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U Make sure youfoldablesare filled in Day 1

Day 4. Review with your Core Group or
Chat Chum.

U Make sure you have the standard scores f
your student.

U Do you need anything to be prepped for
your Final Project?

LEARNING & the BRAIN®

Think Smart : Using Mindsets and
Metacognition for Student
sSuccessg
DAY 5 Simultanecus Processing

Jack A. Naglieri, Ph.D.
Research Professor, University of Virginia &
Devereux Center for Resilient Children

AL TN i
Kathleen M. Kryza, MA — L C
International Educational Consultant, L -
Infinite Horizons See how things fit together.

LEARNING & the BRAIN®
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AMindsets
U Attention & Instruction
U¢c2RI &8Qa / 2

LEARNING & ¢ BRAIN®
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Core Groups

What job would you like to do today?

U Coach

U Organizer/Time Keeper
U Recorder

U Energizer

Pg.3

LEARNING & the BRAIN®

Mindset Check 1X

U How have you changed this week?
Al have changed

U What are you taking with you as you leave
this adventure?

u | am taking with me.

U What word or phrase summarizes your
intention for what you will do with all
e 2dz2Q@S f SI N}y SRK
ASay your word. (Ex: Be the Change)

LEARNING & the BRAIN® 6

7/15/2016



Simultaneous Verbal Task

U Simultaneous
processing using
verbal content

U Who is this song
about?

My mommads daddy ‘1‘
oldest son.

LEARNING & the BRAIN" 7

TestYouself!

Solve these analogies:

Girl is woman as boy is to ?
Cisto F as Hs to ?
LEARNING & the BRAIN® 8
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AWhole language
ASeeing word as a whole
AVerbal concepts

AGeometry, math word
problems

LEARNING & ¢ BRAIN"

conclusions 11

U Seeing the
whole

LEARNING & rhe BRAIN®

conclusions 12
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4 5 6

Which picture shows a boy behind a girl?

Directions for Items 11-20. These questions ask how well the child or adolescent sees how things go together. They also ask about
working with diagrams and understanding how deas fit together. The questions involve seeing the whole without getting lost in the
parts. Please rate how well the child or adolescent visualizes things as a whole.

During the past month, how often did the child or adolescent.... Q Q @ @

>20 recognlufaceseasl'y? .

LEARNING (%t;)g BRAIN® conclusions 14
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Numbers fron Write the numbers | 4o
1to 100 @ 100 in order. \\bé\o&fﬁ
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Building the Big Picture ® . »

Big ldea :PASS
Subheadings:
Planning

Mindsets-..
Skill Sets

Attention I
Successive @ (__ Successive

Simultaneous

You will be capturing the big idea of each key part
PASS on your organizer after we teach each sectig

Mindsets | Sklllsets

LEARNING & the BRAIN® 16
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Mindful Moment and Self Regulation
| 26 Q4  2dzNJ 9y IAAYS

U Too High? Too Low?
Just Right?

U Do you need to
energize yourself or
calm yourself?

AEnergize: Do an
energizing movement
or activity

ACalm: Deep breathing

and deep muscle
stretches

LEARNING & the BRAIN®

Think About It

U What strategies have we used to have you
capture BIG IDEAS this week?

IDEAS
LEAR RI v




www.Skatekids.com

SkateKids™: Using games children love; Building skills

children need.

o
|1
[

Two online Reading Programs

U Ramps to Reading
(R2R)
AFor ages 4 to 7 yearsd.

Almmerses players in pre
literacy, print, and

phonological awareness.

A8 different games

LEARNING & the BRAIN®

U Skatekidsonline
(SKO)

AFor ages 7 to 12 years

old.

A Provides multiple
reading levels for
practice & skill
development.

A 12 different games

20

7/15/2016
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Ramps to Reading (R2R)

U R2R is an online literacy computer
program that consists of 8 games
embedded in a rolglaying setting

Each child is able to . -
control a character A ﬁ(«")
that does things in

an imaginary world

LEARNING & the BRAIN® 21

R2R: The Structure

U Each of the games are designed to teac
important literacy skills
APhonemic Awareness
AOral Comprehension
AReading Comprehension
U With involvement of important PASS
neuropsychological abilities

LEARNING & the BRAIN® 22
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(] httpi//core.skatekidsonline.com/ramps/index.php

It has been a long day
at the fair.

Who will help the girl
carry her stuff?

She has candy and an
orange teddy bear for
her mom.

5
=

@ Internet

fa - B100% - .

LEARNING & rhe BRAIN®

conclusions
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SKO Games: Gallop Park

U The player is shown a sentence that describes

scene in a park with people and objects.

U A park scene appears with a box of characters
and objects the player can drag onto the scene
to recreate the scene as described previously.

U If the player makes a mistake, a narrator

suggests a strategy for how to remember the
details before showing the written description

again.

U The player is given three attempts at recreating

each scene.

LEARNING & the BRAIN®
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Seeing the Whole: Simultaneous

LEARNING & the BRAIN®
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