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Level up 
Curiosity 

What is it? Application of this 
activity  

How does it help 
learners to make 
progress? 

Teacher reflections 
from this activity 

Using Props 

 

Props can help to add variety to lessons. 

They can also help to create greater clarity 

to your message.  Many explanations can 

be enlivened with props.  For instance, 

passing around fossils and then studying 

some in detail with a magnifying glass will 

fire up more brain cells than watching a 

PowerPoint on fossils.  The managed use 

of simple props such as toy microphones, 

plasticine, rolls of lining paper and even 

balls of wool can also make learning feel 

more varied and interesting.  These items 

enforce interaction and the novelty of 

using then can transform the level of 

engagement in a lesson.   

Materials and equipment can be 

used to empower the learner to 

‘prove’ their understanding in a 

variety of interesting ways. As well as 

building the intrinsic motivator of 

curiosity, props can also bring fun 

and a sense of choice to learning.   

 

Topics considered ‘dry’ by a teacher 

can be made more exciting with 

opportunities for learners to express 

their understanding, work better in 

groups or even use props as ideas to 

create similes and metaphors. 

  

Do you have access to a props 

box?  If yes, what can be added 

to it?  If no, what things have 

you got that you could use to 

start one? 

 

How can you use props to get 

learners to express their 

understanding in engaging 

ways? 

 

What props might help learners 

to represent their thoughts and 

ideas? 

Crack the 

marking 

code 

 

Getting learners to act on written 

feedback can be a challenge.  So anything 

that can make this process more engaging 

is to be welcomed.  What about if we get 

learners to look at work that has been 

highlighted in different colours and then 

ask them to work out what each colour 

represents?  Once they have cracked the 

code they can start to mark their own 

work and the work of peers with their 

own code. Cracking the marking code can 

be turned into a game with a points 

system for competition.  “There are 3 

yellows, 3 greens and 4 pinks to find on 

this next piece of work.  A point for each.  

Who can get 10 out of 10.  Go!” 

When learners become more adept 

at giving themselves accurate 

feedback their work will improve.  

This activity encourages learners to 

talk about the components of pieces 

of work and what makes them so 

good, mediocre or bad.  The learning 

from such analysis helps them to 

think about which components are 

present in their own work and what 

are their remaining gaps.  Gaps they 

need to work on closing.  Sometimes 

known as ‘mystery marking’, this is 

one feedback technique that gets 

learners curious about what each 

highlighted area represents.   

What examples of work can be 

given to learners so that they 

can dissect it for different 

qualities?  

 

How else can colour coding or 

marking codes create a sense of 

mystery around sections of 

work? 

 

Could you use exemplars, of 

varying quality, to get learners 

to spot and fix problems?  How 

could this exercise be built into 

a game or quiz? 
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Create a 

Mystery 

 

A mystery is a broken information exercise 

which engages learners and develops skills 

of analysis, empathy, and communication.   

 

Mysteries help learners to learn through 

the discovery process.  Information is 

distributed in a series of clues or props.  

The learners have to piece together the 

clues, disregarding ‘red herrings’ in order 

to solve the mystery.   

 

Mysteries are applicable for all age groups 

and curriculum areas. From ‘Who was the 

man in the Iron Mask?’ to ‘How did the 

virus spread on the island?’ Most topics 

have potential to create mysteries that 

learners engage in struggling to solve. 

When learners are tacking a mystery 

they have use higher order thinking.   

They must analyse and evaluate 

clues, create new ideas and sift 

through the information to get 

clarity.  By closely observing learner 

behaviours in a mystery we can learn 

about their depth of knowledge and 

understanding.  But we also can 

gauge how adept they are at 

listening to feedback? Co-operating 

with classmates?  Taking the lead?  

We might notice particular 

behaviours that are holding back 

their progress.  This enables us to 

then start addressing these 

individual or collective issues.  

Which topics particularly lend 

themselves to mysteries?   

 

Are there topics where 

information can be drip fed to 

learners, rather than getting it 

all at once? 

 

How can you build elements of 

the discovery process into 

upcoming topics? 

 

Can learners work to discover 

the learning objectives rather 

than having them from the 

outset? 

 

Map from 

memory 

 

This activity works as an excellent activity 

to start a topic or as a revision activity.  

Learners are put into groups of 3-4.  Each 

learner in the group is given a number.  

Then the teacher calls up all the learners 

with number one.  These learners have 

got 30secs to study a mind map/diagram 

or map of a topic.  They have to memorise 

as much of what they see before they 

return to their group to explain what they 

can remember to the rest of their group.  

Another member of the group then 

reproduces this on the team’s large piece 

of paper.  The process is then repeated 

with the number 2’s going up and so on.   

This activity promotes talking and 

listening amongst learners as they 

try to plug the gaps in knowledge on 

their own map.  It also gets the 

learners thinking of the gaps 

between their work and the model 

that they have been working to. This 

challenges learners to also consider 

the relationships between concepts 

or ideas. 

When the activity is finally 

completed learners can be 

encouraged to reflect on the areas 

they struggled with and how they 

might make better connections in 

future. 

How could you use concept map 

or diagram as a stimulus?  

Could map from memory be a 

good way to embed this 

learning? 

 

What might the gaps that 

learners have, teach us about 

our learners?  How can we help 

them to remember? 

 

How might this activity help us 

to get feedback as to what has 

been fully understood, partially 

or not understood at all? 

 

Curiosity can be aroused in many ways, such as stimulating questions, teases, predictions, wonder and even awe. It is particularly useful to use curiosity to at the beginning of a topic or project to get instant 

engagement.   The ideas within this 4by4 come from teachers who have gone through the Outstanding Teaching Intervention (OTI).  To find out more about OTI or our other courses contact us at www.malit.org.uk 


