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Who, What or Which One is the Odd One Out?

You decide!

 When you ask children to suggest the odd one out and they explain   their reasoning – anything goes!!!

These really get children explaining what they know and how and why they know it.

These are just a suggestion of examples – the possibilities are endless.
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Tools for Thinking
Venn Diagram – to compare and contrast
Fortune Line - to track characters’ feelings and experiences in narratives
Odd one out – to sort and categorise
Concept Mapping – to organise information and structure thinking

Mystery – to speculate, predict and test out ideas
Diamond Ranking – to order and evaluate data and theories
Community of Enquiry – to generate questions, speculate and predict
Investigation - to speculate and predict, to test out ideas and theories
Choices - to generate a range of alternative courses of action for characters in stories
 Report Frame
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	Six Thinking Hats
	

	Six Thinking Hats was developed by Edward de Bono and is a parallel thinking process that facilitates focussed thinking from a number of different perspectives.

[image: image5.jpg]



The White Hat calls for information known or needed.
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The Yellow Hat symbolises brightness and optimism. Under this hat you explore the positives and probe for value and benefit
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The Black Hat is judgment - the devil's advocate or why something may not work.
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The Red Hat signifies feelings, hunches and intuition.
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The Green Hat focuses on creativity; the possibilities, alternatives, and new ideas.
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The Blue Hat is used to manage the thinking process. It's the control mechanism that ensures the Six Thinking Hats? guidelines are observed.




	Habits of Mind
	

	Art Costa, who developed Habits of Mind said:
"Habits of Mind are the characteristics of what intelligent people do when they are confronted with problems, the resolutions of which are not immediately apparent."
They are a composite of many skills, attitudes and proclivities including:

· Value: Choosing to employ a pattern of intellectual behaviors rather than other, less productive patterns. 

· Inclination: Feeling the tendency toward employing a pattern of intellectual behaviours. 

· Sensitivity: Perceiving opportunities for, and appropriateness of employing the pattern of behaviour. 

· Capability: Possessing the basic skills and capacities to carry through with the behaviours. 

· Commitment: Constantly striving to reflect on and improve performance of the pattern of intellectual
behaviour. 

There are 16 Habits of Mind:
1. Persistence
2. Managing impulsivity
3. Listening to others - with understanding and empathy
4. Thinking flexibly
5. Thinking about our thinking - metacognition
6. Striving for accuracy and precision
7. Questioning and posing problems
8. Applying past knowledge to new situations
9. Thinking and communicating with clarity and precision
10. Gathering data though all senses
11. Creating, imagining and innovating
12. Responding with wonderment and awe
13. Taking responsible risks
14. Finding humour
15. Thinking interdependently
16. Learning continuously 


	Ignorance Logging
	

	Ignorance logging is attributed to Dr Marylis Witte, a surgery professor at the University of Arizona. She wanted medical students to understand that what is unknown about diseases far outweighs what is known. This resulted in students formulating questions about what they did not know.
This technique has been modified and developed into a useful thinking tool. One way of applying ignorance logging is shown in the grid below. This should be a dynamic exercise - i.e. continually added to or amended as new information becomes available or new unanswered questions are posed.
KWFLN Grid




	Bloom's Taxonomy
	

	In 1766, Benjamin Bloom headed a group of educational psychologists who developed a classification of levels of intellectual behaviour important in learning. Bloom found that over 95% of the test questions students encounter require them to think only at the lowest possible level...the recall of information.

Bloom identified six levels within the cognitive domain, from the simple recall or recognition of facts, as the lowest level, through increasingly more complex and abstract mental levels, to the highest order which is classified as evaluation.




	SEAHORSE
	

	SEAHORSE is an acronym for some of the principles that help to underpin effective use of memory. Building these elements into activities that require memory building will help to secure and retain information in the brain on a long term basis.

Senses
Exaggeration
Action
Humour
Order
Repetition
Symbols
Enjoy


	Route Technique
	

	This is a memory technique that uses the SEAHORSE principles.

1. Prepare in your mind a well known route 

2. Select locations along your route in the order in which you come across them 

3. Using the SEAHORSE principles create an image of the information you need to remember 

4. Attach the image to each location in order along your route 

5. Review you route thoroughly. You'll soon find that you are able to remember your information forwards - and even backwards - by retracing your route 




	The Thinking Sandwich
	

	This is a mental management strategy

Stop and think before you start

Step 1

Get ready

Take time to:

· Pause and clear your mind 

· Remember what you did last time 

· Imagine what you will do this time 

Now do the task

Step 2

Make connections:

· To other things you know about 

· To other things that you do 

· To other things you are studying 

Step 3

Ask yourself:

· What went well? 

· What was hard? 

· What can be improved? 


	Brainstorming
	

	This is a tool to establish prior knowledge and understanding. Although much used, there are some simple rules that will help to make its usage more effective. 

· Work on a piece of paper that is positioned landscape rather than portrait style 

· Choose the subject of your brainstorming session and write it in the centre of the page - or draw a picture 

· Now draw a number of branches (consider using colour) radiating outwards from the central idea - perhaps as many as 10 branches (to encourage wider thinking) 

· Let your brain wander freely whilst you write your ideas ON the radiating branches 

· Remember not to judge, evaluate or edit your ideas. Write down whatever comes to mind. 

· Try to use images and colour 

· Continue writing down (or drawing) ideas as they come to you. Add extra branches if needs be 




	Mind Mapping
	

	Tony Buzan, the creator of Mind Mapping, defines The Mind Map is an expression of Radiant Thinking and is therefore a natural function of the human mind. It is a powerful graphic technique which provides a universal key to unlocking the potential of the brain. The Mind Map can be applied to every aspect of life where improved learning and clearer thinking will enhance human performance. The Mind Map has four essential characteristics: 

a. The subject of attention is crystallised in a central image 

b. The main themes of the subject radiate from the central image on branches 

c. Branches hold a key image / word printed on the associated line - details radiate out 

d. The branches form a connected nodal structure. 
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Source: The Mind Map Book, Tony Buzan 
	


	DATT
	

	Direct Attention Thinking Tools - developed by Edward de Bono.

· C&S - Consequences and Sequels
Looking ahead to see the consequences of some action, decision or rule 

· PMI - Plus, Minus, Interesting
Ensure that all sides of a matter have been considered before a decision or commitment is made 

· RAD - Recognise, Analyse and Divide
Break a larger concept into smaller, more manageable parts 

· CAF - Consider All Factors
Explore all factors relating to an action, decision or plan 

· AGO - Aims, Goals, Objectives
Focus directly and deliberately on the intentions behind actions 

· APC - Alternatives, Possibilities, Choices
Deliberately try to find alternatives 

· OPV - Other People's Views
Look at other people's viewpoints 

· KVI - Key Values Involved
Ensure that our thinking serves our values 

· FIP - First Important Priorities
Select the most important ideas, factors, objectives 

· DDOCA - Design, Decisions, Outcomes, Channels, Action
Direct attention to the outcome of the thinking and action that follows 

See also CORT 


	Cort
	

	An extension of DATT developed by Edward de Bono 

· PMI (Plus, Minus, Interesting) - The Treatment of Ideas 

· CAF (Consider All Factors) - The Factors Involved 

Rules
· C&S (Consequence and Sequel) - Focus on the Consequences 

· AGO (Aims, Goals, Objectives) - Focus of the Purpose 

Planning
· FIP (First Important Priorities) 

· APC (Alternatives, Possibilities, Choices) - Focus on Alternatives 

Decisions
· OPV (Other People's Views) - The other People Involved 

· ADI (Agreement, Disagreement, Irrelevance) 

· EBS (Examine Both Sides) 

Others
· Information - FI &amp; FO (information IN and information OUT) 

· Questions - FQ & SQ (Fishing questions & Shooting questions) 

· Clues - CS & CC (Clues Separately & Clues Combined) 

· Contradiction - Co & FCo (Contradictions & False Conclusions) 

· Guessing - SG & BG (Small guessing & Big guessing) 

· Belief - BP & BO (Belief Personal & Belief Others) 

· Ready-mades - RM-H & RM-S (Ready-Mades - Help & Ready- Mades - Substitute) 

· Emotions - EM & EG (Ordinary Emotions & Ego-Emotions) 

· Values - VH & VL (Value High & Value Low) 

· Simplification & Clarification - SF & CF (Simplification & Clarification) 


	Mrs Potter's Questions
	

	These are a set of reflective thinking tools comprising of different questions you might ask

During a task ask students:
What are you trying to do? (planning)
What are you doing well? (monitoring)
What are you not doing so well? (monitoring)
How could you improve? (regulating)

After completing a task ask students:
What did you do well? (evaluating)
What didn't you do so well? (evaluating)
How could you improve? (regulating)
Did you complete the task? (evaluating)


	Thinking Maps
	

	A set of eight visual tools to teach universal thinking processes.

DEFINING IN CONTEXT 

DESCRIBING

COMPARING AND CONTRASTING

CLASSIFYING

PART/WHOLE

SEQUENCING

CAUSE AND EFFECT

USING ANALOGIES

Thinking Maps were developed by Dr David Hyerle. They provide a common visual thinking language and are used for the explicit teaching of cognitive skills that can be transferred into all curriculum areas and with all age groups.

Thinking Maps are well tried and tested and have been shown to be effective in teaching young people how to develop and use a range of thinking processes. They extend the quality of thinking and help to create effective learners. In addition, they have a significant impact on many aspects of teaching and learning including the quality of writing.


	SCAMPER
	

	The SCAMPER technique (created by Michael Mikalko), will assist you in thinking of changes you can make to an existing product to create a new one via a checklist, these can either be used directly or as starting points for lateral thinking.

SCAMPER is an acronym which stands for questions relating to the following:

S - Substitute - components, materials, people
Think about substituting part of your product/process for something else. By looking for something to substitute you can often come up with new ideas

C - Combine - mix, combine with other assemblies or services, integrate
Think about combining two or more parts of your probortunity to achieve a different product/process or to enhance synergy.

A - Adapt - alter, change function, use part of another element
Think about which parts of the product/process could be adapted to remove the probortunity or think how you could change the nature of the product/process.

M - Modify - increase or reduce in scale, change shape, modify attributes (e.g. colour)
Think about changing part or all of the current situation, or to distort it in an unusual way. By forcing yourself to come up with new ways of working, you are often prompted into an alternative product/process.

P - Put to another use
Think of how you might be able to put your current solution / product / process to other purposes, or think of what you could reuse from somewhere else in order to solve your own probortunity. You might think of another way of solving your own probortunity or finding another market for your product.

E - Eliminate - remove elements, simplify, reduce to core functionality
Think of what might happen if you eliminated various parts of the product/process/ and consider what you might do in that situation. This often leads you to consider different approaches.

R - Reverse - turn inside out or upside down.
Think of what you would do if part of product/process worked in reverse or done in a different order. What would you do if you had to do it in reverse? You can use this to see from different angles and come up with new ideas. 


	Three Storey Intellect
	

	A simplification of Bloom.

· "Gather" or "input" - in the classroom, activities such as counting, describing, naming, recalling, identifying, listing etc 

· Processing - having gathered, understand it better. De-construct, put it back together - analyse, infer, sort, reason, contrast, solve, explain, sequence, make analogies etc 

· "Apply" or "Output" - put into practice by applying to real life situation - speculate, predict, if/then, hypothesise, forecast etc 

	Thinkers' Keys
	

	First developed by Tony Ryan, Thinker's Keys are a set of twenty different activities designed to engage and motivate learners in a range of thinking tasks.

A range of question or task starters are presented as keys to unlocking the analytical, critical and creative thinking abilities of learners.

· The Reverse - places words such as cannot, never and would not in sentences eg List things you would never see in London. 

· The What if - ask any what if question and record thinking in a graphic organiser 

· The Alphabet - compile a list of words from A - Z which have relevance to a given topic or category 

· The BAR - acronym for B=bigger A=add R=remove or replace, can be used for design related activities 

· The Construction - a problem solving task that requires the creative use of limited quantities 

· The Disadvantages - make a list of disadvantages for a specific object or activity 

· Different Uses - use the imagination to make a list of different uses for everyday objects 

· The Combination - list the attributes of two unmatched objects then combine their attributes to create a newer or better product 

· The Ridiculous - make a ridiculous statement that would be virtually impossible to implement and then attempt to substantiate it. 



RED HAT
How do I feel

about this?

What do I like

about the idea?

What don’t I like

about this?


    Feelings

WHITE HAT
What information do I

have?

What are the facts?

What information do I

need?

What do I want to

KNOW?

Information

YELLOW HAT
What are the good

points?

Why can this be

done?

Why is this a good

thing?

Benefits

BLACK HAT
What is wrong with

this?

Will this work?

Is it safe?

Can it be done?

Judgement

GREEN HAT
What new ideas

are possible?

What is my

suggestion?

Can I create

something new?

Creativity

BLUE HAT
What thinking is

needed?

Where are we now?

What is the next

step?

Thinking about thinking
Use the diagram below to show differences and similarities between 2 objects, people, places etc…




Using and Applying Bloom’s Taxonomy to 

promote effective questioning in your classroom 
The purpose of the sample sheets is to show how you might adapt/use the questions in any curriculum area to move children on in their learning.  When planning a theme, you can easily relate the questions to the learning objectives/activities. You will see that the specific differences are found in Knowledge and Comprehension, whereas the other boxes remain generic.








Thinking in Drama
Techniques used in Drama

The following activities are techniques you can use to help pupils become more engaged with the drama, it also helps them to shape the drama as many techniques can be used  in devised work. Some of the following activities can also be used to help in the process of reflection and evaluation of character and situation. They can be used in the exploration of scripted drama, improvisation and devised theatre. All of them can be adapted to some degree in other areas of the curriculum, notably in the study of literature.

Character transfer: a character is transferred to a situation other than the one being developed in the main improvisation or script, for example at another time of their life. The pupil in role improvises dialogue for the new situation. This should help to build up the character being developed (see Flash backs/forwards).

Conscience alley: is a way of raising questions. Pupils form two lines facing each other. A character moves down the alley and each pupil in turn voices the character’s thoughts. Or, everyone in the alley can ask a question of the character-who can remain silent or try to answer the questions. This technique can be used to develop scenes in devised pieces.


Doubling: one member of a group can ‘shadow’ a fellow pupil in role. At a given signal the ‘shadow’ expresses what the character is feeling or thinking. This can be an interesting way to 'address an audience' in a devised piece.

Forum Theatre: members of the group can step into an observed role play. For example, if the group are devising a piece on divorce two of the characters playing the married couple can improvise a scene. Then members of the group watching (the forum) can join the scene as any other character they think of, boyfriend, friend of the woman or man, one of their children etc. Anyone can take over one of the roles in performance. If a pupil wishes to do this, they raise their hand and the teacher stops the drama by calling ‘Freeze’. The pupil takes over the role from the other player who then joins the forum (audience). This is an excellent technique for raising debate on issues the group feel strongly about.

Flashbacks/forwards: a very useful in technique in improvisation where you can ask groups to flash back or forward days, weeks months or years to other moments in the lives of the characters they are depicting.

Freeze frame(tableau/still image): as with video, a split second and the action of the drama is frozen, like a photograph. Freeze frames are an extremely useful device in drama. You can use them at the start, middle or the end of a scene; once the scene is frozen characters can reflect in role on the significance on what has just taken place, or they can explain how they really think at that particular moment. Be inventive-there are many ways to utilise this technique.

Games: are used in drama as warm ups and to make the group interactive, co-operative and energetic. Use games with a sense of purpose and focus for the particular work you are undertaking- and sometimes as icebreakers or just for fun!
Hot seating: a pupil answers questions about the character they are playing (from a scripted play, a novel or a devised character) in role, with or without preparation. You can have other characters asking the questions ‘in role’ or just general questions from a whole class. Hot seating can be group work as well as whole class. The teacher can also be in role in the hot seat. You can have two people in the hot seat who work together on giving answers. (see 'Interviewing')

Improvisation

Polished or prepared improvisation: pupils are given time to rehearse their improvisations before performing them to another group or to the whole class.

Spontaneous improvisation: pupils are asked to go immediately into role and act a scene with no preparation time.

Circle improvisation: the class pair up then form two circles partners facing each other. They do a spontaneous improvisation, then the outer or inner circle moves on one place so everyone has a new partner. A very useful technique as everyone is instantly involved, and has to work with a range of unexpected partners.

Interviewing: two characters in role, one plays the part of an interviewer, the other the interviewee. This is similar to hot seating, except everyone is in role. A famous game based on this idea is 'In the Psychiatrists Chair' where the interviewer is a psychiatrist.

Mantle of the Expert: pupils take on roles as experts. For example a group of architects looking at the design of a new school. Often the teacher gives the 'expert' particular information, or asks them to research before the session.

Monologues: these can be improvised in sessions or they can be planned and worked on over a period of time, or scripted monologues can be used.

You can also have 'paired' monologues where two people work on an individual monologue telling different sides of a person's thoughts.

Narration techniques: there are an interesting range of these, from the 'traditional' storyteller on the stage, to characters narrating directly to the audience both in and out of role, and a character's 'conscience' talking to the audience, 'voices off stage' can also be a form of narration.
Ranking: pupils in a group place themselves in order, as a way of exploring character. It might be, for example, youngest to oldest, least important to most important, or most responsible to least responsible. Discuss choices and why they made them.
Role-play: using their own values and attitudes, pupils place themselves in an imagined situation.
ii. Role reversal: pupils change roles with each other in order to experience an opposite viewpoint, for example the bully changes role with the victim.

iii. Teacher in Role

 i. the teacher adopts the persona of a character in an improvisation to help direct work from 'the inside' without stopping it. This can encourage others to take the work more seriously, or challenge them to develop ideas further.

ii. the teacher can enter the class 'in role' to open up work on a particular topic. It is important that the class know you are in role!

Soliloquy: in role the actor speaks to the audience, sharing thoughts and insights into events.
Spotlighting: during an improvisation (or role play) the teacher asks everyone to stop apart from one person, or a pair or group who continue while the rest of the class observes.

Thought tracking: pupils, in role are asked to say what they are thinking or feeling at a given moment in the drama: or other pupils may take turns to say what they think the character is thinking at that point.

Trust work: activities that focus on the creation of ensemble, going beyond the basic communication games and developing a sense of positive connections within the group. The most famous trust games are Trust Fall, Trust circle and the 'blind' games.


Examples of dilemmas which could be explored:

A Midsummer Night’s Dream, William Shakespeare,

Having met Oberon in the woods should Titania give back the changeling boy to put an end to their argument?

Oliver Twist, Charles Dickens


Should Nancy tell Mr. Brownlowe where Oliver is?

The Railway Children, E. Nesbit


Should Peter steal the coal to keep the family warm? 

The Hobbit, J. R.R. Tolkein


Should Bilbo have tricked Gollum into showing his the way out by asking a riddle that was not a riddle?

Harry Potter and the Sorcerer’s Stone, J.K.Rowling


Should the Dursleys let Harry go to Hogwarts? 

The Lion the Witch and the Wardrobe, C. S. Lewis


Should the faun have told the white witch about Peter?

This chart helps you determine your learning style; read the word in the left column and then answer the questions in the successive three columns to see how you respond to each situation. Your answers may fall into all three columns, but one column will likely contain the most answers. The dominant column indicates your primary learning style. 

	When you..
	Visual
	Auditory
	Kinesthetic & Tactile

	Spell
	Do you try to see the word?
	Do you sound out the word or use a phonetic approach?
	Do you write the word down to find if it feels right?

	Talk
	Do you sparingly but dislike listening for too long? Do you favor words such as see, picture, and imagine?
	Do you enjoy listening but are impatient to talk? Do you use words such as hear, tune, and think?
	Do you gesture and use expressive movements? Do you use words such as feel, touch, and hold?

	Concentrate
	Do you become distracted by untidiness or movement?
	Do you become distracted by sounds or noises?
	Do you become distracted by activity around you?

	Meet someone again
	Do you forget names but remember faces or remember where you met?
	Do you forget faces but remember names or remember what you talked about?
	Do you remember best what you did together?

	Contact people on business
	Do you prefer direct, face-to-face, personal meetings?
	Do you prefer the telephone?
	Do you talk with them while walking or participating in an activity?

	Read
	Do you like descriptive scenes or pause to imagine the actions?
	Do you enjoy dialog and conversation or hear the characters talk?
	Do you prefer action stories or are not a keen reader?

	Do something new at work
	Do you like to see demonstrations, diagrams, slides, or posters?
	Do you prefer verbal instructions or talking about it with someone else?
	Do you prefer to jump right in and try it?

	Put something together
	Do you look at the directions and the picture?
	
	Do you ignore the directions and figure it out as you go along?

	Need help with a computer application
	Do you seek out pictures or diagrams?
	Do you call the help desk, ask a neighbor, or growl at the computer?
	Do you keep trying to do it or try it on another computer?


Adapted from Colin Rose(1987). Accelerated Learning. 

	Gardner's Multiple Intelligences - descriptions, preferences, personal potential, related tasks and tests

	
	
	
	
	

	intelligence type
	intelligence description
	typical roles, preferences, potential
	related tasks, activities or tests
	preferred learning style

	1. Linguistic
	words and language, written and spoken; retention, interpretation and explanation of ideas and information via language, understands relationship between communication and meaning
	writers, lawyers, journalists, speakers, trainers, copy-writers, English teachers, poets, editors, linguists, translators, PR consultants, media consultants, TV and radio presenters, voice-over artistes
	write a set of instructions; speak on a subject; edit a written piece or work; write a speech; commentate on an event; apply positive or negative 'spin' to a story
	words and language

	2. Logical - mathmatical
	logical thinking, detecting patterns, scientific reasoning and deduction; analyse problems, perform mathematical calculations, understands relationship between cause and effect towards a tangible outcome or result
	scientists, engineers, computer experts, accountants, statisticians, researchers, analysts, traders, bankers bookmakers, insurance brokers, negotiators, deal-makers, trouble-shooters, directors
	perform a mental arithmetic calculation; create a process to measure something difficult; analyse how a machine works; create a process; devise a strategy to achieve an aim; assess the value of a business or a proposition
	numbers and logic

	3. Musical
	musical ability, awareness, appreciation and use of sound; recognition of tonal and rhythmic patterns, understands relationship between sound and feeling
	musicians, singers, composers, DJ's, music producers, piano tuners, acoustic engineers, entertainers, party-planners, environment and noise advisors, voice coaches
	perform a musical piece; sing a song; review a musical work; coach someone to play a musical instrument; specify mood music for telephone systems and receptions 
	music, sounds, rhythm

	4. Bodily - Kinesthetic
	body movement control, manual dexterity, physical agility and balance; eye and body coordination
	dancers, demonstrators, actors, athletes, divers, sports-people, soldiers, fire-fighters, PTI's, performance artistes; ergonomists, osteopaths, fishermen, drivers, crafts-people; gardeners, chefs, acupuncturists, healers, adventurers 
	juggle; demonstrate a sports technique; flip a beer-mat; create a mime to explain something; toss a pancake; fly a kite; coach workplace posture, assess work-station ergonomics 
	physical experience and movement, touch and feel

	5. Spatial - Visual
	visual and spatial perception; interpretation and creation of visual images; pictorial imagination and expression; understands relationship between images and meanings, and between space and effect
	artists, designers, cartoonists, story-boarders, architects, photographers, sculptors, town-planners, visionaries, inventors, engineers, cosmetics and beauty consultants 
	design a costume; interpret a painting; create a room layout; create a corporate logo; design a building; pack a suitcase or the boot of a car
	pictures, shapes, images, 3D space

	6. Interpersonal
	perception of other people's feelings; ability to relate to others; interpretation of behaviour and communications; understands the relationships between people and their situations, including other people
	therapists, HR professionals, mediators, leaders, counsellors, politicians, educators, sales-people, clergy, psychologists, teachers, doctors, healers, organisers, carers, advertising professionals, coaches and mentors; (there is clear association between this type of intelligence and what is now termed 'Emotional Intelligence' or EQ)
	interpret moods from facial expressions; demonstrate feelings through body language; affect the feelings of others in a planned way; coach or counsel another person
	human contact, communications, cooperation, teamwork

	7. Intrapersonal
	self-awareness, personal cognisance, personal objectivity, the capability to understand oneself, one's relationship to others and the world, and one's own need for, and reaction to change
	arguably anyone who is self-aware and involved in the process of changing personal thoughts, beliefs and behaviour in relation to their situation, other people, their purpose and aims - in this respect there is a similarity to Maslow's Self-Actualisation level, and again there is clear association between this type of intelligence and what is now termed 'Emotional Intelligence' or EQ
	consider and decide one's own aims and personal changes required to achieve them (not necessarily reveal this to others); consider one's own 'Johari Window', and decide options for development; consider and decide one's own position in relation to the Emotional Intelligence model
	self-reflection, self-discovery


PMI – Positive, M, Interesting






Thinking Skills, Reasoning and Problem Solving Resources for Primary School Teachers and Children
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Odd one out?





Real answers!!!





Wolf – because it’s an animal


Grandma – she’s the only one with false teeth


LRRH – because she’s the youngest


Grandma – because she’s the oldest


Wolf – because he has fur not skin





The possibilities are endless!!!!!





Odd one out?





3





12





8





Real answers!!!





3 – it’s odd


8 – it’s not in the 3x table


3 – it’s not divisible by 2 or 4


12 –it’s a 2 digit number


12 – it’s the biggest


3 – it’s the smallest


Use any numbers you wish.


The possibilities are endless!!!!!





Odd one out?





Real answers!!!





Prince – he’s a man


Fairy Godmother – she’s make believe


Cinderella – she’s an orphan








The possibilities are endless!!!!!





Fortune Line





Diamond Ranking





What does it look like? -colour, shape





What is it used for?





What is it made from?





How big and heavy is it?





What does it feel like?





Where do you keep it?





?





end





beginning











Choices








1








2








3





When and where?





Blank Jigsaw








Who?








Where and when?








The problem?








What happened ?





The ending





Red Hat�Look at problems using emotion. 








Green Hat�Develop creative solutions to a problem. 








Yellow Hat�Think positively. See all the benefits of the decision and the value in it.








White Hat� Look at the information you have, and see what you can learn from it. � 














     What 


     happened?


















































    Problem?











  


























Blue Hat�The Blue Hat stands for control. This is the hat worn by people chairing meetings.





Black Hat�Look at all the bad points. Try to see why it might not work. 











Ending
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sight		    hearing		  smell 	       touch		   taste





Story Telling Jigsaw





Read it





Write it





Say it





Think it











6 hats





Same





Different





Different





Same and Different





‘It is crucial for people to have skills in questioning, analysing, comparing, contrasting and evaluating so that they will not become addicted to being told what to think and do….’ Freseman 1990








EVALUATION questions mainly relate to working out the outcomes and making judgements. 


E.g. compare and discriminate between ideas, explain/assess the value of theories, verify value of evidence/conclude, recognise subjectively/select, assess, decide, rank/grade, test, measure, recommend, convince, judge /discriminate, support, summarise








SYNTHESIS questions mainly relate to developing new/different ideas from the information you have.


E.g. use old ideas to create new, generalise from given facts, relate knowledge, predict/draw conclusions , combine, integrate, modify, re-arrange, substitute, plan, design, invent, compose, formulate, prepare, re-write





ANALYSIS  questions mainly relate to breaking down the subject matter/information.


E.g. see patterns, order and organise, recognise hidden meanings, identify components, analyse , classify,  arrange,  separate, explain,  connect, divide , compare, select, infer











APPLICATION questions mainly relate to using the information in some other way or different context.


E.g. draw, use, show, solve, discover, change, complete, demonstrate, calculate, illustrate,  examine, relate, experiment, interpret  





COMPREHENSION questions mainly relate to extracting understanding from different sources.


E.g. match, link, describe, discuss, compare and contrast, predict, estimate, explain/work out  


summarise, distinguish, classify, interpret


    





KNOWLEDGE questions mainly relate to ‘finding out’ and recalling/recognising information.


E.g. in multiple choice tests, recounting facts/statistics, recalling a process, rules, definitions etc.


Key words: show, tell, name, list, who, what, where, when, describe, label, collect, identify, examine, quote, tabulate, arrange, define














Diagram of conscience alley
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