered several curriculum areas.

	3a.demonstrate fluency in technology systems and the transfer of current knowledge to new technologies and situations 
3b.collaborate with students, peers, parents, and community members using digital tools and resources to support student success and innovation.

3c. communicate relevant information and ideas effectively to students, parents, and peers using a variety of digital-age media and formats.

4c. promote and model digital etiquette and responsible social interactions related to the use of technology and information.
5c. evaluate and reflect on current research and professional practice on a regular basis to make effective use of existing and emerging digital tools and resources in support of student learning.
	6.   Collaborate on constructing technology-enhanced models, preparing publications, and producing other creative works using productivity tools. 

11.  Use technology tools and resources for managing and communicating information.

13.   Use a variety of media and formats, including telecommunications, to collaborate, publish, and interact with peers, experts, and other audiences. 


	Webpage Design 
	This was my first experience creating my own website, and I was very surprised at how quickly I was able to catch on.  I had to have a great understanding for technology and all it has to offer to be able to make several devices work together.  It was nice that the entire class was working on the same assignment, that way we were able to ask each other questions and give other advice on how to improve their page.  There were so many examples to look at, and so many great templates.  Probably one of the best things about this assignment, is the knowledge I am gaining is ongoing.  Every time I put something new on my site, I learn something. This is a great place for me to store an online portfolio of any work I want to display.  

	1a. promote, support, and model creative and innovative thinking and inventiveness.
1 b. engage students in exploring real-world issues and solving authentic problems using digital tools and resources.
1 c. promote student reflection using collaborative tools to reveal and clarify students' conceptual understanding and thinking, planning, and creative processes.
1 d. model collaborative knowledge construction by engaging in learning with students, colleagues, and others in face-to-face and virtual environments.

2a. design or adapt relevant learning experiences that incorporate digital tools and resources to promote student learning and creativity.

2b. develop technology-enriched learning environments that enable all students to pursue their individual curiosities and become active participants in setting their own educational goals, managing their own learning, and assessing their own progress. 
2c. customize and personalize learning activities to address students' diverse learning styles, working strategies, and abilities using digital tools and resources.
2 d. provide students with multiple and varied formative and summative assessments aligned with content and technology standards and use resulting data to inform

learning and teaching.
3a. demonstrate fluency in technology systems and the transfer of current knowledge to new technologies and situations.
3 b. collaborate with students, peers, parents, and community members using digital tools and resources to support student success and innovation.

3c. communicate relevant information and ideas effectively to students, parents, and peers using a variety of digital-age media and formats.
3d. model and facilitate effective use of current and emerging digital tools to locate, analyze, evaluate, and use information resources to support research and learning.

4d. develop and model cultural understanding and global awareness by engaging with colleagues and students of other cultures using digital-age communication and collaboration tools.


	3. Use technology tools and information resources to increase productivity, promote creativity and facilitate student learning. 

5. Use technology resources to facilitate higher-order and complex thinking skills, including problem-solving, critical thinking, informed decision making, knowledge construction, and creativity. 

6. Use technology to locate, evaluate, and collect information from a variety of resources. 

7. Use technology to locate, evaluate, and collect information from a variety or sources. 

9. Use technology in the development of strategies for solving problems in the real world. 

12. Evaluate and select new information resources and technological innovations based on their appropriateness to specific tasks. 

	WebQuest Design
	This was the first time I had every competed a project that required so much time and detail.  I was really nervous going into this assignment because the task was left wide open as far as what I wanted to complete my WebQuest on.  I had looked at so many over the last couple of weeks, that I had so many ideas but I was it was all very over whelming because of the amount of information and ideas I had.  Once I got started on the assignment, ideas just kept flowing.  I was very happy with how everything came together, there were so many tools I found on the Internet that would be very useful to my students in completing this assignment.  Each step and role builds upon one another.  Not only are they real life roles, where the students can feel important.  In order to complete this assignment student will have to work together to reach a common goal.  Even though I was very nervous and a little overwhelmed at the start of the project, I was very happy with my end project.  I think this will be a webquest that I would love to be able to use with my classroom.    

	III. Model Digital-Age Work and Learning
Teachers exhibit knowledge, skills, and work processes representative of an innovative professional in a global and digital society.

	3a.design or adapt relevant learning experiences that incorporate digital tools and resources to promote student learning and creativity. 

3b. develop technology-enriched learning 

environments that enable all students to pursue their individual curiosities and become active participants in setting their own educational goals, managing their own learning, and assessing their own progress. 

3c. customize and personalize learning activities to address students' diverse learning styles, working strategies, and abilities using digital tools and resources. 


	3. Use technology tools and information resources to increase productivity, promote creativity, and facilitate academic learning. 

5. Use technology resources to facilitate higher order and complex thinking skills, including problem solving, 

critical thinking, informed decision making, knowledge construction, and creativity. 

6. Collaborate in constructing technology-enhanced models, preparing publications, and producing other creative works using productivity tools. 

11. Use technology tools and resources for managing and communicating information (e.g., finances, schedules, addresses, purchases, correspondence). 

12. Evaluate and select new 

information resources and 

technological innovations 


	Choice Assignment 1 – Internet Safety Brochure
Choice assignment 2 – Jeopardy Game
	The choice assignments were great because they took tools that I was already familiar with, and showed another use for them.  I have used PowerPoint more times than I can count, but I had no idea there were templates to create interactive games like Jeopardy.  This is a game that can be used as a review for students before a test.  It was very easy to compile once I had the information.  For the Internet brochure, I had used publisher software before, but this was something new.  It was a good assignment to complete because if I am going to have my students using the Internet in the classroom, I have to be very familiar with Acceptable Use Policies.  If I do not stay informed, my students and I could all get into trouble.  I really liked how both these projects were highly customizable.  Each one left so much creativity and individual ideas.  

	3a. demonstrate fluency in technology systems and the transfer of current knowledge to new technologies and situations. 

3b. collaborate with students, peers, parents, and community members using digital tools and resources to support student success 

and innovation. 

3c. communicate relevant information and ideas effectively to students, parents, and peers using a variety of digital-age media and formats.


	3. Use technology tools and information resources to increase productivity, promote creativity, and facilitate academic learning. 

11. Use technology tools and resources for managing and communicating information (e.g., finances, schedules, addresses, purchases, correspondence). 

13. Use a variety of media and formats, including telecommunications, to collaborate, publish, and interact with peers, experts, and other audiences

. 


	Discussion Board
	I have participated in many discussion boards, but none as in depth as this one.  Most of them have just been showing that I was able to use the discussion board.  The discussion board was hard to keep up on sometimes, no matter how far ahead on my assignments I was, I always had something I needed to be doing.  I could tell that my discussion board skills improved as the semester went on.  Discussion boards are a great way for students and teacher to communicate with one another, share their ideas, and give input.  This is also a great tool to keep parents informed with what is going on inside the classroom.  The best feature of the discussion board is that isn’t done live.  So you don’t have to be all sitting in front of the computer at the same time to have a conversation.  People can come and go from the discussion board at will, and if they go back and read the contents of the conversation, they will not miss a thing.      

	
	
	
	

	IV. Promote and Model Digital Citizenship and Responsibility
Teachers understand local and global societal issues and responsibilities in an evolving digital culture and exhibit legal and ethical behavior in their professional practices.

	4a. identify and define authentic problems and significant questions for investigation. 

4b. plan and manage activities to develop a solution or complete a project. 

4c. collect and analyze data to identify solutions and/or make informed decisions 
	3. Use technology tools and information resources to increase productivity, promote creativity, and facilitate academic learning. 

11. Use technology tools and resources for managing and communicating information (e.g., finances, schedules, addresses, purchases, correspondence). 

13. Use a variety of media and formats, including telecommunications, to collaborate, publish, and interact with peers, experts, and other audiences.


	Filamentality Hotlist
	I think my hotlist is going to be one of the tools I will use the most as I become a teacher.  The list is great because I have already reviewed all the websites I think are legitimate and worthwhile.  With all the junk on the Internet it is hard to find websites that are worthwhile.  Since I am going to teach math, I have websites with reviews, games, and free online tutoring.  This would be a website I would be able to include on my syllabus, so parents and students will be able to get help on math assignments outside the classroom.   I thought this assignment was going to be easier to complete than it was.  I only needed to find ten websites, and I thought that would take no time at all.  I had no trouble finding websites relating to math, my problem came in finding websites that I would be able to use in the classroom.  Quality websites are getting harder and harder to find because of the amount of information and the ease in which it is put on the Internet.

	3d.model and facilitate effective use of current and emerging digital tools to locate, analyze, evaluate, and use information resources to support research and learning.
	3.  Use technology tools and information resources to increase productivity, promote creativity, and facilitate academic learning. 

12. Evaluate and select new information resources and technological innovations based on their appropriateness to specific tasks. 


	Web Resources Evaluation
	This was such a great project to complete.  Before this I knew there were websites out there that had less than true information.  What I did not realize, was that some of those sites actually looked real and legitimate.  Not only did we have to evaluate websites but we also had to post them on a discussion board to see what our peers thought.  It would be very embarrassing to use one of the false websites in the classroom without realizes it.

	
	
	
	

	V. Engage in Professional Growth and Leadership
Teachers continuously improve their professional practice, model lifelong learning, and exhibit leadership in their school and professional community by promoting and demonstrating the effective use of digital tools and resources.

	1c.promote student reflection using collaborative tools to reveal and clarify students' conceptual understanding and thinking, planning, and creative processes
3c. communicate relevant information and ideas effectively to students, parents, and peers using a variety of digital-age media and formats.
5c. evaluate and reflect on current research and professional practice on a regular basis to make effective use of existing and emerging digital tools and resources in support of student learning.
	  3. Use technology tools and information resources to increase productivity, promote creativity, and facilitate academic learning.

 10. Observe and experience the use of technology in their major field of study.

 15. Exhibit positive attitudes toward technology uses that support lifelong learning, collaboration, personal pursuits, and productivity. 


	NETS Chart
	This NETS chart, thought time consuming, I did learn a lot.  It is nice to see there is a reason and a standard to go along with every assignment.  Since as prospect teachers, we constantly have to create lesson plans and tie them into academic standards.  This is much easier said than done, you really have to look back and evaluate then entire assignment.  What students will get out of it, and how it will benefit them further down the road.

	
	
	
	

	
	
	
	


