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Ongoing Reflection
• In what ways do you feel your work is successful?
• In what ways would you change the work to improve it? 
• How did your work affect the audience? Was it the way 

you intended? 
• How would you alter this work for a different audience, or 

to send a different message?

Expression of Aesthetic 
Judgement
• How effectively does the artist 

select and combine elements to 
achieve an intended effect in 
this work? (i.e., What works?) 

• What doesn’t work, and why?
• Has your point of view shifted 

from your initial reaction? If so, 
how has it changed? Why?

• In what ways does the artist 
evoke joy, sadness, or other 
emotions in this work?

Analysis and Interpretation
• What elements, principles, and/or 

conventions of the art form are used in 
this work? 

• How are the elements and/or principles 
organized, combined, or arranged in this 
work by the artist (composer, 
choreographer, playwright, media artist, 
visual artist)? 

• What do you think is the theme or 
subject of the work? (i.e., What is the 
artist trying to communicate, and why? 
or, in reflecting on their own work: What 
did you intend to communicate, and 
why?) 

• Why do you think the composer, 
choreographer, playwright, media artist, 
or visual artist created this work? 

• What message or meaning do you think 
the work conveys? 

• What do you feel is the artist’s view of 
the world?

• How does this view match or contrast 
with your own view of the world?

Initial Reaction
• What is your first impression of this work?
• What does this work bring to mind?
• What does this movement suggest to you?
• What emotions does this work evoke? 
• What puzzles you? What questions do you have?
• What connections can you make between this work 

and your own experience or other art forms?

Consideration of Cultural Context
• What social, political, and historical events may have influenced the artist in this work?
• What cultural movements, events, or traditions or other works may have influenced the artist?
• What events in the artist’s life may have affected the creation of the work? 
• Identify the similarities and differences between specific works in the past and present
• Identify the way in which a work in the arts represents the perspective of individuals within a cultural 

group 
• Compare the work to examples of other works created in the same period
• Consider the expectations and artistic preferences of audiences at the time the work was created 
• Review the initial reception of the work by critics
• Understand the responsibility of an audience, including audience etiquette and responsibility to 

acknowledge any biases that may influence responses to a work
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English

Planning

Drafting

Revising
Editing & 

Proof-
reading

Publishing

Stages of the Recursive Writing Process

Used with the 

consideration of the 

Elements of Effective 

Writing:

• ideas/content

• organization

• voice

• word choice

• sentence fluency

• language 

conventions

• presentation
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• Initiating and planning skills include formulating 
questions or hypotheses or making predictions about 
ideas, issues, problems, or the relationships between 
observable variables, and planning investigations to 
answer those questions or test those hypotheses. 

• Performing and recording skills include conducting 
research by gathering, organizing, and recording 
information, and safely conducting inquiries to make 
observations and to collect, organize, and record 
data. 

• Analysing and interpreting skills include evaluating 
the adequacy of the data from inquiries or the 
information from research sources, and analysing the 
data or information in order to draw and justify 
conclusions. 

• Communication skills include using appropriate 
linguistic, numeric, symbolic, and graphic modes of 
representation, and a variety of forms, to 
communicate ideas, procedures, and results. 

Science

Scientific Investigation Skills 



Science The Scientific Method
(from Wikipedia)
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Math

Vaccine Development Process

New England Journal of Medicine, https://www.nejm.org/doi/full/10.1056/NEJMe2025111



• Parts Substitution: Simply substitute parts until the problem is solved. Although it is not the most 
scientific method of problem solving, there may be no other alternative if tests do not indicate what 
could be causing the problem. 

• Diagnostics: Eg. troubleshooting an engine fault in an automobile. After identifying the general 
problem, the technician would run tests to pinpoint the fault. The test results would be used as a 
guide for further testing or for part replacement, which would also be tested. This process 
continues until the solution is found. 

• Reverse Engineering: Reverse engineering is the process of discovering the technological principles 
underlying the design of a device by taking the device apart, or carefully tracing its workings or its 
circuitry. It is useful when students are attempting to build something for which they have no formal 
drawings or schematics.

• Divide and Conquer: “Divide and conquer” is the technique of breaking down a problem into 
subproblems, then breaking the subproblems down even further until each of them is simple 
enough to be solved. Divide and conquer may be applied to allow groups of students to tackle 
subproblems of a larger problem, or when a problem is so large that its solution cannot be 
visualized without breaking it down into smaller components. 

• Extreme Cases: Considering “extreme cases” – envisioning the problem in a greatly exaggerated or 
greatly simplified form, or testing using an extreme condition – can often help to pinpoint a 
problem. An example of the extreme-case method is purposely inputting an extremely high number 
to test a computer program. 

• Trial and Error: The trial-and-error method involves trying different approaches until a solution is 
found. It is often used as a last resort when other methods have been exhausted.
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