Old Bridge Public Schools:
STEAM Locations K-12

Progress towards goals
Dr. Caitlin Colandrea
Mrs. Trish Barrett

Mrs. Sally Fazio




Transform antiquated library spaces in each building to technologically
advanced 21st century locations for students and staff

Physical locations that are sustainable and provide equitable access for all
students to STEAM-based educational opportunities

Spaces that allow for growth in curriculum opportunities through most subject
areas to align with current and future career paths for students

Library Transformations




Elementary * Initiative started in 2019 and built on

each year

Makerspaces Funded by Title IV and donations from

Dupont
- Schools with completed makerspaces:
- Cooper, Madison Park, Miller, Shepard

- Schools with makerspaces in progress:

- Southwood, Schirra

- Schools with makerspace plans for
completion this summer:

- Carpenter, Grissom, McDivitt, Memorial, Voorhees
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» Old Bridge High School (GNC and
Main)

« SEL/Collaboration/Professional Growth
and Student Learning Space

« STEM/Coding
« E-Sports
e Virtual Reality




01

Utilize the ESSER
Il funds for a
sustainable
initiative that
meets the grant
requirements.

02

Build upon the
makerspace STEAM
initiative from the
elementary level to
ensure continuity for
students as they
progress through
grade levels.

03

Enhance the initiative
at the secondary level
to include curriculum
changes that open

students to additional

college and career
pathways.

04

Allow for multi-use
spaces to enhance staff
professional
development, student
leadership experiences
and building on the
school-community
partnerships through
parent university.

District goals




Budget: ESSER III Grant

Grant Requirements Item Detail Summary (estimated)

Staff professional learning and
development

30 computer upgrades for lab space

Flexible seating
Community engagement

_ » Interactive Promethean boards
Equitable access to opportunities for

students

E-sports

Well-rounded educational opportunities
Prepare students for life beyond graduation.

VR Technology

Engage ALL students with diverse needs
and interests.

Student leadership development.




ESSER III Grants

Accelerated Learning Evidence-Based
ARP-ESSER I Coaching and Educator Summer Learning
Support Grant and Enrichment

Evidence-Based
Comprehensive
Beyond the School
Day Activities Grant

NJTSS Mental
Health Support
Staffing Grant




What types of supports do educators need to engage in culturally responsive teaching practices?

How can community resources be leveraged as supports that promote a well-rounded education?

In what ways have student pathways to graduation been reimagined to best prepare all students for life beyond
high school?

What processes have been put in place to review the curriculum thoroughly to ensure it is standards-based, vertically
aligned K-12 , and engaging for students with diverse needs and interests?

What type of professional learning experiences are needed for instructors to increase the depth of learning for all
students?

What opportunities are there for cross-content level conversations to develop interdisciplinary learning
experiences?

What scaffolds and varying degrees of support are needed to ensure all students can benefit from deep learning
experiences that lead to mastery?

What opportunities are there for educators to engage in collaborative conversations regarding effective formative
practices, assessment and data literacy, scaffolding and small group instruction?

ESSER III: Learning Acceleration Guiding Questions




SEL/Collaboration/Presenter
Area




Student, Parent and Staff Activities

* Social connectedness with peers and staft

* Project-based learning

» SEL/Wellness meeting places

* Students have choice in their learning environment
* Encourages community and communication

* Provides comfort

« Staff PD site with ideal seating, sound and visuals

* Parent University Site
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Why Esports? Research and Benefits

E-Sports as an extracurricular activity offers a positive impact on students overall:
* Increases in GPA

e Increases in attendance

Less engagement in negative behaviors

STEM opportunities: coding, technology proficiency, application of data and strategic problem-
solving and scientific process

Aspirations for higher education and college pathways (many colleges report that student who
participate in e-sports often major in STEM options)

Offers opportunities for SEL: managing emotions, communication and collaboration

Student motivation and commitment to school increases

(eSports in K-12 and Post-Secondary Schools, G. Rothwell & M. Schaffer, 2019; The Rise of High School Esports: A Landscape Analysis of US Programs. JG Reitman, A
Cho, C Steinkuehler. Academic Press, 2018.)




Growth of Esports in Schools

High School Leagues in US

- HESL partner high schools by year: |
-2019: 1500 | : e
2021: 2100 goraak Y

- E-Sports has become a multi-billion dollar industry and is : NS s
expected to grow 0 909 . i 9 = &

) ‘ /_\\(9 6 = ) NL
NJ/Middlesex c'ounty growth - (%_;%’, {;Ag Qef“?\f‘\‘ L

- GSES: non-profit league (167 NJ districts) §V<\°29VA9°@.(9;‘7§(6$5§9
-Support from NJ Dept. of Education and the New Jersey School Boards P')\) Q)QQ/‘Q"'?C?‘Q\ 7*9\\9’/
Association \?‘%;{Q/& \Q\j‘*&&sv‘qf‘{oiggg
-Has doubled in size every 6 months since inception " Q'Q/}Q\QQ?@;&)/%O

In 2021, the League of Legends world championshi,o finalsdrew " _ 0 \\"

178 million viewers in comparison 2022 Super Bowl drew 101 99/ Mexic P A 0.

million viewers B

(eSports in K-12 and Post-Secondary Schools, G. Rothwell & M. Schaffer, 2019; The Rise of High School Esports: A Landscape Analysis of US
Programs. JG Reitman, A Cho, C Steinkuehler. Academic Press, 2018.) https://connectedlearning.uci.edu/wp-content/uploads/2020/02/A-
Landscape-Analysis-of-High-School-Esports-in-the-United-States. pdf



https://na.leagueoflegends.com/en-us/
https://www.cnbc.com/2019/04/14/league-of-legends-gets-more-viewers-than-super-bowlwhats-coming-next.html

Promotes Inclusivity

* To redefine athletic culture, esports allows children of all races and genders to compete in a space
where those aspects of their identity are not as prominent or important to their overall performance.

» Students with disabilities (learning or physical), students who are not athletic in the traditional way, are
able to participate and excel

Electronic Gaming Federation (national governing body) partnership with Special Olympics NJ: EGFH Unified

« E-Sports offer students who often feel marginalized an activity to be included

« A 2017 survey, found that 70 percent of kids in the U.S. stop playing traditional sports by the age of 13,
e-sports offers another competitive option.

* Diversified opportunities for participation (much more than other team sports and applicable to careers)

« Gaming Concepts (an HSEL turn-key curriculum) found that 82% of students who participated in
Gaming Concepts as an after-school activity stated it was the first time they had participated in any
extracurricular activity

(eSports in K-12 and Post-Secondary Schools, G. Rothwell & M. Schaffer, 2019; The Rise of High School Esports: A Landscape Analysis of
US Programs. JG Reitman, A Cho, C Steinkuehler. Academic Press, 2018.)



https://usatodayhss.com/2017/study-70-percent-of-kids-stop-playing-sports-by-13-years-old
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College Pipeline and
Opportunities

Colleges Offering Scholarships:

- Nearly 200 US colleges collectively
offer around $15 million a year in
esports scholarships.

- In 2023, there will be an estimated
$100 million in scholarship money
available related to esports.

- Varsity Letters



https://www.wired.com/story/infoporn-college-esports-players-cashing-in-big/

Opportunities for Students

£ NASEF

NORTH AMERICA SCHOLASTIC
ESPORTS FEDERATION .

-~ Game. Grow. Learn. Lead”

General Strategists

Managers

Players

Games

Content

Organizers Croatore

Diagram Citation: Anderson, Tsaasan, Reitman, Lee, Wu, Steele, Turner & Steinkuehler (2018)

Other roles that students can
play in e-sports:

- Leadership and “behind
the scenes” roles

- Event organizers

- Graphic artists

- IT specialists

- Social media managers
- Statisticians

- Webmasters

- Technical managers who
maintain equipment and
set it up and break it down

- Podcasters
- Media producers

- Writers (to write up recaps
of games)
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Curriculum and Clubs: HS and MS

High School Options

Video Production
Multi-Media Production
Esports

Coding

Broadcasting
Journalism

Marketing

Game processing
Creative design

GSES: The Career Oriented Disciplines in Esports
Curriculum (CODEC). What makes this curriculum
unique is that students will perform the jobs on
their scholastic esports team in the same capacity
that a professional working for an esports team
would.

Middle School

- Coding/computer science
- Broadcasting

- Journalism

- Marketing

- Game processing

- GSES: The Esports Personal and Performance
Improvement Curriculum (EPPIC) is designed to
enhance the social and emotional development of
esports athletes through the incorporation of
Social Emotional Learning (SEL) best practices,
sports psychology, and wellness into their esports
practice regimen.




E-Sports Gaming/Club Spor

2021 - 2022 » Potential E-Sports Games
COMPETITONS _
FALL WINTER SPRING ngh SChOOI
CHAMPIONSHIPS CHAMPIONSHIPS CHAMPIONSHIPS
: T -Ch T - Rocket L
Tue?f)gt;cioe?::::gue Tues -uscs)cket eL?:ague eze-SLeaz:eectf Lezgg::ds Ch €ess
Wed - Overwatch Wed - SSBU
Thurs- Knockout City Thurs - Valorant OverwatCh

IMPORTANT CHAMPIONSHIP DATES

Fall Winter Spring Valorant
Reg. Deadline - 9/24 Reg. Deadline - 12/17 Reg. Deadline - 3/4
Preseason - 9/7 - 9/23 Preseason - 11/29 - 12/17 Preseason - 2/22 - 3/11

Season - 9/28-11/16  Season - 1/4 - 2/24 Season - 3/15 - 5/12 Ma rio Cart

Playoffs - 11/30 - 12/14 Playoffs - 3/1 - 17 Playoffs - 5/17 - 6/2
Middle School
EXTRA CREDIT
CODEC CONTESTS TOURNAMENTS Chess

Help kids make the connection between Whether fierce or for fun, GSE

ts & th h ty-
esports & careers through community and student-made Extra
based contests like Best Cosplay

Costume and industry-based contests Credit Tournaments will run RO Cket League

like Best Hype Video or Logo Design! throughout the year!

League of Legends

WEEKLY CLUB FRIENDLIES

Monday Tuesday Wednesday Thursday Friday .
Fortnite  Rocket League Overwatch Valorant Comp MC FO rtnlte
Chess SSBU Knockout City

DIRINIE  HANEGIKRE All games are rated for age ranges




Rocket League:
Middle School

Rocket League is a vehicular soccer game developed by
Psyonix, which was later acquired by Epic Games. It combines
two popular video game genres, sports, and driving. Players
control vehicles that look like RC cars and try to shoot the ball
into their opponent’s goals by running into it and jumping.
Rocket League offers a very fun and casual experience for
gamers looking for quick and fast-paced sessions. The vehicles
you control in the game are fully customizable and Rocket
League also features many collaboration items with other
intellectual properties. These cosmetics are obtained by leveling
up, opening crates, participating in events, and buying the Battle
Pass for a season. Keep in mind that the in- game purchases and
items in Rocket League only affect appearance and do not give

you a gameplay advantage over other players.




Sample Code of Conduct and Ethical Rules

- Expectations for players:
Maintain specific attendance requirements to participate in esports.
Maintain specific grade requirements to participate in esports.
Acceptance of all, encourage others, show empathy and respect others.
Expectations for self-care- adequate sleep, proper nutrition

« Esports competitors should not: Express ourselves in an offensive manner about other players or their actions in
the game, regardless of whether they are opponents or team-mates. Use language, nicknames or other expressions
that insult another player's gender, gender identity, origin, physical ability, sexual orientation, religion or age. Use
language or actions that refer to sexual violence or other violence. Act in a threatening or violent manner. Cheat.

« Consequences when a player has broken the rules: A warning (after two warnings, the next penalty on the scale is
imposed) Immediate forfeit of the round / map Immediate forfeit of the game, Expulsion from the tournament and
possible suspension from other esport events. Suspension from esport events.




Student Testimonials from surrounding

districts:

« What has being part of the esports program meant to you?

« To me it means being apart of something important around friends. | love how everyone is so kind
to each other this community it's amazing and that’s what the esports program means to me

« Video games have always been my favorite thing. Being able to join a school team is amazing. I've
learned so many amazing tricks and tips that helped me improve in gaming. Everyone is so nice
and talented. Also, my team and me won a championship which is an amazing experience. This
has given me more confidence to join more teams.

« |love esports, and joining this club was the best thing | ever did. Being one of the 3 girls on the
team, | encourage other girls to join because it's fun to do, and once you get used to it, the boys
are ok.
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Space Options/Plans: Salk & Sandburg




Other considerations:

Yearly subscriptions

ADA compliant
- Accessibility

- Noise and social sensitivities to be considered







Examples: Student and Staff Activities

Distant Learning:

Career exploration (vocational); professional experiences (trainings, attending business meetings)

* Language Emersion: Conversations

 Students with Disabilities: VR has been shown to increase motivation, facilitate social interaction, develop cognitive skills,
improve short-term memory, and make lessons more enjoyable.

SEL:

Building empathy by experiencing situations (WWI, visiting another country)
» Experience learning:

Space exploration, medical science, natural disasters, visit historical events, school trips to famous sites around the world
Public Speaking Practice:

Virtual Audience




3-Year Plan

2022 |
e Physical building of spaces.
2022-2023; |

e Implementation of clubs for students including esports.
e Access to spaces during the school day for STEAM educational opportunities.
e Access to spaces for staff PD and parent university.

{2023-2024: j

* Implementation of HS courses
e Entering e-sports leagues







