Lesson Topic: “Playing Cards”





Grade level: 11
Length of lesson: 50 minutes
**Friday of Week 1**

	Stage 1 – Desired Results

	Content Standard(s):

Reading

3. Analyze how and why individuals, events, and ideas develop and interact over the course of a text. 

	Understanding (s)/goals

Students will understand that being able to identify aspects such as climax, characters, plot line, turning points, etc. can aid in their ability to comprehend, annotate, and analyze stories during and after reading. 

Students will understand that the correlation between literal and figurative language plays a role in all literature, but specifically while reading magical realism.
	Essential Question(s):

· What literary techniques and/or conventions can an author convey through magical realism that is constricted in some other popular genres of literature?

· In what ways do literary devices, symbols, and themes overlap between genres of literature?



	Student objectives (outcomes):

Students will be able to identify specific aspects of a short story in order to find not only literal meaning, but figurative meaning as well, and then search for the correlations between the two types of meaning. 

	Stage 2 – Assessment Evidence

	Performance Task(s):

	Other Evidence:

Creation of the “playing cards”

	Stage 3 – Learning Plan

	Learning Materials:

Note Cards

Markers / crayons / colored pencils

Copies of story [students should already have these from reading them in previous class, and it will be better if they have their original copy because they should have annotations]
Learning Activities:

To start class, Introduce the “Playing Card” Activity by using SMARTboard (if available – otherwise, use whiteboard).  Start out by explaining the activity as a whole with visual depictions of completed cards.  Then, bring up a blank card on the SMARTboard and show the class how you like to make the cards.  After you have completed your card, create one together as a class. (10 minutes)

· Leave expectations of an acceptable playing card and things that should be included in the deck on the board while students work.

· Students should be making cards that identify main aspects of the story, such as, the climax, characters, turning points, symbols, magical happenings, cultural aspects, etc. [because all of the aspects are “players” throughout the story]

The rest of class will be used to complete their playing cards.  They will be allowed to get feedback from one another and bounce ideas around, but they are expected to complete their own deck. During this time, I will be circulating the room to answer questions, and monitor progress.  (37 minutes)
[Students that do not finish will be expected to finish outside of class]

(Last 3 minutes) Have student wrap up the last card that they are on and put things away.  Remind students that these are necessary for an activity on Monday, so, if they are not finished, they are expected to come to class prepared next Monday.  This simple activity is being used as a scaffolding device in order to have them be evaluating specific literary aspects of stories before they delve into reading a magical realism story individually.  Tell students that if they are finished, you have a spot for them to keep their deck, IF they have their name on their cards. 



