What is Critical Thinking?

According to the Foundation for Critical Thinking, it is “the art of analyzing and evaluating thinking with a view to improving it.  When we are thinking about our own thought processes, it is called Metacognition.
We must learn to distinguish among the 3 types of Information:

Inert Information – is data we have received that we really don’t understand;

Activated Ignorance – is bad data that we treat as true because we just don’t know any better.

This usually results in various types of thinking or action disasters.

Activated Knowledge – is good data that we actually understand.  This causes us to desire more 

data, and becomes the key to lifelong learning and increased insight.

We must come to understand the logic of Social Studies:
Its Information – is the records of the primary events and activities of individuals and groups.  We must be careful to gather objective information about those events, as well as the social, economic, and cultural results they create.

The Purpose of that Information – is to improve the future by modifying present behavior as a natural result of having examined past results.

The Interpretations & Inference of that Information is – Examining the errors of previous people and cultures will help us avoid mistakes in our own decision-making.

The Key Question asked is – Does/Must History repeat itself?

The Assumptions we have – Studying History will give us the ability to make better judgments, resulting in a more sensible, peaceful future.

The Essential Concepts – are many and varied, but create general “rules” that can be proven across a wide variety of cultures and through a large number of instances.  Examples include: “You can kill a man, but not an idea.”; “Most intercultural conflicts occur because of economic issues.”; or “Man has always expended effort on developing ways to kill more enemies at a greater distance.”

The Implications & Consequences of studying History – Making better choices and decisions will make for a better world.

The Point of View of History – We must acknowledge that decisions and events seem quite different to people in a particular culture at a particular time than they will ever seem to other people in other times. 
****Are you ready to climb the ladder of Critical Thinking?***
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Unreflective Thinker



(We aren’t even aware of the significant problems in our thinking skills.)

BASICS OF THE EDUCATIONAL STRUCTURE
I-SEARCH PROJECT FORMAT   Historians must use scientific methods if they wish their explorations and discoveries to be taken seriously. The format we will use to demonstrate our mastery of these methods needs to follow certain basic scientific principles, as follows:

I.  Introduction - explains why you chose this topic.  There must be some compelling reason for selecting a subject for study.  What were the ideas that interested you?  What did you wonder about?  Why did you think you could find a new way of looking at this subject?  Be convincing!

II. Hypothesis - explains theories you had about the person or concept under investigation.  What had you heard before about this topic?  Were there certain explanations that you expected to find?  Had your previous experiences with this subject given you any preconceptions or prejudices about the subject?  Are there common misconceptions about it?  How will the work of others be helpful or a hindrance to you?

III. Experience - explains exactly what you did, resources you used, people you talked to, and questions you asked.  Good scientific work must be repeatable, and this section is the "map" for those who follow you.  Books, movies, professional interviews, and other resources must be listed in full in the appropriate manner.  Locations, pages, and dates must be specific.  This section should even contain a record of new ideas and questions that occur to you as you proceed.

IV. Analysis - explains the results of your study. This is the area where you include any graphs, charts, tables, or maps you have uncovered or created.  What do your findings really mean?  Are they truly significant?  How do your findings compare with your hypotheses?  What unusual or unexpected things occurred in the process of your research?  What mistakes did you make?  How might you do your next project differently, and better?

V. Predictions - explains the breadth of your learning.  What new theories have you now developed? How will they make your future thought processes of a higher level?  What have you ACTUALLY learned, beyond the facts?  What principles and concepts now mean more to you than before?  Describe the quantity and quality of your experience.

************************************************************************************* 

The 11-Sentence I-Search Paper 

[1] Topic Sentence - Who, what, when, where of a very important person/event. 

[2] The Most important aspect of this person/event is:

[3] Explain the aspect in detail. 

[4] This has lasting value because: (its effect on me, or on current life). 

[5] Your 3rd most important aspect, written in the same form as sentence 2. 

[6] Same form as #3, but refer to the aspect in #5. 

[7] Same form as #4, but about the aspect in #5. 

[8] Your 2nd most important aspect, written in the same form as sentences 2 & 5. 

[9] Same form as #3, but refer to the aspect in #8. 

[10] Same form as #4, but refer to the aspect in #8. 

[11] Summary. Here's the total of why this person/event is important enough to report on.

BLOOM'S TAXONOMY - A structure that organizes the major steps in advancing to true learning.  It is arranged in order from simplest to most complex.  This is the format used on your Unit Lesson Plans. 

KNOWLEDGE - Remembering learned material.  Knowing common terms, specific facts, methods, 

procedures, basic concepts, & principles.  Must be able to define, describe, identify, list, match, label, name, outline, and select facts. 

COMPREHENSION- Able to grasp the meaning of the material.  Understanding of facts & principles. Interpretation of verbal materials charts & graphs.  Translating verbal material to mathematic formulas.  Must be able to convert, distinguish, estimate, explain, extend, generalize, give examples, infer, paraphrase, predict, rewrite, & summarize data. 

APPLICATION- The ability to use knowledge in new, different, &/or concrete situations.  Applies laws & theories to practical situations, solves mathematical problems, constructs charts & graphs, demonstrates the correct usage of a method or procedure.  Must be able to change, compute, demonstrate, discover, modify, operate, prepare, relate, show, solve & use information. 

ANALYSIS - Can separate the component parts of material, identify those parts, see the relationships between them, & recognize the structure that organizes them. Recognizes unstated assumptions and logical fallacies, distinguishes between fact & inference, evaluates the relevance of data, and understands the structure which organizes a work of art, literature, or music.  Must be able to break down, diagram, differentiate, discriminate, illustrate, infer, point out, and separate physical and thought structures. 

EVALUATION - Ability to make a conscious value judgment, based on clearly-defined criteria, of the value of particular material for a specific purpose.  Judges the logical consistency of writings, artwork, and musical compositions, judges the quality of a piece of work based on internal criteria or external standards of excellence, and judges the adequacy with which conclusions are supported by evidence.  Must be able to appraise, compare, contrast, conclude, criticize, discriminate, explain, justify, interpret, relate, and summarize. 

SYNTHESIS - The ability to create new structures or patterns to connect isolated parts into a whole. 

Writes well-organized stories or a speech, plans experiments, integrates learning from other areas, forms new systems of classification.  Must be able to categorize, combine, compile, compose, create, devise, explain, generate, organize, plan, rearrange, reconstruct, reorganize, revise, rewrite, & summarize concepts. 

************************************************************************************* GARDNER'S INTELLIGENCES - A modern theory of intelligence, which states that there are at least 8 major families of intellectual ability.  The research shows that 93% of the people are gifted in at least one of these areas, and 93% are deficient in at least one area. 

LINGUISTIC - The ability to put ideas into words, and to understand others' ideas communicated through words.  This person writes and speaks well, understands books and speeches, has a good vocabulary, and can use words in unusual or interesting ways. 

NUMERICAL/LOGICAL - The ability to understand mathematical relationships and scientific concepts, as well as see the logical order of systems.  This person is good at math & science, has good common sense, and approaches tasks in a logical fashion. 

MUSICAL - The ability to understand and interpret music rhythms, tone, and organization.  This person can sing well or play an instrument, create tunes, feel the rhythm or harmony even in seemingly non-musical activities, and remembers melodies well. 

SPATIAL - The ability to visualize drawings or ideas as if they were 3-Dimensional, or create an object from the mental conception of it.  This person does well in art class, using a variety of materials to express or identify products with character and quality. 

BODILY /KINESTHETIC - An intelligence about the functions and fluidity of one's bodily skills & movements. This person has physical poise, is usually skilled in athletic movements (basketball to ballet), has good motor skills, and can use the body to express or evoke emotions. 

INTRAPERSONAL - The ability to understand one's own talents & weaknesses, as well as the motivations and reasons behind them. This person knows what is right & wrong for them, has a decent picture of their future, understands their own feelings about events in their lives, and can see the difference between the way they feel about something and the way another person feels. 

INTERPERSONAL - The ability to work well with others by showing strength of character and leadership skills.  This person usually has self-confidence, and is looked to by others to make decisions.  They like to organize things and motivate others, and think well on their feet. 

NATURAL - Being "in tune" with the world around us.  Having special insight into the workings of the environment, and perhaps having a "green thumb".  This person is able to see the connections between natural phenomena and the relationships they bear on our well-being and success. 

KOHLBERG'S THEORY of MORAL DEVELOPMENT - An established set of stages through which people in all societies progress as they advance the quality of their moral reasoning. 

STAGE ZERO - Premoral - At this level, we are motivated by pleasure & pain, seeking one and avoiding the other; there is no sense of obligation or morality, in fact, we are amoral.  We are guided only by what we can and want to do. 

STAGE ONE - Simple Authority Orientation - Now, we have become oriented to obedience & punishment, and the physical consequences of an action determine whether it is good or bad.  We allow authority figures to determine the standards, and defer to individuals with superior power or prestige.  Here we respond to rules if the consequences are clear-cut. 

STAGE TWO - Instrumental Relative - At this stage, our sense of justice is totally geared to equal-ity.  This means that sharing is equal, everyone is treated just alike, and punishment is based on the eye-for-an-eye principle.  We are mainly concerned with satisfying our own needs first, so we are naively egoistic. 

STAGE THREE - Interpersonal Concordance - We are now trying to be "nice" in order to gain approval or acceptance from specific groups or individuals. We think about our own feelings and the feelings of others, and can put ourselves in "other people's shoes".  We create a stereotype of what the majority considers "right", and are concerned about good intentions. 

STAGE FOUR - Law & Order - We are obedient to authority, and wish to maintain the social order for its own sake.  We "do our duty", have a respect for authority, and obey "majority rule".  It becomes very hard to change or interpret rules, even in special cases. 

STAGE FIVE - Social Contract - "Contracts" become the law.  We can critically examine standards, and respect individual rights & values.  We are oriented to the Constitution and Democracy, and are legalistic, but can change the law to benefit society.  We seek consensus rather than simple majority, and individual rights & standards define our values. 

STAGE SIX - Ethical Principle - By this final level, our moral orientation is toward a set of universal and consistent principles.  We believe that justice should include individual dignity, and we have a moral respect for justice only when it is just.  Our conscience is driven by our self-constructed principles rather than social rules. 

*************************************************************************************

 HIGHER ORDER THINKING SKILLS as identified by Frank Williams 

1) PARADOXES - Ability to recognize common notions that are not actually true, or statements that are self-contradictory. 

2) ATTRIBUTES - Ability to see the inherent properties and defining qualities of people and objects. 

3) ANALOGIES -Ability to comprehend and create similarities and comparisons between items and situations.

4) DISCREPANCIES - Aware of gaps and limitations in knowledge. 

5) PROVOCATIVE QUESTIONS - Ability to ask leading questions that elicit meaning and explore new intellectual territory. 

6) EXAMPLES OF CHANGE - Ability to recognize aberrations, modifications, and substitutions in the dynamics of things. 

7) EXAMPLES OF HABIT - Building sensitivity to rigidity in our thinking, and avoiding limiting habits. 

8) TOLERANCE FOR AMBIGUITY - Maintaining comfort with intriguing puzzles & situations that have no simple resolutions. 

9) INTUITIVE EXPRESSION - Ability to use all the senses (and intuition) to learn about something, and express the emotion. 

10) ADJUSTMENT TO DEVELOPMENT - Ability to develop options, learn from mistakes, and "grow" from our experiences. 

11) STUDY OF CREATIVE PEOPLE & PROCESS - Able to analyze the traits of creative people and apply them to invention or insight. 

12) EVALUATE SITUATIONS - Able to choose a course of action based on its consequences, usefulness, or implications. 

13) VISUALIZATION SKILL - Able to express ideas, feelings, and experiences through illustrations. 

Groupwork Job Definitions 

Directionality Optimizer - Makes certain that the team stays on task, that everyone contributes to the product, and that the process runs as smoothly as possible. 

Credit Assurance Supervisor - Makes sure the team completes all parts of the assignment, and turns in the final product to the grader. 

Process Observer - Keeps a record of the actual performance of each team member, productive or not, and may have to evaluate the contribution of team members. 

Information Manager - The only person who is allowed ask questions of the teacher, and who has blanket permission to access all resources (i.e. encyclopedias, internet, books, computer programs, etc.) 

Provocative Question Generator - Makes sure that the group thinks all issues through completely.  Asks, or causes teammates to ask, questions that will produce a high-quality product. 

Quality Control Guarantor - Pushes team, through encouragement, energy, and prodding, to produce the best possible quality product in the time allowed. 

Evaluating Web Resources


Can you tell who the author is?  If the author and their affiliations are not easily identified, there may be cause for concern.  Know what the credentials and aims of the author are.  Don’t accept an author’s statements simply because they appear to be an “expert”.


What type of information is it?  Are you looking at a scholarly journal, popular presentation, government report, private business or agency memo, or an advertisement?  Each type of media has its own aims, ethics, and approaches to presenting information.


What is the author’s purpose?  Was the info written for personal gain, to express an opinion, to present facts (as opposed to the truth), or is it a personal observation?  Is it objective or subjective?


What are the sources of the information?  Where did the information come from?  Did the author do original research, experiments, observations, or interviews?  Could you duplicate the author’s research and come up with similar results?


How timely is the material?  When and where was it written?  Knowing these facts is extremely important.  A first-hand account of a historical event is very different than an article written 100 years later.  Some topical information goes out of date, and some does not.


What is the style?  Some styles can prejudice the way we look at information.  If the author is complex, we may misunderstand; if humorous, we may miss the point; if boring, we may doze during the most important points.  Be very careful not to be confused by satire or sarcasm in the writing.


What are the author’s assumptions?  If an author assumes that you agree with his point of view, he may also expect you to ignore “loopholes” in his arguments.  If the author makes fallacious assumptions, then the argument falls to pieces.

REMEMBER ~ ANY person with web access and a minimal amount of technical skill can create a web page and post their opinion.  You must not accept the material as fact simply because it’s published.

TEN COMMANDMENTS FOR COMPUTER ETHICS

From the Computer Ethics Institute

Thou shalt not use a computer to harm others.

Thou shalt not interfere with other people’s computer work.

Thou shalt not snoop around in other people’s files.

Thou shalt not use a computer to steal.

Thou shalt not use a computer to bear false witness.

Thou shalt not use or copy software for which you have not paid.

Thou shalt not use other people’s computer resources without authorization.

Thou shalt not appropriate other people’s intellectual output.

Thou shalt think about the social consequences of the programs you write.

Thou shalt use a computer in ways that show consideration and respect.
LEARNING METHODS

DIVERGENT QUESTIONING MODELS   These patterns are designed to help you see common situations in new and different ways, in order to discover new solutions to common problems.  Detectives and other people who investigate use these frequently. 

Quantity Model - We look for as many answers to our question as possible (see Brainstorming), without worrying about how practical or "sensible" they seem in order to uncover possibilities we haven't thought of. EX.- List every _____ you can think of."  OR  "How many ways can you come up with to _____." 

Viewpoint Model - We try to see the problem from a different person's position in order to understand their reasoning.   EX. "How would this look to a ______?"  OR  "What would a ______ mean to a ____?" 

Involvement Model - We try to imagine ourselves in the place of another person or object in order to understand their motivation.  EX.- "How would you feel if you were ______?"  OR  "If you were a_____ what would you (see, taste, feel, smell)?" 

Conscious Self-Deceit Model - We imagine something that "just can't be" in order to remove our limitations.  EX.- "You can have all of the _____ in the world; how would you use it to ______?" OR "You have been given the superpower to ______ how will you solve this problem with it?" 

Forced Association Model - We compare two things that seem to be unconnected in order to find similarities that have previously eluded us.  EX.- "How is ____like _____?" OR "I ONLY understand ____explain _____

Reorganization Model - We rearrange our information in order to gain a new perspective on the problem. EX.- "What would be the consequences if __ happened?" OR "What would happen if there were NO ___?" *************************************************************************************
RULES FOR BRAINSTORMING 

1. Make sure you know what you're trying to generate ideas about. 

2. Everyone must participate. 

3. Concentrate on getting as many ideas as possible. 

4. Make NO judgments about how feasible the ideas are. 

5. Let each person decide which of their ideas are best. 

*************************************************************************************

ABSTRACTING STRATEGY 

1. Identify what is basic to the situation or historical event. (Break it down into its component parts.)
2. Replace specific facts with general statements. (Remove all the names, and substitute ideas) 

3. Distill the general statements into a summary (an abstraction).

4. Try applying your abstraction to a new situation or event.

 ************************************************************************************* 
INDUCTIVE REASONING - making observations about specific items or events, then drawing a general conclusion from those observations. (This means that our conclusions are, at best, highly probable, not absolute.) 

Strategy: 
1. Focus on specific pieces of information. 

2. Look for patterns & connections within that information.

3. Make a generalization that explains what you have observed. 

4. Make more observations to test your generalization.

DEDUCTIVE REASONING - Knowing the principle in effect at a given time or in a given situation, I can predict the outcome or result of an action in that situation. (As long as the principle is true, the result is inevitable) 
Strategy: 
1. Identify the rules, laws, or principles that apply to this situation. 

2. ID the conditions that must exist for those rules to apply. 

3. What MUST be true, given those rules and conditions? 

4. Is a SYLLOGISM applicable in this case?

 
(i.e. “If all A are B, and all B are C, then all A are C.”) [Venn diagram]
MANAGING CONFLICT - Try this simple five-step plan whenever you disagree with someone on the best way to look at an issue:

RESEARCH both sides of the issue, so you really understand the facts that support the position you have taken, and those which support the other; 

PRESENT your argument to the opposing side, and listen carefully to their argument as well: Do so in a reasoned, logical, and calm manner; 

REFUTE the other person's argument with facts and well-reasoned statements, and defend your position against their attack. REMEMBER to keep the discussion centered on the issue (NO personal attacks!!!); 

REVERSE positions for a while.  Look at the issue from the other side, and try to see why someone would support it.  See if you can discover approaches and arguments that your opponent has missed.

UNITE the two positions into one.  See if there is ANY possible way that both positions can be brought together into one, better position. 

************************************************************************************* 

RECIPROCAL TEACHING STRATEGY 

1. One student in the group will SUMMARIZE the material the group has been given. 

2. Other group members will QUESTION that student about the important aspects of the material. 

3. Group members work together to CLARIFY parts of the material that they find confusing or unclear. 

4. The group makes a PREDICTION about what will come next. 

************************************************************************************* 

LIFE-LEARNlNG CYCLE   Stages we pass through in learning life's lessons. 

Experience - Something happens to or for us, good or bad" with or without our action 

Emotion - We have certain feelings about the experience 

Action - We react, respond, or reply to the experience 

Evaluate - We analyze the effect of our actions, and review the results 

Reflect - We ask "Why?" and look for better actions to use the next time we have an experience 

Resolve - We promise ourselves that we will act differently next time, to be more effective 

Let Go! - We release ourselves from the emotions that may keep us from seeing our next opportunity 

**************************************************************************************

Elements of the "Hero" Story 

Hero - Young person who leaves home to undergo physical, emotional, intellectual, and spiritual tests 

Master - god figure; sees all knows all, tells little - gives advice in cryptic puzzles 

Mentor - Helps Hero see the right path to take; may give him special tools or talents 

Evil- Rejects the hero's values; often terrifying; often once a good guy 

Partner - One step below the Hero in some way, but on the same general path of discovery 

Sidekick - Comic or unusual friends who lighten the mood a bit 

Anima - Feminine side of the Hero (mother, lover, muse, warrior); adds depth to Hero's character
ERROR  ANALYSIS  STRATEGY - Begin by asking yourself, “Is this information designed to persuade me, change my opinion, or take something away from me?”  If so, begin looking for the errors. 
1. Does the author state their purpose?  Is it justifiable?

2. Is the question at issue clearly stated and unbiased?  Does it clearly connect to #1?

3.   What is unusual in the presentation, or goes beyond common facts? 

4.   Is the information clear?  Would clarification reveal weaknesses in the argument?
5.   Does the writer acknowledge their own assumptions?  Do their assumptions create the


potential for their arguments to fall apart?  

6.  Does the author appeal to common biases about certain people, places, or things?
7.  Does the author acknowledge and respectfully consider opposing viewpoints?

8.  Does the writer show a sensitivity to the position they are taking?  Have they considered


the implications and consequences of their conclusions?
9.  Does the author use Confirmatory Bias in giving evidence? (Do they only use 
information that supports their conclusion?)
10. Is the author a victim of Egocentric Thinking?  Is their reasoning influenced by their

lack of consideration or appreciation of the views of others?  (In other words…)


a. Are things only true because the author believes them to be true?


b. Are things only true because the groups they belong to believe them to be true?


c. Are things only true because they want them to be true? (Wish fulfillment.)


d. Are things only true because they have always believed them? (and want to keep on)


e. Are things only true because it is to their benefit for them to be true?  (Will it sell?)
11.  Is the author a victim of Sociocentric Thinking?  Are they so ingrained in their own


culture that when they present information or arguments:

a. They automatically assume that everything in their culture is better than all others.
b. They use self-serving descriptions of their culture, and are derogative of others.

c. They accept the traditional prejudices of their culture.

d. They miss obvious contributions and insights of other cultures.

e. They fail to distinguish between universal ethics and cultural ones.

f. They ignore the bias of mass media, and how the news is “shaped”.

g. They fail to think historically and anthropologically, thus failing to see past events

in the light of the times and cultures in which they occurred.
12.  Does the information contain INFORMAL FALLACIES? 
A. FAULTY LOGIC uses contradictions, accidental occurrences, false causes, and evading the issue to confuse the reader. Other tactics include: "Begging the Question" (Using ones claim. to defend ones claim); "Arguing from Ignorance" (My claim is true because you can't prove the opposite); “Composition & Division” (What is true of the parts is true of the whole, and vice versa); and “Post Hoc” arguments (Because it is true now, it was true in the past.)
B. ERRORS OF ATTACK lose credibility because they attack others instead of defending 

their own position. Strategies they use are: "Poisoning the Well" (explaining away all contradicting arguments); "Ad Hominem" (arguing against the person with the opposing view by personal disparagement); and "Appeal to Force" (threatening violence if we don't go along).
C. ERRORS OF WEAK REFERENCE fail because they rely on an unknown or unnamed "expert", because they appeal to our emotions (hate, pity. sympathy. etc.), or because they rely on what "the people" want.
What Creative People Do
1. They love Creativity.  They enjoy coming up with ideas and inventions.
2. They know they are Creative.  They have confidence in their powers.

3. They are keen observers.  They notice things others don’t and take nothing for granted.

4. They try to make improvements.  They enjoy the challenge to change things.

5. They ask, “What if… ?” a lot, and keep track of their ideas.

6. They have serious Curiosity.  They are hungry for that “Aha!” moment.

7. They are Original.  They enjoy being fresh and unique.

8. They are Persistent.  They work at their ideas, and keep on working when things get tough.

9. They have a good Memory.  They remember good ideas for when they will be useful, and make connections between their ideas to make them more useful.

10. They have “thought visions”, where ideas become real things.

11. They Analyze and Synthesize (even when not doing Subjective testing!)

12. They are comfortable with Ambiguity.  Uncertainly leads to more ideas.

13. They enjoy Solitude.  It’s a good environment for hard work and self-reliance.

14. They feel a compulsion to try things out.  Ideas must be realized!

15. They have Multiple Talents.  They have many choices for what to do.

Why Doesn’t My Good Idea Work? (and What Can I Do About It?)

Maybe it’s not fully understood – do more explaining.


Maybe it’s not fully developed – add to it.


Maybe it is simply because it’s new – calm people’s fear of change.


Maybe it doesn’t answer critical questions – know the questions and search for answers.


Maybe you only thought it was perfect – look at it more critically and objectively.


Maybe it’s bad timing – be patient, and prepare to use it again someday.

SOME PROJECT FORMAT POSSIBILITIES 

Animated Film 


Flip Book 



Museum Exhibit 

Art Gallery 



Map with Legend 


Musical Instrument 

Advertisement 


Mobile 



Music Study (Period or Original) 

Bulletin Board 


Model 




Movie Interpretation 

Cartoon (Editorial or Strip) 

Mural 




Letter to a Person 

Charts (Graphs) 


Slide Show 



Lesson Plan 

Choral Reading 


Survey Form 



Needlework 

Collage 



Drawing



Newspaper Story 

Collection of Items 


Sculpture



Outdoor Activity 

Computer Program 


Transparency Set 


Painting 

Costume 



Travel Brochure 


Pamphlet 

Dance 




Videotape 



Papier Maché 

Debate 



Write a New Law 


Petition 

Diorama 



Powerpoint Presentation 

Photo Essay 

Editorial 



Hidden Picture


Picture Story 

Etching 



Interview



Plaster Model 

Experiment 



Riddles



Play 

Fairy Tale 



Learning Center


Poem 

Family Tree 



Illustrated Story


Pop-up Book 

Film 




Science Fiction Story


Press Conference Script 

Radio Program


Labeled Diagram 


Rebus Story

Filmstrip 



Game




Puppet Show 

Puzzle (Crossword, Acrostic, Word Search, What's Wrong with this Picture)

Website

TV Program (Original, or Interpretation)



Decision Trees


A Decision Tree is a construct that explores the possible outcomes of a choice we are forced to make.  It is a form of simplified flow chart that shows clearly what our choices are and what the outcomes could be.  There are millions of applications for this format.

You have enough money in your pocket to purchase a candy bar if you so desire.  Your decision tree would look mostly like this:








Choice



Outcome

Question



Yes, buy the Candy Bar----------------
Eat the Candy Bar

Should I buy a candy bar?








No, do not buy the candy bar----------
Save your money

Here’s a more complicated form of the decision tree, but with the same basic principles.  In the store, you 

discover that there are two types of candy bar that you could choose from, each of which you like equally well.  

Now the tree is a bit more elaborate:







Choice 



Outcome





Buy the Reese Cup------------------------------Eat the candy bar


Questions

Which?




Should I buy a candy bar?

Buy the Snickers---------------------------------Eat the candy bar





No, do not buy the candy bar------------------Save your money
For a literary application, whose decision tree is this?







Choice



Outcomes

Question




Yes, Be------------------Suffer the slings and arrows, etc.

To be, or not to be?









Do not be---------------To sleep no more, etc.
Here’s a real-life situation in History class where we could use the decision tree.


On July 3, 1988, the USS Vincennes was engaged in combat in the Persian Gulf.  On the radar screen, a 

blip appeared, indicating the presence of an incoming aircraft.  The plane was asked repeatedly to identify itself, 

with no reply being made to the Vincennes.  It appeared that the plane might be a hostile Iranian F-14 planning to 

attack the ship.  Captain Rogers had very little time to make a decision about how to treat this plane.  Should he 

issue the command to launch a missile and destroy the plane, or should he wait for identification to become 

positive?  If he waited too long and the plane was indeed hostile, it might become impossible to avert the attack.  

Approximately 1000 crew members’ lives were riding on his decision.  

Draw a decision tree that shows the choices available to him, and the likely outcomes of those choices.

 *******************************************************************************************************************************
What winners know:


Talent wants and needs to be sharpened.  Intelligence and hard work often overcome talent.

Every victory comes with a lesson attached.  So does every loss.  Failure to learn from either is the 

worst possible mistake we can make.

No one truly understands what 100% means until long after it has occurred.  Therefore, we must push



ourselves beyond what we think possible in order to fully grasp what our maximum is.
The baseball term “Perfect Game” is the greatest oxymoron in sports.  Winners know that perfection 

does not exist in the real world.  Striving for perfection, however, is absolutely necessary.

No single player, coach, or official has ever lost a game.  Every game (or project or assignment, etc.)


is a very complex series of events and occurrences, any one of which could easily change



the outcome.  Therefore, every detail must be attended to in order to create a desirable



outcome.

Every day is a new opportunity for success.  Logically then, it is also an opportunity for failure.



Winners prepare for, and only anticipate, success.

There are always reasons why teams or players succeed or fail.  Reasons can be corrected, 



excuses cannot.  Winners focus on correcting the reasons.
PERSONAL DEVELOPMENT GUIDES

CHARACTER COUNTS !!!!!  A national foundation has been established because of a genuine concern over the way in which values and character traits are diminished in today's society.  These 10 items are foundations of our basic moral code, which allow us to maximize our potential as human beings.  These traits are NOT situational, and we must resist the temptation to rationalize away our failures. 

Be Honest!   Tell the truth and be sincere. Don't betray a trust, deceive others, intentionally mislead people, be devious or tricky, or withhold important information in relationships of trust. Don't steal or cheat.

Demonstrate Integrity!   Stand up for your beliefs about right and wrong, even when it's not "cool" to do so.  Be your best self.  Resist social pressures to do things you know are wrong.  Show your commitment, courage, and self-discipline. 

Keep Promises!   Keep your word and honor your commitments. Pay your debts. Return what you borrow. Put things back where you got them. 

Be Loyal!  Stand by, support, and protect your family, friends, employers, community and country. Don't talk behind people's backs, spread rumors, or engage in harmful gossip.  Don't violate other ethical principles to keep or win a friendship, or to gain approval.  Don't ask a friend to do something wrong. 

Be Responsible!  Think before you act.  Consider the possible consequences to all people affected by your actions.  Be accountable.  Accept responsibility for the consequences of your choices. Be reliable. Set a good example. Don't blame others for your mistakes, or take credit for others' achievements. Exercise self-control.  Be disciplined. 

Pursue Excellence!  Do your best with what you have.  Keep trying. Don't quit or give up easily. Be diligent and industrious. Maximize your talents. 

Be Kind and Caring!  Show that you care about others through kindness, caring, generosity, sharing, and compassion.  Don't be selfish, mean, cruel or insensitive to the feelings of others.  Don't take the easy way out and claim that the world is a tough place. 

Treat All People With Respect!  Be courteous and polite.  Judge all people on their merits.  Be tolerant, appreciative, and accepting of individual differences.  Don't intentionally injure anyone. Don't abuse, demean, or mistreat anyone.  Don't use, manipulate, exploit, or take advantage of others.  Respect the rights of individuals to make decisions about their own lives. 

Be Fair!   Treat all people fairly.  Be open-minded. Listen to others and try to understand what they are saying and feeling.  Make decisions based on appropriate considerations.  Don't take unfair advantage of others' mistakes. Don't take more than your fair share. 

Be A Good Citizen!  Play by the rules and obey laws. Do your share. Respect authority.  Stay informed and vote.  Protect your family and community. Report crimes. Be charitable and altruistic. Assist your community, school, or organizations that interest you by volunteering your services.  Protect the environment and conserve natural resources. 

CHARACTERISTICS OF GOOD LEADERS   by Alan Loy McGinnis 
Good Leaders: 

Expect the Best From Those They Lead. Leaders assume a positive attitude, and treat people as if they were already successful. They focus on others' strengths, and delight in discovering hidden talents. 

Study the Needs of Those They Lead. Leaders find out where others need to go, and help them get there. They tailor their leadership style to the needs of those they lead. 

Establish High Standards for Excellence. Leaders recognize that people enjoy a challenge or a cause to fight for, as long as goals are realistic, and regular feedback on progress is provided. 

Recognize that Failure is Not Fatal.  Leaders know that with high goals, we will sometimes fail. They also know that strong people learn from their mistakes, and grow stronger from them 

Help Others Reach Their Goals Too. Leaders are aware that by helping others develop the self-confidence that comes with success, they are building a stronger team to overcome larger obstacles. 

Use Models to Encourage Success. Leaders are always on the lookout for true stories that inspire hard work and achievement. They find real-life examples of people who have overcome "impossible" obstacles and achieved success in the face of difficulty. 

Recognize and Applaud Achievement in Others.  Leaders are never jealous of the success of others, but are inspired by it. They celebrate the accomplishments of others because they wish to turn small successes into larger ones. 

Know When to Applaud & When (and How) to Criticize. Leaders realize that we all have consequences of the choices we make, and strive to help others make the right choices. They praise freely, but know that we all feel guilty when we fail to reach our goals. 

Keep Competition Healthy.  Leaders see that people are sometimes motivated by the challenge of competing against another group ("having a common enemy") but are also aware that anger can lead to infighting which destroys teamwork. 

Place a Premium on Cooperation.  Leaders are not obsessed with getting credit, so they are willing to parcel it out to everyone they lead. They respect and value the individual talents of those they lead but recognize that it is the combination of talents that yields the greatest success. 

Prepare for Problems.  Leaders know that there wi1l be times when everything will not go smoothly, so they are prepared to be the "lightning rod" for anger and frustration. They must try to remain open to suggestion and continue to see the best in others, even "troublemakers". 

Keep Their Own Motivation High.  Leaders can often envision the future, and have the independence to go in the right direction, even when it is not popular. They study ways to become a better leader, associate with successful people, and monitor their thinking through journals or diaries. 

Are Servants First.  Leaders are secure enough in their own abilities that they seek to produce new leaders who will exceed them. Like mother birds, they protect those they lead, but also "push them out of the nest" to seek their own leadership. 

THE PRODUCTIVE HABITS OF MIND 

Be Aware of Your Own Thinking - Know the reasoning behind what you are doing and how you do it. 

Plan - Set a series of goals and a schedule for finishing them 

Be Aware of Necessary Resources - Identify and manage resources properly, and seek alternatives. 

Be Sensitive to Feedback - Respond to situations when working, and change behavior accordingly. 

Evaluate the Effectiveness of Your Actions - Look back on a completed task to see how well it was done. 

Be Accurate, and Seek Accuracy - Understand the importance of using and giving accurate information. 

Resist Impulsivity - Think about actions or answers before engaging in complex tasks or questions. 

Be Clear, and Seek Clarity - Understanding how important it is to use and give clear information. 

Take & Defend A Position - Know how and when to express an opinion, and effectively support it. 

Be Open-Minded - Consider others' opinions, study opposing viewpoints, & analyze the validity of yours. 

Be Sensitive To Others - Recognize and be compassionate of people with different emotions or intelligence. 
Engage Intensely, Even When Answers Are Elusive - Keep working hard, even when it's not "easy". 

Push Your Knowledge & Ability Limits - Set goals that force you to expand your horizons. 

Generate, Maintain, & Trust Your Standards - Know what qualities you want to see in a product, and strive for them.
Come Up With New Ways to See Situations - Know when your old methods are ineffective & look for new ones. 

************************************************************************************* 

THE SIX INTELLECTUAL VIRTUES

INTELLECTUAL HUMILITY - Know the Limits of Your Knowledge.  Opposes arrogance.
INTELLECTUAL COURAGE - Explore & Fairly Assess Other (even Opposing) Points of View 

INTELLECTUAL EMPATHY - Genuinely Understand the Position & Concerns of Others. 

INTELLECTUAL INTEGRITY - Be Consistent & True to One’s Beliefs & Values. 

INTELLECTUAL PERSEVERANCE - Pursues Truth Despite Obstacles 

FAITH IN REASON - Confidence That Human Reason & Common Sense Allow us to Create Logical Solutions to Our Problems. 

*********************************************************************************************************

STUDENT’S BILL OF RIGHTS & RESPONSIBILITIES 

You have - the right to express your feelings, 

- the responsibility to control that expression. 

You have - the right to be heard, 

- the responsibility to listen. 

You have - the right to work at your own pace, 

- the responsibility to finish your work on time. 

You have - the right to be concerned about others, 

- the responsibility to mind your own business. 

You have - the right to be respected, 

- the responsibility to be respectful of others. 

You have - the right to understand directions, 

- the responsibility to follow directions. 

You have - the right to be given choices, 

- the responsibility to make wise choices. 

You have - the right to use materials, 

- the responsibility to care of those materials. 

You have - the right to a safe and orderly place to learn, 

- the responsibility to help make it that way.

Woody’s “Rules” for Analyzing Cartoons

(Bloom’s Taxonomy – Level 4)

Points to Remember:  (in no particular order.)


Every “thing” in a cartoon means something more than its mere name.  Every person, object, symbol, or action has both an obvious meaning and a symbolic one.


If truly “a picture is worth a thousand words”, then imagine the words the artist might have used if he wasn’t able to draw his thoughts.


Assume from the beginning that there is some “important” political or social message that the artist wants you to come away with.


Artists are often better than we think they are, and use distortions, appearances, and caricature to add a “twist” to their message.


The style an artist chooses may be the key to understanding the message.  If a cartoonist chooses to mimic Renaissance art, Charles Schultz, or a kindergartener there is probably some reason for that.  


The relationships of the objects in a cartoon have great significance.  The unique positioning and size or shape of familiar objects may be the key to understanding the artist’s message.


Multi-part cartoons are easier to analyze, because you can look at the relationship between the drawings in each panel (How did things change?), and you can more easily see the “story line” develop.


Political cartoonists, particularly, like to think of themselves as being more “clever” than the average person (or at least the average politician).  Perhaps this came from times or societies where it was potentially life-threatening to criticize the powerful, so cartoonists had to be clever in order to avoid being “found out”.  There is almost always an inside joke.  If the full message of a cartoon appears immediately obvious, it implies one of three things: (A) the cartoonist wasn’t all that good, and the message isn’t that deep; (B) you haven’t looked deeply enough to find all the meanings; or (C) you are such an awesome critical thinker that you cut right to the heart of it instantly.  (Congratulations!)

Process:
[1]
Look first at the whole cartoon without trying to make any value judgments.  (This is difficult to do because we are culturally “trained” to read cartoons expecting to laugh or chuckle at the wit displayed therein.)

[If you find this impossible to do, write a sentence at this point, telling the “story” of the cartoon.  One concise sentence should be able to tell what action is taking place and what it means, based on your first impression.]
[2]
Now ask yourself, “What characters, objects, and symbols do I recognize in this cartoon?”  No item or detail is potentially too small to be considered.

[Make a list of these things, so you can refer to it as you analyze.  List all the people, objects, etc. so you can make notes about them as you go along.

[3]
What time period is the cartoon from?  Does it refer to events from a specific time period (and perhaps compare them to current events)?  Does the time when this cartoon was done explain something about why it was done?

[Write down when the cartoon was probably drawn.  List the events you can think of that occurred during that general time period and might have been of importance.]
[4]
Make generalizations about the things you saw in the cartoon.  In other words, explain all the possible meanings items in the cartoon could have.  For example, a drawing of the flag usually serves to bring the concepts of patriotism, freedom, national identity, etc. into the storyline.  George W. Bush is not just himself, but also represents the presidency, Texans, men, C students, and more.

[On your list of items, jot down every comparative term like those above that might describe the people, symbols, or actions depicted in the cartoon.  See how this changes the image you had of what the cartoon means.]
[5]
Now write a paragraph that fully explains the characters, action, and message implied in the cartoon.  Try to show how the “story” of the cartoon is more than it first appears.
