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The One-Computer Classroom. . . Scheduling

Because we all have unique teaching styles, we use technology differently in our
classrooms. The secret is to tap the potential of technology and incorporate that potential in
Sfull into our teaching styles and strategies.

Managing a full classroom of 25 students is a challenge even without involving the computer.
It is a privilege to have a computer in the classroom, but sometimes you do not feel that way.
Constantly hearing, "Sam got to work on the computer longer than me" or "I never get time
on the computer" can turn the technological blessing into a curse.

Part of changing the way you manage the computer involves changing the way you use it. In
some classrooms the computer provides a place to go after the real work of the class is
completed or a place to play a game. Depending on how you use the computer, different
scheduling methods will appeal to you. If the computer is used as free-time activity where
students play games, scheduling is not as much of an issue as it is in a classroom in which the
computer is constantly used.

However, if you are integrating the computer into your teaching and including technology
components into your units, students need large blocks of equally distributed time on the
computer to complete their technology-aided products.

Look at the suggested scheduling methods and find one that fits your
needs.

Depending on how you structure your classroom, this may or may not be a viable option. If
you structure your day into small subject blocks (40 minutes for Math, 50 minutes for
Language Arts, 30 minutes for Physical Education, 40 minutes for Science) and subdivided
into whole group lessons, practice sessions and closure activities (or a similar arrangement),
this might not work for you. In this type of situation, a student assigned to the computer
would miss a whole group activity and the work that accompanies it. Also, the time spent on
the computer is very limited, for a student does not make much progress in a five-minute
session on the computer.
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