Engaged Learning Project 


Title of Project: Entrepreneurship…Here I Come!
Subject(s): Economics, Math and Technology
Grade Level(s): 4th Grade
Abstract:
Students will be creating their own business and selling a product or service to the community. Students are the entrepreneurs, organizers, managers, and leaders of each business. The market audience will be the school community and the proceeds will then be given to a local charity of their choice. Students will be tasked with planning and coordinating the market day event in which they will sell their goods and services.

Learner Description/Context:
The project will be conducted with students that have a low socioeconomic status. The student population consists of mostly Hispanic and African American children. Parental support is not always evident and there are limited resources within the classroom. 

Time Frame: 
12-15 days
Standards Assessed:
Georgia Performance Standards:

SS4E1 The student will use the basic economic concepts of trade, opportunity cost, specialization, voluntary exchange, productivity, and price incentives to illustrate historical events. 

a. Describe opportunity costs and their relationship to decision-making across time.
b. Explain how price incentives affect people’s behavior and choices.
c. Describe how specialization improves standards of living. 

d. Explain how voluntary exchange helps both buyers and sellers.

ISTE NET-S Standards:
1. Creativity and innovation
Students demonstrate creative thinking, construct knowledge, and develop innovative products and processes using technology.

a. Apply existing knowledge to generate new ideas, products, or processes

b. Create original works as a means of personal or group expression

d. Identify trends and forecast possibilities

 

2. Communication and collaboration
Students use digital media and environments to communicate and work collaboratively, including at a distance, to support individual learning and contribute to the learning of others.

a. Interact, collaborate, and publish with peers, experts, or others employing a variety of digital environments and media

b. Communicate information and ideas effectively to multiple audiences using a variety of media and formats

c. Develop cultural understanding and global awareness by engaging with learners of other cultures

d. Contribute to project teams to produce original works or solve problems

 

3. Research and information fluency
Students apply digital tools to gather, evaluate, and use information.

a. Plan strategies to guide inquiry

b. Locate, organize, analyze, evaluate, synthesize, and ethically use information from a variety of sources and media

c. Evaluate and select information sources and digital tools based on the appropriateness to specific tasks

 

4. Critical thinking, problem solving, and decision making
Students use critical thinking skills to plan and conduct research, manage projects, solve problems, and make informed decisions using appropriate digital tools and resources.

a. Identify and define authentic problems and significant questions for investigation

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

d. Use multiple processes and diverse perspectives to explore alternative solutions

 
5. Digital citizenship
Students understand human, cultural, and societal issues related to technology and practice legal and ethical behavior.

a. Advocate and practice safe, legal, and responsible use of information and technology

b. Exhibit a positive attitude toward using technology that supports collaboration, learning, and productivity

c. Demonstrate personal responsibility for lifelong learning

d. Exhibit leadership for digital citizenship

 

6. Technology operations and concepts
Students demonstrate a sound understanding of technology concepts, systems, and operations.

a. Understand and use technology systems

b. Select and use applications effectively and productively

d. Transfer current knowledge to learning of new technologies

Learner Objectives: 
Students will be able to understand and synthesize certain economic concepts by generating a simple business and marketing plan by creating a website and advertisements for their business while collaborating with peers and other business professionals. Students will be assessed on their business plan, website, on how well their business succeeded and how well they applied economics, technology and other business strategies.
The “hook” or Introduction:
Students should be introduced to the idea of becoming an entrepreneur by watching the following YouTube video about a young pair of entrepreneurs making a business deal. The teacher will facilitate a discussion on what an entrepreneur is and how anyone can become one. The teacher should also discuss the young entrepreneurs business plan and marketing strategies. Next, the teacher should plan for an entrepreneur or group of entrepreneurs to be brought into the classroom to talk to students about the skills needed to become a successful entrepreneur. Students will have an opportunity to question the professional(s) and they will be encouraged to inspire and motivate students to generate a successful product. The entrepreneurs are also encouraged to videoconference with the class through Skype throughout the duration of the project. Students will also be introduced to the topic of entrepreneurship by playing “The Bakery Shop” found at http://www.thebakeryshop.org/. Through playing this game students will be able to learn about economic terms such as profit, shortfall and expense. 
Link to YouTube video: http://www.youtube.com/watch?v=hCPg5mI1PXY
Process:
Day 1: In groups of 2-4, students will fill out a business plan template to propose to the teacher (see assessment).  The teacher should rotate to each group and facilitate the discussion while helping students understand the economic terminology and ideas as described in the business plan template. The teacher should also guide students into choosing a successful product or service to sell but should not limit their ideas. 
Day 2-5: Students will start to draft a website using www.weebly.com. Students should use the website checklist (see assessment) to make sure they include certain criteria on their website. The teacher should start day 2 by previewing www.weebly.com to students and showing them how to use it. If needed, students can create a temporary email address to access www.weebly.com by going to http://mailinator.com/. As the students are creating their website the teacher should help them revise and edit there websites to make sure they are meeting the criteria. 
Day 6: Students will research the charity to which they would like to donate the money they earn. The teacher should guide students to research local charities. For example, many schools have a program that provides needy children in the school with food. Next students will create a survey on their website using the form feature on www.weebly.com that asks their customers what charity would be most beneficial to outreach. Students will then be encouraged to go home and have their parents and family take the survey. Students will also have the opportunity to administer their surveys to other classrooms within the school. 
Day 7-9: Students will collaborate on the date, time and location of the business fair. The students will then be broken into groups where they will create advertisements using different medias. The advertisements could be but are not limited to, posters, a skit or commercial that will be acted or played on the morning announcements or a presentation that could be presented in other classrooms. Students can use the following tools to create their advertisements: Word, Publisher, PowerPoint, Prezi, Moviemaker or iMovie. Students should also plan to create personal invitations and advertisements for the entrepreneurs who came into the classroom. 
Day 10: Students will create a display for their booth at the business fair. The display should be well designed and attractive in order to attract costumers. If available, students could have a tablet or laptop with their website displayed at their booth. 

Day 11: Market Day: Students will sell their product or service to the school community. Students will be required to track their transactions and merchandise on the market day recording form (see assessment). The teacher should plan for an extrinsic incentive such as an ice cream treat or prize for the group of students who have the most success/profit.
Day 12: Students will analyze their profits or shortfalls and graph the data. They will then compare it with the rest of the class and add up the total amount of money earned. The teacher will have students reflect on their business plan and facilitate discussions about each group’s positive and negative outcomes. The teacher could also have a representative from the charity come to the class to collect the donation. 
Assessment: 

The assessment will come from the following components:
1. Business plan - http://bit.ly/1qNSJRu
2. Website checklist - http://bit.ly/1trwGUd
3. Advertisement Rubrics:

a. Presentation/Commercial - http://bit.ly/1mOcs3j 

b. Visual - http://bit.ly/1rYmrFs 
4. Market day recording form - http://bit.ly/1omZVPO
5. Overall Totals Rubric - http://bit.ly/1kIIbgB 
Product:
There are several things that students are required to produce during this project. First students must create a website that both markets their business and explains their business plan. Next, students will create fliers, newsletters, skits etc. to be distributed throughout the school community. This will serve to promote the business fair and attract customers. They will also collaborate with local entrepreneurs by using video conferencing as well the Internet for research and to publish their findings. Students are urged to create a product that will be appealing and beneficial to their target audience of teachers, peers, parents, and administration. Because the money that will be raised is being donated to a charity it will be easy for students and faculty to become invested in each groups products. Students will be assessed on their business plan, website, on how well their business succeeded and how well they applied economics, technology and other business strategies.
Technology Use:  
Students use technology by mainly creating a website and advertisement for their business which supports the authentic/meaningful indicator because it allows students to participate in a real life simulation. It also supports the student role indicators because students become their own explorer, teacher and producer. Technology is also used to communicate with business professionals, which makes the project more collaborative. Technology supports the culturally responsive indicator because students create polls to implement with the school community that ask questions about local charities. This helps students gain cultural awareness within their own community. 
Supporting Materials:
Lesson Materials:

Entrepreneur YouTube video: http://www.youtube.com/watch?v=hCPg5mI1PXY
The Bakery Shop: http://www.thebakeryshop.org/ 
Product Materials:

Weebly – Do-it-yourself website creator:  http://www.weebly.com/
Mailinator – Free, disposal email : http://mailinator.com/
Assessment Materials:
1. Business plan - http://bit.ly/1qNSJRu
2. Website checklist - http://bit.ly/1trwGUd
3. Advertisement Rubrics:

a. Presentation/Commercial - http://bit.ly/1mOcs3j 

b. Visual - http://bit.ly/1rYmrFs 
4. Market day recording form - http://bit.ly/1omZVPO
5. Overall Totals Rubric - http://bit.ly/1kIIbgB 
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