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This is Anderson’s Taxonomy, a revised version of Bloom’s Taxonomy of 
Higher Order Thinking Skills.

This shows a step by step approach towards active thinking, learning and 
doing  that will:

•Enable all learners to make deep and long lasting progress

•Encourage everyone to approach challenges with confidence, clarity and 
creativity

•Help all of us  in all aspects of life, from learning in the classroom to taking 
exams to managing and leading

•We have Superflea and Kando as our cheerleaders and inspiration, but what 
animals could embody the ideas in each of the columns?
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Now, a flea is a pretty amazing creature. Did you know that… 

(1) A flea can pull up to 160,000 times its own weight. 

(2) A flea can jump over 150 times its own size. If a man had the same 
strength, he could jump over St Paul's Cathedral. 

(3) When jumping, the flea accelerates 50 times faster than the space shuttle. 

(4) A flea can jump 30,000 times without a break. 

(5) Superflea!
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We are going to use the ideas and characteristics of animals to help us to 
remember the different parts of the Higher Order Thinking Skills

•We have Superflea and Kando as our cheerleaders and inspiration, but what 
animals could embody the ideas in each of the columns?
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With these ideas and skills in place, everyone will  be able to make great 
progress and develop their skills across all aspect s of their life, in and 
out of school.

Reminder that this shows a step by step approach towards active thinking, 
learning and doing  that will:

•Enable all learners to make deep and long lasting progress

•Encourage everyone to approach challenges with confidence, clarity and 
creativity

•Emphasising that the Kando philosophy is a key principle

•Help all of us  in all aspects of life, from learning in the classroom to taking 
exams to managing and leading

This is about self-esteem and fulfilment for everyone. Sharing this 
understanding of how to make progress is perhaps the most important thing 
that we do, the key aspect of keeping lids off of jars.








