Classroom Activity Contest
Sponsored by the Faculty Committee on Student Retention


SUBMISSION FORM
1. Describe your classroom activity. 

My classroom activity has students take a second look at a familiar object in their lives, the vending machine.  For the activity, I send students off in teams to vending machines on campus to determine how the machines really work.  Together, the teams write down the steps involved in the process of purchasing an item from the machine.  Once the teams return to class, we step through the process as an entire class and compare the team findings.
2. Why did you choose this particular activity? 

I wanted students to buy into the process of analyzing the specific steps necessary to complete a task or job.  By choosing a machine that is a familiar part of the collegiate environment, I felt all students would have an instant comfort level with the process.  This comfort level would enable them to talk easily with their team and in class.  It would also pull them into the discussions since the machine process is something they can relate to very easily.
While I use the activity in BA 131 (Computers in Business) to talk about system design, I think the activity could be geared to a variety of different classes/subjects.  The activity could be used as a writing project in which students need to clearly define the steps involved in a process.  Students in an ESL/ENNL, speech or language class could use the activity to practice giving directions or instructions clearly.
3. What are the activity outcomes? 

I was surprised at how easily students became engaged in the activity and how much ownership they felt during the exercise.  The fact that the exercise related so directly to the students’ world gave them an extra push to get the exercise right.  When the teams came back together to compare notes and agree on the steps in the process, there were a few “heated” discussions about how the process really works.  I didn’t expect students to get this involved – but it was surely nice to see!  I think the increased participation level was also due to the fact that students did not risk revealing too much of themselves by participating in the activity. They were simply talking about vending machines.
4. What were the intended activity outcomes? 

By the end of the activity, students would:

· Learn how system design can relate to machines we come in contact with every day

· Successfully participate in a team and classroom discussion due to the ease of the topic

· Become interested in system design that directly relates to our daily lives

· Become intrigued about taking a 2nd look at everyday objects and “discovering” the process or steps behind them.

· Learn how to succinctly document the steps in a process or job

· Learn how to turn their written steps into a system flow chart.
