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Ready To Learn 2010-2015

e Curriculum focus on early childhood math, as
well as literacy

 Low-income children ages 2-8, their families,
and caregivers

A new approach: TRANSMEDIA
STORYTELLING

— A continuity of narrative or curriculum across
multiple media platforms
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Our Mission

To improve the math and literacy skills of
young children ages 2-8, especially those
from low-income backgrounds, through
interactive, cross-platform content that
supports the idea that “anytime is learning
time” and helps prepare children for success
in school.
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Our Goals

To improve math and literacy achievement among young
children in low-income communities by:

e Delivering engaging, story-driven, curriculum-based
transmedia content in math and literacy with built-in progress
tracking

e Conducting rigorous research on the efficacy of the content

e Ensuring broad distribution and use of the content on multiple
platforms through strategic national and local partnerships

e Enriching and supporting the vital work of families, teachers,
and community educators — linking home, school and out-of-
school time.
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Our Priorities

e Utilize the appeal and impact of PBS KIDS
content and characters across multiple
platforms

e Strengthen children’s math and literacy
skills through expanded learning
opportunities
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Our Guiding Principle
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more playing
educational math
A and literacy games
v, across connected
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experiences than
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Transmedia Suites

Year One
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PBS KIDS Lab

En Espafiol

EVERY NEW TECHNOLOGY
Ideas to Go: Make holiday errands and travel inta learning time with these quick and
IS AN OPPORTUNITY

easy tips.
FOR LEARNING

Home Activities

Classroom
Activities

What is the Lab?

- Fizzy's Lunch Lab 8 Sid the Science Kid e Super Why!




Integrated System of Success

PBS KIDS Transmedia Content

TV Online Video Mobile Apps Tablet & Touch Interactive Whiteboard

Home Childcare School Summer Programs After-school Programs  Community

National Summer Learning Association, Collaborative for Building After-School Systems,
Chicago Virtual Pre-K & K, Boston University

Libraries, Museums, Parks,
Community Coalitions, Businesses

Local Public TV Stations & Community Partners
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Curriculum Frameworks Serve
Three Purposes

* Provide a detailed breakdown of math and

iteracy skills by age ranges for content
oroducers

e Act as a checks and balances system for
producers and for PBS

e Become the foundation to build our

integrated, multiplatform tracking system for
parents and teachers
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Goals for Literacy and Math Frameworks

e Align to Common Core State Standards for
English Language Arts and Mathematics (K-2)

* Incorporate recent scientifically-based reading
and math research on preschool children
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RTL Math Framework

Numbers & Operations in Base Ten

Numbers & Counting Operations
Counting & Place Value & Relations Representing Operating with Representing
Cardinality Grouping Numbers Numbers Operations
Curious George X X X X X
Sid The Science Kid X X X X
Dinosaur Train
The Cat in the Hat
Knows a Lot About X X X X
That!
Fizzy’s Lunch Lab X X
Fetch! X X
Cyberchase X X
Wild Kratts X
TEC:
Prankster Planet X X X X
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RTL Math Framework

Geometry & Spatial Sense

Geometry Spatial Sense
- . . Spatial
Shape Composition & Position, Location, ) 5 L.
2D & 3D shapes . . i . Mapping Visualizations &
Attributes Decomposition Direction .
Transformations

Curious George
Sid The Science Kid X X X X
Dinosaur Train X X
The Cat in the Hat
Knows a Lot About X X X X X X
That!
Fizzy’s Lunch Lab X X X X X
Fetch! X
Cyberchase X
Wild Kratts X X
TEC:
Prankster Planet X =




RTL Math Framework

Measurement & Data

Measurement Data Collection & Analysis
Measureable Attributes (Length, Weight, . . Sorting & Data Collection & .
. i Estimation . . Graphing
Capacity, Temperature, Time, Money) Classifying Analysis
Curious George X
Sid The Science Kid
Dinosaur Train X X X X
The Cat in the Hat
Knows a Lot About X
That!
Fizzy’s Lunch Lab X X X
Fetch!
Cyberchase
Wild Kratts X X X X
TEC:
Prankster Planet X X




RTL Math Framework

Algebraic Thinking

Patterns Deductive Reasoning

Curious George

Sid The Science Kid

Dinosaur Train

The Cat in the Hat
Knows a Lot About X X
That!

Fizzy’s Lunch Lab X

Fetch!

Cyberchase

Wild Kratts

TEC:
Prankster Planet X X




RTL Literacy Framework

Foundational Reading Skills—

Preschool through Grade 2

Alphabet

Print Concepts Knowledge

Phonological Awareness




RTL Literacy Framework

Foundational Reading Skills—
Preschool through Grade 2

Phonics and Fluency with
Word Recognition Connected Text




RTL Literacy Framework

Reading Comprehension: Literature and Informational Texts—
Preschool through Grade 2

General Reading . .
Combrehension Comprehension Comprehension
e . of Literature of Informational Texts
Strategies
Characteristics | Understanding | Integrating | Characteristics of | Understanding Integrating
Decoding of Fictional Key ldeasand | Knowledge Non-Fiction Key Ideas and Knowledge and
Texts Details and Ideas Texts Details Ideas
TEC:
Prankster X X
Planet
Martha
Speaks
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RTL Literacy Framework

Language, Speaking & Listening—
Preschool through Grade 2

Vocabulary

Nuances

Conventions of
Standard English

Using Correct

Speaking and Listening

Comprehension

Presentation

Acquisition | Relationship Using o . Follow
. and ... Capitalization,
and Meaning Between . . Categorization Correct . Verbal and of Knowledge
. Figurative Punctuation, . .
Making Words Grammar . Instructions | Collaboration and Ideas
Speech and Spelling
TEC:
Prankster X
Planet
Martha
speaks X X X X X X X
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RTL Literacy Framework

Writing (Composition)—
Preschool through Grade 2

Compositions Editing Compositions
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Evaluation of The Electric
Company (TEC) Summer
Program

Betsy McCarthy, Ph.D.
Michelle Tiu
Sara Atienza
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Overview of the Study o2’

o Mixed methods study of 16 classrooms In
12 summer school programs

e Teachers received 2 hours of online
professional training

o Teachers used TEC curriculum 90
minutes a day for 24 days

o Curriculum included: TEC episodes,
group activities, Prankster Planet online
gaming experience

| Wested 9




TEC Summer Program Study
Participants

e 16 teachers in 12 school-site based
summer programs located in rural,
urban, and suburban areas across the
country

e Students ages 6 to 8 years, specifically
rising 2"d graders (n=152)

e Highly diverse programs with a high
proportion of low-income children
enrolled

| Wested 9




TEC Summer Program Study
Instruments

o Standards/skills-aligned
survey(pre-post)

o Student interview and vocabulary
survey (pre-post)

o Prankster Planet usage data
o Teacher survey and interview
o Site visits

| Wested 9




TEC Summer Program Study
Findings

o Despite the diversity of the programs
(with regard to class size, teacher
experience, type of program, etc.) nearly
all participating teachers implemented
the TEC Summer Program as planned.

o Student outcomes were consistently
positive, even with variations in the
training teachers received and the
delivery of the number of TEC episodes.

| Wested 9




TEC Summer Program Study
Findings

o Students (n=112) showed
significant growth in their
knowledge of:

mathematics vocabulary (41% gain
from pre- to post-assessment)

numeracy skills (20% gain from pre-
to post-assessment)

phonics skills (17% gain from pre- to
post assessment)

| Wested 9




TEC Summer Program Study
Findings

o 14 out of 16 teachers reported that
students progressed or grew
significantly in the area of
“motivation and confidence to
engage In learning activities”
related to both mathematics and
literacy.

| Wested 9




TEC Summer Program Study
Findings

o All16 participating teachers
reported that using the program
Increased student morale and
enthusiasm in their summer
school setting.

| Wested 9




TEC Summer Program Study 441

Findings -

e 15 out of 16 teachers reported
that using the program
Increased their motivation and
confidence In leading groups.

| Wested 9




TEC Summer Program Study ®
Findings °
e 9 out of 16 participating teachers
reported that they learned new
Instructional strategies for teaching
mathematics and literacy. Common
areas of learning included:
Teaching vocabulary
Incorporating technology into lessons

Combining different modes of learning
to keep students engaged Iin a topic

| Wested 9




TEC Summer Program Study
Findings

o 15 out of 16 teachers reported that
they would use the TEC curriculum
again and that they would
recommend the curriculum to other
summer school or afterschool
teachers.

| Wested 9




TEC Summer Program Study ::::'
Implications *e

* The study suggests that a summer
program with a strong transmedia
component can be highly engaging
and contribute to student learning In
mathematics and literacy.

* The study also shows that teachers
can use and embrace a transmedia
curriculum.

| Wested 9
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TEC Summer Program Study
Recommendations

* Explore the use of the TEC
curriculum in other OST settings

* Continue research around how young
children (particularly those from low-
iIncome families) learn in the TEC
curriculum, including how transmedia
enhances the curriculum

| Wested 9

13



The Electric Company Summer Learning & Extended Learning Programs brings math and literacy to life through engaging videos,
hands-on activities, online games, and dynamic activity pages. This content bridges the gap in out-of-school time learning for children
in 1st-3rd grade.

The Summer Learning Program (2012)

The Electric Company's Summer Learning Program is a six-week multimedia experience consists of 24 sessions, with four 90-minute
sessions per week.

Building off the curriculum of The Electric Company, each session uses the show as a leaping off point for developing children's
vocabulary and exploring core math concepts such as addition and subtraction, pattern recognition, representing and analyzing data,
telling time, reading and writing numbers and measurement. Children will also be learning comprehension strategies and building
motivation through everything they do.

To make the learning deep and lasting, children watch the same episode and are exposed to the same words and
concepts for two sessions in a row. Built into each session are multiple opportunities for children to display their
learning through small and large group discussions, one-on-one and whole class activities, writing, drawing, and
playing online games. And to ensure that each session continues beyond the classroom, families are given a bi-
weekly newsletter that updates them on what children have been learning and offers simple ways to continue this
learning at home.

Key features include:

. 36 hours of summer learning content
. DVD with over 3 hours of content packaged into 15 minute narratives

e Online Gaming: 12 levels of The Adventures of Prankster Planet
. 12 interactive group activities
e 24 skill-building activity sheets

The Extended Learning Program (2011)

The Electric Company's Extended Learning Program is based on a 1 hour activity plan. This 18 week multimedia
programming experience consists of 36 sessions designed to be delivered twice a week in after school programs and
other out-of-school time settings. This model provides for confident and consistent implementation by including
scripted group facilitation, a cluster of video clips, targeted broadband activities, individual or peer activity sheets,
and take-home activities for the family. The content supports the curriculum of all 52 Electric Company episodes,
including decoding, vocabulary, connected text, motivation, and math words and concepts.

Key features include:
e 36 hours of activity content for educators
. 36 skill-building activity sheets for kids @
e 36 take-home activities for families to extend the learning at home
. DVD with over 3 hours of episode clips packaged into 5 minute video clusters

Electric Company resources are distributed at no cost through our PBS partners, national partners and advisors, teachers, and out-of-school time providers
across the country. Resources are also available for download at| http://pbskids.org/lab/outofschool/|

In addition to the downloadable print materials, The Electric Company web site is incredibly robust and offers a variety of games for kids, full episode

viewing, and support for parents and families around literacy access and enhancement. See:]www.pbs.kidsgo.org/electriccompany|and
|www.pbs.org/teachers/electriccompany]

The Electric Company’s mission is to bridge the literacy gap among 6-9 year old emerging readers. In addition to a national broadcast and a richly interactive online environment, we
implement community-based outreach activities to complete this 360-degree experience, in hopes that it will inspire children to learn to love reading. For more information, contact us at

|electriccompanyoutreach@sesame.org)



http://pbskids.org/lab/outofschool/
http://www.pbs.kidsgo.org/electriccompany
http://www.pbs.org/teachers/electriccompany
mailto:electriccompanyoutreach@sesameworkshop.org

How to Use This Curriculum
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Session One at a Glance

Here’s what every Session One looks like. The format is simple and
repetitive. The content changes from week to week, but the structure
remains the same within each session:

Activity

Watch and Learn
(Lesson Introduction
and Episode View)

20 minutes

Whole Group

Description

You'll introduce children to the session’s Electric
Words (see the description of Electric Words on
page 8) and key math concepts through viewing
an Electric Company episode.

Stretch and Assess
(Gauging Learning)

5 minutes

Whole Group

You'll lead your group in a quick stretch, then review
each target word.

Get Electric
(Main Activity)

30 minutes

Whole Group or Teams

You'll get kids interacting with the target words
and skills in an active, hands-on game or project.

Show Off Your Skills
(Online Games, Jessica’s
Word Wall Challenges,
Workout Sheets)

30 minutes

Small Groups

Small-group activities af three different “stations”
help kids demonstrate their learning as they visit
several stations. Kids play a computer game, draw
and write at Jessica’s Word Wall (see page 8),
and do Workout sheets.

Feel the Power
(Lesson Review)

5 minutes

Whole Group

You'll review key words and hand out a take-home
Home Games page.

ff




How to Use This Guide
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Session Two at a Glance
As in Session One, the Session Two format is simple and repetitive:

Activity Description

Review o ,
You'll review the Electric Words and key
(Last Session’s Words) , ,

math concepts through an interactive
10 minutes
call-and-response chant.
Whole Group

This viewing experience provides three unique
Pause and Play L : ,
. o opportunities fo inferact with the episode and
(Episode Viewing, Games, ' , _
assess learning. You'll watch the episode

Core Concepts Discussion
P ) together and occasionally pause to ask group

35 minutes : .
questions, play a game or do an activity that
Whole Group and .
builds upon core math concepts, and encourage
Small Groups , ,
small-group discussion.
Kids visit the same stations as in Session One.
Show Off Your Skills , , ,
. (Kids who used the computer in Session One
(Online Games, ) L
should be assigned to Jessica’s Word Wall
Workout Sheets, , ,
and Workout sheets. Kids who did not use
Word Wall Challenges) , _ ,
_ the computer in Session One will now do so.)
35 minutes , o ) )
You'll get kids interacting with the target words
Small Groups

and skills in an active, hands-on game or project.

Feel the Power

ff

(Lesson Review) Each Session Two ends with reviewing key words
10 minutes learned in prior weeks.
Whole Group
6
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Word Ball Template
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Session 12 Revenge of the Zeroes &

\N
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Materials:

O An open indoor or outdoor area

0 5Word Ball cards 0 0
(write one of these words on each:
amount, check, correct, ruin, zero)

Dice
Butcher Paper

Home Games sheet 68

O 0O o0 o4

Workout sheets 67 & 71

In advance, draw on the butcher paper a large bull's-eye with zeroes in it (see above).

Goals: learning the words amount, check, correct, ruin, and zero;
exploring place value; reading and writing numbers

Watch and Learn (20 minutes)
1.Show the episode "Revenge of the Zeroes” (on episode disc).
2. Pause after Jessica introduces the target words. Repeat each word as you tape its corresponding
Word Ball to Jessica’s Word Wall. Say, Words have power — theyre electric! Remind children to

“power up” (raise a hand) each time they hear one of these words. Say, Let’s all concentrate and
pay close attention to the show. If you're ready, say, “Hey, you guys!”

3. Play the rest of the episode.

Stretch and Assess (5 minutes)

1.Turn off the video and encourage kids to do a quick stretch. As they do, say, Try fo ruin your
strefches by changing them in funny ways.

2. Review the target words as a group. Share each definition, and have children call out the
word that goes with that definition (see pages 104-105 for all definitions). Have children think
of a movement to represent each word. For example, for the word “ruin,” kids might make a
villainous face.
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Session 12 Revenge of the Zeroes &

\N
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Get Electric: Banana Party! (30 minutes)

1.Say, Let’s use our Electric Words in a game. What are our Electric Words today? Have children
call out the words and do the movements.Then say, If you're ready fo play, say, "Hey, you guys!”

2. Place the bull's-eye in the center of the room and have children gather around it. Say, We're
having our own banana party, and this bull’s-eye is going fo tell us the amount we have fo pay
for the party. It is going fo tell us the cost. What is our budget going fo be? Pick a party budget
amount for your group’s party.

3. Demonstrate. Throw the dice onto the bull’s-eye. If it lands on a zero, place a zero to the number
shown on the dice. If it lands on two zeroes, place two zeroes. If it lands on a blank ring, the number
will remain as shown on the dice. If you land on the zero, you might explain: The dice shows four,
but I also landed on a zero. That means | have fo place a zero to the number four. How does the
zero change the amount? What amount will I have fo pay? (Write the numbers 4 and then O on
the board.) Forty dollars! What wouldve happened if | had rolled the four and it landed on the
fwo zeroes circle? How would two zeroes have changed the amount?

4. Play. Keep track of the different numbers that children get. Look af the list fogether. Ask, Which
amount is so high it would ruin the party? Which amount is the lowest?

5. Celebrate the completion of the game. Quickly call out the target words and have kids do each
movement as they repeat each word. See how fast your group can go.

Show Off Your Skills (30 minutes)

1. Gather the group and explain, Now we are going to do different challenges that help us show off
everything we've learned.

2. Divide the group info two tfeams.Team A should work at the computer station playing “Adventures
on Prankster Planet.” Team B should complete the challenge at Jessica’s Word Wall and then
move on to complete today’s Workout sheets.

Adventures on Prankster Planet: Have kids play today’s game (go to
pbskids.org/electriccompany/pranksterplanet/).

Jessica’s Word Wall: Choose a challenge from the sheet (page 102).
Workout: Have kids complete today’s Workout sheets 67 & 71.

Feel the Power (5 minutes)
1. Invite kids to join you at Jessica’s Word Wall. One by one, call out each word as you point to it.
Have kids do the movement for that word and challenge them to share each word’s definition.

2.Hand out the Home Games sheet. Read through the games with the kids to preview them.
If you have time, play one as a group.
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Workoeut 1; Revenge of the Zeroes The
> Electric

7

Hey, You Guys! Fill in the blanks using the Electric Words.

7 )
—) ELECTRIC WORDS

amount: how much there is of something
check: to make sure that something is correct
correct: when something is right

ruin: to mess something up

zero: a number that means none

\S /)
Danny and Annie are mad at Paul. They are planning to I 11 nisbanana
party by using the power of Z € to change the
a t of supplies that have been ordered! Instead of getting one

banana, The Electric Company will get 100! Now Hector and the rest of The Electric Company

haveto G h every order to make sure they have the

C O amount.

g\ Draw a picture to match the words below.

sesame ®
worksho A4
P: AvERcAN GREETINGS, pbskidsgo.org/electriccompany




Jessica’s Word Wall;
Choose a Challenge

N

[ close your
eyes and point to a word
on the wall. Write a sentence
using this word, and draw a
picture to illustrate your
sentence. Use the back of
this sheet.

all three words. Use the back
of this sheet.

[ Find three friends. Each
of you close your eyes and
point to a word on the wall.

Make up a short story using

] choose a word on the walll
and act it out for a friend. Can

he guess what word you chose?
Now it’s his turn to act out a word
for you. Keep taking turns.

then find images in a
magazine that in some way relate to
that word. Cut them out and create a collage.
Use the back of this sheet.

[ Pick

one word and

[ choose several words on the wall and make up a short Electric Company episode using these words.
Write or draw about the different things that would happen in the episode. Use the back of this sheet.

O wvake up

a dance routine

using the moves

you've made up
for some of the
words. See if the
rest of the class
can guess what
words you chose.

O choose a friend
and quiz him on the Word
Balls: I'm thinking of a word
that means

What word am |
thinking of?

AN

J

” 1 Me®
v
7 O choose a (&
/é word and wrife it on ﬁ

your very own Word Ball. [ﬁ
Decorate the Word Ball ">
ﬁﬂ?m and then add it to your @

X ’ collection. -
W 1@e”
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Home Games: Revenge of the Zeroes

Y 4

N

Dear Family,
Check out our Electric Words for this week! Ask your child all about
them and try using them at home and on the go.

ﬁ
—O ELEGTRIC WORDS

amount: how much there is of something
check: to make sure that something is correct
correct: when something is right

ruin: fo mess something up

zero: a number that means none
\& 2

4

We've also been exploring the power of zero to change the amount
of things. You can keep the learning going!

At Home

Write four numbers from 0 to 9 on a sheet of paper, making sure that one of the numbers
is 0. Ask your child to place them side by side in a way that will create the biggest number.
Then ask her to reorder them to make the smallest number.

Use the word “zero” when you are asking your child to clean up. Say, “Please pick up your
toys until there are zero toys left on the floor.” Or you might say, “Try to eat all of your peas.
Let’s count down until we get to zero as we eat them.”

On the Go

Look for the number O everywhere you go. Encourage your child to find it on a street sign,
an address, a price tag, or a menu.

For more games and ideas, go to www.pbs.org/parents/electriccompany.

]
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Session 2: Revenge of the Zeroes

\N

‘l

Materials:
0 An open indoor or outdoor area
O Paper and markers for each child
[0 Chart paper and markers (or chalkboard and chalk)
[0 Workout sheets 67 & 71

Goals: reviewing the words amount, check, correct, ruin, and zero;
exploring place value; reading and writing numbers

Greet

As kids arrive, ask each one questions such as, Did you spot any zeroes this week? Where did you see them?

Review (10 minutes)

Ask children to recall the last session’s Electric Words and do the movement for each one as you clap and chant:
There's a word that means [insert definition].
Have you heard? Have you heard?

Now tell me, tell me, what is the word? (Children say the word and do the action for that word.)
Yeah, [insert correct word] is the word! (Repeat for each word.)

7 A\
—O ELEGTRIC WORDS

amount: how much there is of something
check: to make sure that something is correct
correct: when something is right

ruin: fo mess something up

zero: a number that means none

\S

\S

Pause and Play (35 minutes)

1.8ay, It's fime fo Pause and Play. We'll watch the episode "Revenge of the Zeroes” again, but this
fime, we’ll stop to play games and answer questions. Show the episode "Revenge of the Zeroes”
(on episode disc). Remind children fo concentrate on the story.

ff




Session 2; Revenge of the Zeroes

\N

‘l

2. Ask. As kids watch the episode, write the following on the board: 10 balloons: $20.00. Pause at
the first story break. Say, This is the eorrect amount of balloons and the correct price. How did
Annie scramble it? Invite a child up to the board to show how Annie moved the one and changed
the amount to O balloons to get an amount of $120.00.Ask, What are some other ways we might
move these numbers around to change the amount?

3.Do. Pause at the second story break. Say, Let’s discover the power of zero. Give each child a slip
of paper. Divide the group in half. Ask one half to write a number between 1 and 5 on their paper.
Ask the other half to write one, two, or even three zeroes on their paper. Call kids up in pairs of
one child from each group and have everyone call out the numbers that they can make when
the pair's two numbers are placed together. Ask, Which number is the biggest? Invite more kids
up with their numbers. Ask them to tell you the new amount.Then invite a different pair of kids to
come up and repeat the activity.

4. Discuss. Stop at the end of the episode. Ask, Did Manny and Annie get a fair consequence for
frying fo ruin the party? What do you think the consequence should have been? Encourage
children to turn fo a partner and discuss their answers.

Show Off Your Skills (35 minutes)
1. Gather the group and explain: Now we are going to do different challenges that help us show off
everything weve learned.

2. Divide the group info two teams.Team B should work at the computer station playing "Adventures
on Prankster Planet.” Team A should complete the challenge at Jessica’s Word Wall and then
move on to complete today’s Workout sheets.

Adventures on Prankster Planet: Have kids play today’s game (go to
pbskids.org/electriccompany/pranksterplanet/).

Jessica’s Word Wall: Choose a challenge from the sheet (page 102).
Workout: Have kids complete today’s Workout sheets 67 & 71.

Feel the Power (10 minutes)

1. Invite kids to join you at Jessica’s Word Wall and review the words on the Word Wall. Have a
volunteer point to a word. Choose another child to share its definition. Encourage the group to
make up a senfence using the word. Then challenge the group to act it out. Repeat this with
several more words on the wall.

2.If you have time, repeat today’s word chant as a group. Encourage kids to do the movement for
each word as they call it out.
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Workout 23 Revenge of the Zeroes

7

The Largest Number

Reorder each group of numbers to make the largest number and write it on the line.

Example: 1009 9100

ou

207

103

2090

4050

1408

1204

0001

7002

1003
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WHAT YOU’LL NEED

The Electric Company Summer Learning Program

Our out-of-school time programs bring math and literacy to life through engaging videos,

hands-on activities, online games, and dynamic activity pages. This content bridges the gap in

out-of-school time learning for children in 1st-3rd grade. Electric Company resources are

available

for download at|http://pbskids.org/lab/outofschool/| There you'll find The Summer

Learning Program resource as a PDF and a YouTube link to the 12 video narratives used in the

program:

You’'ll also need these easy to find materials:

http://www.youtube.com/playlist?list=PL53A2409D66045060&feature=plcp

Ball (any that kids can toss)
Bandana or scarf

Butcher paper

Chart paper (and/or large sheets or
paper) and markers

Chalk and chalkboard (or dry-erase

markers and whiteboard)

Coins
Dice

DVDs for each episode

Glue
Index cards

Magazines

Markers, crayons, and/or
colored pencils in a variety of
colors, one for each child
Masking tape

Paper clips

Copies of Activity Sheets for kids
and Take-Home Pages for
families

60 copies of the Word Ball
template

Scissors

White paper to draw, write on,
and make copies with


http://pbskids.org/lab/outofschool/
http://www.youtube.com/playlist?list=PL53A2409D66045060&feature=plcp

WHAT YOU’LL NEED

The Electric Company Extended Learning Program

Our out-of-school time programs bring math and literacy to life through engaging videos,

hands-on activities, online games, and dynamic activity pages. This content bridges the gap in

out-of-school time learning for children in 1st-3rd grade.

Electric Company resources are available for download at

http://pbskids.org/lab/outofschool/

There you'll find The Extended Learning Program resource as a PDF and a YouTube link to the

36 video clusters used in the program:

http://www.youtube.com/playlist?list=PL7CE3C4162E4727DA&feature=plcp

You'll also need these easy to find materials:

» Chart paper (and/or large
sheets or paper)

= Markers, crayons, and/or
colored pencils in a variety of
colors, one for each child

= Chalk and chalkboard (or dry-
erase markers and
whiteboard)

=  White paper to draw, write on,
and make copies with

= Scissors

* Index cards

= Tape

Ball (any that kids can toss)
Shoebox, hat or bag (anything
to put small things likes slips of
paper in)
Glue
Post-It notes
String
Paper Plates
Paper Clips
Coins
Copies of
o Activity Sheets for kids
o Take-Home Pages for families

o Word Ball template


http://pbskids.org/lab/outofschool/
http://www.youtube.com/playlist?list=PL7CE3C4162E4727DA&feature=plcp

The Electric Company Extended Learning & Summer Learning Program

PLANNING HANDOUT

Access to Technology

o We suggest that you have at least 1 computer per 2 youth to utilize during computer
activities.

o Confirm that everything is connected properly before the first session.

o Consider using generic and/or easy to remember usernames and passwords to save

time when logging in to The Electric Company website -

http://pbskids.org/electriccompany/

Staffing

o The recommended ratio is 1 facilitator to 15 youth to help with overall management and

transitions.

Activity Space
o Identify an activity space that feels like an interactive environment with flexibility to

move furniture to create open space, post wall hangings, etc.

o Take note of where your Word Wall will be located and where small and large group

activities will take place.

Youth Recruitment and Groups

o Identify the group of youth that the Extended Learning Program is right for within the 6-

9 age range.

o Begin to think about how the youth will be grouped into smaller configurations at

computers or completing activity sheets.


http://pbskids.org/electriccompany/

The Electric Company Extended Learning & Summer Learning Program

PLANNING HANDOUT

Family Engagement

o Encourage families to check out The Electric Company on PBS and on the website at

www.pbskidsgo.org/electriccompany|.

o Send the welcome letter home (included in the curriculum) on the first day of TEC.

Train Your Staff

o Plan an overview orientation with your staff using the training scripts and accompanying

PowerPoint slides created by Sesame Workshop and available on the PBS KIDS Lab -

http://pbskids.org/lab/outofschool/|.

o Do your homework to be an Electric Company expert in preparation for your program-
check out the website to play the Prankster Planet game, familiarize yourself with the
characters and their biographies on pages 9 and 10 of the Extended Learning Program
and pages 13 and 14 of the Summer Learning Program resource, and get up to speed on
all things TEC.

o Plan an episode screening connected to or as a follow up to the implementation

orientation that you will be doing with them.


http://www.pbskidsgo.org/electriccompany
http://pbskids.org/lab/outofschool/

	BOOSTPresentation_KKB
	Slide Number 1
	Ready To Learn 2010-2015	
	Slide Number 3
	Our Goals
	Slide Number 5
	Slide Number 6
	Slide Number 7
	Slide Number 8
	Slide Number 9
	Slide Number 10
	Curriculum Frameworks Serve Three Purposes
	Goals for Literacy and Math Frameworks
	RTL Math Framework
	RTL Math Framework
	RTL Math Framework
	RTL Math Framework
	Slide Number 17
	Slide Number 18
	Slide Number 19
	Slide Number 20
	Slide Number 21

	BOOST_TEC_Wested_04.01.2013
	�����Evaluation of The Electric Company (TEC) Summer Program�
	Overview of the Study
	TEC Summer Program Study�Participants
	TEC Summer Program Study  Instruments
	TEC Summer Program Study�Findings
	TEC Summer Program Study�Findings
	TEC Summer Program Study�Findings
	TEC Summer Program Study�Findings
	TEC Summer Program Study�Findings
	TEC Summer Program Study�Findings
	TEC Summer Program Study�Findings
	TEC Summer Program Study Implications
	TEC Summer Program Study Recommendations

	BOOST TEC Handout[1]

