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The Teaching for Understanding Guide
(Blythe), 65
Teaching for Understanding with Technology
(Wiske), 65
Teaching for Understanding (Wiske),
30, 58-59, 65
Team learning. See Learning from
the team
Technology, 18
Theory of difficulty, 100-105
theory of relativity, 166
Thinkback (Lochhead), 175
Thorn, J., 12
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self-managed learner, 204
studio learning and, 180
summary points of, 167
See also Teaching strategies
Understanding
assessment for, §3-56, 84
gaming to reach, 48-51
generating wide scope of, 59-60
mental models used for, 50-51
performance component of, 49
teaching for, 49-50, 64-67
See also Knowledge
University of Arizona’s M-PACT
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anticipating the hard parts, 89-100
building theory of difficulty for,
100-10§
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