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	HO4 
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	Choosing and using visual organisers 


Visual organisers are powerful, active and immediately engage the large number of learners who have a strong visual learning preference. They also enhance the thinking and learning process for all other learners.

The use of visual organisers encourages learners to search for meaning and to summarise it in ways that promote higher-level skills and encourage deep learning. Many of these tools can be used together in a sequence to organise knowledge into a structure that supports writing.

(Source: Petty, G. (2005) Materials produced for the Whole Organisation Approaches for Delivering Skills for Life Pathfinder Project, Department for Education and Skills, 2004-07)

Suggestions for introducing effective visual organisers

· Discuss with learners what visual organisers are and how they can be used to organise and summarise ideas and information.

· Show relevant examples of visual organisers such as flow diagrams, concept maps/spidergrams, Venn diagrams, tree diagrams, comparison tables, and charts.

· Use a visual organiser yourself to introduce a session, or fill in a visual organiser as you teach the session. Insert key words and ideas as you go.

· Give learners a blank visual organiser and ask them to fill it in with key words and ideas as the session progresses.

· Discuss some important key features such as use of:

· key words for the topic

· symbols such as arrows and connecting lines to signal relationships between ideas

· potential to construct a framework for note making or writing.

· Show how the visual organiser can be used to make a framework for note making or planning writing.



Some examples of visual organisers

Venn Diagram


Same and different Venn Diagram


Same and different or comparison tables

(e.g. with/without, before/after, strengths and weaknesses)

	Compare and contrast terry towelling nappies and disposable nappies

	Different
	Same

	Terry towelling
	
	

	Disposable
	
	


	Characteristic, feature, issue, ‘spectacle’

	Islamic dietary laws
	Jewish dietary laws

	Prohibited items
	
	

	Foods associated with religious festivals
	
	

	Food hygiene
	
	





Mind maps

Descriptive mind map
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	Introduction

Learners write here

	air
	Learners write here

	land
	Learners write here

	sea
	Learners write here

	Conclusion/summary

Learners write here


Analytical mind map


	Criterion, factor, part, ‘spectacle’ etc
	Description, explanation, change, characteristic etc

	A
	Learners write here

	B
	Learners write here

	C
	Learners write here

	D
	Learners write here

	etc
	Learners write here

	
	Evaluative conclusion

Learners write here


Organisation chart





	
	Expensive
	Cheap

	Sweet
	
	

	Dry
	
	



Visual writing planning or visual display of an argument using sticky notes.
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	Which questioning technique?


Effective questioning is a powerful way of bringing about, and checking on, understanding.

To use questions effectively you should:

· ask open questions which cannot be answered with ‘yes’ or ‘no’. These questions encourage learners to think and give reasons for their response and to give longer answers

· ask closed questions only to elicit factual answers – avoid them unless they are absolutely appropriate

· use a tone of voice that shows interest, concern and friendliness

· ask only one question at a time and wait for the answer – learners need time to think

· ask questions that can help learners to explore a topic more deeply from all sides

· be careful about the level of language used to make sure that your questions are understood, and give thought to a learner’s ability to provide an answer.

The table on the following pages examines a range of questioning techniques.

Work in a small group to discuss how the techniques stand up to scrutiny against one of the following five criteria and rate each technique as:
Green = good
Yellow = OK

Pink = poor

Criteria:

· Teacher or trainer gets feedback – teacher or trainer gets representative feedback on the quality of learners’ reasoning and understanding; they have an opportunity to think and tailor strategies for individuals or groups

· Learners get feedback – a high proportion of learners receive feedback on the quality of their understanding, ideally improving it as a result

· Participation rate – a high proportion of learners are engaged in trying to answer question

· Thinking time – learners are likely to spend time thinking about the question and the quality of their answer

· Learner comfort – learners are not put on the spot and are unlikely to feel humiliated by the teacher, trainer or other learners.

Assume that each strategy is used habitually (that the teacher and learners are familiar with the technique).


What are these techniques good for?

	Questioning techniques
	Teacher or trainer gets feedback
	Learners get feedback
	Learner particip-ation rate
	Learner thinking time
	Learner comfort
	When to use technique?

	Question and answer: Volunteers answer. Teacher or trainer asks a question. Learners volunteer to answer.

	
	
	
	
	
	

	Question and answer: Nominees answer. Teacher or trainer asks a question and nominates person to answer.

	
	
	
	
	
	

	Buzz groups: Volunteers answer. Learners work in small groups to answer a thought-provoking question. Teacher or trainer asks each group in turn to contribute to part of the answer. A volunteer answers for their group.
	
	
	
	
	
	

	Buzz groups: Nominees answer. As above, but the teacher or trainer nominates the learner in each group who will contribute that group’s answer(s) after the discussion.
	
	
	
	
	
	

	Assertive questioning: Groups work on thought-provoking questions. Teacher or trainer asks individuals to give their group’s answer. As a whole class they then discuss the groups’ different answers and agree a ‘class answer’. Only then does the teacher or trainer reveal the correct answer.
	
	
	
	
	
	

	Pair checking: Teacher or trainer asks a question, then learners work alone to answer it. In pairs learners then compare answers, giving their partner one good point and one way their answer could be improved while the teacher or trainer observes and listens carefully.
	
	
	
	
	
	

	Giving answer: Teacher or trainer gives several answers, some correct and some not correct. Learners work in groups to identify the correct answer. Teacher or trainer asks individuals to justify their chosen answer. Teacher or trainer asks individuals to justify their chosen answer. This can be linked with assertive questioning and pair checking.
	
	
	
	
	
	

	Using mini-whiteboards. The teacher or trainer asks a group a question and asks them to write their answers on the mini-whiteboard. The whole group is then asked to hold up their answers and the teacher/trainer checks the answers.
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	‘Decisions – decisions’ activities


We have seen that high-order tasks promote deep learning at all levels. Higher-order tasks help weaker learners develop real understanding (deep learning). They can also challenge the most able.

High-order tasks such as evaluation, synthesis, analysis and so on are not necessarily difficult. The distinction between high- and low-order tasks is not their difficulty but the mental processes involved. In particular, high-order tasks require understanding. 
Low-order tasks only require recall, and understanding may be minimal or even non-existent.

‘Decisions, decisions’ activities involve simple high-order tasks. Learners usually work in small, collaborative groups, though they can work alone. Tasks often involve cards with single words, sentences, and short descriptions – such as vocational scenarios – diagrams, photographs, and mathematical expressions – almost anything. The task is then to match, group or rank these cards in some way, or to treat the cards as labels and place them on a diagram or map.
‘Decisions, decisions’ activities are great fun, develop deep learning, allow misunderstandings to be checked and corrected, and give feedback to the teacher on levels of understanding. 

The activities can be designed to take very little or a lot of time. They can also be effectively adapted for use on an interactive whiteboard.

Some examples of ‘Decisions, decisions’ activities

Matching



Match:


· technical terms and their meanings

· question and answer

· problem and solution

· parts and their functions.
As learners become more confident, include spurious cards because these make learners think!
Grouping


Group: 

· agree; disagree; do not know

· sometimes true; always true; never true.
You can make a grouping activity whenever a topic includes a classification, for example different types of energy, diseases, tools, theories, models, and so on.

Sequencing

For example: what to do when someone has an electric shock.

Put the following cards in order.


Sequence: 
· sentences or paragraphs of text, or calculations

· actions to create a database query.

Ranking

Putting cards in order of size, effectiveness, importance, time taken, and so on.




Any useful continuum can be used for ranking. For example, effectiveness, importance, cost, ease of implementation, efficiency, and so on.

Labelling

In this case the cards are labels that the learner must place correctly on a diagram or map, or even a worked example. 



Question typing

This can be used in any subject or at any level.

	Place each question card in the right box

	Add
	Subtract

	
	

	Multiply
	Divide

	
	



Learners place the cards in the correct section.

1. Teacher asks the bridging question: “How did you do that?”
2. Learners formulate their concept of how-to ‘type’ questions in their own words.

3. Teacher establishes the correct formulation, leaving it in the learner’s own words.

4. Teacher asks the second bridging question if necessary: “Where else could you use that approach?”


Answer typing
Learners are given cards with answers to questions or paragraphs of text to classify in a similar way as above. The classification categories are answers suitable for, for example, ‘state’, ‘describe’, ‘analyse’, ‘evaluate’, ‘none of these’, and so on. The aim is to learn assessment language. 
Evidence typing

Learners are given cards of text describing evidence and they must classify them under which competence they would be appropriate evidence for. Some evidence is not appropriate for any competence.

Similar approaches can be used to develop an understanding of assessment criteria.

Grouping games: some examples

Groups are given a set of, say, 30 cards, each of which has a different phrase with an underlined word. For example, ‘The fox ran quickly into a hole’. Learners must sort the underlined words into nouns, adjectives and adverbs. Each group has the same set of cards. 

This game, and the others below, are made more difficult and more fun if some of the cards cannot be grouped correctly. For example, incorporate some cards that have words that are not nouns, adjectives or adverbs.

Similar games can be devised for learners to practise classifying: 

· metaphors, similes and personification

· examples of conduction, convection and radiation

· igneous, sedimentary and metamorphic rocks

· valid and invalid arguments for the increased crime rate in cities

· errors in punctuation under ‘comma’, ‘full stop’, and so on

· valid and invalid evidence for competences.

Classifications that are useful include:

· true; sometimes true; false

· often; sometimes; never

· agree; do not know; disagree. 

· Maths learners are given cards with expressions such as ‘x + 3 > 2’ or
‘y – 7 < y – 2’ and which they have to sort these into three groups: ‘always true’, ‘sometimes true’ and ‘never true’.

· Learners with learning difficulties are given photographs and drawings of clothes that they might, or might not, take on a trip. These are grouped as: ‘everyone needs it’, ‘no one needs it’, ‘our group only needs one of these’.

· This game is good for ‘question typing’. For example, Physics learners are given cards with examination-style problems on them. They are not asked to do the problems but to sort them by what principle they would use to solve the problem. For example, ‘use momentum’, ‘use conservation of energy’, ‘use equations of linear motion’. Learners often find deciding the appropriate principle more difficult than doing the question, so this can greatly improve their performance. The same or similar approaches can be used in most subjects.


Ranking games: some examples

Ranking by time

· Business Studies learners are given a set of cards, each of which describes an activity that prepares for the launch of a new product. The learners are to sort the cards into the correct chronological order. 

· Learners with learning difficulties are given photographs of various stages for making a cup of tea. Each stage has a short descriptive phrase such as ‘boil the water’. Learners must place these in the proper time order.

· Plumbing learners are given cards that describe the process of fitting a new central heating system. They must place them in the order that the tasks would be done. 

· Learners of First Aid are revising how to respond to a medical emergency. They are given cards with phrases such as ‘ring 999’, ‘check airways and breathing’, ‘turn off the electricity’ and must place them in the correct order. 
In all these games spurious cards are helpful to develop the concepts concerned. 
Ranking in other ways

Learners can sort cards into orders of priority or characteristics, for example: 

· “Place these diseases into order of infectiousness.”

· “Place these reasons for the war in order of importance.”

· “Place these wines in order of sweetness.” 

· “Place these care plans in order of effectiveness.”

· “Place these marketing strategies in order of costliness.”

Cards can be ranked by any characteristic imaginable. Ranking is very highly adaptable and involves learners in evaluation, which is a high-order thinking skill. 

Again there can be spurious cards, for example false reasons for the war. 

You can match with the ranked cards, too. For example, you can have red ‘problem cards’ to match with the part of a process which might cause this problem if not carried out properly.

Matching games

As well as grouping, sequencing, ranking and labelling, learners can also be asked to match cards.

Science learners are given a set of cards describing energy transformations and another set describing processes. They have to match each ‘process card’ with the appropriate ‘energy change card’. So, they end up with pairs such as:


Learners can also be asked to match:

· questions and answers

· problems and solutions

· words or phrases with their definitions.

All of these games are made more difficult, and more fun, by adding spurious cards that must be rejected – for example, giving two or three alternative definitions, only one of which is correct. Clearly, only your imagination limits the adaptation of such games to any conceivable topic or purpose. 

Consider getting learners to write question and answer cards for other learners to match. Writing the questions and answers is an excellent activity in itself, as well as saving you time. 

Making use of ‘Decisions, decisions’ in my subject

· Using the notes above, think of as many activities as you can in your subject under the categories of matching, grouping, sequencing, ranking and labelling.

· Choose a topic that you teach which is conceptually difficult and think of some ‘decisions, decisions’ activities for this. The game is particularly powerful for concepts that learners often confuse; for example, learners can be taught the difference between energy and power, or diffusion and osmosis, by sorting cards describing examples of both.

· Choose a ‘wordy’ topic, where there is a tendency for the teacher to spend a lot of time talking to learners, and try to devise a ‘decisions, decisions’ activity for this.
· Think of as many topics for games in your teaching as possible.
Matching:

Grouping:

Sequencing:

Ranking:

Labelling:

(Text source: Petty, G. (2005) Materials produced for the Whole Organisation Approaches for Delivering Skills for Life Pathfinder Project, Department for Education and Skills, 2004-07) 
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	Review and reflection sheet


	Name of tutor: 

	Strategy used: 

	Time taken to prepare (in minutes): 

	Learners: 

	Date: 

	Give a brief description of how you adapted this strategy for use with your learners: the resources you produced, the subject content, what questions you used with the strategy etc.


	How did you use the strategy (e.g. starter, main activity, in groups, as individual practice/reinforcement etc)?


	What was the response from learners (include quotes of things they said/did if appropriate)?


	What advice would you give to another tutor wishing to use this tool (shortcuts, pitfalls, changes you would make etc)?


	How would you rate (using the scale below) the success of the strategy you used in terms of:
Learner engagement 






[   ]
Learner enjoyment 






[   ]
Learner meeting objectives 





[   ]
Suitability of strategy for the topic 




[   ]
How much YOU enjoyed using this strategy



[   ]
(1) very negative (2) negative (3) positive (4) very positive
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	Useful websites


http://sflip.excellencegateway.org.uk/

Skills for Life Improvement Programme website

www.geoffpetty.com
The website of Geoff Petty, author of Teaching Today: A Practical Guide, 3rd edition, Nelson Thornes, 2004 

http://tlp.excellencegateway.org.uk/teachingandlearning/#
QIA Teaching & Learning Programme Resources

http://golddust.bdplearning.com/
The Gold Dust resources are designed to support the development of generic skills, knowledge and understanding of trainee teachers in the lifelong learning sector. They have also been used very effectively by many of the providers who took part in the Gold Dust project as part of their organisation's own continuing professional development programme.

http://www.excellencegateway.org.uk/page.aspx?o=131034
Useful materials for teaching and learning from the Vocational Learning Support Programme


www.nrdc.org.uk
The National Research and Development Centre for Adult Literacy and Numeracy. Essential research documents on embedding can be ordered or downloaded free of charge as well as the Maths4Life publications.

www.bbc.co.uk/skillswise
Interactive generic and embedded teaching and learning materials

www.move-on.org.uk
The Move On website

http://www.excellencegateway.org.uk/page.aspx?o=158035
Resource menus from the Whole Organisation Approaches Pathfinder Projects:

The Menus focus on specific areas of literacy, language and numeracy skills that are widespread needs for learners in particular vocational contexts and identify key resources to support skills development.

Software for mind-mapping and other visual organisers
http://www.inspiration.com
Inspiration – a reasonably-priced mind mapping tool. A free trail version is available.

http://www.mindomo.com 
Mindomo – on-line mind-mapping. The basic version is free.

http://www.gliffy.com
Gliffy – draw and share diagrams on the web

http://www.graphic.org/goindex.html
Introduction to graphic (visual) organisers 

The Skills for Life Support Programme is delivered on behalf of the Learning and Skills Improvement Service by CfBT Education Trust and partners





T: 0118 902 1920


F: 0845 838 1207


E: sflenquiries@cfbt.com


W: www.excellencegateway.org.uk/sflsp





CfBT Education Trust


60 Queens Road


Reading


RG1 4BS





Hard





A mix of mastery and developmental tasks is required at all academic levels.





Mastery tasks enable weaker learners to succeed.


Developmental tasks stretch the more able and ensure deep understanding for all learners.





Set a mix of these tasks for Q&As, lesson tasks, worksheets, assignments, and so on.





Evaluation


(judge, critically appraise)


strengths and weaknesses


advantages and disadvantages


give arguments for and against


fitness for purpose


value for money and value for effort


compare and contrast


consider evidence, bias, and so on 








Comprehension


explain


interpret


classify


reorganise








Application


(doing after being shown how)


apply


use


calculate


punctuate








Analysis


(consider the parts separately)


analyse a situation, experiment or case study and describe what is happening


classify


compare


give reasons 


give causes and effects


categorise


deduce











Synthesis 


(create, design, invent)


solve a problem


write an essay, report, criticism, etc.


design a leaflet, poster, presentation, etc


give constructive suggestions for improvement�in a given situation


design a policy, strategy or device


do a survey (with a questionnaire)





Easy








Developmental tasks


For example:


“Evaluate the importance of full to high employment.”


“Report on the leisure time opportunities in Worcester city.”


Developmental tasks:


are difficult


are highly dependent on prior learning


encourage slow development and require considerable effort


create transferable learning of important thinking skills


are more interesting, even to weak learners


are vocationally and academically relevant


create deep learning.











Knowledge


state


recall


define


describe











Mastery tasks


For example:


“Recognise and name the main constituents of a cell.”


“Copy and label a diagram of a power station.” 


Mastery tasks:


are easy; 100% of learners can get them 100% right


are not dependent on prior learning 


can be attained in a short time, perhaps minutes.
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�






verb





noun





Examples of input devices





non-examples





Encourage learners to use sticky notes or cards to sort and categorise examples.  This helps them to discuss, to think and to reason ‘aloud’.  For whole group work, use an interactive whiteboard.





Learners make a plan using key words and making notes for writing. This enables them to make a descriptive writing scaffold





Analytical criteria for this topic may include:


cost per mile


environmental impact


convenience


journey times


Learners summarise findings in a table using key words and making notes. This enables them to create an analytical writing scaffold





holistic analysis





Storyboard








explanation





explanation





explanation





explanation





Timeline





Flowchart





Continuum – in this case for wine





sweet





dry





Summarised as a comparison table





Crossed continuum





expensive





cheap





sweet





dry





so





this means





pros





cons








Y = X – 7 





Y has the same value as X with 7 taken from it

















talk





blue





sit





run





write





love





flute





tree





pen





rat





ask





and











Ring 999





Turn off electricity





Give artificial respiration











Check airways





Rank the main causes of the ‘credit crunch’:









































John’s Marketing Policy 


Brief description of the marketing policy here, which the learner has to evaluate and compare with the others in the set.








Ann’s Marketing Policy 


Brief description of yet another marketing policy here, which the learner has to evaluate and compare with the others in the set.








Liz’s Marketing Policy 


Brief description of another marketing policy here, which the learner has to evaluate and compare with the others in the set.








Least effective





Most effective





Sudan





South Africa





Ghana





Iran





Egypt





Ethiopia





Zaire





(You are quite right: Iran is not in Africa!) But well-chosen spurious cards can act as distracters to make good learning points. They can also be great fun. Consider them for all ‘decisions, decisions’ games.


Other labelling games include labelling diagrams, computer programs, worked examples, photographs, paintings, and so on.  








Kenya





How many cars do I need if each car carries five people and I have 23 people to transport?





A rock falling off a cliff





Gravitational potential energy being converted into kinetic energy
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