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INITIATIVE #7: Close the gap in

educational opportunity

"Ongoing and subgtantive educational opportunities for all students,

beginning during orientatation and

continuing throughout [. . .]" (http: www.chartingthefuturemmnsca.edu/wp-content/uploads)
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Learner participation in maltiple and diverse educational opportunities that support kolistic development
and advance effective study habits will be acknolwedged, tracked, and rewardeo.

Expected Outcomes

~Student completion of ENGL 91, ENGL 92, ENGL 1511 will increase 8%
(Fall 2016 compared to Fall 2011-15).

~Pre- and post-project measure of student engagement will show increase 10%.
~Pre- and post-project measure of study time will show increase 10%.
~Pre- and post-proejct measure of student effort will show increase 10%.
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