
Lisa Bays 		Assignment 6     	Language Arts 		2nd Grade

Part 1.

I.	For this lesson I have chosen to use the Synectics Model: Making the Familiar Strange. The first key element in the synectics model is describing the topic.  The teacher will then ask the students to describe a topic that they are familiar such as the sky at night. Next, they will chose how they wish to present their topic through write it down, draw a picture, sing or act out their understanding of the topic.  Then we will create analogies to go along with the example they have provided.  Students will describe their personal analogies.  
The Synectics Model: Making the Familiar Strange
Step 1: Describe the Topic
Step 2: Create Direct Analogies
Step 3: Describe Personal Analogies
[bookmark: _GoBack]Step 4: Identify Compressed Conflicts
Step 5: Create a New Direct Analogy
Step 6: Reexamine the Original Subject

II.	The Synectics Model is an excellent way to meet the objectives I have laid out because it is an explicit and systematic formula to follow.  It allows students to take abstract thoughts and explore them in a concrete and tangible way making it understandable for 2nd graders.
III.	The strength of the Synectics Model lies in its ability to make intangibles tangible.  The weakness is that there are 7 steps required by this method and the sheer number of steps can be confusing for younger learners due to the similarity of the steps.




Lesson Plan Format 
Teacher Name:   Lisa Bays             Subject: Language Arts            Grade: 2nd 
Title of Lesson: The Night Sky		 Time Needed: 3 Days
Unit Topic: Exploring Astronomy 
Model of Instruction: Synectics: Making the Familiar Strange  
I.      Rationale: This lesson is important for the students because it will help them obtain creative thinking and problem solving skills while using the synectic method.   
II.     Learning Prerequisites: Students will need to be able to compare and contrast objects. Students will need to be able use expressive language through written, drawing or movement to express their personal comprehension. 
III.    Goals and Student Objectives:  
IIIa. Goals: Students will use the learning style they are comfortable with to demonstrate their understanding of the night sky. Students will create their own analogies and create new direct analogies and then they will reexamine the night sky.  
IIIb. Student Objectives: 
1. I can identify 2 different objects that are in the night sky.  (Cognitive)
2. I can create 2 analogies and compare those examples. I can do this through drawing, writing, or dance. (Psychomotor)
3. I can give 2 analogies and give reasons why I like one better than the other.  (Affective)

IV.   Organizing or Essential Questions: What is a star?    How do we know that it is a star?  
V.    Lesson Procedure:  
Lesson Introduction:  To introduce this lesson we will start by singing Twinkle, Twinkle Little Star and then I will use a PowerPoint that has pictures of the sky and have the students to describe what they see.  I would write their answers down on a KWL chart.  I will then give them information about the picture and explain what is happening in the picture.   


1.  Lesson Development:
The Synectics Model: Making the Familiar Strange
Step 1: Describe the Topic: Any of the celestial bodies visible at night from Earth as relatively stationary, usually twinkling points of light. 
Step 2: Create Direct Analogies: Stars are to the sky/ fish in the ocean,  
Step 3: Describe Personal Analogies: I will ask students to imagine what it would feel like to be a star.  I would write down students' answers on the board.  Then I would help create compressed conflicts.  twinkle, big, hot, near, bright, new, old, red, white, yellow
Step 4: Identify Compressed Conflicts: We would discuss if a star could be large and small, far or near, old or young. (large & small, far & near, old & young, bright & dull) 
Step 5: Create a New Direct Analogy 
Step 6: Reexamine the Original Subject  
1. Specific instructional strategies included in the lesson: For this lesson the specific teaching strategies I would use is Cooperative Groups, Think-Pair-Share, and Direct Instruction to give a few examples of analogies because this can be a hard concept for 2nd grader to grasp.   
1. Guided or Independent Practice: I will be using guided instruction throughout this lesson until the end of the lesson when they present their beginning and final analogies that will be group of independent practice.  
1. Lesson Closure:  Students will present their analogies to the classroom. We will go back to the original KWL chart and add what we have learned at the end of the lesson.  
1. Homework: Students can look at the night sky and draw and describe what they see. Students can make up 2 sentences about the night sky.  
VI.   Formative Student Assessment and Evaluation:  I will start by using the KWL chart to see students' prior knowledge about stars.  I will give direct instruction on how to create analogies.  I will then watch to see as students describe stars and how they come up with the analogies. I will be able to evaluate their analogies when they present them to the class and how the other students relate to the analogies.   
VII. Materials and Resources: This lesson will need the following materials, the PowerPoint, pencils, computer with Smart board and science journals.  
VIII. Modifications for Diverse Learners: I have incorporated different learning styles for my students (visual, auditory, and kinesthetic). I will have students to write, draw or dance to present their analogies.  
IX.   Reflection/Modification: I will have to judge the lesson on how well they think that they understand analogies and how well they liked the lesson. Also, how many of them liked the synectics model and would like another lesson using this style, maybe an exit slip with the questions already on it.   
DOUBLE CLICK TO ACCESS EXTRA ACTIVITIES


image1.emf

ARE YOU READY FOR AN OUT-OF-THIS-WORLD EVENT?

Z A U RA

A NEW ADVENTURE FROM IT‘-..HE WORLD OF JUMANJ

ZATHURA:
A Space Adventure Event Kit

This kit is filled with fun
activities and everything you
need to host an event! Included
in the kit are materials and
activities for children ages four
and up.

Event ideas

* Reproducible invitations to a
Zathura event — - - -

* Reproducible nametags il S

* Reproducible games, activity
sheets, and coloring sheets

* 3 sheets of silver star stickers
for “Galaxy mobile” activity

* 25 “Galaxy mobile” activity
sheets on card stock

% 25 bookmarks

* Ad slicks

We hope you enjoy this kit and
have a fantastic adventure!

43\ HOUGHTON MIFFLIN COMPANY * W

hura Event Kit ISBN 0-618-69676-8 599703
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A NEW ADVENTURE FROM THE WORLD OF JUMANUJI

What to do:

% When children arrive, pass out the enclosed Zathura nametags

% Read the exciting space adventure Zathura by Chris Van Allsburg!

% Get the event going with a game of “Robot Says” —it’s like Simon Says,
but with a robot.

% For your space “craft,” give each child a galaxy mobile to cut out and decorate
with star stickers to make a wild solar system.

% Hang up map of the solar system and identify the planets.

% End your in-store Zathura event with a raffle drawing for the deluxe Zathura
movie poster. Collect all of the name tags in a bag or bowl and then announce
the winner!

HOUGHTON MIFFLIN COMPANYe WWW.ZATHURA.NET ¢ REPRODUCIBLE





Auedwog ulyin uoyBnoH 00z ©

Auedwog ulyin uoyBnoH 500z ©

:UOIJeW.oJUl 810U IO

:908|d

ol |

:a)eq

jeinyjez 1o Buipeal e pue saliAnoe
unj Jo S10] ®ABY [|,.9/\\ "JUSAS BJNyJRZ IO 0) BW0D

i9INJUSApE
PLOM-SIU}-JO-INO O} UOHEYIAU]

Reserved.

.s'fr“:.es, In&l | R

=]
o
B
v
@
2
o)
a
.8
)
E
=]
[}
O
)
oS
(]
39
@)
5
=
>
)
=
[
=
o
S
=]
=
S
N
<
.2
kS
£
=
L
iS
.0
s
()
=
Qo
s
=
©)
e
S|
=
5
N
<
R
kS]
=
=
<L
.S
-~
[}
(9]
5

NET ¢ REPRODUCIBLE

ZATHURA.

HOUGHTON MIFFLIN COMPANYe WWW

Auedwod unyn uobnoH 500z @

Auedwog uin uolyBnoH 500z ©

-uonewuoful aiow 104

:908|d

‘oWl

:aleg

jeinyjez 1o Buipess e pue SaniAno.
unj Jo )0 8ARY |I.9\\ JUSAS BJNyJEZ INO 0} BW0D

j9INJUsApe
PLOM-SIU}-}O-INO 0} UOHENAUJ

, the movie: TM & (C) 2005 Columbia Pictures Indu's-#;'es, Irﬁ Al Ridhs Reserved.

\ .,

o]
S
S
=
O
N
=
2
iS]
E
IS
)
=
14
S
Q
DS
(o}
s
N
©
g
St
=
5
N
f~
e
=
o
=
L
3
~
[}
Qo
[aa]






Book information Zathura © HMCo Movie information Zathura, the movie: TM & (C) 2005 Columbia Pictures Industries, Inc. All Rights Reserved.

ZATHURA: A SPACE ADVENTURE EVENT! ZATHURA: A SPACE ADVENTURE EVENT!
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Make an out-of-this-world galaxy mobile!

For this activity you will need the star stickers and string.

Cut along the dotted line in concentric circles to make a spiral. Place on flat surface and decorate
with silver star stickers and silver marker. Poke a hole in the center. Thread the string through the
hole, knot the end, and hang.
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ROBOT
SAYS!

Put a Zathura spin on the
classic game “Simon Says”
and have the children

follow your commands.

Robot says ...
Walk like a robot
Talk like a robot

Dance like a robot
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The Galaxy Maze

Attention all space adventurers! Pilot your ship
back to the surface of the moon. Beware of the
black holes!

Start
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CONNECT THE STARS: A ZATHURA GAME

This is a game for two or more players. The goal is to make the most four-sided boxes.
Each player takes turns drawing lines from one star to another either horizontally or vertically.
When a square is complete the player who finishes it puts his/her initial inside.

The player with the most boxes wins.

=

L g . b D I . D D . b D b b
L i . b D I . D D . b D b b D
L i . b D . . D D . P D D b D o
L i . b D . . D D . b D I . P o
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HOUGHTON MIFFLIN COMPANYe WWW.ZATHURA.NET ¢ REPRODUCIBLE





\

WRAN

.
)

‘paatesay siybly [y -ou| ‘seiysnpuj sainjold PIqWNOD GOOZ (D) P WL 8lAow 8yj ‘Dinyjp7 UOHDWLIOJUI SIAOW ODWH @ PINYiD7 uoHDULIOjUI joog

HOUGHTON MIFFLIN COMPANYe WWW.ZATHURA.NET ¢ REPRODUCIBLE





ed.

stries, Inc.  All Rights Reserv

Indu

vie: TM & (C) 2005 Columbia Pictures

tion Zathura, the mo

tion Zathura © HMCo Movie

nforma

ok i

A Space Adventure Word Sear

Find the following words in the puzzle below:

A

Zathura star meteors

stromaut  adventure  seavity

aliens brothers black hole
M I AP S X Z2 B E S O S
P N A I S S X L QS Y S
N F S Z R TULAUTSP
Z E T R O G Z CA AR A
A CRV ERBKULREC
T VO QTAGH I MMHE
H NN OE VL OETT S
U S AB M I WLNI ROMH
R R UF V T BE S MR I
AWTVTYEMMAG B P
S A DV ENTWUREUT
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