ANESU Planning Tool
Grade Cluster 6 - 8
NETS Standard 1
Creativity and Innovation
Students demonstrate creative thinking, construct knowledge, and develop
innovative products and processes using technology. Students:

Performance Indicator A
apply existing knowledge to generate
new ideas, products, or processes

VT GE 6-8
Students use digital representations of
existing knowledge to extend their
understanding, using a variety of digital
resources to create new ideas, products, or
processes.

Examples
Students create a wiki that uses primary
sources, online information and media to
creatively express new ideas, product, or
process that addresses an energy-related
problem faced in today's world.
Students use digital sound editing software
to modify a famous piece of music's
tempo, pitch and rhythm to demonstrate
their understanding of how these elements
contribute to creating a musical
composition. Students then apply their
understanding of those musical elements
as they create an original piece of music
and upload to an online community for
mentoring and feedback on their
compositions.
Examples of digital tools above may
include: Audacity sound editing software,
wiki sites such as PBworks, Google Docs,
and Musopen free public domain classical
music, music creation sites such as
JamStudio or Noteflight, Voicethread,
Blogger, or Class Blogmeister

Performance Indicator B
create original works as a means of
personal or group expression

Performance Indicator C
use models and simulations to explore
complex systems and issues

Performance Indicator D
identify trends and forecast
possibilities

VT GE 6-8
Students select from a variety of
digital tools to create original works
for contribution to a group product or
collection.

VT GE 6-8
Students create, use, and manipulate
digital simulations, models, or
graphic representations to analyze
complex ideas or concepts.

VT GE 6-8
Students use digital tools or resources
to conduct research, identify patterns,
interpret data, and make and defend
predictions.

Examples
Students choose online images for
inclusion in a digital story about a
decade in Vermont's history, created
with a presentation tool that the student
believes is the best choice for their
specific topic.

Examples
Students create a 2D or 3D model using
tools to design and illustrate a futuristic
hand held device and illustrate in words
and pictures why these devices will
improve quality of life.

Examples
Students demonstrate their
understanding of government by
making predictions about the
upcoming political or legislative vote
and use digital tools to find and
represent trends that justify their
predictions (i.e. word clouds of
speeches, surveys, historical data)

Students design a futuristic home using
one of several possible digital design
tools and include it in a digital
representation of a community.
Examples of digital tools above may
include: Voicethread, PhotoStory,
Google Docs, Sketchup, CAD
programs, Google Maps and Google
Earth

Students participate in virtual games or
simulations acting as investigative
reporters, environmental scientists,
historians, etc, to solve meaningful
dilemma justifying decisions throughout
game play.
Examples of digital tools above may
include: Google Sketchup, Decisions,
Decisions, Quest Atlantics or Games for
Social Change

Scenarios: The Big Picture
Life After Vermont Yankee
Let the Students Teach
Choices and Challenges: Journey to America

Students use GIS software to analyze
patterns of earthquake data and
compare it to plate boundaries, fault
lines, cities, and make suggestions for
relocations and use this geographic
evidence to defend their suggestions.
Examples of digital tools above may
include: GIS, Google Earth, data
tables, Wordle, Tagcrowd

