
COOPERATIVE THINKING:
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Gifted Education

LESLIE 
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Chris 
Ryan 

THE Dreamer

BRIAN 
HOUSAND 
THE SYNTHESIZER

It is not the strongest that survives, 
Nor the most intelligent…. 
It is the one that is most  
ADAPTABLE TO CHANGE.  
Those that have learned to 
COLLABORATE  
and IMPROVISE will prevail.

STOP! 
Collaborate 
& Listen



IMPROV
MIND  
MELD

How NOT to form groups.
1. Write each student’s name on an index card.

2. Deal the cards into 4 equal piles according to 

student ability (High, Medium High, Medium 
Low, and Low)


3. Choose one card from each pile.



When I die, I want 
the people I did 
group projects with 
to lower me into 
my grave so they 
can let me down 
one last time. 

Thomas Edison & Henry FOrd

JAMES BALDWIN & MAYA ANGELOU

STEVE WOZNIZAK & STEVE JOBS

Spock & Kirk

JOHN LENNON & PAUL MCCARTNEY

DR. JOHN WATSON & SHERLOCK HOLMES

J.R.R. Tolkien & C.S. LEWIS

JACK ANTONOFF & TAYLOR SWIFT

PIERRE CURIE & MARIE CURIE 

ELEANOR ROOSEVELT & FRANKLIN ROOSEVELT

JAMES WATSON & FRANCIS CRICK

OPRAH WINFRY & GAYLE KING

 A Thought Partner Is someone who… 

Challenges your thinking 

Causes you to modify or change your 
paradigms, assumptions or actions 

Has information or a way of 
thinking that provokes you to 
innovate or otherwise leads to 
value creation in your business, 
career, or life.



FIND 
YOUR !"#$%

FIVE NEW FRIENDS

  WHO - CONTACT INFO 
WHEN - DATE TO CONNECT 
   WHY - ESTABLISH PURPOSE



I’m _________________   

looking for _________________  

who want to _________________ 

a curiosity provoker 

design experiences
energetic educators

BEING A GOOD  
THOUGHT PARTNER 

TAKES PRACTICE





GROUP  
SOLVE-A-MAZE
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Option 1: Blindfolded Pairs

One of you is the Blindfolded Solver. 
Put on a blindfold (or close your eyes) 
and draw an unbroken line through the 
maze from start to !nish. Don’t hit any 
walls! Listen to your partner.

The other person is the Seeing 
Director. Look at the maze and give 
your partner directions aloud. Don’t 
touch the Solver or the marker/pencil, 
except to put the writing tool back in 
the starting circle.

Option 2: Draw Once and Pass

Make teams of 2-4 people. Your team 
will race others to complete the maze 
with one unbroken path. Each of you 
can only draw straight lines—no bends 
or turns! After the !rst person draws 
one straight line, the next person 
draws another straight line from the 
end of the !rst line, and so on in order. 
If you hit a wall, you have to erase the 
last line and redraw it. The !rst team to 
draw a path from start to !nish without 
touching any walls wins.

For both options, place this artifact in a plastic sleeve 
and use a dry-erase marker, or use a pencil.

Group Solve-A-Maze

Artifact 1.6 © 2025 Silverquicken Education Inc.

I like working with my 
classmates on group projects.

NEVER 
TRUE

SOMETIMES 
TRUE

OFTEN 
TRUE

ALWAYS  
TRUE

1 2 3 4

QUESTION ONE
I enjoy listening to other people’s 

ideas when solving problems.

NEVER 
TRUE

SOMETIMES 
TRUE

OFTEN 
TRUE

ALWAYS  
TRUE

1 2 3 4

QUESTION TWO



I feel proud when my team 
succeeds together.

NEVER 
TRUE

SOMETIMES 
TRUE

OFTEN 
TRUE

ALWAYS  
TRUE

1 2 3 4

QUESTION THREE
I like sharing my ideas and hearing 

how others can improve them.

NEVER 
TRUE

SOMETIMES 
TRUE

OFTEN 
TRUE

ALWAYS  
TRUE

1 2 3 4

QUESTION FOUR

I work best when I can talk to 
others about what I’m doing.

NEVER 
TRUE

SOMETIMES 
TRUE

OFTEN 
TRUE

ALWAYS  
TRUE

1 2 3 4

QUESTION FIVE

CONVERGENT DIVERGENT

COoperative  

REFLECTIVE

LEARNING 
FROM  

OTHERS

LEARNING 
FROM 

YOURSELF



WHEN HEADS AND TAILS ALIGN,  
THE COIN TELLS  
ITS TRUE STORY.

What details do you see 
that seem unusual  

or purposeful?

INTERDEPENDENCE

201

Two Sides to Every Coin - Solution

DID YOU 
KNOW?
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him kindly on the shoulder. “I know it’s a chrysalis, but 
‘cocoon’ just sounds better. Either way, butterfl ies need to 
strugg le. If you cut them free, their wings don’t grow. Likewise, 
you may strugg le here at fi rst. But eventually you’ll activate 
three dream powers. Th e fi rst is Findpath—the power to solve 
mysteries. So now you’ll do a maze together!” 

Shimmering dials appear, and Merneith turns them, 
concentrating. Th en she says, “Whoops!”

“What do you mean, whoops?” asks Aaliyah nervously.
“Well,” says the teacher, frowning, “now there are four 

mazes!”
She spins the dials faster, then suddenly… Boom! With a 

thunderclap, Oliver fi nds 
himself outside under 
dark, churning clouds. 
Winds whip on all sides. 
In front of him looms a 
wall of thick vegetation, 
broken by a single 
opening. Th under cracks 
again, and something 
large fl oats in the clouds: a hologram of Merneith’s head, 
fl ickering.

“Listen!” it booms. “Th e mazes join at the center! Go there, 
get the Findpath tokens! Th ey’ll take you to the lake, where—”
Th e head vanishes, then reappears. “At Silverquicken, 

everything means something, even these mazes! Which—”
With another thunderclap, the head disappears. Rain 

begins pouring down. 
Oliver smiles fi ercely. He has no idea what’s going on. He 

can’t make sparks with his fi ngers. But he can solve mazes. 
He runs toward the opening, snapping his fi ngers once, not 
noticing a little blue spark that fl ies out…

Oliver opens his eyes 
and ducks, as a book 
sails at his head. Where is 
he? It’s some old library, 
but… the book is fl ying. 
A whole fl ock of books 
zooms by, fl apping their 
covers like wings. 

What the heck?
He was just sitting on 

his bed with a tablet, logg ing into his new online aft erschool 
program, Silverquicken. Now he’s woken up in a strange 
place, with a zillion questions. 

Before he can get one out, a teacher bustles over. “Hi Oliver, 
welcome to Silverquicken! I’m Merneith,” she says cheerfully, 
and points at three other kids. “Th ese are Aaliyah, Connor, 
and Pree. Let’s get someplace calmer!” She leads them away 
from the fl ying books to a quieter part of the library.

Connor is jittery with excitement. “Th is is the coolest 
video game ever!” But Pree crosses her arms. “Haven’t you 
heard of hypnotism? None of you are real!” Aaliyah smiles 
fi ercely. “Oh, I’m real!” she declares. “I’ve been here before. 
We’re sharing a dream, see?”

She snaps her fi ngers. Deep gold sparks fl y, as if she struck 
metal to stone. Oliver’s jaw drops. “Try it!” says the girl.

Connor and Pree snap 
their fi ngers. Th eir faces 
light up as sparks stream 
out, yellow and purple. 
But nothing happens for 
Oliver. He can’t snap even 
one spark.

“Cocoon and Butterfl y!” 
says the teacher, patting 

Four-Maze

Engage 
EXPLORE 
EXPLAIN 
ELABORATE 
EXTEND
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• Hand out the Four-Maze (Artifact 1.1) to every student. 

• As needed, nudge students using See, Wonder, Pretend, and Test prompts:

! See: What do you see? What do you notice? What stands out? What else do 
you see?

! Wonder: What does that make you wonder or think about? What could that 
mean? Why could that be there?

! Pretend: Okay, you’ve made a guess, let’s pretend it’s true. What would that 
mean? What else would be true (or not)?

! Test: Okay, let’s test this idea. How can you prove it or disprove it? What 
evidence can you ! nd, for or against?

◊ Don’t introduce the whole framework now, though.

• Some students will sprint through a maze to reach the center quickly. Then they’ll 
say “Done!” But they haven’t ! gured out the hidden meaning.
◊ Ask: “What does that maze mean? What could it mean?”
◊ Remind them that according to the story, each maze means something.

• Let students struggle somewhat! Be reassuring, but remind them of Cocoon and 
Butter# y (a principle we’ll come back to). The struggle is necessary!

• Con! rm correct moves, but ask the solver not to share their answer (because it 
would spoil Cocoon and Butter# y for someone else).

• Students should mostly work on their own at this stage, but this is not a test. 
Students can chat and share ideas in low voices.

It ’s  A-Mazing!

Explore: Four-Maze (10-15 min)
Findpath Four-maze

Solver’s Name:

Artifact 1.1 © 2024 Silverquicken Education Inc.
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• Interrupt students before they’re done. Provide this story transition:

Pardon the Interruption!

• Have students fold their Four-Mazes in half twice along the lines (making 4 quadrants) and 
put them away. 

• Tell students they’re welcome to solve further, and they can ask you later to con! rm 
answers. But don’t share solutions now, and ask kids not to share their answers either. 

• Faster kids will be eager to say how they solved and what they found. Remind them 
about Cocoon and Butter" y. We don’t want to cut open anyone else’s cocoon!

• Pass out the Guided Re" ection Handout (Artifact 1.2)

• Lead a short discussion about the solving experience they just had. 

◊ What was this experience like? What was it like to be interrupted just now?

◊ When you got the Four-Maze, where did you start, and why? Without giving anything 
away, what did you ! nd easier or harder? 

◊ What will you take away from this experience, if anything? 

• Introduce the See, Wonder, Pretend, Test framework sharing the kinds of questions you 
were helping them explore with each part of the framework.

! See: “What do I see? What do I notice? What stands out? What else do I see?”

! Wonder: “What does that make me wonder or think about? What could that mean? 
Why could that be there?”

! Pretend: “Okay, I’ve made a guess, let’s pretend it’s true. What would that mean? 
What else would be true (or not)?”

! Test: “Okay, let’s test this idea. How can I prove it or disprove it? What evidence can I 
! nd, for or against?”

◊  Point out that everyone was probably already using some parts of this process, in 
some shape or form. See, Wonder, Pretend, Test is really just a reminder to be a good 
scientist and explorer. 

• The key is to remember to ask yourself SWPT questions while you’re grappling with a 
tough problem or puzzle.

I’m sorry, I have sad news.
Unfortunately, Oliver, Aaliyah, Pree, and Connor all wake up before 

they’re done with their mazes! Th ey’re back in the real world.
So they’ll have to come back to the dream world later to fi nish!
But that’s okay. Th e Silverquicken dream world is very stable. So their 

mazes will be waiting there for them. Th at’s true for you too.

Explain: Guided Reflection (5-8 min)
Guided Reflection

What was this experience like?

The next time you’re solving a problem, what questions will you ask yourself along 
the way?

Cocoon and Butterfly
To break out, the butter" y needs 
to struggle. Its wings won’t grow 

properly otherwise.

See

Wonder

Pretend

Test

Solver’s Name:

Artifact 1.2 © 2024 Silverquicken Education Inc.



ENGAGE 
EXPLORE 
EXPLAIN 
ELABORATE 
EXTEND12 13

• Over the next few days, see who follows up. Who brings back their Four-Maze? 
Note the task persistence of these students. What other characteristics of 
Convergent thinking are they demonstrating to a signi! cant degree?

• Continue to use See, Wonder, Pretend, Test prompts to help students ! gure 
out the answers themselves. Use real questions that focus attention without 
betraying the right answer (in other words, they aren’t “leading” or rhetorical). 
When in doubt, less is more.

• Students who are unused to academic struggle may ! nd aspects of this or other 
SEED challenges frustrating. Listen closely to your students, reassuring them that 
you really hear them. 

• Then remind them of the Cocoon and Butter! y principle. Encourage them to 
keep working toward the complete solution. And when your students ! nish 
solving the puzzle, celebrate the victory!

• Avoid simply sharing the answers on the next pages, which are there to help you 
understand how each maze works. You don’t want to cut the student out of the 
cocoon or take away the potential for victory against a tough challenge.

Who’s Still  Solving?

Elaborate/Evaluate: Afterwards

Skill Names and Notes

See
Looking at the entire challenge; 

observing details about the 
problem; looking deeper to 

notice the nuances

Wonder
Being curious about the details 
of the problem; asking what it 
may mean, or why something 

may be as it is

Pretend
Acting as though a prediction 

is true, in order to expand on it; 
drawing inferences about what 

else must or could be true

Test
Trying out a guess, or 

hypothesis, to determine if it’s 
true; evaluating results

Four-Maze Solutions 1

Hidden message: “Team”

Perform the arithmetic in order as you 
go along the correct path. The four 
question-mark answers (20, 5, 1, 13) 
correspond to four letters (T, E, A, M) 
by the alphabet code: A=1, B=2, etc.  
This code is given in the column in the 
upper middle of the page.

One mistake students might make 
along the way is to translate numbers 
to letters before doing the arithmetic.
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?
=

4

5

×

4 × 5 = ? (20)

7 – 2 = ? (5)

8 ÷ 8 = ? (1)

6 + 7 = ? (13)

= T e a m

Hidden message: “The dream”

Follow the maze and notice which 
" oating letters you pass. When you 
put them in the order that you meet 
them along the way, they spell “THE 
DREAM”. Note that the “4” on the 
bottom left is attached to the wall. Only 
truly " oating letters count.

ENGAGE 
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EXTEND
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Make Your Own mazes
1. Make a Plain Maze

a. Draw a box on graph paper with a pencil. 
Leave an entrance open, and an exit too.

b. Draw a dotted line from the entrance to the 
exit. Make it wind around. Always go through the 
middle of the little boxes. Cross the little boxes 
at their sides, not at their corners. Never draw 
diagonally, but rather always up, down, right, or 
left. Draw this dotted line lightly. You’re going to 
erase it later. 

c. Draw in walls with lots of side openings. Make 
side passages that branch… and make sure they 
all dead-end! Also make sure that the correct path 
has all the walls it needs. 

d. Finally, erase the correct path. Ask your 
teacher to make a copy, and have someone check 
your maze. It’s easy to miss a gap!

2. Hide a Message in Your Maze

a. Once you’ve made a maze, put letters inside along the correct path (like in 
Pree’s maze) to spell a message. Put wrong letters in the side passages.
b. Or you can use numbers instead of letters, using the alphabet code (A=1, B=2, 
C=3, etc.). 
c. Or you can put in arithmetic (like in Aaliyah’s maze) that generates numbers for 
the alphabet code.
d. Or you can make a “! oating-letter” maze like Oliver’s. This takes some 
planning. Draw the ! oating letters " rst, leaving room between them. (Keep the 
message short!) Then draw the right path to go past the letters. Finally, put in 
walls and side passages.

Solver’s Name:

Group Solve-A-Maze

Option 1: Blindfolded Pairs

One of you is the Blindfolded Solver, 
who is blindfolded (of course!) and 
has to draw an unbroken line through 
the maze from start to " nish without 
hitting any walls.

The other of you is the Seeing 
Director, who looks at the maze and 
gives directions aloud. You can’t touch 
the Solver or the pencil, except to put 
the pencil back in the starting circle.

Option 2: Draw Once and Pass

Make teams of 2-4 people. Your team 
will race others to complete the maze 
with one unbroken path. Each of you 
can only draw straight lines—no bends 
or turns! After the " rst person draws 
one straight line, the next person 
draws another straight line from the 
end of the " rst line, and so on in order. 
If you hit a wall, you have to erase 
the whole last line and redraw it. First 
team to draw a path from start to 
" nish without touching any walls wins.

Solver’s Name:
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Remember to look up at the stars and not down at your feet. 
Try to make sense of what you see and  

wonder about what makes the universe exist.  
Be curious.  

And however difficult life may seem,  
there is always something you can do and succeed at.  

It matters that you don't just give up.

Stephen Hawking
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