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ABOUTRIGHT TO PLAY

Right To Play is a global organization, using the transformative power of play to
educate and empower children facing adversity. Through playing sports and
games, Right To Play helps over one million children learn through play to

create better futures, while operating in more than 20 countries each week.
Founded in 2000 by social entrepreneur and four -time Olympic gold medalist
Johann Olav Koss, R ight To Play is headquartered in Toronto, Canada and has
national fundraising offices in Canada, Germany, the Netherlands, Norway,
Switzerland, the United Kingdom, and the United States. Regional offices are in
Africa, Asia, and the Middle East. Our progra  ms are facilitated by more than
600 international staff and 14,400 local volunteer Coaches.

About the Right To Play Resources

Right To Play has over 1,000 sport and play -based games and activities

designed by child development experts in consultation wi th local stakeholders
from the communities we serve. These games and activities are collected in
resource manuals. All Right To Play resources and play - and sports -based
learning activities use the 3 -step teaching and learning methodology called

RCA (Refle ct -Connect -Apply). RCA helps students process their experiences
through reflection and dialogue with their peers and others. Reflect -Connect -
Apply allows students individually and in groups, to examine their experiences
consciously, relate those experienc  es to what they already know and

formulate plans to use their learning.
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How TO USE THIM ANUAL

This manual has been developed as a resource for pre kindergarten educators
and paraprofessionals working within the New York City Department of
Education .

The manual is a practical resource to supportyouin planning, preparing,
implementing and assessing play -based learning in your classroom . It contains
a collection of learning experiences and games to use in a play -based early
learning program

The learning experiences and games  included in this manual have been
chosento address ¢ hi | d deeefo@rsent inthree areas: critical thinking,
problem -solving and language & literacy .

These three areas can each be broken downintoa  grouping of skills or steps .

Critical Thinking Skills
1. Remembering
Understanding
Applying
Analyzing

Evaluating

o g~ w N

Creating

Note: These critical thinking skills are fremeran up
thinking. The image above demonstrates these skills in a hierarchical figure



Problem -solving Steps
1. Understand the Problem
2. Make a Plan
3. Carry out the Plan
4. Look b ack atthe Solution

Language an d Literacy Skill Areas
1. Vocabulary
2. Print Concepts
3. Phonological Awareness
4. Phonics and Word Recognition

5. Fluency

Each skill set will be explored more deeply in your training

Each collection of learning experiences and games addresses the what, why
and how of fostering growth in a particular target skill. Each section contains
similar features , including:

A A validating chart that links the learning experiences  and games to the
relevant standards inthe New York State Prekinderg arten Foundation for
the Common Core (PKFCC)

A An overview of practices demonstrated by effective educators to foster
the development of the particular critical thinking skill, problem -solving
step or language and literacy skill

A Strategies for observing and assessingt he chi l drenés | earning

A Strategies to promote inclusion  of children who might be excluded
because of differences in language, behavior, communication,
sensitivity and/or physical abilities

A Strategies to help families to support their children in developing the
target skills and steps

A An array of play -based learning experiences  and games that will help
children to develop the target skill. The vy include experiences that are:

G Teacher -initiated
G Teacher -guided
G Child -initiated
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PLAY ATTHECORE

What is the Play at the Core Program?

Play at the Core is a program  born from a partnership between Right To Play
and the New York City Department of Education. The program is designed to
address the student achievement gap by supporting educators and

educational paraprofessionals to raise the academic performance of
prekindergarten students through play -based early learning programs. The Play
at the Core Program will support teachers to develop and implement learning
experiences that will provide  children with a strong foundation of critical
thinking, problem -solving and language and literacy skills.

What do Right To Play and New York City Department of
Education do?

Right To Play is a global organization that uses the transformative power of play
to educate and empower children facing adversity. It was founded in 2000 by

Johann Olav Koss, a four -time Olympic gold medalist and social entrepreneur.

Through sports and games, Right To Play helps children build essential life skills
and better futures while driving social change in their communities with lasting

impact.

The New York City (NYC) Department of Education is the largest system of
public schools in the United States, serving about 1.1 million students in over
1,700 schools. Within the NYC Department o f Education, the Office of Early
Childhood Education works to provide families with access to high quality early
childhood options that prepare their children for success in school and life.

In 2011 New York State adopted and approved carefully developed early
learning expectations known as the New York State Prekindergarten
Foundation for the Common Core (PKFCC). These standards focus on the
learning and development of the whole child. The primary purpose of the

pre kindergarten standards is to ensure that  all children, including children with
disabilities, students with Limited English Proficiency (LEP), and English Language



http://schools.nyc.gov/AboutUs/schools/default.htm
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Learners (ELLs) have rich and varied early learning experiences that prepare
them for success in school and lay the foundation for co llege and career
readiness.

In order to galvanize play as a teaching platform, Right To Play and the NYC
Department of Education teamed up to develop and implement a play -based
early learning program in New York City ~ prekindergarten classrooms. This is
known as Play at the Core: The Right To Play New York City Play -Based Early
Learning Program . The program was designed to support educators and

educational assistants to deliver on the PKFCC within a play -based framework.

What are the goals of the Play att he Core Program?

The Play at the Core Program has the following goals:

A Il mprove chil dr ends metinagjoan tpécane nt and

A Integrate stronger critical thinking and problem -solving skills into the
play -based learning activities in classroom programs

A Integrate language and literacy activities into play -based learning
activities in classroom programs to enhance the language and literacy
levels of students

A Increase knowledge and skills of educators and educational
paraprofessionals to implement  play -based | earning activities

Why is Play a Key Tool in Achieving These Goals?

When play is purposeful, learning occurs. Children are exploring, inquiring,
testing, and practicing with content they are uncovering and learning about

and which helps them to understand the world. Participation in play makes

learning relevant and therefore meaningful, within a context t hat makes sense
to children. P lay also makes the learning process more enjoyable and can

bond children to school more effectively. (Source: Shipley , 2013)

Children from birth to eight -years-old learn effectively through play and are

more likely to develo p critical thinking skills, problem -solving skills, language and
literacy skills and consequently a deeper and more meaningful understanding

of the world.

When children are actively engaged in play, they are learning, exploring and
growing in every respec t:

A Intellectually they are sharply focused: observing, remembering,
experimenting, strategizing, evaluating and decision -making.
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A Physically they are fully involved.

A Emotionally they are intensely absorbed: discovering new dimensions in
themselves, growing in confidence, experiencing excitement and
happiness.

A Socially they are deeply engaged with others. They are developing the
knowledge, skills and attitudes to communicate, coop erate and form
positive relationships.

PLAY AT THE CORE EDCATOR MANUAL






CRITICAL THINKINGSKILLS

Critical Thinking Skill #1 :
REMEMDEIING o 10

Critical Thinking Skill #2:
UNAErstanding  ......c.oeveeiiiiiiieeeie e 37
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Critical Thinking Skill #1: Remembering

(Collect and recall information from memory)

To think about something in an effectiv. e way, we first must build and then recall knowledge.

Offering children opportunities to learn more about something they are interested in supports

an inquisitive mind. It also provides learning experiences that build self -confidence in children

as they b ecome competent learners. Young children acquire knowledge in many ways but

by seeing things from different perspectives, they will be thinking critically. Children should be

encouraged to seek out more information and to consider where one might go to fi nd out

more information. Young children can be encouraged
can look in information books, examine something using different tools, or ask someone who

they think will know more information.

Brainstorming encourages st udents to entertain how others perceive a topic and to realize
that others have ideas and opinions. Giving children opportunities to practice effective
brainstorming that is open and non  -judgmental is an effective learning experience. Children
can particip ate easily and with little risk in this skill.

Planning Information

Thissection provides you with information to assist you in planning learning exper iences and
games to add ressCritical Thinking Skill #1: Remembering  in your classroom program.

You will find information on:

Links to the Prekindergarten Foundation for the Common Core

Educatords Rol e

Observation, Documentation, Assessment

Inclusion Strategies

o~ w N

Strategies to Share with Families to Enable Them to Help Their Children
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1. Links to the Prekindergarten Foundation for the Common Core

The learning experiences
Prekindergarten Foundation
clusters, standards/ indicators and their location in the

Remembering

for the Common Core

and games for this skill are linked to relevant standards in the
(PKFCC). The chart below lists the specific
PKFCC for Critical Thinking Skill #1 :

Development

Domain Cluster Standards/Indicators Page
Approaches to Engagement 1. Actively and confidently engages in 10
Learning play as a means of exploration and

learning

2. Actively engages in problem solving.
Approachesto Creativity and 3b. Identifies additional materials to 10
Learning Imag inat ion complete a task.

3c. Experimen tsto further his/her

knowledg e.

3d. Seeks additional clarity to further

his/her knowledge.
Approachesto Curiosity and 4. Exhibits curiosity, interest, and 11
Learning Initiative willingness in learning new things and

having new experiences.
Physical Physical 1b. Comp aresand co ntrastsdifferent 12
Development and | Development sights, smells, sounds, tastes, and
Health textures.

1c. Ussde scriptive words to discuss

sights, smells, sounds, tastes, and

textures.
Physical Health and Well 7. Demonstrates personal care and 13
Development and | Being hygiene skills.
Health 8. Demonstrates awareness and

understanding of healthy habits.
Physical Health and Safety 9. Demonstrates awareness and 13
Development and understanding of safety rules.
Health
Social and Self Concept and 1c. Demonstrates knowledge of his/her 15
Emotional Self Awareness uniqueness (talent, interests,
Development preferences, gender, culture, etc.)
Social and Relationships with 5a. Seeksinput from others about a 16
Emotional Others proble m.

CRITICAL THINKING SKL #1: REMEMBERING

13




Knowledge of the
World

Geograp hy

relat ionship between people, places
and regions.

Domain Cluster Standards/Indicators Page
Commun icat ions, | Motivation la. Participates in small or large group 17
Language and activities for story telling, singing or
Literacy finger plays.

1b. Asksquestions.
Commun icat ions, | Background 2. Demonstrates he/she is building 17
Language & Knowledge background knowledge.
Literacy
Commun icat ions, | Viewing 3b. Identifies emotions by observing 17
Language & faces in pictures and faces of peers
Literacy and adults.
Commun icat ions, | Vocabulary 5d. Identifies meanings of words used in 18
Language & read -alouds, in conversation and in
Literacy descriptions of everyday items in the

world around him.

6b. Uses more complex words in

conversation.
Cognit ion and Mathematics: Counting and Cardinality 25
Knowledge ofthe | Overview - Know number names and the count
World sequence.

- Count to tell the number of objects.

- Compare numbers.

Measurement and Data

- Describe and compare measurable

attributes

- Sort objects and count the number of

objects in each category.
Cognit ion and Mathematics: - Identify and describe shapes (squares, 26
Knowledge of the Geometry circles, triangle, and rectangles ).
World
Cognit ion and Science: Earth and | 4. Observes and describes 29
Knowledge of the Space characteristics of earth and space.
World
Cognit ion and Science: Living 5. Observes and describes 29
Knowledge of the Things characteristics of living things.
World
Cognit ion and Science: Physical 6. Acquires knowledge about the 30
Knowledge of the Properties physical properties of the world.
World
Cognit ion and Social Studies: 3. Demonstrates knowledge of the 31

14
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22Educatorodos Rol e

a. Uses on-going teaching and learning strategies to support Critical Thinking Skill #1.:
Remembering by:

A Providing hands -on opportunities to acquire knowledge

A Encouraging the sharing of ideas
A Responding to chil dr emnduiignentabvaponses in a non
A Using open -ended questioning
A Encouraging peer -to-peer discussion
A Inviting sharing of opinions and related rationales
A Providing opportunities for critique
A Modeling respect for and curiosity abou t different viewpoints
A Providing an inquiry -based program which engages children in authentic
problem -solving and decision -making
A Providing a classroom schedule that provides for integrated learning in large

blocks of time
A Recognizes successes. Confidence in their skills encourages children to
challenge themselves and to gather more information.
b. Fosters Critical Thinking Skill #1 : Remembering on an on -going b asis by:
A Creating a safe learning environment

A Accepting childrenés tal kofapgay abasedcat ur al and v

classroom
A Valuing childrends opinions and questions
A Listening to the childrends discussion
A Provoking, suggesting or prompting
A Encouraging discussions and  a sharing of different points of view
A Acknowledging the value of different perspecti ves and beliefs
A Recognizing that disagreement and respectful conflict is valuable
A Demonstrating patience when others are seeking information from you
A Providing ample time for information  -seeking
A Encouraging information -seeking from a variety of sources
A Showing genuine interest in unconventional ideas

c. Uses questioning/prompting to f  oster Critical Thinking Skill #1 : Remembering such as:
A What do you know?
A What seems confusing? What doesndt seem rigl

CRITICAL THINKING SKL #1: REMEMBERING 15
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d. Uses
A
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>\

e. Uses

>\

> > >

p>

A

Who could you ask for more information?
Where could you get more information?
What do you stillneed to know?
What would others think? Say?
How will you remember to stop and look for more information before making
a decision?
materials (ongoing) such as:

Resource/information books in dif  ferent formats for different learners
(language, picture, simple text, Braille)

Books that are easily accessed (avoid educator -only books)
Open -ended materials that can be used for many purposes

Materials that support exploration and experimentation, bloc ks of various
shapes, materials to mix, art materials to combine, building materials

Rulers, tape measures, magnifying glasses, little trowels, clipboards, paper
and pencils for children to record what they are noticing

materials (specific) such as:
Books with partial images that provide relatively unknown information
Books that show investigations wit  h clearly articulated questions
Books with missing information, for example, a missing part to a picture

Multimedia material that will provide childrenw ith information about a
specific topic e.g. related to a planting theme

Thematic books; for example on a planting theme you might read:
And the Good Brown Earth by Kathy Henderson
And Then | hyduie F8gband n g
City Green by Dyanne DiSalvo -Ryan
Crown Vegetable Soup by Lois Ehlert
Planting a Rainbow by Lois Ehlert
Sunflower House by Eve Bunting
The Carrot Seed by Ruth Kraus
Ver ads B allyYyeraRodernberg
Books that encourage children to seek information, for example:
All the Water in the World by George Ella Lyon
All the World by Liz Garton Scanion
Do You Know Which Ones Will Grow? By Susan A. Shea

Just a Second by Steve Jenkins

PLAY AT THE CORE EDCATOR MANUAL



A Books that show characters seeking more information in various ways, for
example:

Sar ahads Qhyélaret Zeefarg

The Watcher: Jane Goodal |IbypJeandite Wister wi t h t he
A Games/materials that encourage classifying/sorting

A Games that encourage fact  -finding and information gathering such as 20
Questions

A Camera for recording observations and changes over tim e

A Photographs of various items

3. Observation, Documentation , Assessment

It is important to provide students with opportunities to demonstrate their competencies and

apply their knowledge  and skills in meaningful ways. Use anecdotal observations/records to
document evidence related to the following questions:

A Do the children |isten to othersd ideas?
A What vocabulary are they using to describe similarities and differences?

A Do they share ideas?

A Do the children ask questions related to a particular item, event or experience?

A Do they ask questions of each other?

A Do the children spend time seeking out new information?

A Do the children see k information from a variety of sources?

CRITICAL THINKING SKL #1: REMEMBERING 17



4. Inclusion Strategies

Special attention must be paid to ensure that children are being included in every learning
experience from the moment they arrive at school until they leave . The inclusion strategies
below can support your use of the learning experiences and games with children who might

be excluded because of differences in language, behavior, communication, sensory
sensitivities and/or physical abilities . These strategies can be adapted to fit other situations as
needed .

INCLUSION CRITERIA| TEACHING SUGGESTIONS

English Language A Showing concrete items when possible or photographs
Learners instead of just words to help children get extra clues to
what you are saying.
A Pair a child learning English with an English speaking child
to play. The exchange of information in both languages
will b enefit both children.
AlLearn some words in the chil di

A Provide time for children to form questions when engaged
in shared reading experiences.

A Provide information books that have simple text and big
pictures

A Invite family membe rs to provide dual language for some
of the classroom books with phonetic English breakdown
for the educators

A Speak and use physical gestures to provide clues. For
example, say: 0l wonder what t
spread with a questioning look onyo  ur face.

A Acknowl edge what the child is
are digging i n the sand. 6

A Ask several English speaking children to respond before
asking a child who is learning English. In that way the child
can get an idea of what is happening.

Behavior AKeep the |l earning experience ¢
waning but others want to continue, excuse the child after
one item has been completed.

A Acknowl edge the chil ddlsamng nt r i
experiences. Consider using a tur n-taking item (such as a
otal king stickdé or a puppet)
turn to contribute.

A Ensure children know the rules to avoid misunderstanding
and anxiety.

A Work in small groups so the child receives appropriate
attention.

‘n
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INCLUSION CRITERIA| TEACHING SUGGESTIONS

A Start with items th at allow success early on to engage the
child, and then move to more challenging items.

A Make eye contact so they focus more closely.

A Place the child in close physical proximity to you so you
can help maintain the chil dos
A Ensure that all children g et their turn in group games,
including the child who has trouble controlling impulses.
Participating should never be a prize for behaving well.
Withholding it should never be a punishment for poor
behavior.

A Pair the child with a friend. Working with a pa rtner will help
the child to sustain interest longer.

A Redirect a child who is not able to participate successfully
to another area of the room to engage in another learning
experience or with another material that is soothing (sand,
water, play dou gh).

Co mmunication Speak clearly.

Use physical gestures to support what you are saying.

Point to items to connect words with items.

Provide time for the child to form words/phrases.

Extend the childrends words.
replybysaying: o Throw the ball . 6

A Use sign language to describe what to do. Sign language
gestures can be found on the internet.

> > > D> >

A Acknowl edge the childds gestur
Sensory A Try hand over hand in exploration.
A Encourage the child to touch the objects you are using to

support comprehension.
A Acknowl edge the childds effort
A Try a smaller group or head phones to reduce the noise if it
is excessive in the larger group.
A Provide an item for a child to hold for comfort.
A Try items to assist children to sit on th e larger group
successfully 8 a cushion or a specified space on a mat.
A Try a weighted bag (like one from the drugstore to be
heated and put around the nechkh
help the child settle while sitting

Physical A Assist children to be part of  the learning experiences and
games, such involvement help other children see similarities
in others rather than differences.

A Use hand over hand to assist in exploration.

AProvide a step in front of a ¢
in the chair.

CRITICAL THINKING SKL #1: REMEMBERING



INCLUSION CRITERIA| TEACHING SUGGESTIONS

A Follow Occupational Therapy or Physical Therapy
guidelines.

A Pair the child with a physically able partner to assist in
movement around the room.

A Ensure that children with visual impairments have pictures
described for them or that they have raised pictures . When
possible use a three -dimensional item.

A Be careful with terms that would only make sense to
someone who can see: for example, calling something
ored. 6 Try shape and size desq(

5. Strategies to Share with Families to Enable Them to Help Their Children

Itis important to engage families to extend learning at home and support their child/children
to develop Critical Thinking Skill #1: Remembering. Families will need to be informed of how
to play any learning experience s and games that are recommended below .

Families can:
A Try to be patient with your childrends many ques:
information.

A Invite children to offer ideas, lots of them, about something: for example, what to
have for supper, whatto  do on Saturday afternoon, which game to play, which
book to read, how to fix something that has broken, which flowers to plant or
vegetables, a gift to make for a friend.

A Play guessing games with your children. Reveal information gradually, helping your
c hildren to reconsider their previous response and weight it against the new
information. OFind 56 is an example of a good

A lnvite your children to sort things with you,
you are sorting the laundry. Invi te them to figure out what the sorting rules are.

A Have children play the game 0Shoe Box06 at home.

the category and have children search through the house to find things that fit the
criteria. This activity could be fun for sibling s as an after dinner game.

A lnvite children to play the game OMystery Metaph

exampl e, you mightrysayag OGTshilsi kger cacecave becauseébd
A Foster your childrendés confidence. Drovromgpt j udge

Instead, try to engage the child in a discussion about consequences to show why
their suggestion might not be correct or might not work.
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Learning Experiences and Games

This section provides you with a range of learning experiences and games to addr ess Critical
Thinking Skill #1 : Remembering in your classroom program . These include learning experiences
and games that are:

1. Teacher -initiated

2. Teacher -guided

3. Child -initiated

With some modifications these learning experiences and games can be linked to any theme

or unit of study in your program . The learning experiences and games can also be modified to
accommodate your | earnersd® needs, abheplaytbhasedearly | ear n
learning experiences and games you develop for specific lea rners will often benefit other

children as well.

Recommendations have been offered to assist you in implementing them into your daily
schedule .

1. Teacher -initiated

MYSTERY METAPHOR

UPK Scheduling Recommendation:  Group Time

Key Learning : To recall per sonal information about classmates in order to share positive
affirmations
Learning Environment Set-up:

A Small group

A Indoors or outdoors

Materials :

A Avariety of items or pictures of  items

How to Do:

1. Show two items or show a picture of two items. Name the two items.  The goal is to
have the children identify many ways these two items might be the same.

2. Prompt the children with a senpanbwush islikeahistreer , f o
branch becauseébd

3. Record the childrends responses.

CRITICAL THINKING SKL #1: REMEMBERING 21



4. Have the children take over the leadership in this game after a few tries. They may
choose different items to compare.

5. Ensure the focus of the children is on generating many ways the items are similar. The
more disparate the objects, the more creative the proc ess is likely to be.

Promoting Inclusion:

A English Language Learners: Use gestures to emphasize your words in the game.

LI KEé

UPK Scheduling Recommendation: Group Time

Key Learning : To recall information about classmates

Learning Environment Set -up:

A Large group a rea

Materials :

A One ball

How to Play:

22

1. Ask the group to sitin a circle.
2. Give the ballto one child in the group.
3. Explain and demonstrate that:
A The child with the ball will roll it to someone else in the circle.

A The child who rolled the ball mu st then say something they like about the

child they rolled the ball to (for exampl e,
|l i ke Tobiasds | augh, 0likethe whyiTanko plslys soacérs s mi | e
S
X 2

i \ike

; e
i like our st
PSP ¢

e e
e
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4. Endthe game at your discretion.

5. Hold a discus sion using the RCA questions that follow.

REFLEGTONNECT-APPLY Discussion Questions:

Reflect

a. a. What are some of the nice things that you heard people say in the game?

Connect

b. Do you think everyone thinks the same thing about you? Why or why not?

Apply
c. What would make people think differently about you?

d. What can you do in the class when you see someone do something that you
like?

e. How can we work together to make each other feel good about ourselves?

STOP, LOOK & LISTEN

UPK Scheduling Recommendation:  Group Time

Key Learning : Torecall new i nf ormati on when considering oOoOwhat
Learning Environment Set-up:
A Small group work space

Materials :

A A stop sign that has the O turned into a picture of an eye and the round part of the
letter P turned into the image of an ear.

T
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A Four scenarios, written or in picture format, depicting a final scene that suggests
the following:

Something important to an individual has been damaged:

A child walks into a room where his brother is standing, sees a cracked CD on
the counter and thinks, oOoHe broke my CDOJ3! 6

Someone was not in the place they were expected to be:

A child is coming off a soccer field. S5he | ooks
and didndt watch my game! 0

Someone removed an objecttha  t belonged to someone else from its original

location:

A child arrives at her cubby, finds the lower shelf empty and thinks,

0Someone stole my new boots! 6

Someone did not deliver an object that was important to and expected by

someone else:

A child and mo ther in the kitchen unload the last bag of groceries. The child

t hi nks, 0She forgot the strawberries | asked fo

Note: Put ting thought bubbles over the head of a charact e

response.
How to Do:
1. Explaintothe children what you and they will do. For exampl

24

remember when we talked about situations that made us angry? | am going to show
you a picture of a child who seems to be getting angry. | want you to tell what you
think the child might want to do next .o

2. Hold up the stop sign. Tell the children they
3. Share the first scenario and read aloud the thought words in the bubble.
4. Ask the children to think about what the child may want to do next.
5. Askthe childrento pretend they are the child with the broken CD. Then tell them that
when they are pretending to be the other child they need to:

A Stop.

A Look around first.

PLAY AT THE CORE EDCATOR MANUAL
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A Talk about what they see (that is, the brother and the broken CD).
A Tell something else that might have  happened to the CD.

A Listen to what their brother might say. (Speak the following in role as the
brother.) oI found your CD on the bottom st ¢
newspaper. It was broken. Maybe it fell there when you were carrying all
those things in f rom the car last night. | wonder if the newspaper delivery
person couldnoét see it in the dark and acci (

6. Ask the children to tell what the child in the scenario might be thinking now that the
child has the new information

7. Asachild r esponds, print the childbés thoughts in a
beside the original one

8. Ask the child how this new information has changed what the boy wants to do next.

Repeat the learning experience with the other scenarios at different ti mes.
Variation :
A Encourage different children to play the other

that presents an alternative piece of information.

Promoting Inclusion:

A English Language Learners : Use dramatic gestures.

LISTEN TO THIS

UPK Scheduling Reco mmendation: Group Time/Story Time

Key Learning: To recall information from a story in a messaging game

Learning Environment Set -up:

A Carpeted space with students in circle  sof about 6-8 children
Materials:

A Storybook

A 1 small ball (such as a tennis ball) per group of children

A 1 basket or container per group of children

How to Do:
1. Read the storybook aloud to the children.
2. After divide the children into groups of 6 08.

3. Ask each group to form a circle.
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Give 1 child in each group a ball.

Tell the children tha t this game involves whispering. Ask them to practice whispering by
whi spering the phrase, oListen to this.©o

6. Place a basket/container in the middle of the circle

of children (see diagram).

7. Explain and demonstrate that:

A You will whisper a message in the ear of the child holding the ball. The

message should be about something that happened in the storybook (for

example 0The king was.

stuck in his castl e.

A That child will then run around the outside of the group and return to the

same spot, while carr ying the ball.

A The runner will then whisper the message to the next child and give that

child the ball.

A The next child will do the same as the first.

A This pattern continues until the last child in the circle completes a run around

the group.

A The last child to run will put the ball in the basket/container and say the

message out loud.

10. Create new message each time and allow different children to start with the ball

11. The game ends at your discretion.

12. Hold a discussion using the RCA questions that follow.
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REFLEGTCONNECT-APPLY Discussion Questions:

Reflect
a. How easy or difficult was it for you to remember the message?

b. Why do you think the message was mixed up sometimes?

Connect

c. Tell us about a time when you have forgotten something important or
something so meone asked you to do?

d. What might make it difficult for you to remember things at school? At
home?

Apply
e. What could you do to help you to remember things?
f.  What could you do to help other people remember things?

MEMORY TRAY

UPK Scheduling Recommendation: Outdoor Play/Indoor Play

Key Learning: To recall information about items to consider similar attributes

Learning Environment Set-up:
A Large group
A Outdoors
Materials:
A Tray
A Sheets of paper for each child

A 3-5items to display on the tray. (Do not exceed five items. Start with three items
with younger children)

A A small bag for each child to collect items

How to Play:

1. Explain that this game invites the children to share ideas with each other, one of the
strategies for building critical thinking skills. The game provides an extra challenge of
engaging the childrends memory and concentratio
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2. Show atray for one o rtwo minutes with 3 -5 items arranged on the tray: for example, a
bottle cap, a stone, a leaf and a pine cone.

3. Tell the children you are going to take them on a walk in their neighborhood to do a
scavenger hunt.

Ask the children to find and collect similar items on their walk.

When they return from their walk, give each child a sheet of paper. Allow the children
several minutes to arrange their items on the paper in the way they remembered the
tray being arranged.

6. Put the tray down again for the chil ~ dren to look at so they can self -assess their work.

Encourage the children to identify the common characteristics between the objects
they found and the items on the tray you presented.

8. Perfect matching of items is not the goal. Rather, it is finding som ething that is like the
original object in some way.

9. Hold a discussion using the RCA questions that follow.

REFLEGTONNECT-APPLY Discussion Questions:
Reflect

a. Tell us which item from the tray was the easiest/hardest to match? Why?
Connect

b. How are your items similar to things that other children collected? How is
your item like one of the items on the tray?

Apply
c. Find another item that is like the ? What will you look
for?
Note: As with any game, only children who are interested in participating need to engage.

Keep in mind that many children observe before participating
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2. Teacher -guided

SHOE BOX

UPK Scheduling Recommendation:  All Centers Open

Key Learning : Torecall information in orderto  group items

Learning Environment Set-up:

A Individual or partners

Materials :

A 4 shoe boxes with lids
A A Lego block
A A cotton ball
A A pebble
A Atooth pick

How to Do:

1. Affi x one of the items to the | id of each shoe
cotton ball box,é6 o0the pebble boxdé and oO0the too

2. Tellthe children: | challenge you to find things in the classroom that are somehow the
same as the obje cts on the box tops. There is no right or wrong item, but use your
critical thinking brain to make your choices.

3. Invite the children to work either individually or with partners to find items that are similar
to those on the lid.

4. Refrain from prompting them about the attributes they should look for. The children may
spontaneously choose items that are similar in size, texture, color, shape, composition,
function, and so on. The children should collect items throughout the day/week.

5. Gather the children as a group at an appropriate time, perhaps at the conclusion of
the day. Bring the boxes to the group to discuss the items they contain.

6. Invite the children to ask each other about the items chosen. Ask: What factors did you
use to decide on choosing these items?

7. Letthem share their choices and thought process with each other. This sharing helps
the children build vocabul ary, respect for each
their ability to articulate what they know.

Note : By using this type of open -ended learning experience, you are modeling acceptance of
alternative ideas, as well as allowing children to practice generating different ideas.
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Promoting Inclusion:

A Behavior : Pair the child with a friend in the game; having a partner may engage
thechiddés i nterest | onger.

WHATO0S THE WERTI NG R

UPK Scheduling Recommendation:  All Centers Open

Key Learning : To recall information aboutitemsto sort them into groups

Learning Environment Set-up:
A Small group

A Indoors or outdoors

Materials :
A Several classroom items

How to Do:
1. Select two or three items (not more than five). These items could be objects or actual
people.
2. Ask the children: Why do you think these items might belong in the same group?

3. Have the children take the lead in selecting items. E nsure the focus is on recognizing
the common characteristics of the items and on generating many different groups the
items may be part of. Avoid a guessing game about the reasons why a person selected
the items. Again, the more disparate the objects, the more creative the process is likely
to be.

Promoting Inclusion:

A English Language Learners : Use gestures to emphasize your words in the game.

Pl ay with a teaching partner who also speaks a c|
A Communication : Extend the cHifl drhen&shiwdr dsa.ys, oO0shoes,
say orunning shoesd6 if you can see the similarit:
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ROLEPLAYING

UPK Scheduling Recommendation:  All Centers Open/Outdoor Play

Key Learning : Torecall information about  living things

Learning Environment Set -up:

A Large group, outdoors

Materials:
A None

How to Do:

1. Extend the childrends | earning by having them d
words through drama.

2. Arrange the children in an area where they have room to move around, without hitting
other children.

3. Ask: Can you move your bodies like the heavy stem? Can you be the tallest, thinnest
stem?

Repeat with other examples of living things.

Observe how students respond to your instructions and the connections made
between the words and the movements.

6. When you are taking anecdotal records of your students, record some of the
descriptive language you hear them using such as long, heavy, thin, etc.

Note: This learning experience isalso a way to reinforce vocabulary development

SHARED READING

UPK Scheduling Recommendation:  All Centers Open/ Story Time

Key Learning: To recall information about a story

Learning Environment Set-up:
A Large carpet area

A Big book easel

Materials:
A Big book & choose a familiar story or one with a repetitive reading pattern
A Something fun to guide the childrends eyes in r

bottom and front to back such as a feather, wand, umbrella, and so on
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How to Do:

1. Show the children that you have brought a book . Tell them that you will read it
together. Prompting and questioning during a shared reading experience provides
children opportunities to recall different aspects of the story by identifying characters
actions and events.

2.l nitiate the reading experience Dbyttleaautkarand quest i

illustrator to generate a variety of ideas about the books contents.

3. While reading, pause occasionally to ask questions of the children that can foster
Critical Thinking Skill #1, Remembering, such as:

A What do you know?

A What happened?

A Do you remember why that happened?

A What did the character do? Do you remember why they did that?

A What seems confusing? What doesnét seem

4. Follow up the shared reading by making the big book and other topic related books
available to childrenin the reading area. Books offer  children alternative resources for
ideas and information about a topic. Books allow children to go beyond the
information available directly from people in the room.

FIND 5

UPK Scheduling Recommendation:  All Centers Open/Outdoor Play/Indoor Pla y

Key Learning : Torecall information about objects in order to locate different items in a
treasure hunt
Learning Environment Set-up:

A Small group work area

Materials:
A None

How to Play:

1. Introduce this game to the children as a treasure hunt. Have the children work
individually or in pairs. Ask them to find objects following the prompts you give . Each
time you instruct the children to find an other object, add a nother criterion. For
example, give the following se ries of prompts:

A Find something that is red.
A Find something that is red and hard.
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A Find something that is red and hard and flat.

Find something that is red and hard and flat with letters on it.

v O

A Find something that is red and hard and flat with letters on it and shaped like
a hexagon.

(Answer: stop sign)
A Find something you hold in your hand.
A Find something you hold in your hand and write with.
A Find something you hold in your hand and write with that has a lid.
A

Find something you hold in your hand and write wi th that has a lid and is
orange.

A Find something you hold in your hand and write with that has a lid and is
orange and is erasable.

(Answer: erasable orange marker)

2. Hold a discussion using the RCA questions that follow.

REFLEGTONNECT-APPLY Discussion Questions:

Reflect
a. What made it easy or difficult  to find the things you were asked to find?
b. When was it most difficult?
c. What did you do when it was hard to find the object you were asked to
find?
Conn ect

d. Tell us about another time when someone asked you do something, and
youdi dndt know Wnatdid ybuao d?o ?

Apply
e. How might you get more information? Who could you ask? Where could
you look?

Promoting Inclusion:

A Behavior : Pair the child with a friend. Working  with a partner will help the child to
sustain interest longer.
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WHERE WERE YOU?

UPK Scheduling Recommendation:  All Centers Open

Key Learning: To recall information about  familiar locations

Learning Environment Set-up:
A Small group area

Materials:
A None

How to Do:

1. Introduce this learning experience as a mystery game.

2. Take on the role of the main character and announce that you have been
somewher e. Have a place in mind: for example, th
the bank, a local pa rk or a drive -thru restaurant.

3. Invite the children to ask a series of questions to determine where you have been. The
guestions can be about what you did there, what you wore there, what you took there,
how long you stayed there, and so on.

4. Allow the children to question you for a s long as they like and guess as often as
possible.

Variations:

A Encourage the children to take on the role of the main character. They can play
the game with you, with each other or with family members.

A If they take on the role of the m  ain character, children may want to have a picture
of the place in hand while they answer questions. These pictures could come from
books, magazines, photos, etc. The picture will help them keep in mind all the
information about the place and what is done there.

Promoting Inclusion:

A Behavior: Acknowl edge the childés contributions to the
Considerusingaturn -t aki ng item (such as, a oOtalking stick
know when it is their turn to contribute.
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| SPY

UPK Scheduling Recommendation:  All Centers Open/Outdoor Play/Indoor Play

Key Learning: Torecall information about various items

Learning Environment Set -up:
A Indoors/outdoors
A Small group area

Materials:
A None

How to Play:

1. Introduce the game by saying that you are thinking about something you can see in
the immediate space.

Say that you will keep the thing in your mind while you all play a guessing game.

3. Start by giving the first c¢l ue:e, sémethingehatssmpl e, 0l
made of wood. 6

4. Have t he children now take turns asking a  clarifying question to gather more
information. For example, a child may ask, o0Can

5. When a child receives a response from the teacher, the child may make one guess as
to what the object may be.

6. Continue the game until a child makes a correct guess. That child can lead the next
round: choosing an object, giving a clue and responding to questions.

Variation :
A Encourage childred tamoplbayhé hsvBhfamidysnembers.

Promoting Inclusion:

A English Language Learners: Use gestures to emphasize your words.
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3. Child -initiated

0OTeachabl e momentsdé are spontaneous opportunities

knowledge, skills and/or attitudes. ~ Such moments may present themselves in many ways: for
example, a child may ask a question, make a surprising observation or discovery or voice a
misconception.

Although many teachable moments occur spontaneously, you can predict and prepare for
others. Such moments are opportunities to help children develop their Critical Thinking skills. Be
prepared to prompt childrends thinking and use

SCENARIO 1

Ms Z plans a two -week unit on shapes as it is a specific expectation of the

prog ram. She has done this unit before and knows she can fit everything in
during a two -week block. Her goal is that  children will be able to name the four
basic shapes by the end of the unit. Her lessons include finding shapes in the
classroom and bringing sh apes from home. She creates an interest table with
shape blocks, shape puzzles, objects that have different shapes, picture cards
with the names of the shapes, and books. She reads books that name the

shapes. She has children cut out shapes to hang on the class Oshaped tree.

use sponge shapes for creating pictures at the painting table. Children also cut
around drawn shapes to create their own shape pictures. At the cut -and -paste
table, there are cut up shapes for each child to use for their own shape picture.
Ms Z explains to the children thata triangle has three points, a circle is round,

of

t

C

T

etc. She also plans to use thtehdtldetftoer toti admigSlre

reinforces this information during group time when asking children how they

know that this is a triangle. For her assessment at the end of the unit, she
individually shows each child a  shape card and asks them to name the shape.

On her class checklist with the four identified shapes, she checks off the ones the
children can name.

SCENARIO 2

Ms R recognizes that learning about tw o0 and three -dimensional shapes is
ongoing. She understands that there is specific language associated with shape
and position. In her organizing, she ensures that her classroom materials reflect a
variety of dif ferent shapes and sizes so children can gather information in a
hands -on way, for example wooden blocks, geo blocks, three dimensional
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shapes, pattern and attribute blocks, as well as found objects. She plans a
variety of experiences for children to explor e shapes in different ways throughout
the year - by going on different shape walks, having children find different

objects in the classroom for the group to talk about, problem -solving with
attribute blocks. Her group lessons often include activities such as 6Guess my
sorting ruled6 with different shapes. Ms R provi

compare, explain their thinking, to use their own language to describe objects,

and to make connections. She chooses books that explore shapes in different

ways a nd asks children to talk about what they notice so they begin to use their
own descriptive language. She interacts with the children as they build and asks
them to talk about the shapes used in the structure and to reflect on their

building. Ms R models an d reinforces the geometric and spatial language. When
appropriate, she asks children to represent their thinking through drawing and
writing. As she listens and interacts with children, she takes anecdotal notes

about their use of language. She notes when children are using specific shape
language and what they understand about shapes. If she has insufficient
information about some children, she plans time to interact and listen with them.
Ms R uses her observations of thteps.chil dren to p

Notes
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Critical Thinking Skill #2: Understanding

(Explaining ideas and concepts )

To become a critical thinker, an individual must believe that they are able to find the facts

that will help them to understand an idea. Providing children with learning experiences that

help them learn ways to validate information through information book s, asking questions, and
using technology can help them to build that confidence. In a way they become detectives.

Children ask many questions to find out more about the world around them. However, asking

good questions is a skill that children build when they are exposed to models of good

guestions. Teachers guide children to ask questions that lead to better understandings and to

think more deeply about their learning.

Planning Information

This section provides you with information to assist you in plan  ning learning experiences and
games to ad dress Critical Thinking Skill #2 : Understanding in your classroom program.

You will find information on:

Links to the Prekindergarten Foundation for the Common Core
Educatords Rol e

Observation, Documentation, Asses sment

Inclusion Strategies

a r w N

Strategies to Share with Families to Enable Them to Help Their Children

1. Links to the Prekindergarten Foundation for the Common Core

The learning experiences and games for this skill are linked to relevant standards in the
Prekindergarten Foundation for the Common Core (PKFCC). The chart below lists the specific
clusters, standards/ indicators and their location in the PKFCC for Critical Thinking Skill #2 :
Understanding.

Domain Cluster Standards/ Indicators Page
Approaches to Engagement le. Uses oOotrial & 10
Learning to figure out a task, problem,

etc.
Approaches to Engagement 1f. Demonstrates awareness of 10
Learning connections between prior and

new knowledge
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Domain Cluster Standards/ Indicators Page
Approaches to Creativity 3c. Experiments to further his/her 10
Learning knowledge .

3d. Seeks out connections,

relations and assistance from

peers and adults to complete a

task.
Approaches to Curiosity 4b. Expresses an interest in 11
Learning learning about and discussing a

growing range of ideas

4d. Investigates areas of interest.
Approaches to Persistence 5b. Modifies strategies used to 11
Learning complete a task
Social and Self Concept and le. Compares and/or contrasts 15
Emotional Self Awareness self to others (e.g. physical
Development characteristics, preferences,

feelings, abilities) .
Social and Self-Regulation 2b. Appropriately names types 15
Emotional of emotions (e.g., frustrated,
Development happy, excited, sad) and

associates them with different

facial expressions, words and

behaviors .
Social and Relationships with 3b. Seeks guidance from primary 16
Emotional Others caregivers, teachers and other
Development familiar adults .

4d. Sustains interactions by

cooperating, helping, and

suggesting new ideas for play.
Social and Accountability 6f. Demonstrates the ability to 16
Emotional create new rules for different
Development situations .
Communications, Motivation 1d. Initiates conversations, both 17
Language & verbally and nonverbally, about
Literacy things around them.
Communications, Background 2d. Makes comparisons to words 17
Language & Knowledge and concepts already known.
Literacy
Communications, Viewing 3b. Identifies emotions by 17
Language & observing faces in pictures and
Literacy faces of peers and adults
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Knowledge of the
World

History

how people and things change
over time and how to relate past
events to their present and
future activities.

Domain Cluster Standards/ Indicators Page
Communications, Representing 4h. Uses existing objects to 18
Language & represent desired or imagined
Literacy objects in play or other

purposeful way .
Communications, Vocabulary 5c¢. Responds/reacts to 18
Language & guestions/comments indicating
Literacy he understands meaning (e.g.

body language, gestures, facial

expressions and words).

6b. Uses more complex words in

conversations.

6e. Begins to use appropriate

volume and speed so spoken

message is understood.
Cognition and Counting and 3. Understand the relationship 26
Knowledge of the Cardinality: Know between number and quantities
World Number Names to 10; connecting counting to

and the Count cardinality.
Sequence

Cognition and Operations and 2. Duplicate and extend (e.g. 26
Knowledge of the Algebraic Thinking what comes next?) simple
World patter ns using concrete objects.
Cognition and Geometry : Analyze, | 1. Analyze, compare and sort 27
Knowledge of the compare and sort two - and three -dimensional
World objects shapes and objects, in differ ent

sizes, using informal language to

describe their similarities,

difference, and other attributes

(e.g. color, size, and shape)

2. Create and build shapes from

components (e.g., sticks and

clay balls)
Cognition and Science: Scientific 1. Asks questions and makes 28
Knowledge of the Thinking predictions based on
World observations and manipulation

of things and events in the

environment
Cognition and Social Studies: 4. Develops an understanding of 32

CRITICAL THINKING SKL #2: UNDERSTANDING

41



Domain Cluster Standards/ Indicators Page

Cognit ion and The Arts: 5. Participates in a variety of 35
Knowledge of the Theatre/Drama dramatic play activi ties to
World represent fantasy and real life

experiences

6. Responds and reacts to
theater and drama
presentations

.Educatorodos Rol e

a. Useson-going teaching and | earning strategies to s upport Critical Thinking
Skill #2: Understanding by:

A Encouraging the sharing of ideas

A Using non -judgmental questioning

A Using open -ended questioning

A Inviting sharing of opinions and related rationales

A Inviting sharing of opinions of children who m  ay not spontaneously
participate

A Thinking aloud (modeled by education and encouraged for children)

b. Fosters Critical Thinking Skill #2 : Understanding on an o n-going basis by:

A Creating a safe learning environment

A Providing places for children to talk together
A Valuing childrends opinions and questions
A Listening to ftstussiochil drends d
A Provoking, suggesting or prompting
A Encouraging discussions and informal debates
A Providing opportunities for children to share their new learning with other
A Recognizing that disagreement and respectful conflict is valuable
A Acknowledgingwhenyoud oné6t know something
A Modeling research strategies (look up information in a book, ask others)
A Encouraging children to utilize available resources to gather information
(look up information in a book, ask others)
A Providing, where possible, freedom for childr en to access other resources in

the school or community. (Children might ask other educators, older
children, seek out a community resource, and so on.)
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c. Uses questioning/ prompting to f oster Critical Thinking Skill #2 : Understanding
such as:

A How did you dec ide that?
A What other ways could you have done that?

A When have you made a similar dec ision bef ore? How did you decide
before?

Does anyone you know have to do this, too? What do they do?

What makes you think that?

Where did you see that information? Where did you learn that information?
Why do you think that?

A Are you sure about that information/dec ision? How can you be sure?

> > > >

d. Uses materials (ongoing) such as:

A Resourcel/information books in different formats for different learners
(language, picture, simple text, Braille)

A Materials presented from multiple viewpoints (visual or text)

A Books that encourage guessing and then offer accurate information, for
example:

Guess Who? by Margaret Miller

Whose Hat Is This? by Katz Cooper

Whose Tools Are These? by Katz Cooper

e. Uses materials (specific) such as:
A Books with part ial images that provide relatively unknown informat ion, for
exampl e:
Did You Know? (a series of books)
Guinness World Book of Records

Inside Puzzles(These books challenge children to discover hidden
informatio n.)

Missing Pieces Visual Puzzles

Ri p | Beliebeslt or Not! and Amazing Facts. (These books offer
interesting informat ion but rely on limited te xt. They are appeal ing to
children who are hesitant to seek informat ion from book s.)

Spot the Differences (picture books)
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3. Observation , Documentation, Assessment

It is important to provide students with opportunities to demonstrate their competencies and
apply their knowledge and skills in meaningful ways . Use anecdotal observations/records to
document evidence related to the following questions:

A Do the children demonstrate awareness of connections between prior and new
knowledge?

A Do the children ask que stions related to a particular item, event or experience?

A Do the children identify relevant and irrelevant information, pictures and symbols
related to a familiar topic?

A Do the children construct viable arguments and critique the reasoning of others?

4. Inclusion Strategies

Special attention must be paid to ensure that children are being included in every learning

experience from the moment they arrive at school until they leave . The inclusion strategies
below can support your use of the learning exper iences and games with children who might
be excluded because of differences in language, behavior, communication, sens ory

sensitivities and/or physical abilities . These strategies can be adapted  to fit other situations as
needed .

INCLUSION CRITERIA TEACHING SUGGESTIONS
English Language A Showing concrete items when possible or photographs
Learners instead of just words to help children get extra clues to

what you are saying.

A Pair a child learning English with an English speaking
child to play. The exchange of information in both
languages will benefit both children.

AlLearn some words in the chil
possible.

A Provide time for children to form questions when
engaged in shared reading experiences.

A Provide information books that have simple text and big
pictures

A Invite family members to provide dual language for
some of the classroom books with phonetic English
breakdown for the educators

A Speak and use physical gestures to provide clues. For
exampl e, say.: ol w0 n dehandsanea t
spread with a questioning look on your face.

A Acknowledge what the child is doing, such as saying,

7

OYou diggimy in the sand. 6
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INCLUSION CRITERIA TEACHING SUGGESTIONS

A Ask several English speaking children to respond before
asking a child who is learning English. In that way the
child can get an idea of what is happening.

Behavior A Keep the learning experience
is waning but others want to continue, excuse the child
after one item has been completed.

A Acknowledge the childés cont
experiences. Consider using a turn  -taking item (such as
a otalking sticko or a puppe
their turn to contribute.

A Ensure children know the rules to avoid
misunderstanding and anxiety.

A Work in small groups so the child receives appropriate
attention.

A Start with items that allow success early on to engage
the child, and then move to more challenging items.

A Make eye contact so they focus more closely.

A Place the child in close physical p  roximity to you so you
can help maintain the chil do

A Ensure that all children get their turn in group games,
including the child who has trouble controlling impulses.
Participating should never be a prize for behaving well.
Withholding it should nev er be a punishment for poor
behavior.

A Pair the child with a friend. Working with a partner will
help the child to sustain interest longer.

A Redirect a child who is not able to participate
successfully to another area of the room to engage in
another learni ng experience or with another material
that is soothing (sand, water, play dough).

Communication Speak clearly.
Use physical gestures to support what you are saying.
Point to items to connect words with items.
Provide time for the child to form  words/phrases.
Extend the childrends words.
can reply by saying: O0Throw
A Use sign language to describe what to do. Sign

language gestures can be found on the internet.

A Acknowledge the childds gest
atte mpts.

Pl - I 23

Sensory A Try hand over hand in exploration.

A Encourage the child to touch the objects you are using
to support comprehension.
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INCLUSION CRITERIA

TEACHING SUGGESTIONS

A
A

A

Acknowl edge the childds effo
Try a smaller group or head phones to reduce the noise

if it is excessive in the larger group.

Provide an item for a child to hold for comfort.

Try items to assist children to sit on the larger group
successfully & a cushion or a specified space on a mat.

Try a weighted bag (like one from the drugstore to be

heated and put around the ne
to help the child settle while sitting

Physical

Assist children to be part of the learning experiences

and games, such involvement help other child ren see
similarities in others rather than differences.

Use hand over hand to assist in exploration.

Provide a step in front of a
body in the chair.

Follow Occupational Therapy or Physical Therapy

guidelines.

Pair the child with a physically able partner to assist in
movement around the room.

Ensure that children with visual impairments have

pictures described for them or that they have raised

pictures. When possible use a three -dimensional item.

Be careful with terms that w  ould only make sense to
someone who can see: for example, calling something
o0red. 6 Try shape and size de

PLAY AT THE CORE EDCATOR MANUAL



5. Strategies to Share with Families to Enable Them to Help Their Children

Both children and adul tsrecei ve informat ion from many sourcesand use it to shape their belief s,
dec isionsand ac tion s. This helps us understand a topic or an idea in a deeper way. A key skilisthe
ability to valida te informat ion we rece ive: to co nfirm that it isaccur ate and comple te. We do
that in a number of ways. For example, we question our sources; are they reliable? We look to
other source sthat we trust; are they in agreement ? We use reason; we ask, 0 D o dlgs make
s e n s Welook for evidenc e;we ask, OWhat provesthatthe informat ionistr u e Children nee d
time, encour agemen tand prac tice to de velo p a questioning a ttitude and a critical mind. If we
help them, we can more reason ably expect them to make sound, informed dec isons.

It is important to engage families to extend learning at home and support their child/children
to develop Critical Thinking Skill #2: Understanding.

Families can:
A Invite your children to share their thoughts and ideas about what they know. You
can share with them.
A Provide opportunities for children to share what they have learned, for example,
during dinnertime or before bed.
A Model curiosity about information received and the kinds of questions to ask to
validate information. F o rHovedo thew jriowe that sfadfish mi ght as
suck their food by covering it with their bodie
A Think out loud around your children to model using reason and evidence to
validate information. For example, you might sa
aregraycloud s in the sky and the air feels a little
A Visit the library with your children to use or borrow information books about items
that interest them. You will both learn more.
A Search weekly TV guides for programs on Discovery, or PBS that may be of interes t
to your children. Watch the program with them and discuss points of interest.
A Look for interesting videos on the internet to watch with your child so that a
discussion about validating information happens during and after the viewing. For
example,youmi ght say: oOLetod6s watch this video about
their ears back when they are angry. | wonder h
see I f they say so. Where else could we check t
A Invite children to question what  they have been told or read and to validate
sources as legitimate.
A Foster childrends ability to respectfully disag
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Learning Experiences and Games

This section provides you with a range of learning experiences and games to add ress Critical
Thinking Skill #2: Understanding in your classroom program . These include learning experiences
and games that are:

1. Teacher -initiated

2. Teacher -guided

3. Child -initiated

With some modifications these learning experiences and games can be linked to any theme or

unit of study in your program . The learning experiences and games can also be modified to
accommodate your | earnersd needs, a.[Thelplayt-tased earlyl ear ni |
learning experiences and games you develop for sp ecific learners will often benefit other

children as well.

Recommendations have been offered to assist you in implementing them into your daily
schedule .

1. Teacher -initiated

ONE OF THESE THINGBOESNOG T BELONG

UPK Scheduling Recommendation:  Group Time

Key Learning: Toexplain why i tems do or dondt belong together

Learning Environment Set -up:

A Small group area

Materials:

A Collections of various items from the classroom, organized into groups of four

How to Do:

1. Create groups of four items where threei  tems share similar qualities and one is different.
For example, building on previous work on insects, you might show three spiders and
one mosquito .

2. Ask, OoOWhich one doesndét belong?é and O0Why?56
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3. Create groups of items using a wide range of topics. Includ e some topics from the
PKFCC. For example:

A Fruits and vegetables
A Cold and warm weather clothing
A Number sets

THE LAST WORD

UPK Scheduling Recommendation:  Group Time

Key Learning: Toexplain the relationships between words/concepts

Learning Environment Set -up:

A Small group area

Materials:
A Chart paper
A Markers

How to Do:

1. Have c hildren take turns saying a word. Each word must connect to the previous word
in some meaningful way. For example, CIChld@ A s a
says oOwaves, 060 and so on.

Boatmss)  |gke ===) wagves wms=p et =) pool =) Swim == Splash

2. When the turn reaches the last child, that child has the last word for the game. The
children can then  begin another round with a new starting word.

3. To reinforce literacy skills and to help the children remember words already said, record
the words on flipchart paper while the children play. Draw simple pictures to
accompany the words.

4. When a child is not r eady to provide a word in turn, allow that child to ask for the
meaning of the last word used , ask for a clarifying charade, ask fora  drawing , and so
on. The child is allowed one lifeline and then must provide a word or the turn moves to
the next player.

5. Atthe end of the game, ask a child to describe two critical thinking skills that were
integrated into the game. The child can use the flipchart record for support and can
also call on classmates or the teacher to help.
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2. Teacher -guided

ASK ONCE, ASKTWICE

UPK Scheduling Recommendation:  All Centers Open

Key Learning : To make sense of clues given in order to guess a mystery card

Learning Environment Set-up:

A Small group area

Materials:
A Two matching decks of playing cards

How to Do:
1. Have c hildren play this game in pairs.
Give each child a complete deck of cards.

3. Child A takes the lead and selects a card from the deck, without showing it to the other
child. Child B can then asks two questions:

A The firstquestion is related to the suit of the card (i.e ., hearts, spades,
diamonds, clubs) .

A The second question i s related to the card value (number or face).
4. Children may ask as specific a question as they like. For example, they may ask:
A What suit is your card?
A What value/number is your card?
5. Orthe quest ions can be vague. For example:
A s your card red?
A s the card lower than a 10?

6. After two questions, Child B can offer a guess by finding what they believe to be the
matching card from theirpi | e and asking Child A, o0ls this yo
7. If Child B is not ready to guess, B can ask more questions until they are ready to guess.

The children then switch roles.

8. The focus is not on guessing the right card quickly but on gathering more information
progressively.
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SLOW LEAK

UPK Scheduling Recommen dation: Outdoor Play/Indoor Play

KeyLearning: To expl ain an indivi-gdaygdamés action in a role

Learning Environment Set-up:

A Small group area

Materials:
A None

How to Play:

1. Ask the children to pretend they are big balloons (they can do this b y waving their arms
in the air, bouncing around the room, hopping, and so on).

2. Now y ou will pretend to be a balloon when different things are happening to the
environment or to the balloons . Do not tell the children what the situation is. The goal of
the game is for them to ask questions and try to guess. For example , you could pretend
that :

a) A big windstorm has lifted the balloon into the air
b) A balloon is tied to the back of a bicycle that is riding around town
c) A balloon that is tied to a ceiling fan

d Aball oon that has been released from a chi
slowly to the sky.

e) A balloon that has a small hole in it and the air is slowly leaking out

Q“fwf q\

JL jd J&

3. After you demonstrate one of the examples, encourage the children to ask clarifying
guestions to try to determine what was happening to the balloon. These questions can
be yes and no type questions such as:

A Was the balloon moving fast?
A Was the balloon moving  slowly?
A Was the balloon moving up?
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4. Encourage the children to keep asking questions until one of the children can guess the
situation. You can support their questioni  ng by offering clues or ideas.

5. After they have guessed, invite the children to pretend to be a balloon in the same
situation. Encourage children to do it in a way that is different from your example.

6. Hold a discussion using the RCA questions that follow.

REFLEGTONNECT-APPLY Discussion Questions:

Reflect
a. How did you know what the balloon (teacher) was doing?

b. What did it feel like to be a balloon that was (lifted in the
air, tied to a bicycle )?

Connect

c. Have you ever seen a balloon doing these different things?

d. How did that experience help you in your guessing?

Apply
e. What would happen to a balloon that ? ( By creating
different situations you allow children to apply what they already know
to new experiences . These question s could extend the game if you
asked children to mime the  action after speaking aboutit. )

WHERE ARE YOU GOING?

UPK Scheduling Recommendation:  All Centers Open

Key Learning: To explain t he relationship between items needed for an imaginary journey

Learning Environment Set -up:

A Small group area

Materials:
A Create two or more otravel packso6 for putting
should be a collection of items that you woul d take to a location, for example:

G For a beach: Bucket, shovel, sunscreen, hat, water bottle, towel, bathing suit

G For school: Textbook, notebook, pencil, ruler, eraser, lunch

52 PLAY AT THE CORE EDCATOR MANUAL



How to Do:
1. Distribute the backpacks to children within a small group setting.

2. Have achild open a backpack and remove items one by one. Ask the child to pause
after each item.

3. Have others in the group guess  where the child might be going based on the items
revealed.

Note: It might help to discuss and plan beforehand for how the child removes the items so the

most obvious ones are saved until last. That planning will encourage more guesses, the

involvement of more children and make the game last longer. Depending on the chi | drends

knowl edge | evel, two children might be .able to plan 0wl

Promoting Inclusion:
A English Language Learners: Include items that are culturally specific, if possible.

A Sensory: Use fewer items to lower stimulation.

3. Child -initiated

0OTeachabl e momentsdéd are spontaneous opportunities
knowledge, skills and/or attitudes. Such moments may present themselves in many ways: for

example, a child may ask a question, make a surprising observation or dis covery or voice a
misconception.

Although many teachable moments occur spontaneously, you can predict and prepare for
others. Such moments are opportunities to help children develop their Critical Thinking skills. Be
prepared to pr ompt gandusé dinterastihg vodathularg. k i n

SCENARIO 1

Independent Reading

Tershad goes to the book nook and chooses a book to read to himself using
emergent reading skills. He demonstrates an understanding of print concepts as
he holds the book the right way, examines the cover, and opens the book
appropriately to the cover page. He examines the pictures as he tells the story
from these pictures. He demonstrates his ability to read with understanding by
predicting (I think he is going to get in trouble for tha th), by inferring (He looks
sad.), and by comparing (I read a book like this at home ).

Note: Also see Language & Literacy Skill #2 : Print Concepts
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Notes

SCENARIO 2

Block Centre

A small group of girls were working today at the Block Centre. They had

decided that they were going to make a castle. They had already defined th e

space by placing long blocks around the perimeter of the castle but were now

making some decisions about how to make the tall towers in the corner. The

teacher came over to the group and decided to extend the learning for the

children.

Teacher: | see that you have started to make a beautiful castle. | like the way

you have shown the size and shape of the castle with these blocks. What have

you decided to do next?

Students: We are going to build the tall towe s in the
whi ch bl ocks to use. Letds make them really high.
the sky. (Children have demonstrated their understanding of height). And at the

top of the tower we need to make the pointy part.
that! What can we  use?
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Teacher: We have a set of small blocks in this bin. Can you see the shape you
need in there? Yes, that shape would work. Look at the shape on the bottom of
this shape. What do you call this? Yes, the bottom is a square and this shape is a
pyram id so we call it a square based pyramid. Some of you might want to use
the small blocks to build if you really want to build the towers with this shape.

What other blocks could you use if you want to make some tall towers in the
corners of the big block castle? Look at the choices and give some a try.

(Child ren choose rectangular prisms to make it tall but they are missing the point
they wanted.)

Notes
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Critical Thinking Skill #3: Applying

(Uses information/ knowledge gained in a new  way)

Once a child has been able to gain information and develop beliefs about something, they

can decide how to use or apply that information. They may do nothing with the information,

plan on a way to share their information with others, change the way t hey do somet hingét
possibilities are endless. It is important for children  to have opportunities  to take the

knowledge they have accumulated and apply this information to a new idea or theory.

Children generally find it exhilarating to apply their know ledge and this can build self -

confidence

Planning Information

This section provides you with information to assist you in planning learning experiences and
games to address Critical Thinking Skill # 3: Applying in your classroom program.

You will find information on:
Links to the Prekindergarten Foundation for the Common Core

Educatords Rol e

1
2
3. Observation, Documentation, Assessment
4. Inclusion Strategies

5

Strategies to Share with Families to Enable Them to Help Their Children

1. Links to the Prekindergarten Foundation for the Common Core

The learning experiences and games for this skill are linked to relevant standards in the
PreKindergarten Foundation for the Common Core (PKFCC). The chart below lists the specific
clusters, standards/indicators and their|  ocation in the PKFCC for Critical Thinking Skill #3:

Applying .

Domain Cluster Standards/ Indicators Page
Approaches to Engagement 1f. Demonstrates awareness of 10
Learning connections between prior and

new knowledge.

2c. Communicates more than
one solution to a problem.
2d. Engages with peers and
adults to solve a problem
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Domain Cluster Standards/ Indicators Page
Approaches to Creativity and 3a. Chooses materials/props 10
Learning Imagination and uses novel ways to

represent ideas, characters, and

objects.

3b. Identifies additional materials

to complete a task.
Approaches to Curiosity and 4b. Expresses an interest in 11
Learning Initiative learning about and discussing a

growing range of ideas

4g. Willingly engages in new

experiences and activities
Physical Physical 5c¢. Uses materials such as 12
Development and Development pencils, paint brushes, eating
Health utensils and blunt scissors

effectively

7a. Demonstrates growing

independence in using personal

hygiene skills

8c. Relates healthy behaviors to

good personal health (milk for

strong bones, spinach for strong

muscles).
Social and Self Concept and 1b. Identifies self as being part of 15
Emotional Self Awareness a family and identifies being
Development connected to at least one

significant adult.
Social and Self-Regulation 2b. Appropriately names type of 15
Emotional emotions (e.g. frustrated , happy ,
Development excited, and sad ) and

associates them with different

facial expressions, word and

behaviors.
Social and Relationship with 5b. Uses and accepts 16
Emotional Others compromise, with assistance
Development
Social and Accountability 6e. Applies rules in new, but 16
Emotional similar situation
Development
Social and Adaptability 7c. Adjusts behavior as 16
Emotional appropriate for different settings

Development

and/or events
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Domain Cluster Standards/ Indicators Page
Communications, Motivation 1g. Makes choices about how to 17
Language & communicate the ideas he
Literacy wants to share (e.g., gestures,

scribbles, sign language,

speaking).
Communications, Background 2b. Asks questions related to a 17
Language & Knowledge particular item, event or
Literacy experience.
Communications, Viewing 3a. Uses vocabulary relevant to 17
Language & observations
Literacy
Communications, Representing 4b. Uses existing objects to 18
Language & represent desired or imagined
Literacy objects in pay or other

purposeful way (e.g., plastic

banana for a telephone).

4c. Uses visual media to

represent an actual experience

4e. Writes and draws

spontaneously to communicate

meaning wit h peers or adults

during play.
Communications, Vocabulary 5d. Identifies meanings of words 18
Language & used in read -alouds, in
Literacy conversations and in

descriptions of everyday items in

the world around him.

6c. Makes use of new and rare

words introduced by adults or

peers
Cognition and Mathematical 5e. Use appropriate tools 25
Knowledge of the Practices strategically.
World
Cognition and Counting and 2. Represent a number of 26
Knowledge of the Cardinality objects with the written numeral
World 0-5 (with O representing a count

of no objects).
Cognition and Operations and 2. Duplicate and extend (e.qg., 26
Knowledge of the Algebraic Thinking what comes next?) simple
World patterns using con crete objects
Cognition and Geometry 0 2. Create and build shapes from 27

Knowledge of the
World

Analyze, compare,
and sort objects

components (e.g., sticks and
clay balls)
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Domain Cluster Standards/ Indicators Page
Cognit ion and Science: Scientific 1f. Makes predictions base on 28
Knowledge of the Thinking background knowledge,
World previous scientific experiences

and observations of objects and

events in the world

2b. Uses a variety of tools and

materials to test predictions

through active experimentation

(child uses magnifying glass to

exami ne pine needs; child puts

large paper clip on water to see

if it floats).
Cognit ion and Science: Earth and 4f. Demonstrates ways that each 28
Knowledge of the Space person is responsible for
World protecting our planet (e.g.,

recycling plastic, glass, and

cardboard, reusing a plastic

container sandwich box,

mending clothing rather than

throwing away, etc.).
Cognit ion and Science: Physical 6h. Explores and discusses simple 30
Knowledge of the Properties chemical reactions with teacher
World assistance (e.g. baking soda

and water, mixing oil and

water).
Cognit ion and Social Studies: 6¢c. Demonstrates preferences 32
Knowledge of the Civics, Citizenship and choices by participating
World and Government when the class votes to make

simple decisions
Cogn ition and The Arts: 5b. Assumes the role of 35
Knowledge of the Theatre/Dramatic something or someone else and
World Play attempts to speak in an

appropriate manner and tone
Cognit ion and The Arts: 7a. Demonstrates concepts 35
Knowledge of the Dance/Creative (feelings, directions, words,
World Movement ideas, etc.) through creative

movement.
Cognit ion and The Arts: 7b. Uses movement to interpret 35
Knowledge of the Dance/Creative or imitate feelings, animals and
World Movement such things as plants gro wing, or

a rainstorm.
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Domain Cluster Standards/ Indicators Page
Cognit ion and Technology: 2e. Invents and/or constructs 35
Knowledge of the Foundations to simple objects or structures using

World Technology common tools and materials in a

safe manner (e.g., wood, glue,
rulers, sandpaper, hammer,
etc.).

2.Educ atRole 0 s

60

a. Useson-going teaching and | earning strategies to s upport Critical Thinking Skill #3
Applying by:

A

> > > > > >

Using non -judgmental questioning

Using open -ended questioning

Inviting sharing of opinions and related rationales

Allowing time for thought

Providing opportunities for decision making and choice

Providing recording tools (print, visual, verbal/auditory)

Thinking aloud when planning actions (modeled by educator and

encouraged for children)

b. Fosters Critical Thinking Skill #3 : Ap plying on an on-going basis by:

A

> > > > > > > D>

> >

Creating a safe learning environment

Providing places for children to talk together

Valuing childrends opinions and

Listening to the
Provoking, suggesting or prompting
Encouraging goal -setting

guestions

childrends discussi on

Providing opportunities for children to develop and share plans with others

Recogn izing that disagreement and respect ful negot iation isvaluable

Acknowl edg ing that there will alwa ysbe unknowns when looking to the

future

Model ing research strategies (look up informat ion in a boo k, ask others)

Model ing the asking of othersto help as part of ach ieving a goal

Encourag ing children to utilize available resourc esto ga ther informat ion
(look up informat ion in a book, ask others)
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A Where possible, providing freed om for children to access other resourc esin
the school or communi ty (askother educa tors, older childre n, call a
commun ity resourc e, and soon.)

A Planning as a regular classroom activity so children will beg in to think
automat ically in termsof what they want to do and how to carry it out.
Schedule planning at the same time(s) each day. Children benefit from
plann ing in small groups because the thoughtsof othersoften help them
genera te theirown idea s. However, they can also plan in pairsor
individually. Make sure each child ge tsto express hisor her plan s.
c. Uses questioning /prompting to foster C ritical Thinking Skill #3 : Applying such as:
A Encourage children to ident ify their goals by saying :
G Make a dec ision about what you are going to do
G Tellus what are you have planned to do.
Encourage them to consider the options for ach ieving their goals by asking:
Where will you do that?
What mat erials will you use/need?
Willyou need any help?
Who might work on thiswith you?

How long willit take you?

> > > > > > >

Askopen -ended questions to seek accurate informati on about their
inte ntions and how they intend to carry them out.
d. Uses materials (ongoing) such as:

A Resource/information books in different formats for different learners
(language, picture, simple text, Braille)

A Books about decision -making and choice
A Books about sequenced events

A Materials presented from multiple viewpoints (visual or text)

e. Uses materi als (specific) such as:

A Books with direct ions, such as recipe books and 0 h o two lioks. Such books
often lig at the outset the mate rialsneede d, the total time required, and so
on

A Books that show a charac ter plann ing, for exampl e:
Frog and Toad Series by Arnold Lobel
The Party by Barbara Reid
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A Books where an event or exper ience does not go as planned, for exampl e:
The Secret Shortcut by Mark Teague
A Day 6 shy B Blnting

A Books ab out dec isbn-mak ing, cho ice and sequenc ing events, for example
Where the Wild Things Are by Maurice Sendak
The Raft by J. LaMarche
Harold and the Purple Crayon by C. Johnson

A Books about cooking, such as Stone Soup by Marcia Brown

A Books that reveal all the things that a person needs to do in order to
accomplish a goal/plan, for example:

The Wednesday Surprise by Eve Bunting
A Day 0 sby B Blnting

Jeremiah Learns to Read by Jo Elen Bogart

3. Observation, Documentation, Assessment

It is important to provide students with opportunities to demonstrate their competencies and

apply their knowledge and skills in meaningful ways

. Use anecdotal observations/records to

document evidence related to the following questions:

A

> > > > >

62

Do the children ident ify act ion(s) as part of the ir plan?

Do the children ident ify the mat erials need ed as part of their plan?

Do the children ident ify the need for human resources aspart of their plan?

Do the children have a firstand final step in their plan?

Istheir plan built on prior knowledge and experience?

Do the children rec ord their plan (for their own purpo ses)?

Do the children find a way to maintain their plan while wait ing to beg in act ion?
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4. Inclusion Strategies

Special attention must be paid to ensure that children are being included in every learning

experience from the moment they arrive at school until they leave . The inclusion strategies
below can support your use of the learning experiences and games  with ch ildren who might
be excluded because of differences in language, behavior, communication, sens ory

sensitivities and/or physical abilities . These strategies can be adapted to fit other situations as
needed .

INCLUSION CRITERIA TEACHING SUGGESTIONS
English Language A Ensure the play foods in the dramatic area represent
Learners different cultural foods, such as rice, beans and

different breads (flat and raised).

A Use English words and invite the children to provide their
first language word equivalents.

A Invite the children to label items in their first language.
Then, provide English labels with descriptors (color,

textur e, size): for exampl e,
A Provide the vocabulary necessary to describe how they
have applied an idea or a strategy | see that you hav e

made a fish using the trapezoids and the hexagons.

A Showing concrete items when possible or photographs
instead of just words to help children get extra clues to
what you are saying.

A Pair a child learning English with an English speaking
child to play . The exchange of information in both
languages will benefit both children.

A Learn some words in the chil
possible.

A Provide time for children to form questions when
engaged in shared reading experiences.

A Provide information books tha t have simple text and big
pictures

A Invite family members to provide dual language for
some of the classroom books with phonetic English
breakdown for the educators

A Speak and use physical gestures to provide clues. For
exampl e, say: 0l woondvwehri Iweh aht
spread with a questioning look on your face.

A Acknowledge what the child is doing, such as saying,
OYou diggily i n the sand. 6

A Ask several English speaking children to respond before
asking a child who is learning English. In that way  the
child can get an idea of what is happening.
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INCLUSION CRITERIA TEACHING SUGGESTIONS

Behavior A Have children working in small groups or independently
with concrete objects to apply their knowledge to a
new or unique application.

AKeep the learning experience
iswaning but others want to continue, excuse the child
after one item has been completed.

A Acknowl edge the childés cont
experiences. Consider using a turn  -taking item (such as
a oOoOtalking stickd or a puppse
their turn to contribute.

A Ensure children know the rules to avoid
misunderstanding and anxiety.

A Work in small groups so the child receives appropriate

attention.
A Start with items that allow success early on to engage
the child, and then move to more cha llenging items.

A Make eye contact so they focus more closely.
A Place the child in close physical proximity to you so you

can help maintain the chil do
A Ensure that all children get their turn in group games,
including the child who has trouble contro lling impulses.

Participating should never be a prize for behaving well.
Withholding it should never be a punishment for poor
behavior.

A Pair the child with a friend. Working with a partner will
help the child to sustain interest longer.

A Redirect a child w ho is not able to participate
successfully to another area of the room to engage in
another learning experience or with another material
that is soot hing (sand, water, play dough).

Communication A Speak clearly.
A Use physical gestures to support what you are saying.
A Point to items to connect words with items.
A Provide time for the child to form words/phrases.
AExtend the childrends words.
can reply by saying: O0Throw

A Use sign language to describe what to do. Sign
language gestures can be found on the internet.

A Acknowl edge the childds gest
Provide time for the child to form words/phrases.

A Use Picture Exchange Communication symbols to help
children tell you about their food, where they might
travel to, their weekend story, and so on.

S
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INCLUSION CRITERIA

TEACHING SUGGESTIONS

Sensory

A

Use fewer items to lower stimulation, if necessary, when
playing.

Assist the child in telling
favorite materials.

Try hand over hand in exploration.

Encourage the child to touch the objects you are using
to support comprehension.

Acknowl edge the childds effo
Try a smaller group or head phones to reduce the noise

if it is excessive in the larger group.

Provide an item for a child to hold for comfort.

Try items to assist children to sit on the larger group
successfully & a cushion or a specified space on a mat.

Try a weighted bag (like one from the drugstore to be
heated and put around the ne
to help the child settle while sitting.

Physical

Assist children to be part of the learning experiences

and games, such involvement help other children see
similarities in others rather than differences.

Use hand over hand to assist in exploration.

Provide a step in front of a chair to stabilize the chi | do
body in the chair.

Follow Occupational Therapy or Physical Therapy
guidelines.

Ensure that children with visual impairments have

pictures described for them or that they have raised

pictures. When possible use a three -dimensional item.

Be careful wit h terms that would only make sense to
someone who can see: for example, calling something
ored. 6 Try shape and size dg¢

Pair c hildren with an able friend to work together
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5. Strategies to Share with Families to Enable Them to Help Their Children

It is important to engage families to extend learning at home and support their child/children
to develop Critical Thinking Skill #3: Applying.

Families can:
A Develop emergency plans together as a family and ensure everyone knows what
to do in case of a fire.
A Include children in opportunitiesto plan spec ial events, such as the family dinner, a
birthday party, wee kend picnic, trip, and so on.
A Model how to ask for input from others when plan ning how to solve problems.
Invite children to cook with you. Involve them in plan ning dinner and planning what
needs to be purchas ed, finding a recipe and then follow ing the rec ipe.

>\

Let children take photosof a weeken d event to help them tell their story.

>

Go through photo sof a special eve ntto tellhow a story unfolded from a plan.

>\

Play verbal games on trips by asking children, 6What should you do ifé 6 Present
different situations, for example:

>\

G You are at a frie n d Bosse and feel sick.
G You lose sight of me at the grocery store.
G You spillyour cup of milk on the kitchen floor.

A Have children help you plan what should go in a bag if you are going out for the day,
for exampl e:wet wipe s, snhack s, tissues, extra clo the s, bus token s, sun scree n, and so

on.
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Learning Experiences and Games

This section provides you with a range of learning experiences and games to ad dress Critical
Thinking Skill #3 : Applying in your classroom program . These include learning experiences and
games that are:

1. Teacher -initiated

2. Teacher -guided

3. Child -initiated

With some modifications these learning experiences and games can be linked to any theme

or unit of study in your program . The learning experiences and games can also be modified to
accommodate your | ear n dearsing styles, ardl so,on a the play tbasedearly
learning experiences and games you develop for specific learners will often benefit other

children as well.

Recommendations have been offered to assist you in implementing them into your daily
schedule .

1. Teacher -initiated

PLAY FAVORITES

UPK Scheduling Recommendation: Group Time

Key Learning : To use information in order to make prediction S (@about favorite ice cream
flavors or other favorite things )
Learning Environment Set-up:

A Small group (5 -8 children)

A Carpeted area or a table

Materials :
A Paper with a 5 x10 table (for graphing)
A Colored pencils
A Colored stickers (optional)
A Large graph paper for modeling
A

A sheet of graph paper for each child

CRITICAL THINKING SKL #3: APPLYING

67



How to Do:

1. Tell the children that you have been hearing the m talk about their favorite things and
that it might be interesting to find out and record what the class favorites are.

2. Explain that you will work with them to demonstrate how they might do their
investigation.

3. As k, o0 Wh at do vy ou tehice crdam flavoes aré forthe chifd@rvirothisi t
class?0

4. Record these five flavors on the bottom of the large graph paper. For example, make
colored dots (or use stickers) in a column on the graph paper: brown fo r chocolate,
yellow for vanilla, pink for b ubble -gum, and so on . Ask the children to make a
prediction about which of the five will get the most votes and be the favorite in the
class.

5. Then ask the children to select which one of these five they each like best. Invite
children to record their sele ction on the large graph paper by marking with a dot, an x
or by coloring in the box.

6. Explain to the children that their next task  sare to:

A Do the same activity on their  graph paper. (Provide them with stickers or
colored markers so that they can make dots on their paper to represent the
ice cream flavors.)

A Ask five friends what is their favorite of the five choices.

A Ask each friend to record their vote in the column boxes in the same way
they recorded their vote on the large graph paper.

Invite the children to compare their graphs.

8. Now, ask each child to choose another favorite to investigate. For example, a child
might choose favorite colors, boo ks, movies, animals, things to do at Pre K, and so on.
9. Help the children to start their graphs . Invite them to ask others for their votes. Help
them to record the votes.
10. Have the children share their graphs with the larger group during a regular gathering
time and/or post them in the classroom. This learning experience may encourage
others to exami ne a different favorite using the same method.
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11. Ask RCA discussion questions tosupport t he chi |l drends | earni

REFLEGTCONNECT-APPLY Discussion Questions:

Reflect
a. What were the favorite ?
b. Were your predictions correct or incorrect? W hy do you think that was?
Connect
c. What did you know about your friends favorite things before we did this
activity?
d. Does anything seem unusual or unexpected about your results, based on
what you already knew?
Apply
e. What do you think would happenify  ou asked everyone in the class?
f.  How do you think this would turn out if you did it at home?
g. Whatdo you think the results would be if we asked the  children in another
class the same question?
h. What do you think would happen if you asked the same questionin  afew

Variation:

weeks (or in another season) ? Would the answers would be the same or
different?

A Encourage the children to initiate this learning experience  with their families.
Provide graph paper to help them get started.

Promoting Inclusion:

A English Language Learners: Use gestures to emphasize your words.

A Communication: Use a picture exchange system for some children to share their

choices.
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HOW MANY GUESSES?

UPK Scheduling Recommendation: Group Time

Key Learning : To use knowledge to make predictions

Learning Environment Set-up:
A Partners
A Indoors or outdoors

Materials :
A Box

A 6-10 common objects that will all fit into the box together

How to Play:

1. This guessing game challenges children to describe objects without using the actual

objectds name.
2. Have the children play this game with a partner. Explain that:

Child A'is the clue -giver; Child B is the guesser.

A Child A, the clue -giver, chooses an object from the box, and gives clues
(says words: one word at each turn) that descr ibe the object. Child A does
not say what the object is.

A Child B first predicts how many clues s/he will need to hear before making a
successful guess.

A After each clue, Child B has a chance to guess what the object is. Child B
can also pass on the guess and ask for the next clue.

3. As they play, the pair keeps count of how many clues are given.

4. When the guesser successfully identifies the object, the partners switch roles and start
again.
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5. Hold a discussion using the RCA questions that follow.

REFLEGTCONN ECTAPPLY Discussion Questions:

Reflect
a. Was it difficult or easy to guess the mystery object?
b. Did you guess the mystery object in the number of clues you predicted it
would take?
Connect
c. Have you ever made a guess before that was right?
Apply
d. Is there anything you could do differently the next time you make a
prediction?

Variation:

A As an alternative, children can use index cards with photographs of objects. This
approach is less effective for young children. However, you might use it to bui Id
specific vocabulary or awareness of attributes of objects not readily available. For
this Variation: , you will need:

G Magazine photos of simple objects such as dogs, cats, cereal boxes, and
baseballs
3 x 5 index cards

Glue

@ G

Promoting Inclusion :
A English Language Learner : Pair children with an English speaking peer.

A Behavior : Pair children with a friend for the game.

GOOD GUESS!

UPK Scheduling Recommendation: Group Time/Outdoor Play/Indoor Play

Key Learning : To use information in order to  estimate

Learning Environment Set-up:
A Individual or small group
A Indoors
A Table

CRITICAL THINKING SKL #3: APPLYING
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Materials :
A Counters

A 3 pieces of string

Note : Estimation is often very similar to a prediction. In both cases, children are working to make
a good guess about an answer. For some children , estimation is a difficult concept. Children
want to be right, and if there are eight objects, saying "about 10" is not good enough.

In mathematics we often encourage children to calculate the correct answer, but being able to
estimate is a valuable skil |. Children who develop that number sense can use the skill to
determine whether their answers to math questions are reasonable.

You can adapt the strategy to teach children how to estimate other kinds of amounts, such as
weights, lengths, andsoon. Youc an al so modify the task based on

How to Play:
1. Spill out about 30 counters onto a table in front of a child.
2. Have the child use string to make a circle around 10 counters (see image).

3. After the child has counted 10 and circled them, say, "Now look at how many dots that
is. Do you think you could make a circle around another group of 10 counters, without
actually counting them? Give it a try."

4. If you see the child trying to count, say, "Oh, | see you're counting. You know about how
many 10 is; you don't have to be exact. Next time, don't count. Just make a close guess
without counting.” After doing this task a few times, the child will get better at mentally
grouping objects into groups  of 10.

5. Once the child can mentally divide objects into groups, show the child that if there are
three groups, that means there are about thirty objects in all.
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6. Hold a discussion using the RCA questions that follow.

REFLEGITCONNECT-APPLY Discussion Questions:

Reflect
a. How many counters did you have  ?
b. How many groups did yo u make?
c. Were you able to find 10 counters without counting them?

Connect
d. How did you know there were 10  counters inside your circle?

e. How did you know how many  counters there were al together?

Apply
f.  What could you do next time you need to make smaller groups of
counters or other things we count?

Variations :

A What a Crowd : Instead of counters and string, use people and skipping ropes. Or
use illustrations of crowds where clusters of 10 can be circled.

A More or Less: Before counting, have children estimate which group of objects has
more or fewer items. You can use objects in photos rather than actual objects.

A Closer to 1, Closer to 10? : Before counting, children can estimate if the total items
in a group (or total objects in a photo) is closer to 1 or closer to 10.

A Closerto 5, Closer to 10 : Play in the same way as Closer to 1, Closer to 10? This
Variation: is a valuable precursor to rounding.

Promoting Inclusion:

A English Language Learners: Count in other languages. Encourage children who
have a home language other than English to take the lead and teach their peers.

A Behavio r: Place the child in close physical proximity to you so you can help
mai ntain the childés focus on counting and gues

A Sensory: Put some children in smaller groups; f or some children, counting can seem
overwhelming.

A Physical: Use a table that allows a |l children to access the counters when playing
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SOS CHARADES

UPK Scheduling Recommendation: Story Time/Group Time

Key Learning : To use information in order to make plans
Learning Environment Set-up:

A Small group

A Indoors or outdoors
Materials :

A Photocopi ed scenarios

A 1 box

A Available classroom resources and materials

How to Play:

1. Before playing, photocopy the seven scenarios at the end of this learning experience.

Cutouteach one and put them a box.

2. Tell the children that in this game some children will
childds task will be to

Have a child pick a scenario.

Read the scenario aloud to the children

pick scenarios out of a box. Each

pl an

and perform the

Give the child a few minutes to think about and plan his or her response. Tell the child
s/he is free to use any resources or materials within the classroom.

6. Ask the child if s/he would like a classmate to help with the planning.

Have the child act out or share his/her response to the scenario.

8. Hold a discussion using the RCA questions that fo  llow.
Scenarios
Ben is home alone with his grandmother She
What does Ben need to do?
Julio is at playing at school with his friends. Other kids are playing in different

parts of the room. The fire alarm begins to ring. What d

oes Julio need to do?

Tonja wants to make cookies. Her mom said she would help as soon as Tonja
gets everything ready on the kitchen table. What does Tonja need to do?
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Aisha and hermomare goingt o t he beach right after school
has asked Ais ha to pack her things for the beach into her backpack. What
does Aisha need to do?

Thomas and his dad are going shopping. Thomasds dad has said Tho
be in charge of the shopping once they get to the store. What will Thomas
need to do at the store?

Mari ads | ittle brother has asked her t > show
Lego . What does Maria need to do?

Paulo wants to make his Nana a birthday card and send it in the mail. What
does Paulo need to do?

REFLEGTONNECT-APPLY Discussion Questions:

Reflect

a. What did do in the scenario?

b. Ask the child who performed the skit: Did you make a plan and follow it?

c. Ask the child who performed the skit: Did you plan any actions that you
did not include?

Connect
d. How did you know what to do?

e. Have you ever been in a situation like this one? What happened?
f. Do you know anyone that has been in a situation like this one? What

happened?
Apply
g. What would happen if another person did the skit? What might change?
What might stay the same?
Variations :

A Have the child select and plan the scenario and share it with a group who has not
heard the scenario. Can the group guess what the child is acting out?

A Encourage the children to initiate this game with their peers and family members.
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Promoting Inclusion :

A English Language Learners: Pair children with a peer to help them understand what
to do.

A Physical: Use pictures to sequence what to do.

FREEZE AND MELT

UPK Scheduling Recommen dation: Outdoor Play/Indoor Play

Key Learning: To use information in order to make and carry out plans

Learning Environment Set -up:

A Large group area

Materials:
A Armbands 8 yellow and blue (or any two different colors; 2 0 3 of each color)
How to Play:
1. Mark the boundaries of a play area that allows enough space for children to run and

76

chase each other.

2. Ask the children for 2 -3 volunteers to play the role of Freezers. Give each Freezer a blue
armband.

3. Ask for 1-2 volunteers to be Melters. Give each Melter a yellow armband. (The number
of Freezers and Melters will vary depending on the group size )

4. Explain and demonstrate that:

A When you say, 0Go!6 the Freezers will chase
children.

A A child tagged by a Freezer must stop and stand in a frozen position (like a
statue).

A Melters can f ree frozen children (children tagged by a Freezer) by tagging
them.

A Freezers cannot freeze the Melters.

5. Before beginning the game, ask the children some questions to encourage them to
make plans in how they might approach the game, whether they are a Free zer, a
Melter, or just being chased, for example:

A Have you decided what you are going to do?
A What are you going to do?
A Will you need any help?
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A Who might work on this with you?

6. After a few minutes ask for new volunteers to play the role of Freezers and Melters .

Before beginning again, repeat your questions for the children in their new roles.
Observe if answers change as the game progresses. Are they applying new ideas in
planning to tag or free others?

Continue the game  for as long as desired.

8. Hold a discussion using the RCA questions that follow.

REFLEGTONNECT-APPLY Discussion Questions:

Reflect

a. When you were a Freezer was it difficult or easy to catch the runners?

b. When you were a Runner, was it difficult or easy to stay away from the
freezers?

When you were a Melter, was it difficult or easy to help the others?

Did you make a plan before you played? How did it help you play the
game?

e. Did you work with other people? How did it help you play the game?
Connect

f.  What information did you use to make your plan?

g. Do you make plans when you play other games?

h. What would you do differently the next time you play?
i. What would you do the same next the time you play?
j-  How would you change your plan?
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Variation:

A Tel the Melters that they must crawl between the legs of frozen children to unfreeze

them.

JUMP THE RIVER

UPK Scheduling Recommen dation: Outdoor Play

Key Learning : To use information in order to

Learning Environment Set-up:

A Outdoor play area

Materials :

>

Skipping ropes

>\

hula hoops

>\

sticks

>\

How to Play:

make a plan

large blocks (or any objects to jump over)

1. Prepare the play area by scattering the skipping
ropes, hula hoops and other objects across the
play area. The objects will represent puddles, lakes

and r ivers (see diagram).

2. Askthe childrento standin a line, side by side, on

one side of the play area

3. Ask the children to use their imagination and
pretend that the play area is a forest and the items
on the ground are puddles, rivers and lakes.

4. Explain thatin this game, every child wants to get
to the other side of the play area without steppin

that it is not a race.

o, >
== S
— w
3
1 o
. &7
» by

g in a puddle, river and lake. Tell them

5. Tell children that the first time they move through the forest you want them to jump over

two of t he water barriers.

6. Invite children to make a plan in their minds of how they are going to travel through the
forest and which water barriers they are going to cross. Remind children to be careful

not to jump too close to each other.

7. Instruct the children t o

begin

moving by saying OYoudre

observe their paths and if they followed instructions to cross only two water barriers.
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10.

When all children have reached the opposite side of the play area, invite 2 o 3 children
tosharetheirt hi nki ng about their plan by asking:
started? Did you follow your plan once you

Invite the children to go through the forest multiple times. Each time tell them a different
number of barrier s to cross, and invite the children to think of a plan before they move.

Hold a discussion using the RCA questions that follow.

REFLEGTCONNECT-APPLY Discussion Questions:

Reflect
a. Did you make a plan before you started?

b. Did you follow your plan once you started moving?

Connect

c. Why is it important to have a plan and to follow it?

Apply
d. What would you do the same when we go across again?
e. What would you do differently if we go across again?

2. Teacher -guided

STORY TELLING

UPK Scheduling Recommendation:  All Centers Open/ Story Time

oDi d
star

KeyLeaning: To use information about peoplebds character
assumptions

Learning Environment Set-up:

A Large group area

Materials:

A Paper

A Different drawing tools
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How to Do:

5.
Note:

Tell the children that you have a story you will tell to anyone who is interested.

Tell the story without showing any pictures and use character n ames that can be male

or female, for example, Pat, Sam, Jean, etc.
Then, invite children to illus trate the story.

When their pictures are completed, have children compare and discuss why they
thought certain characters were male and others female, children rather than adults,
one skin color rather than another, and so on.

Discuss how assumptions cha nge our understanding.

The story telling learning experience can be adapted to address assumptions consistent

with many biases. For example , tell a story about a race where Child A crosses the finish line first.

Invite children to illustrate the sto  ry. When their pictures are complete, reveal that the children in

the race were in wheelchairs.

SHARED READING

UPK Scheduling Recommendation:  All Centers Open/Story Time

Key Learning: To use knowledge to draw conclusions

Learning Environment Set -up:

A Large carpet area
A Big book easel
Materials:
A Big book & choose a familiar story or one with a repetitive reading pattern
A Something fun to guide the childrenés eyes in
bottom and front to back such as a feather, wand, umbrella, and so on
How to Do:
1. Show the children that you have brought a book and tell them that you will read it
together. Providing thought -provoking prompts during individual or shared reading
experiences allows childrento  apply their understandingt o draw alternative
conclusions ,wi t hout the need to focus on one oO0right©o
2. To support critical literacy, stop at various points in the story and ask:
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A Do you think this character is telling the truth?
A Do you think this character knows what s/he is d oing?

A If you could tell the character something important s/he should know, what
would it be?
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What seems confusing about this story?
Are there any words that

What cues are you using to come to this conclusion?

> > > >

What would you want to ask the author?

CHEF FOR A DAY

UPK Scheduling Recommendation:  All Centers Open

Key Learning: To use knowledge about cooking to make a recipe

Learning Environment Set-up:
A Small group area
A Table

Materials:
A Paper
A Drawing/ writing tools

How to Do:

1. Tell the children you have seen them cooking in the play kitchen
meals using the pretend food, cooking utensils and oven/stove.

you have heard that

and making many

2. Invite children who are interested to create a recipe for a cookbook. The recipe is for a
mea | of their choice with whatever ingredients they choose. The cookbook will be

available in the classroom for others to use when they play.

3. Tell the children that their recipes can be words and/or pictures. Some children may
want you to support their recor  ding of the recipe. You may wish to prompt using

questions like the following:

A What ingredients will you need?

A Do any of the ingredients need to be washed, peeled or cut?

A Will anything need to be cooked?

A Il'n what order will you add the

i ngredients ?c

4. Invite the children to bring any toy food to the table to use when they create their

recipes.
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Promoting Inclusion:

A English Language Learners: Demonstrate what you want the children to do in
0Chef for a Day. 6

A Behavior: Using a small group will promote positive i nteractions and attention

A Sensory: Use fewer items to lower stimulation.

GUESS HOW MANY

UPK Scheduling Recommendation: All Centers Open

Key Learning: To use information in order to predict the number of items in a set

Learning Environment Set -up:

A Small group area

Materials:
A Large wooden building blocks

Note : This learning experience is directed to the children after they have demonstrated that
they are able to understand quantity and one -to-one counting as well as the concept of

numberconservatio n (a number doesndt change if the objects or

these skills are not in place, this learning experience will be meaningless.

How to Do:

1. Prior to the childrends arrival, build a struct ul

between1l0a nd 20 bl ocks depending on the childrends
there are blocks (some in the middle) that cannot be seen by walking around the
structure. On top of the structure, place a si

2. When the children arrive, invite  them to look at the structure but ask them not to
disassemble it.

Ask the children to predict how many blocks are in the structure.

Record the childrends predicti ocommnciadwiththe i r r eas

headings: Name, Prediction, Reasons.

5. After the children have given their predictions, ask them to suggest other ways besides
counting they might figure out how many blocks are used.

6. Record the childrends ideas. Try them out and

7. Finally, take the structure apart, counting the blocks with the children. Compare the
actual results with the childrendés predictions.

8. Discuss with the children the effective predictions and methods for making those
predictions. Ask: could those effective predictions work with other items?
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9. Invitethe chil dren to participate in a 0Guess How M
different items, such as shells in a jar, stones in a glass or balls in a basket.

10. Record the childrends engagement and understand
experiences. This anecdotal i nformation will support your assessment of their skills.

3. Child -initiated

0OTeachabl e momentsdé6 are spontaneous opportunities
knowledge, skills and/or attitudes. Such moments may present themselves in many ways: for

example, a child may ask a question, make a surprising observation or discovery or voice a
misconception.

Although many teachable moments occur spontaneously, you can predict and prepare for
others. Such moments are opportunities to help children develop their Critical Thinking skills. Be
prepared to prompt c hiudedfinemrdisy vacdbulanyk i ng and

SCENARIO

When children are at play, they have been given an open invitation to apply what they know
to something new. They work in what Lev Vygotsky calls their Zone of Actual Development
(working on familiar skills) but challenge themselves to come up with new ideas and to try
things in new ways which expands their knowledge (a new zone known as the Zone Of
Proximal Development which is the most powerful level of learning).

Max and Andy are working at the sandbox. It's time to tidy up and they haven't
finished the 'story' they were creating with zoo animals. They want to keep it for

the next day, but the morning class will be using the sandbox. The educator asks
them to think about how they could let the morning class k now that they don't
want their zoo to be touched. They decide they could make a sign. They go to

the writing center and get a piece of paper.

Andy: We don't know how to read yet. Maybe we could make a pi cture and
you (referring to the educator) can show u s how to do the words.

Andy to Max: Bend it so it will stand up on the table. (Andy refers to the piece of
paper.)

Max: That will be the front.

Andy: Make a picture first.
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Max: No, make your name.
Andy: Maybe we could make who made it so the morning kids w ill know.
Max: Oh, my M is sideways.

Andy: OK. Let's draw a picture. Andy looks over Max's shoulder while Max is
drawing. Make a little  picture so | can fit mine in.

Max: I'm going to put myself in it. (He had drawn a sleigh.)
Max gives Andy the brown mark er.

Andy: Maybe we could make it like different colors. (He chose blue and finishes
his picture.) Hey, we forgot the words.

Educator: What do you want to write?

Andy: Please don't lift up the lid and enter.

Max: Or, please don't lift up the lid. Please don 't enter.

Andy starts sound out p -p-p and writes it.

Max : | can't write.

Andy starts going I-I-l but can't figure out the letter. (Snack time is about to
begin.)

Educator: Well, if you don't think you could write it, what else could you do?
Andy: We could do a picture.

Max: Yeah, if we could make a picture of the sandbox and the lid and put an X
through it.

They finish the picture and hurry over to the sandbox. They try to stand it up but
the folded paper falls flat.

Max: It's OK. Let's get snack.

Andy: But how are they going to see inside? They won't know what it says.
Adult: What could you do?

Andy: Put an arrow on the front so they know to open it up.

Max to Andy: You do it.

Andy (draws the arrow at the bottom of the picture to show to open it up): Now
they know.

They both hurry to get their snack.

PLAY AT THE CORE EDCATOR MANUAL



Notes

CRITICAL THINKING SKL #3: APPLYING

85



Critical Thinking Skill #4: Analyzing

(Breaking a concept into parts)

Children are enc ouraged to consider a reason for something or explain how they have come

to a conclusion based on what they know. They are asked to decide between information

that they have acquired and an assumption that may be based on what they have heard

and not on fa cts. While this may be an abstract concept to very young children, older PreK

children can start to determine the reason that they think about something in a particular

way. It also involves being able to break a concept into its component parts and unders tand
how each part is related to another. By analyzing their own thinking, children are able to think
critically and more efficiently.

Planning Information

This section provides you with information to assist you in planning learning experiences and
game s to address Critical Thinking Skill # 4: Analyzing in your classroom program.

You will find information on:

Links to the Prekindergarten Foundation for the Common Core
Educatords Rol e

Observation, Documentation, Assessment

Inclusion Strategies

o~ w N E

Strategies to Share with Families to Enable Them to Help Their Children

1. Links to the Prekindergarten Foundation for the Common Core

The learning experiences and games for this skill are linked to relevant standards in the
Prekindergarten Foundation for the Commo n Core (PKFCC). The chart below lists the specific
clusters, standards/ indicators and their location in the PKFCC.

Domain Cluster Standards/ Indicators Page
Approaches to Engagement le. Uses oOtrial anqd 10
Learning figure out a task, problem, etc.

2b. Attempts multiple ways to solve

a problem.
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Domain Cluster Standards/ Indicators Page
Approaches to Curiosity and 4e. Takes objects and materials 10
Learning Initiative apart and attempts to reassemble

them (e.g., puzzles , models, nuts and

bolts).
Social and Relationships with 5b. Uses multiple pro -social strategies 16
Emotional Others to resolve conflicts (e.g., trade, take
Development turns, problem solve).
Communications, Viewing 3e. Begins to identify relevant and 17
Language & irrelevant information, pictures, and
Literacy symbols related to a familiar topic
Communications, Representing 4d. Reviews and reflects on his/her 18
Language & own representations.
Literacy
Cognition and Mathem atical a. Make sense of problems and 25
Knowledge of the Practices persevere in solving them.
World
Cognition and Geometry 0o 1. Analyze, compare, and sorttwo - 27
Knowledge of the Analyze, and three -dimensional shapes and
World compare, and objects, in different sizes, using

sort objects informal language to describe their

similarities, differences, and other

attributes (e.g., color, size, and

shape)
Cognit ion and Science : Scientific | 1b. Manipulates and observes 28
Knowledge of the | Thinking objects in his or her surroundings to
World develop conclusions.

3a. Compares and contrasts

attributes of objects, living things,

and events in the environment to

organize what they have learned.
Cognit ion and The Arts: Music 4d. Compares and contrasts 35
Knowledge of the different samples of music.
World
Cognit ion and The Arts: Dance 8b. Compares and contrasts 35
Knowledge of the different forms of dance.
World
Cognit ion and The Arts: Cultural 9. Expresses an understanding of 36
Knowledge of the | Differences artistic difference among cultures
World
Cognit ion and Technology : 3b. Describes how technology can 37
Knowledge of the | Foundations to make finding information,
World Technology completing tasks and solving

problems faster and easier.
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2.Educ atRole 6 s

a. On-going teaching and learning strategies to support Critical Thinking Skill #4:
Analyzing by:
A Encouraging the sharing of ideas
Using non -judgmental questioning
Using open -ended questioning
Inviting sharing of opinions and related rationales
Providing opportunities for critique

Modeling respect for and curiosity about different viewpoints

> > > > > >

Providing an inquiry -based program which engages children in authentic
problem -solving and decision -making

A Providing a classroom schedule that provides for integrated learning in large

blocks of time
b. Fosters Critical Thinking Skill #4: Analyzing on an on  -going basis by:

A Creating a safe learning environment
Providing places for children to talk together
Valuing childrends opinions and questions
Listening to the childrends discussion
Provoking, suggesting or prompting

Encouraging discussions and informal debates

A
A
A
A
A
A Recognizing that disagreement and respectful conflict is valuable
A Acknowledging the value of different perspectives and beliefs

A Acknowledging and valuing diversity of choices

A Acknowledging that all things do not go as planned

A Encouraging multiple attempts

A Providing verbal encouragement

A Acknowledging that learning can be a difficult process

c. Uses questioning/prompting to foster Critical Thinking Skill #4: Analyzing such as:
A What did you decide to do?

A What doesné6t seem to be going as planned? Why
you mak e?

A Do you believe him/her because s/he is your friend? Is an adult? Is older
than you?

A Do you believe that because you cannot come up with any better idea?
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A Why should you believe this person/source of information?

A What did you think would happen? How is the result different? What did you
forget to think about?

d. Uses materials (ongoing) such as:

A Resource/information books in different formats for different learners
(language, picture, simple text, Braille)

A Books that are easily accessed (avoid educator -only books)

A Materials presented from multiple viewpoints (visual or text)

A Uses Materials (specific) such as:

A Games/materials that encourage classification/sorting based on criteria
(provided or child -generated)

A Games that encourage ranking or rating

A Books that show characters working through a problem and coming to a
conclusion

A Games/materials that encourage sequences of classification/sorting and

exhaustive classification/sorting

A Books that address breaking down stereotypes and bias because of
assumptions bei ng incorrect/challenged:

Harry, Willy and Carrothead by Judith Caseley
The Paper Bag Princess by Robert Munsch
Paul and Sebastian by Rene Escudie

3. Observation , Documentation, Assessment

Use anecdotal observations/records to document evidence related to the following
guestions:
A Do the children identify their conclusions?
A Do the children explain the reason they came to that conclusion?
A Do the children question the sources of their information?
A Do the children give reasons why they should believe this pers on/source of
information?
A Do the children explain their assumptions?
A Do the children recognize when they have missed important information?
A Do the children make connections between limited experiences and limited
information?
A Do the children construct vi able arguments and critique the reasoning of others?
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4. Inclusion Strategies

Special attention must be paid to ensure that children are being included in every learning
experience from the moment they arrive at school until they leave. The inclusion stra tegies
below can support your use of the learning experiences and games with children who might

be excluded because of differences in language, behavior, communication, sensory

sensitivities and/or physical abilities . These strategies can be adapted to fit other situations as
needed.

INCLUSION CRITERIA | TEACHING SUGGESTIONS

English Language A Use pictures to support your scenarios, if possible.
Learners A Find out some first language words that might assist in telling
anecdotes.

A Provide many learning materials, such as, puzzles and story
books that challenge traditional stereotypes.
A Showing concrete items when possible or photographs
instead of just words to help children get extra clues to
what you are saying.
A Pair a child learning English with an E  nglish speaking child to
play. The exchange of information in both languages will
benefit both children.
AlLearn some words in the chil dg
A Provide time for children to form questions when engaged
in shared reading experiences.
A Provide information books that have simple text and big
pictures
A Invite family members to provide dual language for some
of the classroom books with phonetic English breakdown
for the educators
A Speak and use physical gestures to provide clues. For
example, say: 0l wonder what tha
spread with a questioning look on your face.
A Acknowl edge what the child is
are digging i n the sand. 6
A Ask several English speaking children to respond before
asking a child who is | earning English. In that way the child
can get an idea of what is happening.
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INCLUSION CRITERIA | TEACHING SUGGESTIONS

Behavior A

Keep the |l earning experience
waning but others want to continue, excuse the child after

one item has been completed.

Acknowledgethe chi |l dd6s contributi onsg
experiences. Consider using a turn  -taking item (such as a
otal king stickd or a puppet)
turn to contribute.

Ensure children know the rules to avoid misunderstanding
and anxiety.

Work in small groups so the child receives appropriate
attention.

Start with items that allow success early on to engage the
child, and then move to more challenging items.

Make eye contact so they focus more closely.

Place the child in close physical proximi  ty to you so you can
hel p maintain the childods f ocl
Ensure that all children get their turn in group games,

including the child who has trouble controlling impulses.
Participating should never be a prize for behaving well.
Withholding it should never be  a punishment for poor
behavior.

Pair the child with a friend. Working with a partner will help

the child to sustain interest longer.

Redirect a child who is not able to participate successfully

to another area of the room to engage in another learning

exp erience or with another material that is soothing (sand,
water, play dough).

n

n

Communication

>y >y P> P

> >

Speak clearly.

Use physical gestures to support what you are saying.

Point to items to connect words with items.

Provide time for the child to form words/phrases.

Extend the childrends words. |
reply by saying: o0Throw the be
Use sign language to describe what to do. Sign language
gestures can be found on the internet.

Acknowl edge the childds gestur
Provide t ime for the child to form words/phrases.

Use Picture Exchange Communication symbols to help
children tell you about their food, where they might travel

to, their weekend story, and so on.
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INCLUSION CRITERIA

TEACHING SUGGESTIONS

Sensory

A

Use fewer items to lower stimulation, if necessary, when
playing.

Assist the child in telling
materials.

Try hand over hand in exploration.

Encourage the child to touch the objects you are using to
support comprehension.

Acknowl edge the childds effort

Try a smaller group or head phones to reduce the noise if it
is excessive in the larger group.

Provide an item for a child to hold for comfort.

Try items to assist children to sit on the larger group
successfully & a cushion or a specified space on a mat.

Try a weighted bag (I ike one from the drugstore to be

heated and put around the neck

help the child settle while sitting.

a

Physical

Assist children to be part of the learning experiences and
games, such involvement help other children see similarities
in others rather than differences.

Use hand over hand to assist in exploration.

Provide a step in front of a chair to stabilize the chi | dds
in the chair.

Follow Occupational Therapy or Physical Therapy
guidelines.

Ensure that children with visual impairments have pictures
described for them or that they have raised pictures. When
possible use a three -dimensional item.

Be careful wit h terms that would only make sense to
someone who can see: for example, calling something

ored. 6 Try shape and size desg

Pair children with an able friend to work together .

5. Strategies to Share with Families to Enable Them to Help Their Children

It is important to engage families to extend learning at home and support their child/children
to develop Critical Thinking Skill #4: Analyzing.  Families will need to be informed of how to
es and games that are recommended below.

play any learning experienc

Families can:
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oDaddy cand®tnl makn® mmi gpserdo t hat .

0
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A Be conscious of stereotypes you model and present to your child. Consider
challenging the stereotypes in your own life.

A Purchase non -gender play materials. Try to be open to your children playing with
materials that are often gender specific, for example, girls playing with trucks.

A When possible, provide your chi Idren with clear reasons for a decision, rather than
0Because | said so.6

A Model apologizing when you jump to an erroneous conclusion. Our children learn
from us by what we do.

A When shopping together for groceries ask your child to make comparisons

between f oo d items or to classify di fferent item
same about these items?06 or oOWhat other food wo
Why do you think that?56
A Review books for your child by looking to see if they reinforce stereotype s or
promote biased thinking. Dondt buy those books
A When finished reading a book with your child ask them to compare it to another
book in specific ways. For example, OHow was t
than the girl in Book BG6.

Books That Can Be Supportive in Challenging Assumptions Related to Stereotypes and Bias
Carlson, N. Arnie and the New Kid . New York: Puffin, 1992.
Cowen -Fletcher, J. Mama Zooms . New York: Scholastic, 2002.
Escudie, R. Paul and Sebastian . San Diego: Kane/Miller, 2006.
Henkes, K. Ch e st e r dNew YdekyGreenwillow, 1997.
Hoffman, M. Amazing Grace . London: Francis Lincoln, 2007.
Lloyd, E. Nini at the Carnival . London: Puffin, 1986.
Loh, M. Grandpa and Ah Gong . South Melbourne: Hyland House, 1995.
Lohse, W. Is It True Grandfather? Gosford, NSW: Ashton Scholastic, 1994.
Lovell, P. Stand Tall, Molly Lou Melon . New York: Penguin, 2001.
MacLachlan, Patricia. = Through Grandpa's Eyes . New York: HarperCollins, 1980.
Marsden, John, and Shaun Tan. The Rabbits. Port Melbourne: Lothian, 1998.
Mattingly, M. The Race . Gosford, NSW: Ashton Scholastic, 1994
Meeks, A. R. Enora and the Black Crane.  Gosford, NSW: Ashton Scholastic, 1991.
Morimoto, J. A Piece of Straw . Sydney, NSW: Collins, 1986.
Munsch, R. The Paper Bag Pri ncess. Sydney, NSW: Scholastic, 2006.
Nimmo, J. Esmeralda and the Children Next Door . Mascot, NSW: Koala, 2000.
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Odgers,S. Bu ny i p s.Sydmmey BI$SW: Scholastic, 2004.

O'Neill, A. The Recess Queen. New York: Scholastic, 2002.

Palmer, H. Fish Out of Water . Glasgow, UK: Collins, 1963.

Pfister, M. Rainbow Fish to the Rescue . New York: North -South, 1997.

Pirotta, Saviour, and Nilesh Mistry, N. Turtle Bay. London: Francis Lincoln, 1998.
Radunsky, V. What Does Peace Feel Like? London: Simon & Schuster, 2004.
Reade, H. Whitefellers Are Like Traffic Lights . Adelaide: Artlook, 1996.

Shannon, D. A Bad Case of Stripes. Scholastic, 2004.

Slobodinka, E. Caps for Sale . Boston, MA: HarperTrophy, 1987.

Waber, B. Ira Sleeps Over . Houghton Mifflin Harcourt, Boston: 1975.

Wild, M. A Bit of Company . Gosford, NSW: Ashton Scholastic, 1991.

Wood, Don, and Audrey Wood. The Little Mouse, the Red Ripe Strawberry, and the Big
Hungry Bear . Sydney, NS W: Chil ddés Play I nternational
Yashima, T. Crow Boy . New York: Puffin, 1976.

Zamorano, A. L e t 0 sNofwvaod, SA: Omnibus, 1996.
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Learning Experiences and Games

This section provides you with a range of learning experiences and games to address Critical
Thinking Skill # 4: Analyzing in your classroom program . These include learning experiences and
games that are:

1. Teacher -initiated

2. Teacher -guided

3. Child -initiated

With some modifications these learning experiences and games can be linked to any theme

or unit of study in your program . The learning experiences and games can also be modified to
accommodate your | earnersd® needs, abheplaytbhasedearly | ear n
learning experiences and games you develop for specific learners will often benefit other

children as well.

Recommendations have be  en offered to assist you in implementing them into your daily
schedule .

1. Teacher -initiated

5 WHYS

UPK Scheduling Recommendation:  Group Time /Story Time

Key Learning : Toanalyze the underlying problem in a social situation

Learning Environment Set -up:

A Small group area

Materials:

A None

How to Do:

1. Whether reading a work of fiction or non fiction, children can be ch
Whys. 6 This strategy involves a series of 0Why?
information available from the te  xt or from other sources.

2. For example, suppose a child in the story you a

Whys, 6 go through the following steps to help i
Why is Child A unhappy?

Because he wasnodot allowed to go to the park
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Why was he not allowed to go to the park with his friends?
Because his families di dndt think it was safe.
Why did his families think that was not safe?
Because he would be going without an ad ult.
Why would an adult not be going with him?

Because his famiiescandt go to the park right now.

or
Why is going to the park without an adult dangerous?
Because he could get injured and be alone.
Why candt his families go to the park right now

Because Grandma and Grandpa are arriving soon.

or
Why do children get injured at a park?
Because it is easy to fall from a climber or trip when you are running.

3. Learning experiences |ike 05 Whyso6 help children
appreciate the complexity of an issue.

Promoting Inclusion:

A Behavior: Builduptothequestions. 1t i s possible that you may | os
interest in the story if there are too many interruptions. Gauge interest and act
accordingly

WHA T 60 SSAMEPE

UPK Scheduling Recommendation:  Group Time

Key Learning : To analyze a situation in orderto  determine a sorting rule
Learning Environment Set -up:
A Large group carpeted area

Materials :
A None

How to Play:

1. Explain to the children that in this game they try to figure out a sorting rule. Remind
them that both  the teacher and the children must listen respectfully to all the questions
and answers.
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2. Select two children to come to the front of the class. Make your choice sbased on
charac teristic sshared between the two children. F or example, they might both be
wearing white sneakers. Announce that these children have something the same
about them. Say to all the children: oOLetds try
two children. Can you ask guestions to try to guess what is the same about our two
friends?6

3. Begin by inviting the two children at the front of the group to look at themselves and
each other to try to determine what is the same. Encourage them to ask questions,
suchas 0 Are we the same becauseée?0

4. If they are not able to determine what is the same, then invite other children in the
group to make guesses, in the form of questions
becauseéé?b6

5. If the children are not able to determine the sorting rule (what is the same) then you
can invite a third child to join the group using the same characteristic (e.g., white
sneakers). As the group gets larger it might become clearer what is the same betwee n
members of the group.

6. Repeat the guessing process as above. If children are able to determine the sorting
rule, then celebrate their successful guessing.

7. If the children are not able to determine what is the same, you can continue to invite
children to join the group to grow the group, or reveal the characteristic to the group.

8. Repeat the activity as often as children remain interested.

Note : It isimportant to ensure that all children have a chance to join one of the sorting groups

Variation:

A Have a child lead the game by determining a sorting rul e and selecting the first
child that joins them.

Promoting Inclusion:
A English Language Learners : Pair children with English speaking peers.

A Physical: Assist children to be part of the game. Such involve ment helps other
children see similarities in others rather than differences.
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2. Teacher -guided

SHARED READING

UPK Scheduling Recommendatio n: All Centers Open/Story Time

Key Learning: Toanalyze conclusions drawn in stories

Learning Environment Set -up:
A Large carpet area

A Big book easel

Materials:

A Big book & choose a familiar story or one with a repetitive reading pattern

A Something fun to guide the childrendés eyes in
bottom and front to back such as a feather, wand, umbrella, and so on
How to Do:

1. Show the children that you have brought a book and tell them that you will read it
together. Prompting and questioning duringa s  hared reading experiences  allows
children to practice analyze events, characters actions and conclusions that are drawn
inthestory wi t hout the need to focus on one O0righto

2. You can extend learning by prompting children with questions like the following:
What do you think is happening in thi s scene?

Why did that happen?

What clues are you using to come to this conclusion?

What about the picture suggests to you that this is what is happening?
Is it possible some other information is missing?

What did the character decide to do?

> > > > > > >

Wh at d &ssemtdbe going as planned? Why? What assumptions did
the character make?

>

Why should the character believe (or question) this person/source of
information?
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ACCURATE OR ASSUMPODIN

UPK Scheduling Recommendation:  All Centers Open

Key Learning : Toanalyze conclusions drawn by other children in pretend social scenarios
Learning Environment Set -up:

A Small group area

Materials:
A None

How to Do:

1. Tel |l an anecdote of a personds experience

person has come to.

2. Following each anecdote ask the children, 0l s that

assumption?é

3. Encourage the children to talk about assumptions and how people may come to

different conclusions if the y have new kinds of experiences.  For example, you might

say:

Tristen moved into a new neighborhood. He visited the local park three times.
Each time he saw boys playing soccer. Tristen conclud es that only boys play
soccer. Is that an accurate conclusion  ?

Magdeline just met her new doctor. She has had three di fferent doctors in her
life. They have all been men . Magdeline thinks that that all doctors are men. Is

that an accurate conclusion ?

Jamar was at a community celebration. There were police officers at the

celebration. Jamar noticed men and women wearing  police officers uniforms.

Jamar thinks that police officers can be  men or women. Is that an accurate
conclusion?

Promoting Inclusion:

A English Language Learning: Use pictures to support your scenario or find out some first

language words that might assist  in telling the anecdotes.
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WHO DOES THAT?

UPK Scheduling Recommendation:  All Centers Open

Key Learning : To analyze the things people do and are able to do.

Learning Environment Set-up:

A Small group (approximately 5 -8 children)

A Carpeted area or a table

Materials :

A A set of matched picture cards showing people doing things that challenge

stereotypes of gender, age, race and other biases. For example, the photos might
include:

(0]

One of girls playing football matched to one of boys playing football
One of ay oung person jogging matched to one of a senior citizen jogging

O G

The cards could also include pict  ures of heterogeneous groupings,  for
example, two pictures that have both boys and girls playing basketball.

How to Play:

100

1.

Invite the children to play this matc  hing game. Children have to match people
engaged in the same activity.

Listen to the children while they play. Prompt them to question their conclusions if their
comments reflect stereotypes, for exampl e,

Hold a discussion usin g the RCA questions that follow.

REFLEGTONNECT-APPLY Discussion Questions:

Reflect
a. What did you notice about the people in the photos? Why do you think that?

Connect

b. What sports do you like to play? What activities do you like to do?

c. Have you ever been told you cannot play a game or do an activity? Why do
you think someone said that to you?

d. How could we make sure that the kids in our class get to do the things they
like to do?

e. How could we change peoplebds opinions
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20 QUESTIONS

UPK Scheduling Recommendation:  All Centers Open

Key Learning : To analyze responses to questions in order to determine the mystery item
Learning Environment Set -up:

A Individual or partners
Materials :

A A container

A Avariety of appropriate objects, each smal | enough to fit into the container
How to Play:

1. Hide an object in a container or behind your back.

2.l nvite the children to ask oOyesd or oOonod6 quest.i
a way to keep track of the number of questions asked. For example, use a tally system
or invite one child to be the oOquestion counter

3. Remind children that words |ike o0candé and odoes
game.

4. Allow the group of children to ask as many as 20 questions in order to figure out th e
object.

5. Reveal the object if, after 20 questions, the group has not guessed correctly.

Variations:
A Hide an object, but at the start of the game give the childr en a clue. For example,
hide an apple and tell the children the object is a fruit. The clue w ill to help them to

focus their questions and will make the game move faster.

A Encourage the children to lead the game and play it with each other and family

members.
A Reduce the number of questions, if 20 questions are too many t 0 maintain
childreasis inter

3. Child -initiated

0OTeachabl e momentsdé are spontaneous opportunities
knowledge, skills and/or attitudes. Such moments may present themselves in many ways: for

example, a child may ask a question, make a surprising observation or discovery or voice a
misconception.
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Although many teachable moments occur spontaneously, you can predict and prepare for

others. Such moments are opportunities to help children develop their Critical Thinking skills. Be
preparedtoprompt chi |l drends thinking and use of interestincg
SCENARIO

Children in prekindergarten are already consumers of media texts. They are surrounded by
signs in their envir onment, by advertising in print,  on television and in the stores they frequent.
Advertisers know that children a re a lucrative audience, and they target them with their
packaging and advertising. The packaging of toys and food products aimed at children are

texts which need to be read and analyzed. This analysis involves higher leve | thinking skills
which are important for  child development

The teachers have collected packaging for toys, cookies, cereals, candies,
shack food, as well as current video game packaging, movie posters, and
photographs. These media texts provide much to read, not in terms of the
number of words, but in the design and content of the packaging

Children were shown the  0Boom Blo X" video game advertisement for ~ Wii and
asked to consider the following questions:

d What did you notice?
d Who do you think this ad was made for?
d What makes you say that?

In one class, children responded by saying they thought the ad was made for
kids. Responses to the prompt, oWhat miékes you

doltdés a game and kids play games. 0

dolt hasttadays on i

dolt | ooks fun. o
dol think candy comes out of the monley. 6
Notes
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Critical T hinking Skill #5: Evaluating

(Making judgments about information based on a set of criteria)

We want children to learn how to evaluate the information they receive. Children will use a

number of tactics to do this. They will confirm information with anoth er trusted adult. Consider
when a child wil/ ask, O Mi ss, Danny says that it
a child does this, they are checking information that does not seem quite right to them, for

some reason. We want to encourage ch ildren to continue to question and prod further so that

the truth they are building is informed.

Planning Information

This section provides you with information to assist you in planning learning experiences and
games to address Critical Thinking Skill #5 : Evaluating in your classroom program.

You will find information on:

Links to the Prekindergarten Foundation for the Common Core
Educatords Rol e

Observation, Documentation, Assessment

Inclusion Strategies

o w N

Strategies to Share with Families to Enable Them  to Help Their Children

1. Links to the Prekindergarten Foundation for the Common Core

The learning experiences and games for this skill are linked to relevant standards in the
Prekindergarten Foundation for the Common Core (PKFCC). The chart below lists the specific
cluster, standards/ indicators and their location in the PKFCC.

Domain Cluster Standards/ Indicators Page
Approaches to Engagement 1c. Engages in pretend and 10
Learning imaginative play 0 testing

theories, acting out imagination.
2b. Attempts multiple ways to
solve a problem.

2c. Experiments to further his/her
knowledge.
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Domain Cluster Standards/ Indicators Page
Approaches to Creativity and 3c. Experiments and seeks 10
Learning Imagination additional clarity to further

his/her knowledge.

3f. Communicates more than

one solutiontoap roblem.
Social and Self-Regulation 2a. Expresses feelings, needs, 15
Emotional opinions and desires in a way
Development that is appropriate to the

situation.

2c. Demonstrates an ability to

independently modify his/her

behavior in different situations.
Social and Relationships with 5b. Uses multiple pro -social 16
Emotional others strategies to resolve conflicts
Development (e.g., trade, take turns, problem

solve).
Social and Accountability 6f. Demonstrates and ability to 16
Emotional create new rules for different
Development situations.
Social and Adaptability 7d. Uses multiple adaptive 16
Emotional strategies to cope with change
Development (e.g., seeking social support from

an adult or peer, taking deep

breaths , engaging in another

activity).
Communications, Background 2b. Correctly identifies meanings 17
Language & Knowledge of words in in read -alouds, in
Literacy conversation, and in the

descriptions of everyday items in

the world around them.

2c. Uses new vocabulary

correctly.

2d. Makes comparisons to words

and concepts already known
Communications, Viewing 3b. ldentifies emotions by 17

Language &
Literacy

observing faces in pictures and
faces of peers and adults.
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Knowledge of the
World

Civics, Citizenship
and Government

and adult have roles, rights, and
responsibilities at home, school,
in the classroom and in the
community.

5b. Expresses that rul es are for
everyone.

5e. Describes possible

consequences when rules are
not followed.

Domain Cluster Standards/ Indicators Page
Communications, Representing 4b. Uses existing objects to 18
Language & represent desired or imagined
Literacy objects in play or other

purposeful way (e.g., plastic

banana for a telephone).

4c. Uses visual media to

represent an actual experience.

4d. Reviews and reflects on

his/her own representations.
Cognition and Mathematics o 2. Duplicate or extend (e.g., 26
Knowledge of the Operations and what comes next?) simple
World Algebraic Thinking patterns using concrete objects.
Cognition and Science: Scientific 1b. Manipulates and observes 28
Knowledge of the Thinking objects in his or her surroundings
World to develop conclusions.

1d. Organizes his or her

observations of objects and

events by identifying, classifying,

etc.

3d. Makes age appropriate,

logical conclusions about

investigations.
Cognition and Science: Earth and 4f. Demonstrates ways that each 29
Knowledge of the Space person is responsible for
World protecting our planet (e.g.,

recycling plastic, glass, and

ca rdboard, reusing a plastic

container sandwich box,

mending clothing rather than

throwing away, etc.).
Cognition and Science: Physical 6d. Describes tools and their 30
Knowledge of the Properties specific functions (e.g. hammer
World for pounding nails).
Cognition and Social Studies: 5a. Recognizes that all children 32
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Domain Cluster Standards/ Indicators Page
Cognition and Social Studies: 6d. Demonstrates preferences 32
Knowledge of the Civics, Citizenship and choices by participating
World and Government when the class votes to make

simple decisions.
Cognition and The Arts: Visual Arts | 2¢. Shares opinions about visual 34
Knowledge of the arts, creations, and experiences.
World
Cognition and The Arts: Music 4c. Engages in music activities 34
Knowledge of the having different moods, tempos,
World and rhythms.
Cognition and The Arts: 8d. Describes interpretations and 36
Knowledge of the Dance/Creative reactions to dance and
World Movement movement experience (e.g.,

drawing a picture, acting it out,

retelling a story) .

2.Educ atRole 6 s

a. Uses on-going teaching and learning strategies to s

Evaluating by:

A Encouraging the sharing of ideas

A Using non -judgmental questioning

A Using open -ended questioning

Inviting sharing of opinions and

> > >

Providing opportunities for critique

related rationales

Modeling respect for and curiosity about different viewpoints

A Thinking-aloud (modeled by educator and encouraged for children)

b. Fosters Critical Thinking Skill #5 : Evaluating on an on -going b asis by:

A Creating a safe learning environment

A Providing places

with their play

pD i I P

CRITICAL THINKING SKL #5: EVALUATING

Listening to the

Provoking, suggesting or prompting

Valuing childrendés opinions and

uppor t Critical Thinking Skill #5 :

for children t t al k
guest.
childrends discussi on

Encouragi ng discussions and informal debates

Recognizing that disagreement and respectful conflict is valuable

togett

ons
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c. Use questioning/prompting to f  oster Critical Thinking Skill #5 : Evaluating such as:
What do you think abouteé? What makes you thin

What do you think is happening? How do you know? What suggests to you
that this is what is happening?

A Can you think of any reasons whyé? Why do you
possible?

Can you think of a similar situation/thing? What do they have in common?

How are they different ?

> > >

What might someone, who disagrees, say to challenge that idea?
A If you had to decide one way or the other, what would be your decision?

d. Uses materials (ongoing) such as:

A Resource/information books in different formats for different learners
(language, picture, simple text, Braille)
A Books that are easily accessed (avoid educator -only books)

A Materials presented from multiple  viewpoints (visual or text)
e. Uses materials (speci fic) such as:

Games that rely on the process of elimination such as Guess Who? or Clue Jr.

Games/materials that encourage classification/sorting based on criteria
provided or child -generated

A Games that encourage ranking or rating

3. Observation , Documentat ion, Assessment

It is important to provide students with opportunities to demonstrate their competencies and
apply their knowledge and skills in meaningful ways . Use anecdotal observations/records to
document evidence related to the following questions:

A Do the children ask questions using who, what, how, why, when, and what if?

A Do the children demonstrate awareness of connections between prior and new
knowledge?

Do the children ask questions related to a particular item, event or experience?

Do the childr en identify relevant and irrelevant information, pictures, and symbols
related to a familiar topic?

A Do the children construct viable arguments and critique the reasoning of others?
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4. Inclusion Strategies

Special attention must be paid to ensure that chi Idren are being included in every learning
experience from the moment they arrive at school until they leave . The inclusion strategies
below can support your use of the learning experiences and games  with children who might
be excluded because of differences in language, behavior, communication, sens ory
sensitivities and/or physical abilities . These strategies can be adapted to fit other situations as
needed .

INCLUSION CRITERIA | TEACHING SUGGESTIONS

English Language A Showing concrete items when possible or photographs
Learners instead of just words to help children get extra clues to
what you are saying.
A Pair a child learning English with an English speaking child to
play. The exchange of information in both languages will
b enefit both children.

A Learn some words in the chil dd

A Provide time for children to form questions when engaged
in shared reading experiences.

A Provide information books that have simple text and big
pictures

A Invite family membe rs to provide dual language for some
of the classroom books with phonetic English breakdown
for the educators

A Speak and use physical gestures to provide clues. For
example, say: 0l wonder what t
spread with a questioning look onyo  ur face.

A Acknowl edge what the child is
are digging i n the sand. 0

A Ask several English speaking children to respond before
asking a child who is learning English. In that way the child
can get an idea of what is happening.

n

Behavi or AKeep the |l earning experience
waning but others want to continue, excuse the child after
one item has been completed.

A Acknowl edge the childds contri
experiences. Consider using a turn -taking item (such as a
otal king stickdé or a puppet)
turn to contribute.

A Ensure children know the rules to avoid misunderstanding
and anxiety.

A Work in small groups so the child receives appropriate
attention.

n
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INCLUSION CRITERIA | TEACHING SUGGESTIONS

A Start with items that allow success early on to engage the
child, and then move to more challenging items.

A Make eye contact so they focus more closely.

A Place the child in close physical proximity to you so you can
hel p maintain the childods f ocl

A Ensure that all children get their turn in group games,
including the child who has trouble controlling impulses.
Participating should never be a prize for behaving well.
Withholding it should never be a punishment for poor
behavior.

A Pair the child with a friend . Working with a partner will help
the child to sustain interest longer.

A Redirect a child who is not able to participate successfully
to another area of the room to engage in another learning
experience or with another material that is soothing (sand,
wate r, play dough).

Communication Speak clearly.
Use physical gestures to support what you are saying.
Point to items to connect words with items.
Provide time for the child to form words/phrases.
Extend the childrends words. I
reply by saying: o0Throw the basg
A Use sign language to describe what to do. Sign language
gestures can be found on the internet.

A Acknowl edge the childds gestur

v vy P P

Sensory A Try hand over hand in exploration.

A Encourage the child to touch the objects you are using to
support comprehension.

A Acknowl edge the childds effort
A Try a smaller group or head phones to reduce the noise if it
is excessive in the larger group.
A Provide an item for a child to hold for comfo r.
A Try items to assist children to sit on the larger group
successfully & a cushion or a specified space on a mat.
A Try a weighted bag (like one from the drugstore to be
heated and put around the neck
help the child settle while si tting
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INCLUSION CRITERIA

TEACHING SUGGESTIONS

Physical

A Assist children to be part of the learning experiences and
games, such involvement help other children see similarities
in others rather than differences.

A Use hand over hand to assist in exploration.

A Provide astepinfrontofachairtos t abi |l i ze t
in the chair.

A Follow Occupational Therapy or Physical Therapy
guidelines.

A Pair the child with a physically able partner to assist in
movement around the room.

A Ensure that children with visual impairments have pictures
described fo rthem or that they have raised pictures. When
possible use a three -dimensional item.

A Be careful with terms that would only make sense to
someone who can see: for example, calling something

he

ored. 6 Try shape and size desga

5. Strategies to Share with Families to Enable Them to Help Their Children

Both children and adults receive information from many sources and use it to shape their

beliefs, decisions and actions. A key skill is the ability to validate information we receive: to
confirm that it is accurate and complete. We do that in a number of ways. For example, we
guestion our sources; are they reliable? We look to other sources that we trust; are they in
agreement? We use reason; we ask, 0 Davidesce;twbasls mak e
OWhat proves that the information is true?d6 Childr
to develop a questioning attitude and a critical mind. If we help them, we more reasonably
can expect them to make sound, informed decisions.
It is important to engage families to extend learning at home and support their children to
develop Ciritical Thinking Skill #5: Evaluating.
Families can:
A Be patient with the many questions your children ask.
A Answer questions honestly.
A Beagoodmodelforho w to learn. | f you dondt know the a

guestions, ask them how you might find the right answers together. Become

l earning

partners. YOU DONOT NEED TO KNOW ALL

A Play learning experiences and games that encourage the childre n to think about
the validity of their answers. Guessing games are fun and beneficial to play when
you are traveling with your children. Educators can direct you to some good ones.

CRITICAL THINKING SKL #5: EVALUATING
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A Encourage children to sort items at home. Start with things that are very d ifferent,
such as, bottle caps and bread tags. Give the children a few of each and ask the
children to sort them into piles that look the same. Eventually, ask the children to
sort items that are similar but different enough, for example, bottle caps or bu ttons.
Make sure you ask the children how they discern the differences. Dollar store
packages of dinosaurs, animals, cars, and bugs are also good for sorting activities.
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Learning Experiences and Games

This section provides you with a range of learning e xperiences and games to address  Critical
Thinking Skill #5: Evaluating in your classroom program . These include learning experiences
and games that are:

1. Teacher -initiated

2. Teacher -guided

3. Child -initiated

With some modifications these learning experiences an d games can be linked to any theme

or unit of study in your program . The learning experiences and games can also be modified to
accommodate your | earnersd® needs, abheplaytbhasedearly | ear n
learning experiences and games you develop for specific learners will often benefit other

children as well.

Recommendations have been offered to assist you in implementing them into your daily
schedule .
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1. Teacher -initiated

WHATO6S UNDER THERE?

UPK Scheduling Recommendation:  Group Time

Key Learning : To evaluate visual clues

Learning Environment Set -up:

A Small group area
Materials:

A Rectangular building blocks

A A series of images that give clues to the identity of a mystery
object

How to Do:

1. The images will be incorporated into a tower made of building
blocks and so place them in a vertical sequence (see illustration).

2. The bottom layer is a picture of the object to be guessed (e.g., a
cow).

3. Place a block on top of thisima  ge to hide the image (cow). The
next image is a clue to the object that is pictured at the bottom
of the pile (e.g., a carton of milk).

4. Place another block on top of this image. Continue to build the tower in this way,
alternating images with clues and bl ocks (e.g., a barn to suggest the mystery object is a
farm animal and the number 4 to suggest how many legs the mystery object has.

5. Starting from the top down, have children remove a block and look at the picture, a
clue to the mystery object. One layer|  ower the child discovers another picture. This
process of revealing clues allows the child to hypothesize while moving through the
layers. Encourage children to make guesses at every layer. By the final clue, the child
might be confident about knowing what the objectis - a cow.

6. Encourage the children to talk about their first guess and their last guess and how new
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WHAT AM | THINKING OF?

UPK Scheduling Recommendation : Group Time

Key Learning : To evaluate information provided about a mystery item
Learning Environment Set-up:

A Small or large group

A Indoors or outdoors
Materials :

A Common objects or photos of things that relate to the content areas of the PKFCC,
for example;

@)

Animals

@)

Food products
G Household items
G Natural obj ects from the local environment

Note: The game can be played using actual items or photos. Or you can simply have an item in
mind. Prekindergarten children are likely to enjoy the game more if you have the real object
available.

How to Play:

1. Select one item and, without revealing it to the children, provide a series of clues. For
example:

A Itis something | use at the kitchen table.

A It is something that needs to be washed after | use it.
A It is something that holds liquid.

A 1 use it when | drink something cold.

2. After each clue, invite the children to guess what the item is. Whether a guess is correct
or not, ask the children:

A Could it be anything else?
A What makes you think that guess is correct?

3. After you have given all the clues  and the children have made and explained their
guesses, reveal the item.

Variation :

A Encourage the children to initiate this game with their peers and family members.
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GUESS WHO? GUESS WHR

UPK Scheduling Recommendation:  Group Time

Key Learning : To eval uate visual clues in orderto make a prediction about who or what is in
the mystery photo

Learning Environment Set-up:

A Small or large group
A Indoors
Materials :
A 8 x10 photos of people the children know: you, each other, community members
or photos of places in the community or of familiar objects
A Each photo is mounted on bristol board and then cut into nine equal pieces (three
rows vertically and three rows horizontally)
How to Play:
1. Before class starts, put a 0Guess VPosbiPwitlGhee s s
pieces of the photo face  -down except for one or two pieces.
Bring the childrenf6s attention to the poster.
3. Invite the children to tell you who or what they think the photo will show. With each
guess, the child must provide a reason. For
photo is Kayla because Kayla has brown, curly hair like in that piece of the picture. 06
You might challenge that observation by noting that Al also has brown curly hair.
4. As the children make predictions, record each one on a three -columned chart with the
column headings: Name, Prediction, Reason.
5. Every 20-30 minutes, reveal more pieces o f the picture and encourage the children to
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6. When only 2 -3 pieces remain face -down, bring the children together. Review the
predictions and reasons on the chart. Ask if anyone wants to change a pred iction. If
yes, record those changes.

Reveal the final pieces.

8. Hold a discussion using the RCA questions that follow.

REFLEGTONNECT-APPLY Discussion Questions:

Reflect
a. Which predictions do you think were good predictions?

b. What details in the picture  did you look at when you made your prediction?

Connect
c. How did you know to look at those details?
d. Are there other times when you had to guess an answer based on clues?

Apply
e. What could we do next time we play this game? How could we make sure
that we ma ke good predictions?
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DRAWING CONCLUSIONS

UPK Scheduling Recommendation:  Story Time/ Group Time

Key Learning: To evaluate information in a story in  order to predict the ending

Learning Environment Set -up:
A Large carpet area
A Big book easel
A Large or small group

Materials:
A Big book & choose a familiar story or one with a repetitive reading pattern

A Something fun to guide the childrendés eyes in re:
bottom and front to back such as a feather, wand, umbrella, and so on

How to Do:
1. During aread -aloud, stop the story before it reaches its conclusion.

2. Tell the children they must come to a conclusion about the ending of the story and
design an illustration to match. Remind them they will need to think about all the
informa tion that has been provided by the author and create an illustration that they
think makes sense.
3. Reconvene the large group to share the various illustrations and related thoughts about
the conclusions. Or post the illustrations around the room for childr en to examine.
4. Read the story ending to the children after they have had time to explore their own
conclusions. Acknowledge similarities and differ
and the childrends endings. Avoid pr&ateenti ng any
present it as a reflection of information and possibilities that influenced the conclusion.

5. Ask the children questions like the following:
A What information did the author and illustrator have that you did not have?

A What information did the author and illustrator use to come to their
conclusion? How was that different from the information you used?

A What information from the story did you add to or change before making
your conclusion?

Variation:

A Stop the story part way through and ask children to d raw the illustration for the next
page. In this learning experience they are drawing a conclusion about what comes
next.
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2. Teacher -guided

SHARED READING

UPK Scheduling Recommendation:  All Centers Open/ Story Time

Key Learning: To evaluate alternatives presented to characters in a story

Learning Environment Set-up:
A Large carpet area

A Big book easel

Materials:
A Big book & choose a familiar story or one with a repetitive reading pattern

A Something fun to gui diareadimgfror Ibfitd right anatopsto ey e s
bottom and front to back such as a feather, wand, umbrella, and so on

How to Do:

1. Show the children that you have a book that you will read to anyone who is interested.
Prompting and questioning during a shared read ing experience allows children to
evaluate events, charactersd actions and choice
Orighto answer.

2. Stop at various points during a read  -aloud and ask questions like the following:

A What do you know?

A Whatarethecharact er 8s choices/ options?

A What do you think abouté? What makes you thi

A What do you think is happening? How do you know? What suggests to you
that this is what is happening?

A Can you think of any reasons whyé?

A What ifé?

A What do you think will happen? W  hat makes you think that?

A Can you think of any other outcomesé? Why dc¢
possible?

A Can you think of a similar situation/thing? What happened then? How could

this turn out the same? How could this turn out differently?
A If you were in that situation, what would you do?

A What might the person/character have done differently? How would that
change things?
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3. Encourage the children to answer the questions from their own perspective and from
the perspective of different characters in the stor y.

SHARED READING

UPK Scheduling Recommendation:  All Centers Open/ Story Time

Key Learning: To evaluate information in a story during a shared reading experience in order
to make a prediction
Learning Environment Set-up:

A Large carpet area

A Big book easel

Materials:
A Big book & choose a familiar story or one with a repetitive reading pattern

A Something fun to guide the childrendés eyes in re:
bottom and front to back such as a feather, wand, umbrella, and so on

How to Do:

1. Show the children that you have brought a book and tell them that you will read
together. The ability to evaluate information, question, hypothesize and predict
outcomes are central to the reading process. When sharing books during reading
experiences, you can help children to develop those abilities.

2. Show the cover or an image from the book and ask the children to predict events,
character reactions and outcomes. Ask questions like the following:

A What do you think this book is about?
What do you think is happening in this scene?

A

A What information are you using to come to this conclusion?

A What do you see in the picture that tells you that is what is happening?
A

What would be important to know if you wanted to be sure that is what is
happening? How would yo  u get that information?

3. Prompt the children to predict by raising questions during the reading. You might ask:

A What does the author mean by that? | f the aut
example, broader or narrower) the message will be different.

A Character A has not said anything. If s/he was talking, what else might we
know?
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A Character A just saidé That speech doesndt
who the character is. Could there be another reason Character A said that?

A Character A justti ari ddo eTshrdt asceem t o match th
who the character is. Could there be another reason Character A did that?
A If you were in this story and disagreed with Character A, what reasons would
you give?
Note : Shared reading strategies like those above do the following:
A Help children to develop their abilities to ask questions and make predictions
before and during reading.
A Encourage children to skim or re  -read portions of a book (review evidence)
to understand it better or to recall facts about the charac ters and events.

A Provide ways for children to monitor their understanding of the material.

Variations:

A Predicting involves more than trying to guess what happens next. As children find
evidence to form and support hunches, they also ask questions, recall facts,
reread, skim, infer, draw conclusions and, ultimately, comprehend the text more
fully.

A Thefollowing shared reading variations all encourage prediction.

Prediction Chart

1. Write these headings on chart paper in the form of a T -Chart: PREDICTIONS and
EVIDENCE.

Predictions Evidence

2. Explain to the children the importance of making predictions while reading and
supporting those predictions with evidence. Tell the children that evidence could
include the bookds illustrations, a specific pa
and know ledge.
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3. Explore the title, cover and title page with the children. Collect predictions and
evidence from students. For example, children might predict Whistle for Willie is about a
boy who wanders the streets and whistles in order to find his lost dog Willie.

4. Stop once or twice during the reading and invite several children to predict again.
Record responses on the T -chart.

5. Help students think about where the evidence ca me from for their predictions by asking
guestions like the following:

A What made you say that?
A What did you see or hear that made you think that?
A Can you find an example from the text or pictures?"

6. After completing the book, return to the chart to confirm and adjust predictions. Write
adjustments on the chart with a different colored marker. Model how rereading and
scanning text and pictures helps readers to find evidence.

7. Compare and discuss early predictions about the story.

Pre-Reading Picture Book Wal k
1. Before reading a book aloud, share with the children the cover illustrations and those
inside.
Have children predict what the book is about.

Read the story (or chapter) aloud.

Review the childrends predictions with them.
Storyboards
Attach illustrations from a text to index cards or sheets of paper. Use the mounted illustrations

in one or more of these ways:
A Invite children to create a storyboard by sequencing the cards showing the events
in a story.

A Invite children to change the fina | picture or any critical event in the story and
explain what might happen because of the change.

A Provide a storyboard with a missing picture, event or critical piece of information.
Ask the children to find and use clues to identify the missing piece.

Story Maps
Select and sequence three illustrations from a story: one picture from the beginning, one from
the middle and one from the end. Invite children to do one or more of the following:

A Examine parts of the story.

A Predict what happens if the middle eve nt is replaced by a different one.

A lllustrate a new ending once the middle event has been altered.
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Who Is This?
1. Show the children a picture of a person and ask:
A What do you think the person is going to do?
A How is the person feeling?
A What is the person like?
A Where is the person going?

2. Question the childrends responses asking, O0Why
use clues, such as facial expressions, clothes, body language and surroundings.

Ask children for alternative predictions.

4. Record their res ponses, if desired.

Movie Moments
A Show the children a vignette or brief film or use a series of sequenced photographs.
A Stop part way through.
A Ask the children to make predictions on what will happen next.

A Have them explain the clues they used to make the prediction.

What Would You Do?
After reading a portion of a story, stop and ask the children to make predictions based on
prior knowledge, not about the characters but about themselves. Ask:

A How would you feel in this situation?

A What would you do?

TRICKOR TRUTH

UPK Scheduling Recommendation:  All Centers Open

Key Learning : To evaluate information given by the teacher about a mystery item

Learning Environment Set-up:
A Small group
A Indoors
A Carpeted area or table

Materials :
A Wooden juicer

A Metal garlic press
A Clear plastic hose

CRITICAL THINKING SKL #5: EVALUATING 123



A Three opaque bags (ideal bags are soft nylon recyclable grocery bags that close

at the top)
How to Play:
1. Putone itemin each bag before coming to the group. Then bring the bag to the small
group.
2. Explantot he chil dren, O0This game is called &6Trick ot
game:
A First, | will say what is inside this bag.
A Next, you can touch the bag and ask questions to decide if | am tricking you
or telling you the truth.
A Then, | am going to ask you, o0ls this a trick
A Finally, | will ask you, OWhat helped you dec
3. Handt he bag containing the garlic pr elstsisbagopisaone chi
grape squeezer. We use it to make grape juice. Each grape goes in the little box. Then,
the top comes down and squeezes it untit he juice comes out. o
4. Allow the children to take turns holding the bag, manipulating the item and asking
guestions. You may want to record their questions.
5. When the children have  had enough time to draw their conclusions ask,0l s t hi s a tr
or the truth?o¢
6. Give each child a chance to answer. Encourage the children to elaborate on their
reasons why they guessed what they did . To foster their ability to evaluate the
information the y gather accurately, ask questions like the following while you play :
A Does anything seem odd about what | have told you?
A Does this seem like something else you know about?
A How would that explanation make sense or not make sense?
7. Record t he c mments Enegudge the group to listen respectfully to the

124

comments of others.
Finally, reveal the item.

Continue with the next bagged item if the children are enthusiastic. Otherwise, wait for
another time.
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10. Hold a discussion using the RCA questions that

REFLEGTCONNECT-APPLY Discussion Questions:

Reflect

a. Did you make correct guesses about trick or truth?
b. Which items were hard to guess correctly? Why do you think they were

hard?

Connect

c. Can you think of a time when someone was playing a trick on
you something that was not true? How was that similar to this game?

d. Have you ever played a trick on someone? What did you do?

e. How do you know when someone is playing a trick on you or telling you

something that is not true?

f.  What co uld you do to find out the truth, when someone plays a trick on

you?

Variation :

A Encourage the children to initiate this game with their peers. Provide bags and

baskets of items that they can use.

3 GS (GUESSES)

UPK Scheduling Recommendation: All Center s Open

Key Learning: To evaluate information in a picture
Learning Environment Set -up:
A Small group area

Materials:
A 3-ring binder
A 3-hole punch

A Collection of magazine images and/or photos of various objects (approximately 8

% X 11 in size)
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How to Do:
1. Prepare pictures in the following way:
A Put the image upside down intoa 3  -hole punch. Punch holes in each
image.
A Cut each image horizontally in three equal pieces.

A Put each image into a three  -ring binder. The image should be in the binder
backwards so the image is not seen by children.

2. Show the children how to turn one piece of the image at a time. On each turn invite
them to guess what the image is. With each guess ask the children to:

A Explain the reasons for their guess.
A Say whether they are:

a. Not sure
b. Pretty sure or
c. Absolutely sure the guess is correct

3. Encourage the children to use clues from the pictures to explain their guesses. That
selection involves evaluating the information available from the photos.

EXPRESSING EMOTIONS

UPK Scheduling Recommendation:  All Centers Open

Key Learning : To evaluate visual clues to decide on how someone is feeling

Learning Environment Set -up:

A Small group area

Materials :

A A series of pictures of characters whose body language seems to be conv eying a
message

How to Do:
1. Present the pictures to the children one at a time.
2. Ask the children to look at each picture and use the picture to hypothesize:
A How the character is feeling
A What the character is thinking
A What the character has decided or migh t decide to do next

3. Ask the chi |dren to make an informed guess, that is, one that is shaped by a
consideration of the information available. In this case, to make an informed guess, the

126 PLAY AT THE CORE EDCATOR MANUAL



children must | ook closely at the
s/he is thinking and feeling.

Invite the children to explain their thinking.

~

etdrmineavicat er 0 s

If children want, they can record their ideas in a thought bubble with a word or a

picture.

Variations:

A Have children use their predicting skills to develop the pi

A

el aborate oWhat happens next?dé sto

Have children act out the characte
next scene with other children.

Promoting Inclusion:

cture into a more

ry.

e

ros next beha

A English Language Learners: Use photos of real faces for emotions. Th e meaning will

be clearer than with drawings.

WHAT ARE WE MAKING?

UPK Scheduling Recommendation:  All Centers Open

Key Learning : To predict about how a collection of ingredients might be used

Learning Environment Set-up:

A Pairs
A Small or large group
A Indoors
A Table
Materials :
A Lemons: one for each child
A Honey: one tsp. for each child
A Water: one cup for each child
A (Adjust amounts to the size of the group. Children can mix their ingredients
individually or together in a larger batch.)
How to Do:
1. Invite th e children to look at the ingredients and think about what they might be
making.
2. Record each chil ddés prediction and

record on a chart with three columns: Name, Prediction, Reasons.

CRITICAL THINKING SKL #5: EVALUATING
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3. Eachtime they are aboutto  add an ingredient, invite the children to predict what will
happen to the mixture.

Show the children how to juice the lemon into a bowl.

Give them a teaspoon to measure the honey.

Have them stir the lemon and honey together with a fork or whisk.
Add the water and stir.

Ask the children what they think they have made.

© © N o g &

Invite them to taste it.

10. Offer this experience with other food preparation . For example : granola, salad, muffins,
cookies, scrambled eggs, sandwiches, French toast.

Note: Cooking experiences also teach children life skills, good nutrition and build a fundamental
understanding of food and how it is prepared.

UPSIDE DOWN PUZZLES

UPK Scheduling Recommendation : All Centers Open

Key Learning : To evaluate information abouta hi  dden image on a puzzle

Learning Environment Set-up:
A Individual
A Partners
A Indoors
A Table

Materials :
A Puzzles that the children have built previously
A A piece of clear Plexiglas big enough to build the puzzle on
A Thin board to fit over the back of the puzzle

How to Play:

1. Give to a child (or pair) the pieces of a familiar puzzle, upside down on a piece of
Plexiglas.

2. Instruct the child not to turn the pieces right side up but to construct the puzzle just by
the way the shapes fit together.

Once the child has compl eted the puzzle, have the child turn over one piece at a time.

4. Before each turn of a piece,  have the child guess what picture the puzzle will show.
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5. Askthe child to explainthe r eason for each guess. The

puzzle ofthefiretr uck because this piece shows a

6. Encourage the child to try to guess correctly with the fewest number of pieces turned
over.

7. When the child thinks s/he knows what picture the puzzle will show, place the board
over the puzzle and flip the Plexiglas over. The children will be able to see the
completed puzzle through the Plexiglas.

8. Hold a discussion using the RCA questions that follow.

REFLEGTONNECT-APPLY Discussion Questions:

Reflect
a. What puzzle did you put together?
b. Was your prediction correct?

c. How many pieces did you turn over before you guessed?

Connect

d. What helped you to make your prediction? Is there something you know
about that helped you make your guess?

Apply

e. What could you do next time guess with fewer numbers of pieces turned

over?

Note: This game encourages children to look very closely at the shapes of pieces. It provides an
excellent opportunity for spatial development and for prediction based on previous knowledge.

3. Child -initiated

c hi
bit

d
of

0Teachabl e momentsdé are spontaneous opportunities

knowledge, skills and/or attitudes. Such moments may present themselves in many ways: for

example, a child may ask a question, make a surprising observation or discovery or voice a

misconception.

Although many teachable moments occur spontaneously, you can predict and prepare for

others. Such moments are opportunities to help children develop their Critical Thinking skills. Be

prepared to prompt childrends thinking and
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SCENARIO

The classroom store is a very popular learning center in the classroom. As

children bring items, the store worker packs the items in bags. The educator

dec ides to extend the idea. She collects different sizes of cardboard boxes that

can easily be used by the children for packing the bought items. In the large

group she shows the children one of the packing boxesHoamahy as (s, 0
items fromourstorewill f it i n the box?5§6 The children give v
teacher puts four items in the box. The childrensaythat s he hasndt added

enough and that more boxes will fitin. She adds some more items. Again the

children saythat s he h as n 0¢noughd dnd tthat she needs to add more to

fill the box. She fills the box so there isndt
is how it should be done. Once full, she asks if anyone wants to change his/her

estimate and why. Once this is done, she takes all the items out and they count

together. She writes down the number on the chart paper. She also writes the

guestion, OHow many items wil |l f chiidremtatryt he box?6
the activity during learning center time with different packing boxes and to put

their name and the number of items on the chart paper too.

At sharing time, following independent play at the center, the teacher reviews

the list and asks children what they have discovered. They respond by saying; 0 |

you put small thingsin, you can get a | ot in thed®.n®ut when
too much®d®Yawmdhave to stand the cracker boaxes up,

The next day, the teacher presents the children with a different size box and asks
again for their estimate. She proceeds to fill the box while counting and
challenges children to try it at learning center time.

On another day, she presents the children with round cans and rectangular
packages and asks how many they think will fit in the box and if they can get
more cans in the box or more rectangular packages.

Notes
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Critical Thinking Skill #6: Creating

(Create a new product or point of view)

Children are now able to synthesize all the information they have gathered and come to

some final thoughts or product. Initially it is difficult to hold the information gathered from all

the skills in their head but small steps will build these skills in crit ical thinking until they become
second nature. By processing all the information they have gathered, children are able to

create an original product that represents something new from the synthesis , Or putting
together , of those ideas.

Planning Information

This section provides you with information to assist you in planning learning experiences and
games to address Critical Thinking Skill #6 : Creating in your classroom program.

You will find information on:
Links to the Prekindergarten Foundation for the Common Core

Educatords Rol e

1
2
3. Observation, Documentation, Assessment
4. Inclusion Strategies

5

Strategies to Share with Families to Enable Them to Help Their Children

1. Links to the Prekindergarten Foundation for  the Common Core

The learning experiences and games for this skill are linked to relevant standards in the
Prekindergarten Foundation for the Common Core (PKFCC). The chart below lists the specific
cluster, standards/ indicators and their location in the PKFCC.

Domain Cluster Standards/ Indicators Page
Approaches to Engagement 2b. Attempts multiple ways to solve 10
Learning a problem.

2c. Experiments further his/her

knowledge.

2d. Seeks additional clarity to
further his/her knowledge.

Approaches to Creativity and 3e.Seeks out connection, relations 10
Learning Imagination and assistance from peers and
adults to complete a task.
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desired purpose, (e.g. glue, tape,
paper, cardboard, foam, plastic,
wood, straws, spools).

Domain Cluster Standards/ Indicators Page
Communications, Representing 4c. Uses visual media to represent 18
Language & an actual experience
Literacy
Communications, Vocabulary 6f. Initiates conversations about a 18
Language & book, situation, even or print in the
Literacy environment
Communications, Viewing 3c. Asks questions related to visual 17
Language & text and observations.
Literacy
Cognition and Geometry: 2. Create and build shapes from 27
Knowledge of the Analyze, Compare components (e.g., sticks and clay
World and Sort Objects balls)
Cognition and Science: Scientific |[1e. Asks owhy, éd 0OAh 28
Knowledge of the Thinking i fguestions and seeks answers
World through experimentation and
investigation.
Cognition and Social Studies: 3e. Creates representations of 32
Knowledge of the Geography topographical features in art work,
World and/or while playing with blocks,
sand or other mat erials.
Cognition and The Arts: Visual Arts | 1b. Shows an interest in what can 34
Knowledge of the be created with tools, texture,
World color and technique.
1c. Uses materials to build and
create oOopieceso6 th
another item (blocks become a
castle; clay becomes a snake).
Cognition and The Arts: Music 3e. Creates sound using traditional 34
Knowledge of the instruments (bells, drums,
World recorders, etc.) and non -
traditional instruments (tin cans,
oatmeal boxes, containers filled
with water).
Cognition and The Arts: 7d. Uses creative movement props 35
Knowledge of the Dance/Creative such as crepe paper, streamers,
World Movement hoops, and scarves to create
special movements and dances.
Cognition and Technology : 1c. Creates structures with various 37
Knowledge of the Foundations to materials to determine which
World Technology do/ dondt work to 4
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Domain Cluster Standards/ Indicators Page

Cognition and Technology : 2e. Invents and/or constructs 37
Knowledge of the Foundations to simple objects or structures using
World Technology common tools and materials in a

safe manner (e.g., wood, glue,
rulers, sandpaper, hammer, etc.)

2.Educ atRole 0 s

a. Uses on-going teaching and learning strategies to s upport Critical Thinking Skill #6
Creating by:
A Providing oppor tunitiesfor cho ice/d ecision-mak ing
Encou rag ing the sharing of ideas
Using non -judgmental questioning

Using open -ended questioning

A
A
A
A Inviting sharing of opinions and related rationales
A Providing opportunities for critique

A Modeling respect for and curiosity about different viewpoints
A

Inviting sharing of opinions by children who may not spontaneously
participate

>

Thinking aloud, particularly when making inferences and decisions ( modeled
by educator and encouraged for children)

A Acknowledging when things have come to completion: for example, time,
books, films, school day, consumable materials, and so on.
b. Fosters Critical Thinking Skill #6 : Creating on an on-going b asis by :

A Creating a safe learning environment

Providing places for children to talk together
Valuing childrends opinions and questions
Listening to the childrends discussion

Provoking, suggesting or prompting

Encouraging discussions and informal debates

Providing opportun ities for children to share their new learning with others

Recognizing that disagreement and respectful conflict is valuable

Acknowl edging when you dondt know somet hing

Reassuring children that no one can know everything

> > > > > > > > > D>

Encouraging risk -taking
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Allowing ti me for reflection
Avoiding judging childrend6s deci sions
Encouraging children to evaluate and reflect on choices afterwards

Modeling decision -making strategies

c. Usesprompting/ questioning to f oster Critical Thinking Skill #6 : Creating such as:

A

PP D I S P P

>\

What could you make?

How would you make that? What would you use to make that?
Tell me about what you invented? What do you use it for?
How else could we use that? What could this be?

How could we plan for ?

How could we organize ?

How else could we finish this story?

Can you retell the story and change the ending?

Remind young children often that they have
know, 6 or, Ol dm not sure, 6 when responding
games.

What can you create from the materials in the fabric box? What else would

you add to make it more interesting?

What will you do differently next time? What worked really well that you are

going to do again?

At the drama centre today you will see the props you might need to tell the

story of Goldilocks and the Three Bears. You know that you can use props

from anywhere else in the classroom if you have other ideas.

Foll owing an interesting dramatic play scenc:
out so that otherscan r ead it . 6 Il will write the word
you can help me with some of the other word

d. Uses materials (ongoing) such as:

A

A

Resource/information books in different formats for different learners
(language, picture, simple text, Braille)

Mater ials presented from multiple viewpoints (visual or text)

e. Uses materials (specific) such as:

A

A

Open -ended materials which encourage children to ask themselves and
each other what they might to do with the materials

Materials where isolated variables can be al tered (for example, changing
color or size) and where such a change may impact the outcome

CRITICAL THINKING SKL #6: CREATING
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A Books that include verbalizations of chi

A Books/comics that show thought bubbles, such as Do Not Open This Book!
By Michaela Muntean

A Books that show cha rac tersinvolved in decis ion-making, includ ing those
where cha rac tershave a difficult time making dec isions, for exampl e:

Jeremy's Decision by Ardyth Brott
Would You Rather by John Burningham
Charlene's Choice by Linda Sky Grossman

A Books that show positive and negati ve outcomes from dec isions made by
individual charac ters, for example:

Franklin Forge tsand Fanklin Fibsby Paule tte Bourgeo is
A Books that require a reader/ viewer to make inference s, for examp le:
The Two of Them by Aliki
If You Listen by Char lotte Zolotow
In the Woods: Who's Been Here? by Lindsay Barrett George
Arou nd the Pond: Who's Been Here? by Lindsay Barrett George

A Games that build on the decisions of others, such as Connect4 ,and Tic-Tac- Toe
A Thought bubble writing paper

A Thought bubbl e stickers/cut outs

A Achalk board or white board depicting a changeable image of a

char acter with a blank thought bubble over his/her head. The children can
draw or write thoughtsthat indica te the charac ter @ecison-making.

3. Observation , Documentation , Assessment

It is important to provide students with opportunities to demonstrate their competencies and
apply their knowledge and skills in meaningful ways . Use anecdotal observations/records to
document evidence related to the following que stions:

A
A

>
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Do the children draw conclusions?

Do the children, when questioned, relate their conclusions to available information
or to prior knowledge/experiences?

Do the children explain their conclusions?

Do the children relate their conclusions to availab le information or to prior
knowledge/experiences?

Do the children identify information, pictures, and symbols as relevant or irrelevant
in relation to their conclusions?
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A Do the children question the conclusions of others when they have different
informatio n or experiences?

A Do the children recognize when they need more information before coming to a
conclusion?

A Do the children describe what information is missing?

A Do the children recognize that there are times when, even without all the
information, decision s have to be made and conclusions have to be drawn?

A Do the children cha nge their conclus ions when presented with new or conflict ing
information?

4. Inclusion Strategies

Special attention must be paid to ensure that children are being included in every learning

experience from the moment they arrive at school until they leave . The inclusion strategies
below can support your use of the learning experiences and games  with ch ildren who might
be excluded because of  differences in language, behavior, communication, sens ory

sensitivities and/or physical abilities . These strategies can be adapted to fit other situations as
needed .

INCLUSION CRITERIA | TEACHING SUGGESTIONS

English Language A Provide opportunities for children to make decisions

Learners between two choices. For example, when there is a spill at
the water table, offer a towel and a sponge. Provide the
appropriate labels and language for their decision.

A Showing concrete  items when possible or photographs
instead of just words to help children get extra clues to what
you are saying.

A Pair a child learning English with an English speaking child to
play. The exchange of information in both languages will
benefit both chil dren.

AlLearn some words in the chil dd

A Provide time for children to form questions when engaged in
shared reading experiences.

A Provide information books that have simple text and big
pictures

A Invite family members to provide du  al language for some of
the classroom books with phonetic English breakdown for
the educators

A Speak and use physical gestures to provide clues. For
example, say: 0l wonder what t
spread with a questioning look on your face.

A Acknowledge what the child is doi
are digging i n the sand. o
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INCLUSION CRITERIA | TEACHING SUGGESTIONS

A Ask several English speaking children to respond before
asking a child who is learning English. In that way the child
can get an idea of what is happening.

Behavior A Build decision -making skills, starting with decisions between
two items or ideas before moving up to multiple choices.

A Identify choices clearly with the child.
A Provide time to make decisions.

A Invite the child to talk through the process of making a
decision.

A Hav e children work in small groups to reduce pressure and
inattention that can lead to poor choices.

A Let the children know you believe in their ability to make
good decisions.

A If poor decisions are made, help individual children make a
plan to rectify the sit uation.

A Help children follow through from the beginning to the end.

A Each success helps them to build confidence in their abilitie S

AKeep the |l earning experience s
waning but others want to continue, excuse the child after
one item has been completed.

A Acknowl edge the childés contri
experiences. Consider using a turn  -taking item (such as a
otalking stickdé or a puppet) s
turn to contribute.

A Ensure children know the rules to  avoid misunderstanding
and anxiety.

A Work in small groups so the child receives appropriate
attention.

A Start with items that allow success early on to engage the
child, and then move to more challenging items.

A Make eye contact so they focus more closely.

A Place the child in close physical proximity to you so you can
hel p maintain the childés focu

A Ensure that all children get their turn in group games,
including the child who has trouble controlling impulses.
Participating should never be a prize for beha ving well.
Withholding it should never be a punishment for poor
behavior.

A Pair the child with a friend. Working with a partner will help
the child to sustain interest longer.

A Redirect a child who is not able to participate successfully to
another area of the room to engage in another learning
experience or with another material that is soothing (sand,
water, play dough).
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INCLUSION CRITERIA

TEACHING SUGGESTIONS

Communication

A Speak clearly.
A Use physical gestures to support what you are saying.

A Point to items to connect words with items.

A Provide time for the child to form words/phrases.

A

reply by saying: o0Throw the
Use sign language to describe what to do. Sign language
gestures can be found on the internet.

Acknowledgethechild 6s gestures and

>

| >

Extend the chil drends words.

|
b a

sSpo

Sensory

A Try hand over hand in exploration.

A Encourage the child to touch the objects you are using to
support comprehension.

A Acknowl edge the childds effort

A Try a smaller group or head phones to reduce the noise if it is
excessive in the larger group.

A Provide an item for a child to hold for comfort.

A Try items to assist children to sit on the larger group
successfully d a cushion or a specified space on a mat.

A Try a weighted bag (like one from the drugstore to be
heatedan d put around the neck)
help the child settle while sitting.

ac

Physical

A Assist children to be part of the learning experiences and
games, such involvement helps other children see similarities
in others rather than differences.

A Use hand over hand to assist in exploration.

AProvide a step in front of a c

in the chair.

A Follow Occupational Therapy or Physical Therapy guidelines.

A Pair the child with a physically able partner to assist in
movement aroundt he room.

A Ensure that children with visual impairments have pictures
described for them or that they have raised pictures. When
possible use a three -dimensional item.

A Be careful with terms that would only make sense to
someone who can see: for example, cal ling something

ored. 6 Try shape and size desc
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5. Strategies to Share with Families to Enable Them to Help T heir Children

It is important to engage families to extend learning at home and support their child/children
to develop Critical Thinking Skill #6: Creating.

Families can:

A Have children help you plan what should go in a bag if you are going out for the
day, for example: wet wipes, shacks, tissues, extra clothes, bus tokens, sun screen,
and so on.

A Develop emergency plans together as a family and ensure everyone knows what
to do in case of a fire.

A Include children in opportunities to plan special events, such as the family dinner, a
birthday party, weekend picnic, trip, and so on.

A Model how to ask for input from others when planning how to solve problems.

A Invite children to cook with you. Involve them in planning dinner and planning
what needs to be purchased, finding a recipe and then following the recipe.

A Provide opportunities for children to create at home. Creating can occur wit h all
sorts of materials and in all sorts of ways: drawing, painting, pictures, cards, posters,
cooking, dress-up, telling stories, telling alternate endings, building, creating rules

for games, etc.

A Ask your child to create something in response to a sp ecific task /problem , for

exampledé a hot day today. What could we create
A Ask your child to create something in order to improve an outco me or a situation,
for example, oLast time | went outsildle |I forgot 1
create so that | dondét forget all the things | n
day) ?6
A Ask your child to express their opinion or point of view on a situation or a topic, for
example, o0What do you think abosbmewkieng?tvhe bus
A Look at a familiar story book, but i nstead of re.
writedé the book by telling a changed story.
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Learning Experiences and Games

This section provides you with a range of learning experiences and games to add ress Critical
Thinking Skill #6 : Creating in your classroom program . These include learning experiences and
games that are:

1. Teacher -initiated

2. Teacher -guided

3. Child -initiated

With some modifications these learning experiences and games can be linked to any theme

or unit of study in your program . The learning experiences and games can also be modified to
accommodate your | earnersd® needs, abheplaytbhasedearly | ear n
learning experiences and games you develop for specific learner s will often benefit other

children as well.

Recommendations have been offered to assist you in implementing them into your daily
schedule .

1. Teacher -initiated

PICTURE SEQUENCE

UPK Scheduling Recommendation: Group Time

Key Learning : To create a picture sequence and story

Learning Environment Set-up:
A Individuals
A Partners or small groups

A Indoors

Materials :

A Sets of photos or illustrations of a series of episodes. Each set, when sequenced, tells
a story.

How to Do:

1. Select a sequence of photos: for example, someone making and then eating a
sandwich.
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AS IF

Tell the children to imagine  that an author and illustrator were working on a book
together and something happened so they wer éefinishit. Trepléftdbehindthe
completed illustrations but no one could find the words to the story.

Invite the children to see if they can put these story pictures in order so that they make
sense.

Tell them they will need to think critically
Encourage them to share what they are d oing while they work.

Encourage their awareness that what they are doing matches the critical thinking
process by prompting with questions, such
correct?o

UPK Scheduling Recommen dation: Group Time/Outdoor Play  /Indoor Play

Key Learning : Tocr eat e a story and to oOact outdé the story s

Learning Environment Set-up:

A Small group area

Materials:
A None
How to Play:
1. Invite the children to find an open space in the play area and face you.
2. Explain and demonstrate  that y ou will call out a sentence to the group. For example,
OA bunnytr alals hopping in the forest. o
Ask the ¢ hildren to move as if they were the bunny rabbit
Al'l ow the children to move aréound and then
Invite one child to add to the story by extending the ide a. For example, s/he could
build on the iteaax hey 0OasAdbdrinyrrgbhit @as hopping in the forest.
The bunny rabbit was scared. 6 Support the
6. Allow the children to move around like a scare dbunnyrabbit and t hen c ad
Invite another child to add to the situation. For example , Slhe could build on the first
two ideas by saying, 0A bunny rabbit was hopping in the forest. The bunny rabbit was
scared. A big bear came along. 0 Again, supp ort the child to recall the story.
8. Continue this spoken narrative as long as the children have ideas to add to it.
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Encourage children to volunteer to contribute to the narrative. Challenge those
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volunteers to repeat as much of the story as they can rememb er, but support them as
needed.

9. If the children lose interest or the story becomes too long, you can begin a new one
that encourages different ways of moving . For example:

A A fish was swimming in the ocean.
A A dog jumped in the puddles.

10. Hold a discussion using the RCA questions that follow.

REFLEGTONNECT-APPLY Discussion Questions:

Reflect
a. What did you like about the game?
b. What o0story6 did you |ike best? Or, w
c. Was it easy or difficult to add to it?
Connect
d. Whatis your favorite story?
e. Have you ever pretended to be a character in your favorite story?

f.  Have you ever created your very own story/book? Your very own play?

Apply
g. How could we share the story we created with other people?

WHAT HAPPENED HERE?

UPK Scheduling Recommendation:  Group Time

Key Learning : To reconstruct a series of events in order to make decisions about what
happened

Learning Environment Set -up:
A Small group area
Materials :

A lllustrations which depict a scene where a critical event has just happened. (For
example, in the scene family members are standing in the kitchen. All of them are
looking at the floor. There is spilled milk everywhere. An adult figure is holding an
empty milk jug.)
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How to Do:
1. Have the children look at the scene and decide what just happened.
2. Ask them to explain how they came to this conclusion.

3. Extend this learning experience by having the children imagine they are one of the
characters in the scene. Enco  urage them to answer the question: What would you do?

Promoting Inclusion:

A English Language Learners: Use simple pictures. Invite children to describe either in
English or in their first language. Provide English if the children describe in their first
language.

A Physical: Provide clear pictures for the game.

2. Teacher -guided

WRITE ON

UPK Scheduling Recommendation:  All Centers Open

Key Learning: To create an ending to a story shared in class or at home

Learning Environment Set -up:

A Writing center

Materials:
A Paper
A Drawing/writing tools

How to Do:

1. Children may wish to write a conclusion to a story. Encourage them to use inventive
spelling and phonetic approximations when they write.

2. You can reinforce conventions often found in literature and give the child a sense of

writing the | ast page of a book in this way.

side blank. Print 0The &mdt he right side.

3. Give children the opportunity to read what they have written to others.
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I HAD A HAMMERE

UPKSchedule Recommendation:  All Centers Open

KeyLearning: To create stories based on owhat if?

O

Learning Environment Set -up:

A Large group area

Materials:

A Flipchart paper

A Drawing paper

A Drawing/writing tools

How to Do:
1. Wrtea story starter that begins with, olf
Invitet he chil dren to i magined6what they woul
3. Use childrends interests and books sentenceg,& or
example, o0lf | was going campingéd or ol f
4. Have the children dictate one or more sentences to complete the story starter.

Record the stories or allow a speaking and listening experience. Children may wish to
illustrate their story.

HOW CAN YOU MAKEEé?

UPK Scheduling Recommendation: All Centers Open

Key Learning : To explore different ways of building and creating different things

Learning Environment Set -up:

A

Individual or group work space

Materials :

A

A
A
A

Grocery store flyers
Double -sided counters
5x5 grids

Images of a pizza, a sandwich, a tower, a house, a truck
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How to Do:

1. Inform the children you have set out some materials in/on the group work space that
can be used for building and creating. Tell them you were thinking about all the
different ways they create sandwiches (or pizzas, numbers, build ings, and so on) and
they might want to make one using their own creative skills.

2. Use one or more question completions like those listed below to present a challenge to

the children.
OWith the materials available, how can you makeé
A A sandwich?
A A pizza?
A An8?
A A12?
A Atruck?
A Atower?

3. Encourage the children to use:
A The grocery store flyers, toy food or their own artistic talents to create pizza

A Double -sided counters, with or without a 5x5 grid, to construct
representations of numbers

A Construction mater ials, recyclables or found materials to build other objects
4. Invite the children to complete this task at various times, depending on their interest.

Set up the display table and invite the children to save their creations so that others
can see what they h ave made.

Note: It should become evident from the various constructions that when you ask different
children how to do or make something, they will come up with very different
answers/information.

6. Drawthechi I drends attenti on t onsdslSeggestithateghemaret y of t he
people the children ask, the more possibilities they will find out about.

MAGIC BOX

UPK Scheduling Recommendation: All Centers Open
Key Learning: To create a use for a mystery item based on its shape/feel

Learning Environment :

A Small group area
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Materials:
A Box with a slot in the top that is big enough for a child to put their hand into.

A A number of unusually shaped items or unfamiliar items that can be used as the
mystery items

How to Do:
1. Ask the childrento sitina semi-circle so that they can all see you
2. Show them the box (decorated if possible).
3. Explain and demonstrate that:
A You will hide different items in the box.

A You will invite one child at a time to put their hand in the box and to feel the
mystery item. The child is NOT supposed to guess the item. Instead you want
them to create a name and use for the item based on what they are
feeling.

A You can invite other children to create a name and use for the same item
before revealing it to the group.

4. Make sure that every child has a chance to feel an object.
5. The game ends at your discretion.

COLOR MIXING

UPK Scheduling Recommendation : All Centers Open

Key Learning: To create new colors by  mixing primary colors

Learning Environment Set-up:

A Individual
A Pairs/small group
A Indoors

Materials:

A Beakers (or other transparent containers such as clear plastic drinking cups)
A Water

A Food coloring: blue, red and yellow

A

Colored play dough: blue, red and yellow

CRITICAL THINKING SKL #6: CREATING
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How to Do:
1. Show the materials to the children. Ask them what they think they are going to do and
why.

2. Explain that they will be mixing colors. Ask them what they think will happen with each
different medium.

3. Start with water and food coloring:
A Give each child two or three beakers for mixing.

A Ask each child to choose one  color. Assist them to mix a few drops into the
water.

A As a child chooses a second color for mixing, ask the child to predict what
color will result.

4. Consider recording their predictions. Change mediums and ask the questions again.
Record the results.

Cont inue this way until completed.
Ask the children about their observations. Ask:
A What did you learn?
A Would the mixed colors be different with paints or pastels or crayons?
Record their answers.
8. Plan with the children how to test their hypotheses.

TELLING W STORY

UPK Scheduling Recommendation:  Arrival/Greeting

Key Learning: To create a story about a personal experience

Learning Environment Set -up:

A Large group area

A Individual student space for oplanningo
Materials:
A Paper

A Drawing/writing tools

Note: This learning experience is a good way to start a week. It helps the children share their
weekend news in different ways. It develops literacy, storytelling, visual art, dance, drama, and so
on depending on the different tasks the children decide to do.
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How to Do:
1. Ask the children to gather on the carpet in a cozy group.

2. Tell them you are interested in hearing about something that they did over the
weekend. It does not have to be a happy thing or something amazing, just something.

3. Tell the children th ey can tell their story any way they want. They can make up a song,
or a dance, or build a structure, or paint a picture.

Send the children off to plan their stories. Try not to interfere.
Give the children a five -minute warning when it is getting neart  he time to share stories.

Have the children share their stories with the whole group or have each child share with
a partner. Some children may want to just show their story.

7. Focus your observations on the plan, not the story itself or the sharing of the story.
Observe the children for:

A Cohesiveness in the story plan. Does it have a beginning, middle and end?
A Ability to plan in the medium of choice.

Promoting Inclusion:

A English Language Learners : Invite families to provide photos of weekend events for
children to discuss with the group.

A Behavior : Assist children in organizing their ideas and executing their story.

A Physical: Offer assistance and different materials.

Note: Some young children may alter information so that they can draw pictures of things they
like to draw. Allow them this freedom and continue to encourage them to talk about why they
drew the ending they did.

3. Child -initiated

0OTeachabl e mo me ntansoas opporenitiesgoohalp children make gains in their
knowledge, skills and/or attitudes. Such moments may present themselves in many ways: for
example, a child may ask a question, make a surprising observation or discovery or voice a
misconception.

Although many teachable moments occur spontaneously, you can predict and prepare for
others. Such moments are opportunities to help children develop their Critical Thinking skills. Be
prepared to prompt childrends thinkyng and use
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SCENARIO

As the class went for a walk in the fall ~ to look for changes, they watched the

leaves falling from the trees. They stopped to talk about what they were seeing

and what they noticed about how the leaves traveled to the ground and tried

to mi mic the movements. The teacher reinforced and introduced new

vocabulary. Leaves were collected and added to the science table for

identification and observation. Leaves were placed at the painting center and
children were invited to use them in their pai ntings or as a resource. After the
experience, the teacher introduced a poem about falling leaves and once the

children were familiar with the poem, introduced sticks and wood blocks for

children to keep the beat while chanting the poem. In addition, chi Idren were
invited to create movements based on the poem. (Leaves are falling all
around, twirling, whirling, floating down ¢é) Aft

asked a colleague to video the performance with some of the children saying
the chant, with the musical accompaniment, and some children interpreting
the movements. The children viewed their own performance and talked about
what went well and how it could be altered.

Notes
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Problem -solving Step 1. Understand the Problem

Helping children understand a problem that they are facing

process. This helps a child see that they

dependent on others to resolve the

Planning Information

This section provides you with information to assist you in planning learning experiences and
games to a ddress Problem -solving Step #1: Understand the Problem

program.

You will find information on:

a r D

Educatords Rol e

Inclusion Strategies

self-confidence

Links to the Prekindergarten Foundation for the Common Core

Observation, Documentation, Assessment

Strategies to Share with Families to Enable Them to Help Their Children

1. Links to the Prekindergarten Foundation for the Common Core

in your classroom

isfirst step in the problem -solving
can have control over problems and need not be
m which can build

The learning experiences and games for this skill are linked to relevant standards in the

Prekindergarten Foundation for the Common Core
clusters, standards/indicators

(PKFCC). The chart below lists the specific
and their location in the PKFCC.

Domain Cluster Standards/Indicators Page
Approaches to Creativity and 3c. Experiments and seeks additional 10
Learning Imagination clarity to further his/her knowledge.

3e. Seeks out connections, relations and

assistance from peers and adults to

complete a task.
Approaches to Curiosity and 4a. Asks questions using who, what, how, 11
Learning Initiative why, when, where, what if.
Social and Relationships 5a. Seeks input from others about a 16
Emotiona | with Others problem.

Development
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Domain Cluster Standards/Indicators Page
Communications, Motivation 1b. Asks questions. 17
Language &
Literacy
Communications, Background 2a. Asks questions related to a particular 17
Language & Knowledge item, event or experience.
Literacy 2d. Makes comparisons to words and

concepts already known.
Communications, Viewing 3c. Asks questions related to visual text 17
Language & and observations.
Literacy
Communications , | Reading 1. With prompting and support, asks and 19
Language & Standards: Key | answers questions about detail(s) in a
Literacy Ideas and text.

Details 3. With prompting and support, asks and

answers questions about characters and

major events in a story.
Cognition and Scientific le. Asks owhy, 6 ohow,| 28
Knowledge of the Thinking guestions and seeks answers through
World experimentation and investigation.
Cognition and Geography 2b. Questions why and/or how people 31
Knowledge of the are similar/different.
World

2.Educ atRole 6 s

a. Uses on-going teaching and learning strategies to s

Understand the Problem by:

A Encouraging the sharing of ideas

A Using non -judgmental questioning

A Using open -ended questioning

> > > >

>

blocks of time

PROBLEMSOLVING STEP 1: UNDESTANDTHE PROBLEM

Inviting sharing of opinions and related rationales
Providing opportunities for critique
Modeling respect for and curiosity about different viewpoints

Providing an inquiry -based program which engages children in authentic
problem -solving and decision

-makin g

Providing a classroom schedule that provides for integrated learning in large

upport Problem -solving Step 1 :
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b. Fosters Problem -solving Step 1 : Understand the Problem on an on -going b asis by:

A Creating a safe learning environment

Providing places for children to talk togeth er
Valuing childrend6s opinions and questions
Listening to the childrends discussion

Provoking, suggesting or prompting

Encouraging discussions and informal debates

> > > > > >

Acknowledging the value of different perspectives and beliefs
A Recognizing that disagreement  and respectful conflict is valuable

c. Uses questioning/prompting to f  oster Problem -solving Step 1 : Understand the
Problem such as:

A What do you know? What do you need to know?

A What is the goal? What do you want to have happen?

A What is stopping you?

A Whatseems confusing? What doesné6t seem right?
A Can you think of a similar situation/thing? What do they have in common?

How are they different?

d. Uses materials ( ongoing ) such as :

A Resourcel/information books in different formats for different learners
(language, p icture, simple text, Braille)

A Books that are easily accessed (avoid educator -only books)

Open -ended materials that can be used for many purposes

S

A Materials that support exploration and experimentation, blocks of various
shapes, materials to mix, art materi  als to combine, building materials
e. Uses materials (specific) such as:
A Books that show characters working through a problem

A Books that show experiments with clearly articulated research questions.

These should be simply stat edwhehatoothex ampl e, 0
sits in soda pop?60

A dHow Tod6 books that give the desired outcome
example, How to Make a Bird Feeder

A Books with missing information, for example, a missing part to a picture

A Recipe books with a picture of the food that will be made

A Games that rel y on the process of elimination such as  Guess Who? or Clue Jr.

A Games/materials that encourage classification/sorting
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3. Observation, Documentation,  Assessment

It is important to provide students with opportunities to demonstrate
apply their knowledge and skills in meaningful ways

document evidence related to the following questions:

A Do the children ask questions using who, what, how, why, when, where, what if?

A Do the ¢ hildren demonstrate awareness of connections between prior and new

knowledge?

A Do the children ask questions related to a particular item, event or experience?

A Do the children identify relevant and irrelevant information, pictures, and symbols
related to a familiar topic?

A Do the children identify a focal problem?

4. Inclusion Strategies

their competencies and
. Use anecdotal observations/records to

Special attention must be paid to ensure that children are being included in every learning

experience from the moment they arrive at school

until they leave . The inclusion strategies

below can support your use of the learning experiences and games  with children who might
be excluded because of differences in language, behavior, communication, sens ory
sensitivities and/or physical abilities . These strategies can be adapted to fit other situations as

needed .

INCLUSION CRITERIA

TEACHING SUGGESTIONS

English Language
Learners

A

> > > >

Use gestures and intonation when speaking about
problems. This gives the children a clue, for example, the
utteranceO!fdo 0i0h siotenratomabfdr a
pending problem.

If possible, provide some nouns or verbs translated into their
firstlanguage to help children determine what is
happening.

Pair a more accomplished speaker with a new ELL.
Provide time for children to process informat  ion.

Avoid raising your voice or speaking too slowly.

Showing concrete items when possible or photographs
instead of just words to help children get extra clues to
what you are saying.

Pair a child learning English with an English speaking child
to play. The exchange of information in both languages
will benefit both children.

Learn some words in the chi

PROBLEMSOLVING STEP 1: UNDESTANDTHE PROBLEM
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INCLUSION CRITERIA| TEACHING SUGGESTIONS

A Provide time for children to form questions when engaged
in shared reading experiences.

A Provide information books that  have simple text and big
pictures

A Invite family members to provide dual language for some
of the classroom books with phonetic English breakdown
for the educators

A Speak and use physical gestures to provide clues. For
example, say: o0l wdondadédi | whatant
spread with a questioning look on your face.

A Acknowl edge what the child is
are digging i n the sand. ¢

A Ask several English speaking children to respond before
asking a child who is learning English. In that way the child
can get an idea of what is happening.

Behavior AKeep the |l earning experience s
waning but others wantto  continue, excuse the child after
one item has been completed.

A Acknowl edge the childds contri
experiences. Consider using a turn  -taking item (such as a
otal king stickdé or a puppet)
turn to contribut e.

A Ensure children know the rules to avoid misunderstanding
and anxiety.

A Work in small groups so the child receives appropriate
attention.

A Start with items that allow success early on to engage the
child, and then move to more challenging items.

A Make eye contact so they focus more closely.

A Place the child in close physical proximity to you so you
can help maintain the chil dds

A Ensure that all children get their turn in group games,
including the child who has trouble controlling impulses.
Participa ting should never be a prize for behaving well.
Withholding it should never be a punishment for poor
behavior.

A Pair the child with a friend. Working with a partner will help
the child to sustain interest longer.

A Redirect a child who is not able to partici pate successfully
to another area of the room to engage in another learning
experience or with another material that is soothing (sand,
water, play dough).

(n
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INCLUSION CRITERIA

TEACHING SUGGESTIONS

Communication

A Explain in short segments the components of the different
games and learning  experiences.

Check in with the children to make sure they understand.

Do a trial run.

Speak clearly.

Use physical gestures to support what you are saying.

Point to items to connect words with items.

Provide time for the child to form words/phrases.
Extendt he chil drends words. | f

I vy By D D> D

reply by saying: O0Throw the b

t

4

q

games, such involvement help other children see similarities
in others rather than differences.

A Use hand over hand to assist in exploration.

A Providea step in front of a chai
in the chair.

A Follow Occupational Therapy or Physical Therapy
guidelines.

A Pair the child with a physically able partner to assist in
movement around the room.

A Ensure that children with visual impairm  ents have pictures
described for them or that they have raised pictures. When
possible use a three -dimensional item.

A Be careful with terms that would only make sense to
someone who can see: for example, calling something

A Use sign language to describe what to do. Sign language
gestures can be found on the internet.
A Acknowl edge the childds gestur
Sensory A Tryhand over hand in exploration.
A Encourage the child to touch the objects you are using to
support comprehension.
A Acknowl edge the childés effort
A Try a smaller group or head phones to reduce the noise if it
is excessive in the larger group.
A Provide an ite m for a child to hold for comfort.
A Try items to assist children to sit on the larger group
successfully d a cushion or a specified space on a mat.
A Try a weighted bag (like one from the drugstore to be
heated and put around the necHh
help the child settle while sitting
Physical A Assist children to be part of the learning experiences and

r

ored. 6 Try shape and size desq(

PROBLEMSOLVING STEP 1: UNDESTANDTHE PROBLEM
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5. Strategies to Share with Families to Enable Them to Help Their Children

It is important to engage families to extend learning at home and support their child/children
to practice Problem -solving Step 1: Understand the Problem
Families can:

A Give your children an opportunity to try to understand and  define the problem. We
te nd to want to rush in and do it ourselves.

A Respect and demonstrate curiosity about your chil

A Talk about problems openly and let your children offer ideas.
A Work out fire esc ape routes with your children;  place a picture of a fire in differ  ent spots
in your home and encourage your child think about different exit routes.
A Create little problems for your children to solve:
A Lay out a blue sock and white sock or a dress and trousers.
A Pull out the snowsuit for going to the pool.
A Ask your children to pour their cereal; then give them forks instead of spoons.
A Acknowl edge your childrenés efforts to pinpoint |
A Demonstrate an attitude of confidence that problems can be solved.
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Learning Experiences and Games

This section provides you with a range of learning experiences and games to address
Problem -solving Step #1: Understand the Problem in your classroom program . These include
learning experiences and games that are:

1. Teacher -initiated

2. Teacher -guided

3. Child -initiated
With some modifications these learning experiences and games can be linked to any theme
or unit of study in your program . The learning experiences and games can also be modified to
accommodate your | earners® needs ponabheplaytbasedearly | ear n

learning experiences and games you develop for specific learners will often benefit other
children as well.

Additionally these learning experiences can be adapted to emphasize the other 3 steps in the
problem -solving process by adjusting the key learning and your questions. Remember in this
section that your objective is to helping students understand the problem

Recommendations have been offered to assist you in implementing them into your daily
schedule .

1. Teacher -initiated

OH-OH, THEREOSEMIHE PROB

UPK Scheduling Recommendation: Group Time

Key Learning : Tounderstand the problem in a variety of social scenarios
Learning Environment Set-up:

A Small group space (5 -8 children)

A Floor or table
Materials :

A Problem scenarios (be low)

A Pictures or items to help tell the scenarios (optional)

How to Play:

1. Tell the children they are going to be solving some pretend problems.
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Tell them that you will read out a scenario. When they hear a part of the scenario that
they think is a probl eonn,, tthheeyr eadrse tthoe sparyo,b |oeOm! 06

Give the children practice by beginning with this situation:
Scenario 1 : Isabel wants to go ice  skating at the rink in the park. She has put

on her coat and scarf and mitts and her boots. Over her shoulder, she carries
her roller blades. She picks up her friend Isaac to go skating with her.

. Wait for a few moments to see if the children will tell yo u what the problem is. If the

children are not sure, read the scenario again. Say they have to listen carefully. You
could support this learning by showing the picture, if you made one.

Record the childrends responses on chart paper.
Repeat the above se quence with the scenarios provide below. The children may offer
solutions, and they should not be discouraged . However, that is not the focus of this

learning experience. The main issue isto  understand the problem.

Hold a discussion using the RCA questions that follow the scenarios.

Scenario 2: Jamaal invited his friends Sebastian and Becky to come over for
lunch. His Granny has made them chicken noodle soup with crackers.

Jamaal has set the table. He laid out three bowls, three cups, three forks a nd
three napkins.

Scenario 3 : Jasmine was so happy when her Mom bought her a bike from Mr.
Jones down the street. Her Mom said it was a special bike. The wheels were
pink and square.

Scenario 4 : Kayla and Aneeta have decided to play with the blocks tod ay.
They want to build a very tall tower, like the building tower they saw

downtown. Kayla takes the first ball off the shelf and Aneeta brings a tube

and two balls. Kayla goes back for another ball.

Scenario 5 : Peter is getting dressed all by himself. He  puts on his underwear,
his pants and his shirt and puts matching red mittens on his feet. Peter thinks
he looks just fine.

Scenario 6 : Mari a and Janeyds class are goi1g to t
The cherries grow on trees and their teacher, Mr. Alam , says they will have to

climb ladders to pick the cherries. When the children get to the apple

orchard, they climb up the ladders
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Scenario 7 : Aziz has learned how to put his coat on all by himself. He is very
proud and so is his Grandpa. Grandpa brings him home a new coat. It has a
zipper on one side and buttons on the other.

Scenario 8 : Chantal wants to make toast for her Mom. She learned to make

toast in the summer. Now t h eChantalrasksiditis G- andmad
okay to make her Momtoast. Her Gr andma says, OVYChantal and gi ves
really nice pot.

Scenario 9 : Tia wants a glass of milk and goes to the fridge to get it. When Tia
pours the milk out of the carton, oranges fall into her glass.

Scenario 10 : Devon and his Mom and Dad are at the g rocery store. They
have bought bread and mil k and mangoes Devon
to pay the grocery lady. He gives her five buttons and two paperclips.

REFLEGTONNECT-APPLY Discussion Questions:

Reflect

a. Does everyone agree with the problem that was identified?
b. Why do you think that is the problem?

Connect

c. Do you remember a problem you have had?

Apply
d. Are there clues to help us know when we have a problem ? What can we
look for? What can we listen for?

e. In the future, how will we know when we have a problem?

Variation:

A Challenge the children to come up with their own scenarios (although some
children may find this learning experience easy to do). Write th  eir scenarios on
chart paper. Challenge other children in the roo m to identify the new problem.
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Promoting Inclusion:

A Behavior: Introduce the game over a lunch or snack time or in a relaxed place
outdoors. The game can be quite funny and lighthearted. Increase the challenge
of identifying the problem as the children become more proficient.

DRILL DOWN

UPK Scheduling Recommendation:  Group Time

Key Learning: To practice a strategy for understanding social problems in the classroom

Learning Environment Set-up:
A Large group area
Materials:
A Flipchart paper
A Markers

How to Do:

Note: Drill Down is a simple discussion technique for breaking complex problems down into
progressively smaller parts. During a large or small group discussion about a problem, model t he
writing process that is aligned with this discussion technique.

1. Imagine a sample problem of  social situation in the classroom.  For example the
children had a problem outdoors  when some wanted to use the skipping ropes for
skipping and another group of  children wanted to use them as reins on pretend horses.

2. Start by writing the problem in the center of a sheet of chart paper. Then, write down
the points that make up the  different levels of detail. Place this information below the
problem statementanda  few inches inside the margins of the page (see diagram) to
create an effect of an upside  -down triangle . The points at this level could be:
a. Factors contributing to the problem
(For example, y ou would record that there were not enough skipping ropes,
that no one wanted to wait, that children were frustrated, etc.)
b. Information relating to the problem
(For example, y ou would record that waiting is hard, both play experiences
are valuable, this is a new situation, there is not a classroom process in place
for who gets the skipping ropes first, etc.)
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c. Questions raised by the problem

(For example, d o we need more skipping ropes?  What is required to get
more? How long will that take? How will we get them? What can we do
while we are waiting?, etc.)

Problem

(4

Factors contributing to the problem

-

Information relating to
the problem

-

Questions raised
by the problem

3. This process of breaking the problem down into
down. 6 Eventually, the hlemwillgethe appearancedbfaof nt he pr
upside -down triangle or drill, narrowing the problem.

4. You should explicitly tell the children why it
the children can see the resemblance and better understand the me taphor.

The flipchart can be kept in the classroom as a visual reminder of the process.

6. Metaphors are important for problem -solving. They help children discover similarities
among problems and, in turn, identify effective solutions.
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2. Teacher -guided

SHARED READING

UPK Scheduling Recommendation:  All Centers Open/ Story Time

Key Learning: Tounderstand the problem(s) in a story explored during a shared reading
experience
Learning Environment Set-up:

A Large carpet area

A Big book easel

Materials:
A Big book & choose a familiar story or one with a repetitive reading pattern

A Something fun to guide the childrendés eyes in re:
bottom and front to back such as a feather, wand, umbrella, and so on

How to Do:
1. Show the children that you ha ve a book that you will read together . Prompting and
guestioning during a shared reading experience a llows children opportunities to
understand problems presented in stories, wi t hout the need to focus on
answer.

2. Stop at various points during aread  -aloud and ask questions like the following:
A Who has a problem?
A What is the problem?
A What clues are you using to come to this conclusion?

3. During the read -aloud, ask the same questions listed above but based on the st ory text,
rather than the images.

CROSSING THE RIVER

UPK Scheduling Recommendation: Outdoor Play/Indoor Play
Key Learning: To understand the problem in an outdoor play situation

Learning Environment Set -up:
A Outdoors
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Materials:
A ltemsthatcanbeusedas a barrier in a childds wal king pat

How to Do:
1. Construct a Obarrierd between point A and point
A Physical: for example, a puddle, a large rock or a log
A Imaginary: for example, a deep hole, a fire at an Exit door
2. Invite a child to position him/herself at point A. Identify point B and ask the child what
the problem is in getting to point B.
Proceed with the subsequent steps in problem -solving until the child reaches a solution.
Keep in mind the focus of the game is onthe ¢ h i luddérstanding the problem, not on
the child solving it.

Variations:
A Vary the experience to include crossing the road, going to the gym, or any other
situation that requires moving from point A to point B.

A Invite a child to look at a photo or picture that identifies point A and point B, with a
barrier(s) between the points

Promoting Inclusion:

A English Language Learners: Use pictures, for example, showing a picture of a log or fire
to help the children understand what you are referring to.

Sensory: Physical | 'y position an educator near the chilc

Physical: Ensure a barrier free space so a child can safely maneuver equipment.
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MAPPING IT OUT

UPK Scheduling Recommendation: All Centers Open

Key Learning: Tounderstand a problem that interferes with travel (on a map)

Learning Environment Set-up:

A Small group area

Materials:

A Simple m aps of their town, school, race track , shopping mall, store, etc.  prepared
in advance . These should be hand drawn/made, not printed maps fro m the
internet . Include pictures of stops they must make as part of an excursion through
the location mapped. Indicate on the map one or more barriers that interfere with
the likely pathway(s) . (See image below .)

How to Do:
1. Give children a map.

2. Ask each child to pretend to travel through the location, stopping at all required
places. The child could use a toy person, a counter or a finger to trace the moves on
the map. Observe the route the child traces.
3. When the child encounters a barrier (for example, an aisle in a store is closed for clean -
up), ask, oWhat is the pr onddrseamdihg the prablem onthe chi | d
map .
4. Children may invent unrealistic ways to get around a barrier, such as, flying over it in
their car. Allow these crea tive but impossible solutions.
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Promoting Inclusion:

A SensoryyUse a childés finger or hand to travel the
A Physical: Use hand over hand.

5 WHYS

UPK Scheduling Recommendation:  All Centers Open/ Story Time

Key Learning: Tounderstand the underlying problem in a social situation

Learning Environment Set-up:

A Small group area

Materials:
A None
Note: 605 Whysdé is described in Critical Thinking Skill #
to identify one or more underlying problems (that is, expose the layers) within a complex issue.
How to Do:
1. Whether reading a work of fiction or non fiction, children can be ch
Whys. 6 This strategy involves a series of 0Why?

information av ailable from the text or from other sources.
2. For example, suppose a child in the story you a
Whys,d go through the following steps to help i
Why is Child A unhappy?
Because he wasndt allowed to go to the park
Why wasn' t he allowed to go to the park with his friends?
Because his familiesdi dndt think it was safe.
Why did his families think that was not safe?
Because he would be going without an adu It.
Why would an adult not be going with him?
Because his famiiescandt go to the park right now.
or
Why is going to the park without an adult dangerous?
Because he could get injured and be alone.
Wh'y c¢ a nfanilieshgo to the park right now?

Because Grandma and Grandpa are arriving soon.
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or
Why do children get injured at a park?
Because it is easy to fall from a climber or trip when you are running.

3. Learning experiences | i ke 05undbistgng dprobleamsgndtohi | dr en
appreciat e the complexity of an issue.

Promoting Inclusion:

A Behavior: Builduptothe questions .1t i s possible that you may | os
interest in the story if there are too many interruptions. Gauge interest and act
accordingly .

WHY DONOGT THEY MATCH

UPK Scheduling Recommendation: All Centers Open

Key Learning: To identify why two items in a pair do not match
Learning Environment Set-up:

A Small group area
Materials:

A Aset of pictures that have oOpairso.Fout the pairs
example, in one picture of a pair, Child A has two strawberries; in the other picture,
Child B has 10 (see illustration below) .

How to Do:
1. Explain that the goal of the game is to make a match by working with numbers

2. Show a pair of pictures. Ask a child  look at the pictures and try to articulate their
understanding of the problem, that is, why the pictures do not match.
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3. Model appropriate phrasing for identifying the
fewer strawberries; Child B has more. ¢

4. Next, encourage the ch ildren to identify the math required to make a match: for
example, by adding more, taking some away, sharing evenly, and so on. In the case of

the strawberry pair, the child should say, o0l N
some. 0
5. Thechildmaywor k out the solution. However, the child

sayingwhat doesndt ma tunderstanding athe pioldem. o n

6. Use this game for math, fine arts (getting materials to attach to each other), science
(getting a plant to grow) and so  cial studies (getting a solution to a social problem that
leaves all parties smiling).

3. Child -initiated

0OTeachabl e momentsédé are spontaneous opportunities
knowledge, skills and/or attitudes. Such moments may present th emselves in many ways: for

example, a child may ask a question, make a surprising observation or discovery or voice a

misconception.

Although many teachable moments occur spontaneously, you can predict and prepare for
others. Such moments are opportunitie s to help children develop their ~ Problem -solving skills.
Be prepared to prompt childrends thinking and use

SCENARIO

Benjamin and Elliot are sitting on the child  -size picnic table and notice that it

wobbles. They calltheeduc at or over. She says, O0This is not
i nvolves the children in thinking about the pro
safe?6 The children arenf6t sure so she says. 0L
find. 6 Benjamin, o0l f ouattheré. hreeedpto gebsbreem. A nai | i
new nails. 6 EIlIliot, oLook, it needs to get more
making the top wiggly.o6 She asks the children w
suggest putting a sign on it s deacarethkerrThe wonot si

educator agrees but also suggests moving the table out of the area.

PROBLEMSOLVING STEP 1: UNDESTANDTHE PROBLEM 169



Notes
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Problem -solving Step #2: Make a Plan

When we encourage children to make a plan for solving a problem we are encouraging the
child to consider different possibilities as a means of determining the most effective solution

Planning Information

This section provides you with information to assist you in planning learning experiences and
games to address Problem -solving Step #2: Make a Plan in your classroom program.

You will find information on:

Links to the Prekindergarten Foundation for the Co  mmon Core
Educatords Rol e

Observation, Documentation, Assessment

Inclusion Strategies

o~ w N

Strategies to Share with Families to Enable Them to Help Their Children

1. Links to the Prekindergarten Foundation for the Common Core

The learning experiences and game s for this skill are linked to relevant standards in the
Prekindergarten Foundation for the Common Core (PKFCC). The chart below lists the specific
clusters, standards/indicators and their location in the PKFCC.

Domain Cluster Standards/Indicators Page
Approaches to Engagement 1. Actively and confidently engages 10
Learning in play as a means of exploration and

learning.
Approaches to Creativity and 3. Approaches tasks, activities and 10
Learning Imagination problems with creativity, imagination

and/or willingness to try new
experiences or activities.

3c. Experiments and seeks additional
clarity to further his/her knowledge.
3e. Seeks out connections, relations
and assistance from peers and adults
to complete a task.

Physical Health and Well 8b. Talks about food choices in 13
Development Being relationship to allergies and overall
and Health health.
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Domain Cluster Standards/Indicators Page
Social and Self Concept and | 1. Recognizes himself/herself as a 15
Emotional Self Awareness unique individual having his/her own
Development abilities, characteristics, feelings and

interests.
Social and Relationships with | 5a. Seeks input from others about a 16
Emotional Others problem.
Development
Communications, Motivation 1b. Asks questions. 17
Language &
Literacy
Communications, Background 2a. Asks questions related to a 17
Language & Knowledge particular item, event or experience.
Literacy 2d. Makes comparisons to words and

concepts already known.
Communications, Viewing 3c. Asks questions related to visual 17
Language & text and ob servations.
Literacy
Communications, Reading 1. With prompting and support, asks 19
Language & Standards: Key and answers questions about detail(s)
Literacy Ideas and Details in a text.

3. With prompting and support, asks

and answers questions about

characters and major eventsin a

story.
Cognition and Scientific Thinking |1 e. Asks owhy, 6 o0ho 28
Knowledge of the guestions and seeks answers through
World experimentation and investigation.
Cognition and Geography 2b. Questi ons why and/or how 31
Knowledge of the people are similar/different.
World
Cognition and Career 8a. Asks questions about and shows 33

Knowledge of the
World

Development

an interest in the jobs of his/her family
members and/ or oOcom

hel pers. o6
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2Z2Educatordos Rol e

a. Useson-going teaching and | earning strategies to s upport Problem -solving Step 2 :
Make a Plan Dby:

A Encouraging the sharing of ideas

Using non -judgmental questioning

Using open -ended questioning

Inviting sharing of opinions and related rationales
Providing opportunities for critique

Modeling respect for and curiosity about different viewpoints

> > > > > >

Providing an inquiry -based program which engages children in authentic
problem -solving and decision -making

>\

Providing a classroom schedule that provides for integrated learning in large
blocks of time,
b. Fosters Problem -solving Step 2 : Make a Plan on an on -going b asis by:
A Creating a safe learning environment
A Providing places for children to talk together
A Valuing childrends opinions and questions
Listening t osdisdussioc hi | dr end
Provoking, suggesting or prompting
Encouraging discussions and informal debates
Acknowledging the value of different perspectives and beliefs

Recognizing that disagreement and respectful conflict is valuable

LD > D> > >

A Allowing opportunities to repeat ex  periences multiple times

c. Uses questioning/ prompting to foster Problem -solving Step 2 : Make a Plan such as:

A What do you know? What do you need to know? What are all the ways you
could find that out?

What are your choices/options?
What can you see?

What doy ou hear?

How many ways?

What could you use?

Who could you ask?

> > > > > > D>

Can you think of a similar situation/thing? What happened then? How could
this turn out the same? How could this turn out differently?
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A Why do you think that might be work?
A What do you think  will happen? What makes you think that?
A What could you do whené?
G Ask this question of children while they imagine they are facing a
physical, cognitive, linguistic or social/emotional challenge. The
challenge can range from being hungry, having a knot in a shoe lace,
remembering a phone number, looking for a specific bo ok at the library
or supporting a friend whose pet has died.
be on making a plan
A Whatcould you use toé?

G Ask this question of children as they build, create, fix and seek
information. This question encourages children to explo re the use of
tools, both concrete and human.

A Other variation s of these questions include :

(0]

Who could you aské? (for help, for informa
Who is this?

Who might use this?

How might you use this?

O O GO QX

Who might say this?

(0]

What made that noise?

d. Usesmaterials (ongoing) such as:

A Resourcel/information books in different formats for different learners
(language, picture, simple text, Braille)

A Books that are easily accessed (avoid educator -only books)

Open -ended materials that can be used for many purposes

S

A Materials that support exploration and experimentation, blocks of various
shapes, materials to mix, art materials to combine, building materials

A Costumes and dress -up clothes

e. Uses materials ( specific ) such as:
A Books that show characters working through a problem, f  or example:
The Owl Who Was Afraid of the Dark by Jill Tomlinson
Canot You S| e e pyMariiniWaddelle Bear ?
Bear Feels Scared by Karma Wilson
The Doorbell Rang by Pat Hutchins
Is a Worry Worrying You? by Ferida Wolff

174 PLAY AT THE CORE EDCATOR MANUAL



OHow To6 b ogvk the redd artchoices
Books with missing information such as a missing part to a picture

Recipe books

> > > >

Games that rely on the process of elimination such as Guess Who? or
Clue Jr.

Games/materials that encourage classification/sorting

> >

Pattern blocks, puzzles -2D and 3D, tessellations

A Costumes and dress -up clothes

3. Observation , Documentation, Assessment

It is important to provide students with opportunities to demonstrate their competencies and
apply their knowledge and skills in meaningful ways . Use anecdotal observ ations/records to
document evidence related to the following questions:

A Do the children ask questions using who, what, how, why, when, where, what if?

A Do the children demonstrate awareness of connections between prior and new
knowledge?

>\

Do the children as k questions related to a particular item, event or experience?

Do the children identify relevant and irrelevant information, pictures, and symbols
related to a familiar topic?

A Do the children generate and listen to various possibilities?

4. Inclusion Stra tegies

Special attention must be paid to ensure that children are being included in every learning

experience from the moment they arrive at school until they leave . The inclusion strategies
below can support your use of the learning experiences and games  with children who might
be excluded because of  differences in language, behavior, communication, sens ory

sensitivities and/or physical abilities . These strategies can be adapted to fit other situations as
needed .

INCLUSION CRITERIA TEACHING SUGGESTIONS

English Language A Showing concrete items when possible or photographs

Learners instead of just words to help children get extra clues to
what you are saying.

A Pair a child learning English with an English speaking child
to play. The exchange of informati  on in both languages
will benefit both children.
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