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	PREPARATION:  Summary of “to do’s” that the teacher should understand and prepare before bringing this lesson to the classroom.

	
Teachers will need to ensure that the proper supplies are available for students to build their solutions.  

Materials:
· n/a
Tools:	
· Internet
· Video Projector
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	SAFETY:  Summary of safety strategies in the lesson.

	
There are no safety strategies for this exercise.
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	DESIRED RESULTS:  

	ESTABLISHED GOALS:
	
	TRANSFER:

	
Problem Solving Techniques and Applications Standards:

Teachers should use the STEM Academy Standards Correlation System available in the STEM Connections area of a unit to extract specific standards and insert these standards here.




















	
	Students will be able to independently use their learning to…

· Discuss dreams as inspirations for ideas


	
	
	MEANING:

	
	
	UNDERSTANDINGS
Students will understand that...

· Dreams and nightmares can be used as a creative influence when developing an idea or in many other aspects of life

	ESSENTIAL QUESTIONS
Students will keep considering...

· How other things in their lives can be examined as creative influences


	
	
	ACQUISITION OF KNOWLEDGE AND SKILL:

	
	
	Students will know...

· Self-awareness
· How to derive creativity from unconventional areas
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	Students will be skilled at...
· Using dreams and nightmares to create various types of products and design changes
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	EVIDENCE:  

	EVALUATIVE CRITERIA:
	
	ASSESSMENT EVIDENCE:

	
· Participation 
	Performance Task(s): 

Dreams and Nightmares
In this activity, students will view and lead a discussion on the video Dreams and Nightmares.







	
	Other Evidence:  

· n/a
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	LEARNING PLAN:  Summary of Key Learning Events and Instruction

	
Outline:

1. Set Introduction
If a video projector is not installed in your classroom, arrange for one to be brought in for use during today’s lesson.

2. Student Questions
Before starting today’s video, ask the following questions to get your students in the right mindset:

· What are dreams? How do they relate to goals in life?
· When you think about your dreams, do they inspire you? 

3. Show Video
While showing the video, encourage your students to consider what the people re saying, and how it relates to their lives.

4. Discussion
· Think about all the great accomplishments people have made within the past hundred years. Do you think any of these originally started out as dreams?
· What would happen if people stopped pursing their dreams? What would our world look like?
· How do you turn nightmares into something positive?

Progress Monitoring:
· The instructor will need to monitor the classroom, checking students’ work and ensuring students are on task and following directions 
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	DIFFERENTIATION:  Summary of Key Differentiation Techniques

	
Please use this space to insert your differentiation techniques.  Depending on the needs of students, various techniques might be needed in a classroom, therefore use the information below and experts in the area needed to design your plan for differentiation.



The ASCD Study Guide for Integrating Differentiated Instruction and Understating by Design: Connecting Content and Kids.
by Carol Ann Tomlinson, Jay McTighe

Integrating Differentiated Instruction and Understating by Design: Connecting Content and Kids.
by Carol Ann Tomlinson, Jay McTighe
ISBN-13: 978-1416602842   
ISBN-10: 1416602844

Differentiating Reading Instruction
by Laura Robb.
ISBN13: 9780545022989

A Teacher's Guide to Differentiating Instruction
The Center for Comprehensive School Reform and Improvement
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	CAREER CONNECTIONS:  Summary of Career Opportunities Associated with this Lesson

	
All Careers
	People in all careers can be inspired by their dreams to improve their work


	[image: ]
	KEYWORDS:  Please Insert Keywords from this Lesson with their Definitions

	
DREAM – a succession of images, thoughts, or emotions that pass through the mind during sleep

INSPIRATION – an inspiring or animating action or influence

NIGHTMARE – a terrifying dream in which the dreamer experiences feeling of helplessness, extreme anxiety, sorrow, etc.
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