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If Lecture, Then... 
 

The Lecture 

Share the purpose of the lecture with your students as follows: 

 

 Summarizing a unit of study; 

 Presenting or describing a problem; 

 Sharing personal experiences; 

 Clarifying major concepts, comparing structures or viewpoints; 

 Illustrating chained structures where you are leading students through various stages of an 

argument, proof, or process in a logical sequence; or 

 Examining inductive structures, looking at specific cases or examples and showing a process of 

induction to determine a general rule or principle. 

 

Make your lecture interactive by: 

 Providing your students with an outline, set of notes, or graphic organizer that includes main 

ideas, key words, and phrases; 

 

 Enhancing the content of the lecture with visuals, props, video, music, etc.; and 

 

 Lecturing for 10 minutes, then pausing between 2 and 5 minutes, allowing students to review, 

revise, or add to their notes.  Provide time for students to discuss key points with other 

students throughout the lecture (Think-Pair-Share). 

 

Setting Purpose for Delivery Design 

Regardless of the delivery design, give students a specific purpose for listening, viewing, reading, 

and/or discussing.  Consider the following ideas or make up your own! 

 

 Name Game:  For each letter of your first, middle, and/or last name, write down one important 

idea starting with that letter from the text, video, lecture, etc. 

 

 3-2-1 Contact:  Write down 3 facts, 2 things you found surprising, 1 thing you didn’t know, and 

one statement that made contact with you...made sense to you about the topic. 

 

 3Cs:  Write down one thing that was confirming (something you already knew), one that was in 

contrast to what you believe or believed, and one thing that might have been confusing to you or 

other students. 

 

 Top Ten List:  Make a list of 10 things you learned from.... (Any number will actually work). 

 

 Author!  Author!:  Write down three things you might ask or say to the author.  Author can be 

replaced by a historical figure or fictional character as well as inanimate objects (geometric 

shapes, elements, game equipment, etc.) 

 

 
 


