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1= GRADE 7: MODULE 4A: UNIT 2: LESSON 6
EXPEDITIONARY Contrasting Evidence:

LEARNING “Games Can Make a Better World” and
“Video Games Benefit Children, Study Finds”

Long-Term Targets Addressed (Based on NYSP12 ELA CCLS)

I can contrast how multiple authors emphasize evidence or interpret facts differently when presenting information on the same topic. (R1.7.9)

Supporting Learning Target Ongoing Assessment

< | can contrast how a video and an article use different evidence to prove similar claims. » Researcher’s notebook, section 3 (from homework)

* Venn diagram and Venn diagram reflection questions
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GRADE 7: MODULE 4A: UNIT 2: LESSON 6
Contrasting Evidence:

“Games Can Make a Better World” and
“Video Games Benefit Children, Study Finds”

1. Opening .
A. Entry Task: Defining Contrast (2 minutes)
2. Work Time

A. Introducing/Reviewing Venn Diagram and Common
Claim (1 minute)

B. Contrasting Researcher’s Notebook Sections 2 and 3
Using Venn Diagram (8 minutes)

C. Analyzing Evidence on the Venn Diagram and
Reflection Questions (27 minutes)

3. Closing and Assessment .

A. Homework Read-aloud and Reviewing Learning
Target (7 minutes) .

4, Homework

A. Read “Why Facebook Could Actually Be Good for
Your Mental Health” and fill in Section 4 of your
researcher’s notebook.

The purpose of this lesson is to give students a sense of how differing arguments can support the same
claim. In categorizing the types of evidence the researchers use, the students will begin to see how
authors choose both the quantity and the quality of their evidence carefully, with attention to the
differing effects that certain types of evidence have upon the audience.

e Bear in mind that there is a subtle distinction between the video, which is a pure argument piece, and

the article, which is an informative text reporting on an argument that researchers are making.

» Engaging students in a discussion about what types of evidence are the most powerful, and under which

circumstances, can be a compelling corollary to the academic work of this lesson. Consider discussing,
for example, that the video is being filmed and performed for a live audience, versus the article. How
might this affect their use of evidence?

Also bear in mind that evidence from both materials may also overlap categorization. An anecdote, for
example, may or may not necessarily include facts.

This lesson requires using several organizers and note sheets simultaneously. Preview the lesson
carefully in advance to envision the logistics. As the lesson proceeds, consider modeling how to set up
these papers physically in the student workspace for the most efficient use.

Encourage students to return to the original materials at any point for any clarification they require.
Returning to the source consistently is a “habit of mind” that should be emphasized.

Venn diagrams are used in this lesson and in previous modules; here, they are used as a tool for
students to examine the evidence in both the video and the article. However, students may not have
used one or may not have participated in previous modules. The lesson is written specifically to address
those who may not have used this type of graphic organizer before; as always, use your professional
judgment to determine whether any part of the lesson needs to be modified for students who may not be
familiar with certain classroom materials, protocols, or routines.

Itis assumed that students will have noted evidence on the Venn diagram in order of appearance in
both materials; it may be beneficial to remind them to order their notes in this fashion before they
begin.
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1= GRADE 7: MODULE 4A: UNIT 2: LESSON 6

EXPEDITIONARY Contrasting Evidence:
LEARNING “Games Can Make a Better World” and

“Video Games Benefit Children, Study Finds”

< Note that the Venn diagram is for the purposes of comparing and contrasting types of evidence only. If
it is useful, it is possible to expand the conversation around the diagram to include claims, reasons, and
reasoning, but it is not required at this point.

» Expert testimony may include both facts and anecdotes. As long as students are categorizing their
evidence accurately, their interpretations are acceptable, even if they differ from one another. It might
be useful to point this out to students.

e The lesson hinges on the accurate and full completion of two note-catchers: one for “Gaming Can Make
a Better World” (Section 2 of the researcher’s notebook), and one for “Video Games Benefit Children,
Study Finds” (Section 3 of the researcher’s notebook). Think ahead to whether any previous
modifications to these materials for students with special needs will require related modifications in this
lesson. Also, if students have had challenges in gathering information on note-catchers, consider pairing
them with a proficient partner or offering examples from the text on sticky notes.

< Inadvance: Familiarize yourself with the types of evidence used and the reasons that ground the use of
these examples.

e Post: Learning target.
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EXPEDITIONARY Contrasting Evidence:
LEARNING “Games Can Make a Better World” and

“Video Games Benefit Children, Study Finds”

contrast » Entry task, Lesson 6 (one per student)
« Domain-Specific Vocabulary anchor chart (from Unit 1, Lesson 1)
< Venn diagram (one per student and one to display)
» Document camera
e Researcher’s notebook (from Lesson 4)
e Venn diagram (answers, for teacher reference)
« Four Types of Evidence/ldentify the Evidence note-catcher (one per student and one to display)
< Four Types of Evidence/Identify the Evidence note-catcher (Side B; answers, for teacher reference)
< Colored pencils (four per student, each of the four a different color)
¢ Venn diagram reflection questions (one per student and one to display)
« Venn diagram reflection questions (answers, for teacher reference)

* “Why Facebook Could Actually Be Good for Your Mental Health” (one per student)
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EXPEDITIONARY Contrasting Evidence:
LEARNING “Games Can Make a Better World” and

“Video Games Benefit Children, Study Finds”

A. Entry Task: Defining Contrast 2 minutes) * When possible, have students who

« As students enter the room, have them fill in the entry task, Lesson 6: need physical activity take on the
active roles of managing and writing

on the anchor chart or handing out
« Cold call three or four students for their answers. Based on their wording, create a class definition for the word contrast and the materials.

place this word and the definition on the Domain-Specific Vocabulary anchor chart. The class definition of contrast
will necessarily change depending on how students respond on their entry task slip. As a baseline, however, the definition
should include the idea that to contrast means “to compare two people or items as to show the differences between them.”

* “Complete the following statement in your own words: When you contrast two things, it means that you are ...”

e Consider selecting students ahead of
time to respond to cold calls.
Students who need practice in oral
response or extended processing
time can be told the prompt before
class begins to prepare for their
participation. This also allows for a
public experience of academic
success for those who may struggle
with on-demand questioning, or for
struggling students in general.
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EXPEDITIONARY Contrasting Evidence:
LEARNING “Games Can Make a Better World” and

“Video Games Benefit Children, Study Finds”

A. Introducing/Reviewing Venn Diagram and Common Claim (1 minute) « Keep in mind that this lesson

» Hand out the Venn diagram and ask students to raise their hand if they have seen or worked with a Venn diagram before. requires visual comparison and
Make note of those who are not familiar with a Venn diagram so you can check to see whether they need additional support written transferral of information. If
as they work. students are visually or physically

« Using the document camera, quickly review how a Venn diagram works (items common to both texts go in the challenged, this process might be
overlapping middle space; differences go in the appropriately labeled circles on the left and right). modified for them ahead of time so

they are not unnecessarily impeded
in categorizing and analyzing the
evidence. Possible modifications
include partially completed Venn

* “Playing video games has benefits for the players and their world.” diagrams, creating a Venn diagram
on chart paper and/or lined paper
instead of 8.5- by 11-inch paper, or
giving them items from the readings
on sticky notes to physically sort on
the Venn diagram.

« Explain that today students will use their homework and past classwork to compare the arguments of the video and the
article they read for homework, both of which argue that video games have positive aspects. Note that both authors are
making a similar claim, which is written above the Venn diagram. Have a volunteer read the common claim aloud:

B. Contrasting Researcher’s Notebook Sections 2 and 3 Using Venn Diagram (8 minutes)

« Ask students to set aside (but not put away) the Venn diagram and take out their homework: researcher’s notebook Section
3. With an elbow partner have students discuss the supporting evidence they recorded on Section 3. Ask:

* “What evidence did you find? Was it relevant to the claim? Why or why not?”

« Point out how these questions correlate to the elements of the note-catcher (each question is exactly the same as those listed
in the second row of boxes on the note-catcher).
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EXPEDITIONARY Contrasting Evidence:
LEARNING “Games Can Make a Better World” and

“Video Games Benefit Children, Study Finds”

Work Time (continued) Meeting Students’ Needs

« Tell students to make sure they have easy access to both Section 3 and Section 2 of their researcher’s notebook, which e About halfway through Work Time
are both Tracing an Argument note-catchers. Remind them that the authors are making a similar claim, noted at the top of C, if needed, you are strongly
the Venn diagram. Explain that now students will contrast the evidence the authors use to support the common claim. encouraged to conduct a brief “mop-

« Ask them to predict how a Venn diagram would look if someone is focusing on contrasting evidence. Listen for: “The circles up model” using the document

to the right and left should be filled out.” camera for the benefit of students
who need more support. Ask

volunteers to provide you with an
example of contrasting evidence
from both texts. Discuss how each

» Reassure students that if they find evidence that is the same in both texts, they can record it in the middle overlapping
section; however, they should be most mindful today of the contrasting, different evidence the authors use. Students should
feel free to talk through any points of confusion with an elbow partner.

 Circulate as students complete the Venn diagram, giving individual assistance where needed and referring to the Venn piece supports the claim and model
diagram (answers, for teacher reference) as needed. Check in with those who are unfamiliar with the Venn diagram recording it on the Venn diagram.
first to make sure they understand how to use one. Remind students to record evidence in the same order as it is found in Also consider doing this for a piece
the sources. of evidence that is shared between
< When finished, have the students put away both note-catchers. From this point on in the lesson, they will work primarily the texts.

with the Venn diagram.
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EXPEDITIONARY Contrasting Evidence:
LEARNING “Games Can Make a Better World” and

“Video Games Benefit Children, Study Finds”

Work Time (continued) Meeting Students’ Needs

C. Analyzing Evidence on the Venn Diagram and Reflection Questions (27 minutes)  The Venn diagrams will not be

« Distribute and display the Four Types of Evidence/ldentify the Evidence note-catcher. Focus students on Side A. assessed. However_, they_ may be
Ask for volunteers to read each type aloud. Follow along, using the document camera. As each of the types is defined, include coll_ected atyour _d|scret|on for
each word (anecdote, testimony, analogy/metaphor, statistic/fact) on the Domain-Specific Vocabulary anchor chart. Point review to determine whether

out that the most powerful arguments ground themselves in multiple types of evidence. students have achieved the learning

targets.
» Have students individually complete the fill-in-the-blank Identify the Evidence mini game on Side B of the note-catcher. g

e Should a student work more
efficiently without color coding for
some reason, or should colored

» Go over the answers as a class and have students correct their papers as you reveal the correct answers via the document
camera using the Four Types of Evidence/ldentify the Evidence note-catcher (Side B; answers, for teacher

reference). . .
pencils not be available, an
< Distribute four different colored pencils to each student. alternative is labeling each piece of
» As aclass, decide which of the four colors of pencils will correspond to each of the four types of evidence. Using the blank evidence with a letter or brief code
version of the Venn diagram under the document camera, briefly model using the colored pencils to code one or two pieces indicating its type.
of evidence.

< Next, ask students to use the colored pencils to code the types of evidence they have recorded on the Venn diagram. They
may consult with an elbow partner if they have a question.

< Circulate as they complete the color coding, giving individual assistance where needed.

< When students are finished, distribute the Venn diagram reflection questions. Give them 3 minutes to complete these
silently and individually.

< Ask for volunteers to share their answers to each question. After each shared answer, ask students to raise their hand if they
wrote a similar answer. Discuss any patterns that emerge.

< Follow up each shared answer with the questions on the Venn diagram:

* “Why do you think the author chose to arrange the evidence this way? Does it strengthen or weaken the author’s
argument? Why?”

« Note all correct answers on the blank version under the document camera, referring to the Venn diagram reflection
questions (answers, for teacher reference) as needed.
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EXPEDITIONARY Contrasting Evidence:
LEARNING “Games Can Make a Better World” and

“Video Games Benefit Children, Study Finds”

Closing and Assessment Meeting Students’ Needs

A. Homework Read-aloud and Reviewing Learning Target (7 minutes) e The homework is a short and

« Distribute “Why Facebook Could Actually Be Good for Your Mental Health.” Explain that students will read generally accessible article and
this text independently for homework, and that you will read it aloud now to help their comprehension. Encourage _Sh°“|d be manageable as _
them to annotate the text as they read during this time: circling unknown words, underlining key ideas, and so on. independent homework reading,

along with the scaffolding of reading

it aloud. Consider other methods of
» Note for students that for this article, they will be filling in Section 4 of their researcher’s notebook. scaffolding the homework for

« Direct students’ attention to the learning target students with emergent literacy:
providing a glossary, assigning
smaller or less complex parts of the
= Have students give a thumbs-up or thumbs-down, depending on how well they think they achieved the learning target today. text, or filling in the researcher’s

» Read the article aloud while students read along silently in their heads.

*“] can contrast how a text and a video use different evidence to prove similar claims.”

notebook.

* Read “Why Facebook Could Actually Be Good for Your Mental Health” and fill in Section 4 of your researcher’s notebook.
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EXPEDITIONARY
LEARNING

Entry Task, Lesson 6

Complete this statement in your own words:

When you contrast two things, it means that you are ...
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Venn Diagram

Common claim: Playing video games has benefits for the players and their world.

Evidence ONLY from the video Evidence from BOTH the video Evidence ONLY from the article
and the article
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GRADE 7: MODULE 4A: UNIT 2: LESSON 6

Venn Diagram
(Answers, for Teacher Reference)

Common claim: Playing video games has benefits for the players and their world.

Evidence ONLY from the video Evidence from BOTH the video
and the article

Evidence ONLY from the article

Children on average play 10,000

Video and computer games are

hours of video games before the B_Oth HEED £ t(_ext interactive, with research showing
age of 21. discuss the happiness they boost children's self-
factor in playing video

esteem, cognitive skills such as
problem-solving, and, in some
cases, physical activity levels.

4 superpowers: Rl

Gamers believe an epic win is Both video and text
possible. discuss the fact that Active screen time involves
ENEE _are ) cognitively or physically engaging
Research indicates that we like productive/active. screen-based activities, such as
people better when we play a game playing video games or completing
with someone. Gaming builds Both video and text homework on a computer, as
trust. discuss the fact that opposed to television.
gamers are
Blissful productivity: gamers play cog_nitively engaged in
22 hours a week. Gamers work their games.

hard and are happy doing it.

Epic meaning: Gamers want to be
attached to meaningful stories.
World of Warcraft has the largest
wiki in the world.

Note: The evidence and answers listed here are a sample only; Fishman and Kingsolver use multiple types of evidence in their
texts, and students may respond in a number of ways that are accurate and thoughtful.
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Type of Evidence

GRADE 7: MODULE 4A: UNIT 2: LESSON 6

Four Types of Evidence/ldentify the Evidence Note-catcher
Side A

Name:

Date:

Definition

\ Example

anecdote

a brief story about something
interesting or funny in real life
that may give an example of the
author’s claim or serve as
evidence for a claim

“There’s a reason World of Warcraft
gamers play 22 hours a week.... It’s
because we know we are happier
working hard than just ‘relaxing’ or
‘hanging out.”

analogy/metaphor

a comparison between two
things that allows the reader to
understand the author’s
evidence or claim in a clear way

“Gamers are virtuosos at weaving a
tight social fabric.”

fact/statistic

a piece of information about
something, presented as true
and accurate, that supports the
author’s claim. A statistic
specifically counts something by
number.

10,000 hours of game play by the age
of 21

expert testimony

a statement that supports the
author’s claim, made by a
person with special skill or
knowledge

“There is a lot of negative press about
gaming and that’s not well-supported.
Where there is a negative effect,
research shows it’s on the minority of
people,” Dr. Johnson said.
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EXPEDITIONARY
LEARNING
Four Types of Evidence/ldentify the Evidence Note-catcher
Side B
Name:
Date:

Identify the Evidence Mini-Game:
Below are four examples of evidence. Label each with the correct type.

“Research indicates that we like someone better after we’ve played a game with them.”

“So what do these four superpowers of gamers add up to?”

“Some of you may have heard of Malcolm Gladwell’s book, Outliers. So you would have heard of his
theory of success.”

“This is a portrait by a photographer named Phil Toledano. He wanted to capture the emotion of
gaming, so he set up a camera in front of gamers while they were playing.”
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Four Types of Evidence/ldentify the Evidence Note-catcher
Side B
(Answers, for Teacher Reference)

Identify the Evidence Mini-Game:
Below are four examples of evidence. Label each with the correct type.

“Research indicates that we like someone better after we’ve played a game with them.”

fact/statistic

“So what do these four superpowers of gamers add up to?”

metaphor

“Some of you may have heard of Malcolm Gladwell’s book, Outliers. So you would have heard of his
theory of success.”

Expert testimony
“This is a portrait by a photographer named Phil Toledano. He wanted to capture the emotion of

gaming, so he set up a camera in front of gamers while they were playing.”

Anecdote
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Venn Diagram
Reflection Questions
Name:
Date:
Question Video Article

What types of evidence are
used the most?

What types of evidence are
used the least?

Do you see any other
patterns in the types of
evidence used?

Why do you think the author
chose the evidence he/she
did?
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Venn Diagram Reflection Questions
(Answers, for Teacher Reference)
Question Video Article

What types of evidence are
used the most?

fact/statistics

fact/statistics

What types of evidence are
used the least?

anecdote

anecdote (none)

Do you see any other patterns
in the types of evidence used?

McGonigal uses metaphor
(“tight social fabric,”
“superpowers’).

The researchers are
discussing facts that resulted
from their own work, not
just others’. They are their
own experts.

Why do you think the author
chose the evidence he/she
did?

McGonigal is trying to
convince a live audience of
her claim, so she’s also
trying to entertain them.
She might be using
metaphor to make her
evidence more interesting
to them—to make it come
alive.

The researchers are
discussing their own
scientific research, so it
would make sense to ground
it in statistics and facts.
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Why Facebook Could Actually Be Good for Your Mental Health
By Sy Mukherjee

Go ahead—check those notifications. According to a new pilot study conducted by Dr. Alice Good of
the University of Portsmouth, the vast majority of Facebook users use the social network to lift their
spirits when they’re feeling down by navigating their old photos and wall posts in which they’ve
interacted with family and friends—a “self-soothing” coping mechanism somewhat akin to flipping
through a photo album or watching old home videos.

Researchers argue that that could be a big boost for users who are prone to anxiety or depression by
providing a healthy emotional conduit for reminiscing about the good times in one’s life. The findings

also shed new light into what, exactly, users are looking to achieve when they use social media to
share their feelings and experiences:

Psychologist Dr. Clare Wilson, also of the University of Portsmouth, said: “Although this is a pilot
study, these findings are fascinating.

“Facebook is marketed as a means of communicating with others. Yet this research shows we are
more likely to use it to connect with our past selves, perhaps when our present selves need reassuring.

“The pictures we often post are reminders of a positive past event. When in the grip of a negative
mood, it is too easy to forget how good we often feel. Our positive posts can remind us of this.”

Dr. Good'’s study has concluded that looking at comforting photos, known as reminiscent therapy,
could be an effective method of treating mental health. [...]

The act of self-soothing is an essential tool in helping people to calm down, especially if they have an
existing mental health condition.

The findings are particularly interesting given past studies that have indicated that Facebook users
end up feeling depressed after a browsing session. For instance, one German study found that “one in
three people felt worse after visiting the site and more dissatisfied with their lives, while people who
browsed without contributing were affected the most.”
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Why Facebook Could Actually Be Good for Your Mental Health
By Sy Mukherjee

But those findings derived from users’ envy at their friends’ vacations, life milestones, and various
successes. The new preliminary data from Dr. Good’s study suggests that, used in a different way—i.e.,
actively “self-soothing” rather than passively sulking—browsing through one’s Facebook history could
be a net benefit. And that could be very good news from a global mental health perspective for the
social network, which has over a billion users worldwide and counting.

This material "Why Facebook Could Actually Be Good for Mental Health" was published by the Center for American Progress Action" (online)
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