Backward Design Template

Identify Desired Results




Determine Acceptable Evidence








Plan Learning Experience and Instruction













What are the overarching “essential” questions?





What overarching understandings are desired?





What do we learn when we fail?


What will we achieve by taking risks?


What leads to failure?


What happens to us when we fail?


What is the worst thing that could happen?








Failing is okay


Failing is a learning experience


Risk-taking is an everyday need


If you fail it doesn’t mean stop, it means try again








What rewards are you given for taking risks?


What failure led to my meltdown?


Did I need to meltdown in order to achieve my goal?


If you fail, what does that mean about you?






























































Taking risks will help you branch out in your emotions and friend-making


Failing is okay


If you fail, you don’t need to have a meltdown


Be a good sport


The smartest people in the world have failed millions of times


Being right doesn’t mean being right the first time, it means getting there somehow

























































































What “essential” and “unit” questions will focus this unit?





What will students understand as a result of this unit?























What evidence will show that students understand…?





Performance Tasks, Projects





Able to play games assigned without meltdowns


Physical meltdowns will decrease (optimally end) across student’s day


Verbal meltdowns will decrease across student’s day


Cool down options will be used by student before a level 5 meltdown





Quizzes, Tasks, Academic Prompts





Other Evidence (eg observations, work samples, dialogues)





Student Self-Assessment





Observation logs


Meltdown tracking by months


Sticker charts


Sent to RR log





Plot graph of meltdowns (tracked by teachers) plotted by student


Risk-taken graph (# taken)


Failures vs. Wins





Games


With peers


With adults (fading-letting them win)


Online


Board


Puzzles


Frustrating activities


Geocaching


Writing papers/sentences/paragraphs/words


Introduce new activities and venture as a group


Student as the expert











Given the targeted understandings, other unit goals, and the assessment evidence identified, what knowledge and skills are needed?





Students will need to know….. (in order to start teaching)





Students will need to be able to….





Concept of a graph


What they look like during a meltdown


Their average meltdowns per month (starting point)


How to take directions on how to play each game


What GPS coordinates are





Use a GPS device


Play with other students


Have 30-45 minutes at a time to play games/do activities





What teachings and learning experiences will equip students to demonstrate the targeted understandings?





Failing is okay-it isn’t the end of the world


Take risks


Failing doesn’t mean stop-it means try again








