
Un-Challenge Day Ten
Critical Key #10: Tell Why

Students who use logical progressions and reasoning to defend their thinking are able to
determine the plausibility of an argument and make wise decisions about a wide range of

topics.  While this may seem overwhelming, it can be as simple as asking “why did you
make that choice” when playing a game.  This type of questioning promotes metacognition
or thinking about your thinking.  Having students ask themselves “why do I think the things
that I do” pushes them to reflect on and evaluate the strategies that they use when solving

problems.

You can play the game of SET online or you can get the card game from many
retailers.  Before playing the online version, you might want to visit the official
SET site for instructions and tips.  I also like this site for playing online.

Parent Tip: Fair warning - this game is challenging, so your kids (and you) can
practice Critical Key #9 ~ Stick With It!  Once kids get it, they love it!  If you are
playing with kids under 9, you might play together like a puzzle.

Common Parenting
Challenge: "I don't know..."

SET on a the big

screen 

Why did you make that move?  How did that help you?
What are you thinking about for your next move? and your
next? Why?
What strategies do you use when you play this game?

In today's 20 Minute Activity, I'm going to introduce you to the
game of SET.  It utilizes tons of logical thinking strategies and is
great for developing the habit of telling why. But, you can really
use just about any game (Yahtzee, Chess, kickball, 4 Square) to
ask these questions:

Logical thinking strategies are rarely taught
in  schools until you get to geometry.  Even
then, it can be glossed over.  

As parents, an easy daily routine might be
to frame statements in the If this... then
that format.  For example, if I take the main
road, then I will bump into the
construction.  If I take the back road, then I
will be able to get there faster.  Have your
kids try it out.

When asked to tell why, kids often resort to "I
don't know."  They probably really don't know
because it is unlikely that we have asked them to
think in that way.  When a kids says, "I don't know",
you can respond with "well, let's explore that."

Here is an example:
Why did you make that move (in a game)?
I don't know.
What ways could that move help you?
I don't know.
Let's figure that out together.

www.compassedvantage.com/homelearningsupport

Keep It Positive. Keep It Simple.  Keep It Real.

20 MINUTE ACTIVITY

SET 

DAILY DOINGS

Everyday: Model If/Then

The Card Game

https://www.setgame.com/set/puzzle
https://smart-games.org/en/set
http://www.compassedvantage.com/homelearningsupport
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Hint: In both of these games, I have the
word master or rule maker write down
their word and rule so we can double

check. 

PRE K - 2 ACADEMIC CONNECTIONS

3RD - 5TH ACADEMIC CONNECTIONS

Academic Standard: Distinguish between defining attributes (e.g., triangles are closed and
three-sided) versus non-defining attributes (e.g., color, orientation, overall size); build and
draw shapes to possess defining attributes.
Home Connection:  Ask your kids to sort something for you.  This could be spices, laundry,
the dreaded junk drawer.  Ask them why they created the categories that they chose.  Which
things did not fit into their categories?  Why?

Academic Standard:  Write opinion pieces on topics or texts, supporting a point of view
with reasons and information.
Home Connection:  Ask for your kids' opinions on a variety of topics and then ask them to
support their thinking.  "What is you favorite ice-cream flavor?"  "Bubble-gum?"  "Why?  What
about that flavor is appealing to you?"  Don't let them get away with "I don't know".  Is it the
color?  The taste?  The bubble-gum pieces?

Rule Maker:
Rule Maker is similar to Jotto, but you use two decks of
cards.  The rule maker decides on a rule such as 3's,
multiples of 2, hearts, prime numbers, cards with faces
etc.  The players flip through the deck one card at a time.  
If the the card fits the rule it is placed in the center.  If the
card does not fit, it is placed aside.  You can decide if the
discarded cards are visible to the players or not. 
 Whichever player guesses the rule first wins!

Jotto:
To play Jotto, you only need a piece of paper and a pencil. The word master picks a 5 letter word in which
no two letters are the same.   I often use beach.  The players get 20 guess to get the word correct.  Each
time the word master tells the players how many letters are correct.  Players use deductive reasoning to
figure out the mystery word.  There is also an online version.  This is a great one for the car! I like to write
out the alphabet and cross of letters that don't work.

Activity Extensions & Alternatives: If you are familiar with the game Mastermind, here are
two twists that use supplies you might have at home.

Keep It Positive. Keep It Simple.  Keep It Real.
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6TH - 8TH ACADEMIC CONNECTIONS

Academic Standard: Delineate a speaker's argument and specific claims, distinguishing
claims that are supported by reasons and evidence from claims that are not.
Home Connection: This academic standard can help students decide the accuracy of news
articles.  Read a new headline or full article with your middle schooler.  Discuss whether or not
the facts are supported by evidence and whether it can be proven or not.

At the end of the games, be sure to ask
"what strategies did you develop as you
played?  This helps the logical thinking

process and makes the next time you play
easier!

http://www.compassedvantage.com/homelearningsupport
http://jotto.augiehill.com/single.jsp

