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	Lesson Plan Title

	The Jamestown Colony Simulation for 7th Grade Social Studies

	

	Goals

	Goals:

Students will determine what challenges were faced by the Jamestown colony in the early 17th century and how they overcame those challenges to be successful. Students will understand the how geography, economics, and the motivations of the early English settlers shaped their lives.

	

	Objectives

	Objectives:

At the conclusion of this lesson, students will be able to:

a. investigate the roles and contributions of individuals and groups in relation to key social, political, cultural, and religious practices throughout the colonial period

b. explain how societies and nations attempt to satisfy their basic needs and wants by utilizing scarce capital and natural and human resources

c. analyze how the values of colonial powers affected the guarantee of civil rights and made provisions for human needs

d. use a computer simulation of the Jamestown colony to create a colony that survives

e. explain why the Jamestown Colony initially failed and then succeeded

	

	Discipline and Topic

	Intermediate Social Studies, European Colonization of the Americas

	

	Target Population

	7th Grade Social Studies Students

	

	Curriculum Alignment

	The lesson is to be presented as a part of Unit Two: European Exploration and Colonization of the Americas, Section II:  Colonial Settlement, which will be presented in the middle of the first quarter.

This lesson satisfies NYS Standards:

1 - History of the United States and New York: Students will use a variety of intellectual skills to demonstrate their understanding of major ideas, eras, themes, developments, and turning points in the history of the United States and New York. 

Specifically:

3 – Geography: use a variety of intellectual skills to demonstrate their understanding of the geography of the interdependent world in which we live—local, national, and global—including the distribution of people, places, and environments over the Earth’s surface. Specifically:

· describe the relationships between people and environments and the connections between people and places

· use a number of research skills (e.g., computer databases, periodicals, census reports, maps, standard reference works, interviews, surveys) to locate and gather geographical information about issues and problems

· interpret geographic information by synthesizing data and developing conclusions and generalizations about geographic issues and problems

4 – Ecnomics: use a variety of intellectual skills to demonstrate their understanding of how the United States and other societies develop economic systems and associated institutions to allocate scarce resources, how major decision-making units function in the U.S. and other national economies, and how an economy solves the scarcity problem through market and nonmarket mechanisms. Specifically:

· investigate why people and places are located where they are located and what patterns can be perceived in these locations

· understand how scarcity requires people and nations to make choices which involve costs and future considerations
· understand how people in the United States and throughout the world are both producers and consumers of goods and services
ISTE Teacher Standards:

1. 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. Teachers:

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

2. Design and Develop Digital-Age Learning Experiences and Assessments

Teachers design, develop, and evaluate authentic learning experiences and assessments incorporating contemporary tools and resources to maximize content learning in context and to develop the knowledge, skills, and attitudes identified in the NETS•S. Teachers:

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

b. 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

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

3. Model Digital-Age Work and Learning

Teachers exhibit knowledge, skills, and work processes representative of an innovative professional in a global and digital society. Teachers:

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

4. 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. Teachers:

b. address the diverse needs of all learners by using learner-centered strategies and providing equitable access to appropriate digital tools and resources

5. 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. Teachers:

b. exhibit leadership by demonstrating a vision of technology infusion, participating in shared decision making and community building, and developing the leadership and technology skills of others

c. 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

ISTE Standards for Students:
1. Creativity and Innovation

Students demonstrate creative thinking, construct knowledge, and develop innovative products and processes using technology. Students:

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

c. use models and simulations to explore complex systems and issues.

d. identify trends and forecast possibilities.
3. Research and Information Fluency

Students apply digital tools to gather, evaluate, and use information. Students:

a. plan strategies to guide inquiry.

d. process data and report results.

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. Students:

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

c. collect and analyze data to identify solutions and/or make informed decisions.

5. Digital Citizenship

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

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.

6. Technology Operations and Concepts

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

a. understand and use technology systems.

New York State Standards Obtained from the New York State Education Department: Curriculum, Instruction & Instructional Technology Website http://www.emsc.nysed.gov/ciai/socst/ssrg.html
International Society for Technology in Education Standards obtained from the ISTE Website 

https://www.iste.org/AM/Template.cfm?Section=NETS

	

	Underlying Educational Theory

	This lesson follows Cognitivism Theory, which states that information comes into the mind, is processed, and leads to certain outcomes. During this activity, students will consider different viewpoints and information regarding decisions, they will consider the merits and potential consequences of these viewpoints, and they will act accordingly. 
Learning Theories Knowledgebase (2010, July). Cognitivism at Learning-Theories.com. Retrieved July 16th, 2010 from http://www.learning-theories.com/cognitivism.html

	Materials Description and Timing

	This lesson is to be presented at the beginning of Unit II. The lesson should be completed in a computer lab or library setting. Copies of the instructional packet should be made and distributed to students. Care should be taken to prevent students from sharing answers. Students will complete a webquest titled “The Jamestown Adventure” where they make decisions for English colonists during the settlement process. After they have answered the necessary questions, a report will be provided explaining the success or failure of the colony. 

	Supplemental Materials/Links

	www.historyglobe.com/jamestown/
Name _____________________________________________ Date ____________________

SS7 Jamestown Online Adventure Companion Worksheet

Instructions:

Please access the www.historyglobe.com website and click on “The Jamestown Online Adventure” link. Read the introduction and following sections. When you have finished, click on “Start the Adventure!” to begin. Fill out the following tables as you complete the adventure. You must complete the adventure successfully within three attempts to receive full credit for the assignments.

Question 1 – Where to land?

Ideas

(Hypotheses) – Without consulting any sources, what do you think the best course of action is and why?

Facts – What are you advised to do by…?

Learning Issues – What else might you need to know to make the best decision for the colony?

Action Plan – What will you do and why?

The colonist? Why?

The charter? Why?

Question 2 – How will you respond to Powhatan?

Ideas

(Hypotheses) Without consulting any sources, what do you think the best course of action is and why?

Facts – What are you advised to do by…?

Learning Issues – What else might you need to know to make the best decision for the colony?

Action Plan – What will you do and why?

The colonist? Why?

A Native? Why?

The charter? Why?

Question 3 – What kind of structure to build?

Ideas

(Hypotheses) Without consulting any sources, what do you think the best course of action is and why?

Facts – What are you advised to do by…?

Learning Issues – What else might you need to know to make the best decision for the colony?

Action Plan – What will you do and why?

The colonist? Why?

A Native? Why?

The charter? Why?

Question 4 – Which colonists will work?

Ideas

(Hypotheses) Without consulting any sources, what do you think the best course of action is and why?

Facts – What are you advised to do by…?

Learning Issues – What else might you need to know to make the best decision for the colony?

Action Plan – What will you do and why?

The colonist? Why?

The charter? Why?

Question 5 – What do you want to search for?

Ideas

(Hypotheses) Without consulting any sources, what do you think the best course of action is and why?

Facts – What are you advised to do by…?

Learning Issues – What else might you need to know to make the best decision for the colony?

Action Plan – What will you do and why?

The colonist? Why?

The Native? Why?

The charter? Why?

Question 6 – What will you grow?

Ideas

(Hypotheses) Without consulting any sources, what do you think the best course of action is and why?

Facts – What are you advised to do by…?

Learning Issues – What else might you need to know to make the best decision for the colony?

Action Plan – What will you do and why?

The colonist? Why?

The Native? Why?

The charter? Why?

Conclusion:

How did you do? On the other side of this page, write a summary in your own words of your food, health, wealth, and morale ratings. Explain how your choices compared to what the real Jamestown colonists did. Then discuss how the colonists might best answer the “three key economic questions.” If you have “been fired” see me for another packet to complete for you to attempt the adventure again. Please print your findings and submit them stapled to this packet.

1. Food Rating:
2. Health Rating:

3. Wealth Rating

4. Morale Rating:

5. From your experience, how would the colonists best answer the three key economic questions and survive?

What resources should be obtained and what will be produced by the colony?

How will resources be obtained and how will they be produced by the colony?

Who will consume the colonies products and resources? Why?



	Lesson

	Anticipatory Set:
· For the warmup, ask students, what are the fundamental human needs? What are wants? Please provide two examples for each. 
· This is a review from elementary school, and students should say that human needs are food, clothes, and shelter. Encourage students to provide some specific examples for each. Wants are everything else that people might acquire, but not require for survival.
· After a few examples have been offered, choose one, such Abercrombie jeans if that is said, and ask if there are an unlimited number of jeans in the world. Students should respond that there are not. Ask them why. Students should conclude that it takes resources and labor to make jeans, and because there are limited quantities of each there are limited quantities of jeans in the world. Tell students that scarcity is defined as limited quantities. It doesn’t mean that there is a shortage or lack of resources, it just means that there is a finite amount. Once they’re used up, and not replenished, they’re gone.
Guided Practice: 
· Tell students that resources in the world are scarce, and they were especially scarce for the early colonists coming to America. Consequently, we, much like the colonists, need to make choices to answer the three key economic questions that arise from scarcity; What gets produced? How is it produced? Who consumes or utilizes that which is produced? 
· Ask students, if they were the colonists, what would be the best way to survive if you landed in the Chesapeake Bay area in North America? What would be the best way to answer the three key economic questions?
· Pass out the Jamestown Colony Graphic Organizer.
· Ask students, what resources did the colonists need? What resources were available? What challenges might this present? How would the colonists overcome those challenges? The basic question of this lesson is, “What was the best way for the colonists at Jamestown to survive?” More fundamentally, students should ask, “How do people deal with scarcity?” 
· Pass out the Jamestown Online Adventure Companion Worksheets. Have students log on to their accounts as you pass these out. 
· Read the instructions with the students and have them begin. 
· Students will have three attempts to make decisions that result in a successful colony. If students are successful on their first or second attempt and there is time remaining, they may continue to work on the “Adventure” by experimenting with different decisions to see what might result in an unsuccessful colony and why. 
Conclusion:
· As a result of this activity, students have compared the resources in the Chesapeake Bay region to the demands, motivation, and abilities of the English settlers at Jamestown. The resources of the region include fishing, lumber, and hunting. The Chesapeake Bay area has many swamps, inlets, and peninsulas. The Jamestown area had little good farmland and was ridden with mosquitoes. The settlers were mostly young and unaccustomed to hard labor. They had little experience with fishing and hunting and were motivated mostly by the search for gold, silver, and any material wealth that they could find. Their leadership was poor and relations with the Native Americans were tense, and potentially hostile. Given these two sets of information, the resources and habitat of the Chesapeake Bay region, and the abilities and needs of the colonists, students must place a settlement and explain how the colonists will survive according to the their abilities and the resources available. The students should conclude that survival was very difficult and probably unlikely for the early colonists. 
· Students should discuss their recommendations for how the colony could have been better established. The location might have changed, different people might have been sent, and perhaps they should have been better trained to live in the wilderness. Because this was thought to be a short-term business venture conducted by a joint-stock company, the colonists were expected to land in America, gather gold, and quickly return to Europe. Because there was no gold, the trip lasted far longer than expected and the lack of resources and ineptitude of the colonists resulted in near catastrophe. 
· This will naturally lead to a discussion of the arrival of Captain John Smith, whose leadership helped to motivate the colonists to grow food and establish positive relationships with the Native Americans while forgoing the search for gold. Instead, tobacco would become a lucrative cash crop that would support the colony in the coming years. 

	Evaluation of Students

	The students will be assessed according to their participation in class. For a measurable assessment, if the students’ simulations were successful 1 out of 3 times, then it is likely that they met the objectives for the lesson. The students must write clear and reasonable hypotheses, observations, and conclusions using the packet provided. This written work will also help to assess student effort and achievement. The students’ writing will be assisted using a chart, such as the chart provided by Savery and Duffy (2001 pp.9) that organizes ideas, facts, learning issues, and an action plan. Students will receive up to four points for rationale and four points for thoroughness on the ideas, facts, learning issues, and action plan for each of the six questions. Students will be assessed on the conclusion of the lesson using the final portion of the packet provided. The content of students’ summaries should closely match their printouts, although it should not be copied, and their answering of the three key economic questions should closely following the choices they made during a successful completion of the “Jamestown Adventure.” Students will receive up to four points for each question based on reasonability and thoroughness. As a result, both product and process will be assessed.  


Savery J R & Duffy T M (2001). Problem based learning: An instruction model and its constructivist framework. CRLT Technical report no. 16-01, Indiana University, Bloomington.

	

	Evaluation of Lesson

	ISTE Student Rubric

4 Exceeded the objectives

3 Basically met the objectives

2 Met the objectives with some inadequacies

1 Did not meet the objectives

1. Creativity and Innovation:

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

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

c. use models and simulations to explore complex systems and issues.
d. identifies trends and forecasts possibilities 

a. applied existing knowledge to complete the assignment as instructed.

b. used the website to investigate the given questions and issues.
c. identified trends or forecasted possibilities
a. complete the assignment as instructed.

b. used the website 
c. identified trends basically
a. did not complete the assignment

b. did not use the website
c. did not identify trends or forecast possibilities 
3. Research and Information Fluency:

Students apply digital tools to gather, evaluate, and use information.
a. plan strategies to guide inquiry
c. process data and report results.

a. plan strategies using sound reason
b. process data and report results.

a. plan strategies with some irrationality 
b. report results.

a. did no plan strategies
b. did not complete the worksheet

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
c. collect and analyze data to identify solutions and/or make informed decisions.
a. identify problems and questions for investigation
c. collect and analyze data and make informed decisions.

a. identify problems and questions for investigation that may be faulty or ineffective in addressing the task

c. collect and analyze data and make informed decisions.

a. did not identify problems or questions for investigation

c. did not collect data 

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

b. exhibit a positive attitude toward using technology that supports and productivity.

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

b. exhibit a positive attitude toward using technology that supports and productivity.

a. used websites contrary to an educational environment

b. refused to work on the task

6. Technology Operations and Concepts

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

a. understand and use technology systems.

a. use technology systems.

a. use technology systems with some minor problems
a. did not use technology systems
ISTE Teacher Rubric

4 Exceeded the objectives

3 Basically met the objectives

2 Met the objectives with some inadequacies

1 Did not meet the objectives

1. 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.
b. engage students in exploring real-world issues and solving authentic problems using digital tools and resources

b. engage students in exploring issues and solving problems using digital tools and resources

b. engage students in exploring issues and solving problems using resources that may or may not be digital
b. does not engage students in exploring issues or  solving problems 

2. Design and Develop Digital-Age Learning Experiences and Assessments

Teachers design, develop, and evaluate authentic learning experiences and assessments incorporating contemporary tools and resources to

maximize content learning in context and to develop the knowledge, skills, and attitudes identified in the NETS•S.
a. design or adapt relevant learning experiences that incorporate digital tools and resources to promote student learning and creativity

b. 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

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

b. develop technology-enriched learning environments that enable most 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

d. provide students with multiple and varied formative and summative assessments aligned with content and technology

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

b. develop technology-enriched learning environments that enable some students to pursue their individual curiosities and become

active participants in setting their own educational goals and assessing their own progress

d. provide students with formative and summative assessments aligned with content and technology

standards
a. does not design or adapt relevant learning experiences that incorporate digital tools and resources to promote student learning 

b. develop technology-enriched learning environments unrelated to students’ curiosities 

d. little or no assessment is provided
3. Model Digital-Age Work and Learning

Teachers exhibit knowledge, skills, and work processes representative of an innovative professional in a global and digital society.
a. demonstrate fluency in technology systems and the transfer of current knowledge to new technologies and situations

a. demonstrate fluency in technology systems 

a. demonstrate competence  in technology systems 

a. does not demonstrate competence  in technology systems 

4. 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.
b. address the diverse needs of all learners by using learner-centered strategies and providing equitable access to appropriate digital tools

and resources

b. address the diverse needs of most learners by using learner-centered strategies and providing equitable access to appropriate digital tools

and resources

b. providing equitable access to appropriate digital tools

and resources

b. providing little or no equitable access to appropriate digital tools

and resources

5. 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.
b. exhibit leadership by demonstrating a vision of technology infusion, participating in shared decision making and community

building, and developing the leadership and technology skills of others

c. 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

b. exhibit leadership by demonstrating a vision of technology infusion, and participating in shared decision making and community

building

c. 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

b. exhibit leadership by demonstrating a vision of technology infusion or participating in shared decision making and community

building

c. evaluate and reflect on current research and professional practice on an occasional basis to make effective use of existing and emerging digital

tools and resources in support of student learning

b. does not participate in a collaborative dialogue about technology
c. does not research about new and emerging technology


	

	Rationale for using the medium


As Savery and Duffy explain, “… learning must have a purpose beyond, “It is assigned.” (2001). The basic question of this lesson is, “What was the best way for the colonists at Jamestown to survive?” More fundamentally, students should ask, “How do people deal with scarcity?” The latter is an unstructured and complex question, but the web-based “Jamestown Adventure” activity focuses the question into a simplified, real-world context. The activity provides the “anchor” to this problem, as Savery and Duffy (2001) describe, and gives the learning a purpose. The purpose of the lesson is for students to understand that resources in the world are scarce, and they were especially scarce for the early colonists coming to America. We, much like the colonists, need to make choices to answer the three key economic questions; What gets produced? How is it produced? Who consumes or utilizes that which is produced? 
I considered incorporating a collaborative element into the lesson by having students work in groups or pairs in completing the work or at least comparing thoughts. As Egbert (2009 pp.159) explains, a characteristic of effective technology-enhanced problem-based learning tasks is to include communication and collaboration. However, the activity meets a number of other characteristics of problem-based learning, including giving students control of their learning, incorporating fun into the classroom, and guidance through the use of technology (Egbert 2009 pp.159). The webquest is constructed in such a way that a group of students could each complete the adventure using different means, compare their findings, and then fill out the worksheet with the “correct” answers. This could be prevented through careful observation and thoughtful group construction, but I also felt that there was some merit to thinking and completing the activity independently. Students will not always have someone to go to for an answer and I want them to develop their own problem-solving and critical thinking abilities. 

Without the “Jamestown Adventure” webquest, a graphic organizer could be provided to students. The graphic organizer would compare the resources and conditions in the Chesapeake Bay region to the demands, motivation, and abilities of the English settlers at Jamestown. Students would have to analyze the information and come up with a way for the colony to survive according to the “three key economic questions.” This would allow for a collaborative group activity where students can describe what a successful colony would look like. The success will depend upon variables including location might have changed, occupation and background of the colonists, what crops should be grown, how much effort should be spent searching for gold, and what type of relations should be established with Native Americans. The students should conclude that ultimately, survival would be very difficult and probably unlikely. This will naturally lead to a discussion of the arrival of Captain John Smith, whose leadership helped to motivate the colonists to grow food and establish positive relationships with the Native Americans while forgoing the search for gold and riches. Instead, the colonists would turn to tobacco.  
Egbert, J. (2009). Supporting learning with technology: Essentials of classroom practice. NJ: Pearson Education, Inc. 

Savery J R & Duffy T M (2001). Problem based learning: An instruction model and its constructivist framework. CRLT Technical report no. 16-01, Indiana University, Bloomington.
