























Students Based on the Mind Lab Method, which places the child
at the center of the learning process, most of the school
projects are initiated, planned and executed by
representatives of the students, whom we call "Thought
Leaders" and "Thought Trustees".

The "Thought Leaders" are the leadership team that
leads the projects, and the "Thought Trustees" are
teams that take charge of specific projects.

"Dressing Up"

Children throughout the world and of every age love to dress up, and even adults
sometimes enjoy wearing another face and feeling like someone else.

Therefore, it is only natural to incorporate into the learning program, a series of
activities that deal with role play, play acting and imaginative pursuits. These activities
provide a clear added value to the learning program as a whole. The ideal time to
organize such a fancy dress contest would be around the Halloween period or on any
other festive public holiday.

Ahead of the dressing up contest, each of the
groups on the Mind Lab learning program
chooses a subject connected to the thinking
games. In accordance with the subject or
theme chosen, the children make and prepare
a group disguise or costume. The designated
day of the event features a special thinking
games happening which includes a free games
playing session and a fancy dress competition
with many prizes.

"Playing it Big"

In the "Playing it Big" project the students
create a colorful playground, which can host
some quality experiential recess activities.

In this project the students paint a few
boards of thinking games on the ground of
the schoolyard. Besides the esthetic
experience, this project enables the children
to play thinking games in a big scale during
their recesses.




Thinking Wall

During the course of the school year, the students learning the Mind Lab program are
exposed to a wide range of games and learn many thinking models and thinking
concepts.

Toward the end of the year, a design and décor
project is staged which enables the students to
apply the thinking skills they have acquired. At
first they design and produce educational
accessories related to the subject of thinking
development through games, for example:
models of games learnt, visual
conceptualizations of thinking methods and
game strategies and even ideas for new games.
Afterwards each group designs and embellishes
its own learning environment with the
accessories designed by the respective group
members. This is followed by an inter-group
competition in which all the works and designs
are exhibited and in which the winner is the
group with the most ornate and creative
decorations.

Game Library

In every school there are neglected games
with damaged packing, lost or broken pieces,
no instructions, etc. The job of the "Thinking
Trustees" is to collect all these games and
renovate them. They can download the rules
and laminate them, fix the broken/torn
parts, organize a campaign for game
contribution, create a folder for registration
and follow up, etc.

As part of their job, the "Thinking Trustees" teach their peers how to play the games,
and lend them the games so they can play at home with their family members.

The Game Library is a wonderful project, which benefits everyone involved in it; the
school gets rid of all the junk and gains a set of ready-to-use games, the "Thinking
Trustees" participate in a personal-growth experience, the students have a chance to
teach and support each other as well as to be influential among their families.



"Thinking Recess"

The "Thinking Breaks" are active recesses dealing with the subject of thinking games
and they are intended for the school as a whole. During these recesses children of all
ages can engage in free game playing sessions; several game playing stations are
opened and made available for and operated by the children themselves. Inter-class or
teacher versus children thinking game tournaments can be arranged during these
periods.

Playing Together"

In the "Playing Together" Project the children on the Mind Lab learning program play
some exciting social thinking games with children who are not on the learning
program.

The "Thought Trustees" are the
ones who deliver these social
thinking games lessons; they start
by explaining the rules of the
game, divide the class into groups,
let the children begin playing and
are on hand to answer all their
questions. During the session the
"Thought Trustees" point out the
principles and strategies of the
games, based on the Mind Lab
Method.




The Game as an Educational Tool
Workshop for Educationalists

An introductory workshop, in which the participants are exposed to the Mind Lab
Method and the rationale behind it. The participants will engage in a discussion about
the importance of the game as a high-powered educational tool and will practice two
of the games. A discussion will be initiated about the strategies connected with these
games, about basic concepts related to thinking, and about those fields that can be
nurtured as a result of these games (cognitive, social, emotional and ethical/value). In
conclusion, the participants will learn the Stoplight Method, a basic model that helps
to develop the awareness to the intentions of one’s peers and guides us in the decision
making process.




The Parent-Children Evenings are thrilling cross-generational events which combine
thinking with game playing. In the first part of the evening, the instructor presents the
rationale behind the learning program and demonstrates how one is able to improve
thinking skills through the use of a simple game. Three attractive games which were
learned during the course of the year are then presented in terms of their aims and
rules.

After the frontal session comes the main part: the parents and children are divided into
groups and play amongst themselves.

Inter-family Checkers Tournament

The game of Checkers is one of the best known and universally popular of all the
thinking games.

One of the highlights of the learning
program is the inter-family Checkers
tournament. Each family plays against
other families in a Swiss style tournament
pairing system. At each round, a parent
and a child play against another parent and
child.

The tournament is concluded with a grand
prize-giving ceremony in which the winning
family is declared.




Community

Thinking Games Exhibition

The Thinking Games exhibition is a concluding activity to the thinking development
lessons, intended for those children learning the Mind Lab program. Each grade is
assigned a different game and the children make their own game sets. In addition to
the actual games, each class designs its own accessories which include the game rules,
thinking models related to the respective game, and a short historical account of the
game.

The Mind Game Olympics

All schoolchildren who learn the Mind Lab method for the development of thinking
through games, can take part in this spectacular and long-standing educational festival
— The Mind Game Olympics.

The Mind Game Olympics serve as a dramatic concluding event to the wide range of
subjects taught in the Mind Lab lessons during the course of the year: understanding
the strategic environment, planning and execution, problem solving and creative
thinking and more. In addition, emotional and social related subjects are covered
such as: cooperation and the ability to work as a team, deferring gratification, fair
play and sportsmanship.



The Olympic activities are carried out in four stages:

e The 1/8 final stage — school and classroom tournaments organized as part of
the Mind Lab lessons in which four representatives from each class are
chosen to represent the class at four games in the next stage of the
competition.

e The Quarter final stage — The school championships phase which takes place

in the school and at the end of which the four member school team is chosen
to represent the school at the Semi final stage.

e The Semi final stage — The regional events held at pre-assigned locations
around the country. The first two teams at each regional event qualify for the
Olympic finals.

e The Olympic finals — a national event in which all the qualifying teams
compete against each other in a bid to become national champion.




Mind Lab

Education is child’s play





