INSTRUCTIONAL TECHNOLOGY GRANT PROPOSAL 

Name of Applicant: David Lockhart
District/School: Kennesaw State Iteach
0
Date: 7/12      Total Cost of Project: $8985.44
Title of Project: Iteach Expeditions
To what organization will you submit this grant application in the future? Bill and Melinda Gates Foundation
I. Why is this project important?
Virtual Reality is the rage of the technology industry, but it has only scratched the surface of K-12 education. Several schools have begun experimenting with virtual reality with Google Cardboard while others have actually had Google Expeditions come into their building. The potential has only just started to be tapped, and there are few options for schools that want continued virtual reality experiences after Google Expeditions leave.
Bringing Google Expeditions to your school is an incredible experience. Students get to experience places that they have and more then likely will never get to experience such as the Himalayas and under the ocean. They get to see those places in their full scope through the virtual reality experience. The issue is that once the Google Expeditions team leaves, you are faced with the purchase of an incredibly expensive kit as well as a kit that revolves around a platform and app that teachers are unfamiliar with. KSU Iteach is looking to change that

At Iteach, we believe immersive experiences are the way to go in education. We want to give schools the option to try virtual reality fieldtrips with little cost and then help guide them through the process of setting up their own kits for a much lower price. Through our project we will give students the opportunity to move past just viewing virtual reality into creating their own. The power of student creation is something that cannot be understated, and we believe there are many avenues and use cases for students in virtual reality creation. We also believe this experience will immerse students in a technology which will become incredibly prevalent for years to come

II. What would you like to accomplish?
We think this project can have an amazing effect on many different classes, many different grade levels, and many different content areas. First and foremost, we see this ass a way to bring places to life for students. The immersive experience will be second to none. We also see this as a way cutting edge way for students to tell a story and create, and finally we see the project as a way to let students experience a cutting edge technology that will be ubiquitous in the near future.
We want to offer schools the opportunity to build immersive lessons and let students experience places like they have never before. Many of the education technology companies are beginning to add 360 degree photo and video capability, and we want to harness that power to take students anywhere in the world. Our goal will be to build an initial 360 lesson with an education technology tool like Nearpod, deliver it to students, and then coach teachers to build lessons in the future. This will give teachers a virtual reality solution that they will be able to implement successfully.
Our other goal is to give students an amazing experience creating their own virtual reality experience. Included in our grant we are asking for the purchase of a Ricoh Theta S camera, which takes 360-degree photos and video. Our goal is that we take that camera and we allow students to design virtual reality experiences such as class and school tours, visual stories, visual recreations, and much more. By giving students that experience, we are giving also giving them experience in a technology category that will soon be ubiquitous.
III. How will you complete the work? (In 1-2 paragraphs for each section, describe how the project will be completed.)
A. Describe how the instructional objectives will be met.

Our instructional objectives will depend largely on the teacher and situation we encounter. We will begin by visiting the teacher and looking out how an expedition style lesson could be implemented in their content. We will then design a lesson around an education technology tool that supports virtual reality lessons (such as Nearpod, Thinglink, or Symbaloo Lesson Plans). This lesson will be an interactive presentation that not only gives students the virtual reality experience, but it also provides instructional content as well as assessments. At the conclusion of that lesson, we will then evaluate it with the teacher and work with the teacher on building one in his or her own classroom. We will then provide instructional coaching when the lesson is implemented, and continued support as needed.

When a teacher is ready to let students design their own virtual reality experiences, the process will be largely the same. We will start by visiting the teacher and discussing how the lesson relates to the content and some options for student creation. We will then guide students through a planning process. At the conclusion of the planning process we will reevaluate where students are with the teachers, and then we will pick a day to return to the classroom with the Ricoh Theta. We will walk students through filming, and then also help them through the editing and usage process. We will then work with the teacher on how to approach a project like this on their own, and as they do we will be there to provide embedded coaching.
B. Describe the time involved (project length including amount of time each day/week).
This is an ongoing project in relation to Kennesaw State Iteach, and time with teachers will heavily depend on how much of the process they want to participate in. If a teacher just wants us to deliver an expedition lesson the timeframe will include one meeting with the teacher and one class period to complete. If the teacher would like to receive embedded coaching in order to create their own it will require the initial delivery plus a follow up meeting to plan the lesson and a class period to aid in implementation. It could also include a varied amount of time completing embedded coaching with that teacher. If a teacher wants us to aid in student creation of VR experiences the time frame would include the initial delivery and teacher creation of lessons as well as an amount of time that varies by class level and content.
      C.  Describe the people involved (grade level/subject & # of students, teachers and/or staff).  
The people involved will generally depend on the situation. Generally, there will be a KSU Iteach coach, a classroom teacher, and their class. This project can be done on any grade level and any content area where a virtual reality experience will be beneficial to student achievement. It also could be implemented with multiple classes and teachers with the right structures and procedures.
      D. Describe the materials needed for the project.
The materials needed for this project also are dependent on what level of implementation a teachers chooses to undertake. If they just want to have students experience virtual reality, we will need devices for every student, virtual reality headsets for every student, a virtual reality equipped education technology tool, and a device to run the virtual reality experience from. If a teacher wants to have students to create their own experience we need a 360-degree camera as well as a platform for student creation.

IV. What is the timeline for assessing accomplishments and objectives (In 1-2 paragraphs, describe program evaluation procedure.)?
Our time frame for success will be largely dependent on how many teachers and schools take part in the program. In general, the programs evaluation should consist of teacher and student surveys after the initial experience, and follow up observations and touch points as teachers venture on their own with virtual reality. In order to have effective data for evaluation it is best to look at the program after 10 implementations no matter what the actual time frame is. The program should also be evaluated for success after the one-year mark
V. How will the students be assessed (In 2-3 paragraphs, include details regarding how student progress will be assessed and reported to students, parents, teachers, and others.)?
While student assessment is important, our hope is that this project will be more about bringing engagement and wonder to students through immersive environments. Students can be assessed through many of the delivery platforms that we would choose (like Nearpod) through embedded questions and responses. Student assessment data at the conclusion of a unit can also be used for assessment of student learning through the project. The best indicators though will be through student surveys conducted at the conclusion of student implementation that gives students a chance to honestly reflect on the experience.
VI. What is the proposed budget?  Include information on the following:
A. Equipment 
i. 35 Virtual Reality View Masters: Total Cost $1,049.65

ii. 35 Ipod Touch Devices: Total Cost $6,965

iii. 2 Pelican 1630 NF Cases for travel: Total Cost $620.84

iv. 1 Ricoh Theta S Camera: Total Cost $349.95

B. Total Cost of Proposed Project: 

i. $8985.44

VI. List your supporting references.

Virtual Reality is such a new concept for schools that current research will be ineffective in support of this project. This project will yield data that can be used in effective research related to virtual reality in the classroom. If research and references were needed at this juncture the most effective research would be regulated to general research relating to student engagement, creation, and effective practices, but that research would still be ineffective in supporting the implementation of such a new technology.
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EVALUATION FORM/SCORING RUBRIC







Total Points (out of 200): __________

1.  Impacts a variety of skill levels and/or learning styles or impacts an important target population.






Possible number of points:  40  __________

2. Clearly identifies standards and learning objectives being addressed.







Possible number of points:  40  __________

3. Pedagogically sound, based on research and/or best practices.







Possible number of points:  40  __________

4. Clear plan for assessment of project and goals with examples of implementation methods.
Possible number of points:  40  __________

5. Impacts large number of students and/or can be recycled/reused.
Possible number of points:  40  __________

General Comments:

Adapted from: The Education Foundation of Oconee County, Inc.

Page 2 of 5
Page 1 of 5

