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	Template for a reading comprehension review using the American RadioWorks’ documentary “Logging On and Losing Out”. 

Thanks to the glamorous presentation of championship poker on television and the proliferation of online gambling sites, poker is now becoming more than just a friendly game for high school and college students. The American RadioWorks documentary “Logging on and Losing Out” explores the sudden rise in gambling addiction among adolescents and young adult.  

This activity uses text excerpted from the documentary to give your students practice in preparing for either the Minnesota Comprehensive Assessment in Reading. It is divided into three 45 – 60 minutes sections. Students will first read an excerpt together and practice identifying the main idea, supporting details, and understanding vocabulary in context. These are some of the skills tested on the MCA-II Reading test - see “Things to Know” below. Students will then apply the same skills to identify relevant content in a second article and construct test questions for a peer. In the third session, students once again practice reading comprehension skills by reading the remaining excerpt and answering the peer-created reading comprehension questions.

Materials:

· Access to a computer for each student for all sessions or copied printouts of each article (see “prep” below).

· A copy of “One Click Away” for each student (see below).

· A copy of the “Reading Comprehension Tool” for each student (see below).

· A copy of the “Question Forming Tool” for each student (see below).

· Optional: Real Audio Player 8.0 or higher and headphones for each student.


	Objectives for High School Students:

· Students will practice and apply reading comprehension skills necessary to successfully complete the Minnesota Comprehensive Assessment II in Reading.
· Students will identify the correlation between the increased popularity of poker and the rise in gambling addiction among adolescents and young adults.

· Students will infer and identify the documentary’s viewpoint and evaluate the facts used to support that viewpoint.

	
	Correlations with the Minnesota Graduation Standards

	
	Grade
	Subject
	Strand
	Sub-Strand
	Standard
	Benchmark

	
	7 - 12
	Language Arts
	Speaking, Listening & Viewing


	Media Literacy
	The student will critically analyze information found in electronic and print media, and will use a variety of these sources to learn about a topic and represent ideas.
	Make informed evaluations about television, radio, film productions, newspapers and magazines with regard to quality of production, accuracy of information, bias, purpose, message and audience.

	
	9 – 12
	Language Arts
	Reading and Literature
	Vocabulary Expansion
	The student will apply a variety of strategies to expand vocabulary.
	2. Determine the meaning of unfamiliar words and metaphors by using …, context clues…

	
	9 – 12
	Language Arts
	Reading and Literature
	Comprehension
	The student will understand the meaning of informational, expository or persuasive texts, using a variety of strategies and will demonstrate literal, interpretive, inferential and evaluative comprehension.
	1. Monitor comprehension and know when and how to use strategies to clarify the understanding of a selection.

5. Summarize and paraphrase main idea and supporting details.


Things to know for the MCA-II Reading Test: 

From http://children.state.mn.us/MDE/Accountability_Programs/Assessment_and_Testing/Assessments/MCA_II/MCA_II_General_Information/index.html:
“To meet the basic requirement for reading, a student shall demonstrate the ability to read and comprehend English passages representative of widely circulated material commonly encountered in adult life. Students must read a passage such as a newspaper article and be able to answer questions about concepts and skills like these: 

· · main idea 

· · setting, characterization, plot 

· · fact and opinion 

· · author’s point of view 

· · analysis or evaluation of the text 

· · vocabulary in context 

· · information contained in charts or graphs. 

For more information, see the PDF file “Reading and Math Test Specifications” available at:

http://children.state.mn.us/MDE/Accountability_Programs/Assessment_and_Testing/Assessments/MCA_II/MCA_II_Test_Specifications/index.html

In addition to preparing students for the MCA-II’s, the following activity provide students with the opportunity to develop both literal and inferenctial comprehension skills.  We’ve defined these skills to be:

Literal Comprehension:

· identify the main idea and purpose

· recognize supporting details

· identify the meaning of words and phrases

Inferential Comprehension:

· recognize the author's point of view

· draw logical conclusions

· distinguish between fact and opinion”
PREP - Estimated time: 35 – 45 minutes

1) 20 minutes: Access and peruse the articles on the webpage for the American RadioWorks’ documentary “Logging On and Losing Out”: http://americanradioworks.publicradio.org/features/gambling/. If you believe your students may benefit from an introduction to the nomenclature surrounding addiction and compulsive gambling, see the “Background information” page from the International Centre for Youth Gambling Problems and High-Risk Behaviors - http://www.education.mcgill.ca/gambling/en/problemgambling.htm - for terminology and ideas to share with your students.

2) Determine if your students are going to read the articles online or in printed form during each session

3) 5 minutes: Print off and make copies of the reading comprehension question tool (see below) for each student.

4) 5 minutes: If not using the computer lab for the first session, print off and make copies of the article “One Click Away” (see below) excerpted from the documentary. 

5) 5 minutes: If you are not using a computer lab for either the second or third session, print off and make copies of the other excerpts, one for each pair of students.  These can be found on the webpage for the American RadioWorks’ documentary “Logging On and Losing Out”: http://americanradioworks.publicradio.org/features/gambling/.

6) 10 minutes: Read the first article and answer the questions yourself. Think of how to model test-taking skills – for example, reading the questions first and then the selection. 

7) Optional: If you anticipate that your students will have trouble with the text, they can listen to parts of the documentary first.  See the annotated transcript for 

INSTRUCTION

Session 1: Skill Review

Estimated time: 45 - 60 minutes.

1) Building Prior Knowledge, 5 - 10 minutes: Brainstorm with your class what they know about poker and how gambling online might increase the chances of someone becoming a compulsive gambler.  Discuss how televised poker tournaments and online gambling sites could be contributing to the rise in poker’s popularity and a spike in gambling addiction among adolescents.

2) Purpose, 1 – 2 minutes: State that each student’s task will be to learn about the rise in teen gambling as they practice reading comprehension skills for the Minnesota Reading MCA-II Test. 

3) 5 minutes: Distribute the excerpt “One Click Away” (see below) or point out the link on the documentary’s webpage. Note: this excerpt has a Flesch-Kincaid Grade Level: 
8.3
Flesch Reading Ease Score: 62.6

4) Explain that the MCA-II assesses how well students can apply reading comprehension skills to answer specific questions about a passage. One strategy for taking reading tests is to read those questions first and then read the passage. That way, one will have an idea of what information to look for as one reads. 

5) 10 minutes: Ask students to try out the strategy by just reading the questions first (and not answering them) and then read the passage.

6) After an appropriate amount of time, call the class back together and review the article, identifying the correct answers together.

7) 10 minutes: Distribute the Comprehension Tool to review the reading comprehension skills assessed by the Minnesota Reading MCA-II Test. Point out where in the article students can:

· identify the main idea and purpose – what is the big idea of the article? What does the article do – inform, persuade, entertain, or express?

· recognize supporting details – what facts or examples did the author use to support the main idea?

· identify the meaning of words – using context clues, can you figure out what a word means?

· recognize the author’s point of view – does the author have a clear a point of view? If so, what statements are clues to the author’s point of view? 

· draw logical conclusions – based on the details presented, what conclusions can be made?

· distinguish between fact and opinion – what evidence did the author use to support statements of fact?

Point out how each question asked the student to apply one of the reading comprehension skills and whether or not they had to infer the answer. 

8) Skills Practice, 15 – 20 minutes: Distribute the excerpt “The Poker Party” and give students an appropriate amount of time to complete the article. As they read, prompt them to fill out the Comprehension Tool to prepare them for the closing discussion.

9) Closing Discussion, 10 minutes: Review the impressions students expressed during the brainstorm. Then ask students to state what they think the impact of online gambling is having on how adolescents play poker. How would you summarize the situation and possible different points of view? Which point of view do you think is “the truth”? What evidence do you have from the reading, what details are there in the article that supports your conclusion?

Session 2: Skill Practice: Creating Test Questions
Estimated time: 40 – 60 minutes.

1) Review, 5 minutes: Briefly recall the points students contributed in the first session’s closing discussion. 

2) Purpose, 1 – 2 minutes: Explain that in this session, students will learn more about the struggle women workers faced in the Iron Range mines. Students will be able to choose one of the remaining two articles to read. Their task will be to develop questions on their chosen article that tests their peer’s reading comprehension. State that all this activity will prepare them for the Minnesota Reading MCA-II Test.

3) Distribute Reading Articles, 10 minutes: Briefly summarize what each excerpt covers (e.g., the legal fight, the settlement’s legacy). Invite students to pick an excerpt that most interests them and find a semi-isolated spot to read the article. If students are accessing the articles online, point out the links to the articles on the documentary’s webpage: http://americanradioworks.publicradio.org/features/gambling/.

4) Introduce the Question Forming Tool, 10 minutes: Review the skills assessed by the Minnesota Reading MCA-II Test: 

· identify the main idea and purpose – what is the big idea of the article? What does the article do – inform, persuade, entertain, or express?

· recognize supporting details – what facts or examples did the author use to support the main idea?

· identify the meaning of words – using context clues, can you figure out what a word means?

· recognize the author’s point of view – does the author have a clear a point of view? If so, what statements are clues to the author’s point of view? 

· draw logical conclusions – based on the details presented, what conclusions can be made?

· distinguish between fact and opinion – what evidence did the author use to support statements of fact?

5) Briefly review the questions from the last session and point out which skill the question assesses. Distribute the Question Forming Tool and walk the class through how to use it to form questions on the article they just read.

6) Assignment, 15 - 30 minutes: Assign students to use the tool to create their own questions and their answers on the excerpt they chose to read. Mention that their peers will use these questions in the next session to assess their own reading.

7) Small Group Check, 10 – 15 minutes: After an appropriate amount of time, ask the class to form into small groups made up of students who read the same excerpt. Have the groups compare the questions each member created to check for accuracy and relevance. NOTE: if time runs short in this session, this step can be moved to the third session.

8) Collect Papers, 1 – 3 minutes: Collect the questions and answers, along with the excerpts, to be redistributed next session. Keep each set of questions together with the excerpts to facilitate distribution in session 3. BE SURE students have written their NAME on their question forming tools.

Session 3: Applying the Skills
Estimated time: 50 – 60 minutes.

1) Review, 5 – 10 minutes: Revisit student impressions of the struggle. Recall the points students contributed in the first and second sessions. Query if there’s anything to add to the discussion.

2) Assignment, 25 - 30 minutes: Invite students to read the one excerpt they haven’t read yet and answer the other students’ questions from session 2. While students are “taking the test”, divide the class into two groups.

3) Small Group Assessment, Round 1, 10 minutes: Assign one group to be the assessor. Direct them to meet with students who just completed reading the same excerpt each assessor wrote questions for in the second session. The assessor’s task is to review the other student’s answers to her or his questions and point out where in the excerpt the correct information lies.

4) Small Group Assessment, Round 2, 10 minutes: Switch the assessor group and repeat step 3.

5) Final Closing Discussion, 5 – 10 minutes: Ask students to share what they learned about the link between online poker and gambling addiction?  Why do they suppose a few are successful but the vast majority end up loosing significant amounts of money?

“One Click Away” (excerpted from the American RadioWorks’ documentary “Logging On and Losing Out”)

Eighteen-year-old Matt Murray is one of around 20 million Americans who gamble online.

"I have a bunch of poker sites," says Matt. "I'll go to this one today ... Partypoker.com."

He clicks on his bookmark and Party Poker pops up. He checks to see how the action is this afternoon.

"Right now, 54,000 people are playing on 7,400 tables," he says. "This is the biggest site with the most players, which is why I like to play on it because there are generally more bad people playing."

And with so many bad players, there's more chance for Matt to take home the winnings. In online poker, you play against other people, not the house. You enter a virtual table with 10 players. Using a credit card, each person pays a set amount into a pot, in the case of Matt's game today, $200 apiece. The winner takes $1000, second place $600 and third $400. The rest get nothing. In addition, there's a $15 fee which goes straight to the Internet poker company. You play until only one person has any chips left.

Matt's dorm room at the University of Minnesota, Duluth, is small and crowded. Windows are blacked out and socks, bedding and poker chips are strewn over the floor. Matt sits on an impressive ergonomic chair watching two state-of-the-art flat-screen computer monitors.

"I have two monitors so I can play eight tables at a time without overlapping," says Matt. "If I was to play one table, the luck factor would be a lot more than versus eight tables. The variance isn't as much."

Matt is using his skill to reduce the element of luck that's part of any poker game.

Matt's a freshman studying business management in Duluth. He may be new to the university but, judging by the number of people crowding into his room to watch him play, he's already become something of a star on campus.

"I'm now currently 33rd in the world of online poker. During the summer, I was as high as 25 but now it's school. I'm focusing a bit more on school."

But he's clearly still on his game. In the space of half an hour watching him, Matt was already $200 up. And this isn't unusual for him. Indeed he's been so successful that he says he's able to fund his entire college education with his winnings.

"I've won around $150,000 so far, playing online," says Matt. "It's amazing. I'm not stressed for cash like most college people. I'm paying for college myself. I don't really have any dependence on anyone, so it's pretty nice."

To win that kind of cash, Matt dedicates anywhere between two and 12 hours a day to online poker. Friends like his roommate Steve bring him food and crowd around the monitors to see him in action.

"I've watched him play and I've tried to learn the way he plays, but I've understood that he sees concepts that are deeper than I can understand," Steve says. "I think he's just got a gift or something which makes him just a great poker player which has obviously led to his success."

Another roommate, also called Matt, is rather envious of his friend's success.

"I played a little before, but then once I got to know him, I wanted to play more because I found out how much money you could actually win. He always has all the nice cool stuff that we wish we could buy."

Unfortunately for his friends, Matt Murray is a highly unusual case. Few gamblers defy the grim odds of the online poker rooms. Indeed it's estimated that about 90 percent of players end up losing money. Yet they'll come back to play again and again, hoping to win big like the celebrity poker players they see on television.

Hit TV shows like ESPN's World Series of Poker have become a ratings phenomenon. The World Series has been around since the 1970s. But the game of poker has been part of American culture for nearly two centuries. Mississippi riverboat gamblers helped popularize the game in the early 1800s. Warren Harding, the 29th U.S. president, played poker at least twice a week, and once gambled away an entire set of White House china. A lot of Americans have grown up playing an occasional social game with buddies.

But when ESPN started broadcasting the World Series a few years ago, it transformed poker's image, turning it into a fashionable sport, offering players the chance to become millionaire celebrities overnight.

"We've had poker on our air since 1994," says Keri Potts, a spokesperson for ESPN. "We decided in 2003 that our ratings through the years had been strong enough and encouraging enough, and our guys felt that this was about to go big, that we decided to take it 'in house' under the ESPN original entertainment banner. What does that mean? It means we treat it exactly the same as we treat all our live sporting events which is a multitude of cameras, high level technology, just the support that you'd give any other show you want to produce with the ESPN hallmark."

The hip, slick presentation appeals particularly to young, male and action-fixated teens and college kids. Combine this cool image with another new and powerful force, the Internet, and you get an unprecedented boom-time for the gambling industry.

Americans spent an estimated $6 billion on Internet gambling last year. The most popular site with players is Party Poker, a company that was set up in 2001 by a quartet of two Indian computer engineers, an American former porn entrepreneur and her husband. Four years later, the company floated on the London Stock Exchange at a value of more than $9 billion.

Most of the profits that online poker is delivering to Party Poker come from America, says Richard Segal, Chief Executive of Party Gaming, owners of Party Poker, which is based offshore on the British territory of Gibraltar.

"We have, on a daily basis, about $185 million being wagered across our system," says Segal. "If you look at how much of our business comes out of the United States, it is about 80 percent in terms of turnover."

In the past few years, more than 300 Internet poker Web sites have sprung up around the world. Though most of the gamblers are American, all the Web sites are based offshore, as Internet gambling is officially illegal in the United States. It's estimated that these sites receive bets totaling more than $1 million every minute.

And an increasing number of these bets are now coming from college kids.

Questions

1) According to the article, poker 

A) is a relatively new game.

B) is becoming more popular because of TV broadcasts.

C) is an easy way to make a lot of money .

D) is not very profitable for online gaming sites.

2) “Windows are blacked out and socks, bedding and poker chips are strewn over the floor.”

In this sentence, strewn means

E) to be neatly organized

F) to be scattered

G) to be lined up

H) to be tossed back and forth

3) The MAIN IDEA of the article is that more young people are gambling

A) because it is exciting to watch on television.

B) because most players make money after awhile.

C) because TV poker and the amount of money that can be won appeals to a younger, male audience.

D) anyone can play, anytime.

4) The author of the article MOST LIKELY believes that

E) there’s nothing wrong with a growing number of high school students betting money.

F) Interest in poker will begin to fall.

G) the combination of TV poker tournaments and online gambling will result in more students choosing to gamble.

H) poker is a fun game with little risk.

Name: 

Date: 

Hour: 


Reading Comprehension Tool
	Literal Comprehension: What is actually stated.
	Inferential Comprehension: What information isn’t specifically stated?

	Identify the main idea and purpose – 

What is the article’s big idea? Summarize what the article is about. What does the article do – inform, persuade, entertain, or express?

Identify supporting details - 

What facts and examples did the author use to support the main idea?


	Recognize the author’s point of view -

Does the author have a clear a point of view? If so, what statements are clues to the author’s point of view?

Draw conclusions – 

Based on the details the author presented, what conclusions about the subject can you make?
Distinguish between fact and opinion – 

What evidence did the author use to support factual statements?



	Identify the meaning of words – 

Identify a word you had trouble understanding or one that you think someone might have trouble understanding. Copy the sentence as it appears in the article. Circle the word and write what you think the word might mean, based on how it’s used in the sentence.






Name: 

Date: 

Hour: 


Question Forming Tool

After you’ve read the excerpt, use this tool to help you create questions with which to test your peers. Remember to change where you place the correct answer for each question.

	Identify the meaning of words:

Find a word that you think your peers might not be familiar with. Write the sentence it is used in and circle the word you chose.


Now, write three incorrect definitions for the word, along with the correct definition here.

In this sentence, the word ___________________ means 

A. 


B. 


C. 


D. 

	Supporting details:

Identify a supporting detail. Rewrite it so that this question makes sense:

According to the article, 


Now, write three incorrect answers for the question, along with the correct answer here.

A. 


B. 


C. 


D. 

	Identify the meaning of words:

Find a word that you think your peers might not be familiar with. Write the sentence it is used in and circle the word you chose.


Now, write three incorrect definitions for the word, along with the correct definition here.

In this sentence, the word ___________________ means 

A. 


B. 


C. 


D. 


	Main Idea:

The MAIN idea of the article is …

Write three incorrect possible answer for the main idea, along with the correct answer here.

A. 


B. 


C. 


D. 

	Distinguish fact and opinion:

The author of the article MOST LIKELY believes that …

Write three incorrect answers for the writer’s opinion might be, along with a correct statement. HINT: Write “the writer was unbiased” if you think so.

A. 


B. 


C. 


D. 

	Draw conclusions:

After reading the article, you can conclude that …

Write three incorrect possible answer for the what a reader may conclude, along with the correct answer here.

A. 


B. 


C. 


D. 
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