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Cooperative Learning

[image: image4.wmf]                                   

In setting up cooperative groups, look for balance.  The teams should be composed of students of different academic levels.  Mix students with different abilities.  Consider the ethnicity, race, and gender of the team members too.  Grouping students by common interests is another strategy.  Try to limit the group size to four.

Set up simple ground rules for group behavior.  This need not be a long list of guidelines.  A sample list may include the following:

· Listen while others are talking.  Listening does not include talking.

· Give everyone a chance.

· Use majority voting when the group cannot agree.

· Ask for help.  Your teammates are there to assist.

Interdependence is the key to learning in cooperative groups.  Each participant has a clearly defined role thereby building ownership for what the team accomplishes.  Some assigned roles include the following:

	Role
	Duty

	Reporter
	Reports ideas of group to the whole class

	Recorder
	Writes the group’s comments, reactions, etc.; turns in the assignment to the teacher if necessary 

	Monitor
	Makes sure that all team members know the material; focuses on agreement

	Encourager
	Prompts participation from all members; accentuates the positive

	Manager
	Collects materials and is responsible for them from beginning to end


Carol Tomlinson suggests that teachers first teach the whole class how to work independently and quietly while doing such tasks as reading, journal writing, manipulative investigations, or researching on a computer. The teacher might then have half of the class work on these self-directed activities while the teacher guide’s the other half of the class in a more teacher-dependent content-based activity.  After a specific time period, the groups switch.  As the teacher experiences success with this management system, he/she can divide the class into three groups.  One group would work on the self-directed tasks mentioned earlier, the second might work with the teacher, and the third group may rotate through two or three learning stations.

As the teacher plans for this differentiated class, he/she needs to have in place a procedure for addressing students needing assistance.  Some teachers encourage their students to, “Ask three, then me.”  This is especially helpful when students have questions regarding page numbers, directions for a worksheet, etc.  Others have an “expert of the day” desk.  One or more students especially skilled with the day’s assignment serve as consultants.

Instead of going over the directions for each group with the whole class, teachers suggest the use of written task cards or assignment sheets.  Others find it useful to go over the directions with representatives from each group.  These few students then have the responsibility to present the explanations to their individual 

groups.  As you read the following ideas for cooperative learning strategies, the hope is that your own ideas will be stimulated.  Even though an idea may be described in an elementary context, consider how it might be adapted for secondary schools.

Working in Groups

Guidelines and procedures for working in groups must be taught and practiced or they will not be successful.  Many teachers will not utilize cooperative learning in their classroom because they cannot effectively manage their students.

Before the students engage in any group activity, they must:

· Know how to arrange their chairs for all different types of group activities.

· Practice the five second rule for getting into a group.

· Use 6” voices while working in-groups.

· Have clearly defined roles and expectations.

· Define time frame for all activities. (use an egg timer and enforce the three minute 

      warning)

· Understand the action (raised hand) that means silence and wait for further instructions.

· Be assessed on every group activity. (Examples: written quiz, oral presentation, questioning, roundrobin, roundtable, etc.)

Transition Times

Transitions are those in-between times when students are not actively engaged in a planned lesson.  Transitions can be a big factor in wasted time in the classroom.  Transitions can also be the cause of disruptions and many discipline situations.

· Use a stopwatch to time students during transition.  Write the time on the board.  Tell the students you think they can do better.  Tell the students you are going to let them try it again; and if they can beat the time by 2 minutes, you will give the class 10 minutes at the end of the class for a preferred activity.  The preferred activity must be learning related and something the teacher can live with.
· If you have just taught a stimulating lesson with a lot of student interaction and it is time to transition—go SILENT!  Instead of announcing the directions for the transition write the directions on the board and merely point to them.  Stand quietly and calmly and watch to see who follows directions first.  Write the first few student names you OBSERVE following the written instructions on the board under the heading ON TASK.  Reward these students using your reward system.
· Count backwards from twenty.  Whatever number you say when the class is transitioned is the point value that the class gets toward a group reward.
· Count to five with the fingers of your hand.  Give me five.  One, give me your eyes.  Two, give me your ears.  Three, give me your hands.  Four, give me your mouths.  Five, give me your minds.
Six Easy Transition Activities

1. Free-Writing Exercises – Gives students who finish an activity early a guided, free writing topic that relates to the next subject that you are about to teach.  You can ask them to:

· Search the Internet for an article or textbook entry about the topic and write a summary about the information they found. Remember to use www.beyondbooks.com. 

· Write everything they know about the subject up to that point.

· Write a list of questions they have about the topic.

· Write their personal feeling about the topic.

· Imagine they are another person, a historical figure perhaps, and how they would view the topic.

2. Big Question Writing – Ask students to write a paragraph about a Big Question.  A few suggestions are:

· What qualities should a president have?

· If you could invite three people to dinner, who would you invite? Why?

· If you could travel to the moon, would you go and why?

· Do you believe there is life on other planets?  Why?

· If humans are able to create sophisticated forms of artificial intelligence in robots, what should they be used for?

· Does the planet need biological diversity to sustain its living organism?

3. Challenge of the Day – Write a challenge on the board, and allow students to begin working on it while they trickle into class.  Award students points for effort and more points for getting it right.

4. Homework Wrangling – Ask students to review homework a final time prior to turning it in or give a homework quiz allowing students to use completed homework assignments.  Have students write down new homework assignments that have been written on the chalkboard.

5. Skim and Scan Pre-Reading – Ask students to skim and scan the next chapter in the textbook or a selection on-line and to create an outline based on the main ideas presented.

6. 5 Minute Sponge – Ask the students to write down without outside assistance every fact they can remember about the topic they are studying (the more specific the better).  After five minutes, collect silently and move on to the next activity.  Before the next class meeting, each person’s fact sheet must be tallied to assess how much your students know.  Award student points on a set scale to determine a grade for this activity (more than 10 = C, more than 15 = B, and more than 20 = A). Sponges are always the opening activity of the next class meeting.
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Organize Your Classroom

Manage Your Classroom Like Your Business

Adapted from the Internet site freelessonplans.com
· Place related materials together and in an easily accessible spot.  The students and teacher should be     
      able to locate needed supplies immediately.  When students enter the room, have the materials for   

      the first class already on the desks or at your fingertips for easy distribution.
· Plan an activity for students to start as soon as they enter the room.  This activity can be as simple as 
      five practice items from the day’s previous learning.  Do not portray this as busy work but part of 

      your instructional day.  This is when you can take the roll.
· If you leave the room and return for more instruction later, have the necessary materials out and 
      ready to go before you leave—saves time and confusion. 
· Have an extra pencil jar containing odds and ends. 
· Before the first day of school have basic equipment on the student’s desks—this makes you look 
            ready for the business of learning.
· Organize your teaching materials—a system and a place for your daily schedule, plans, seating chart, 
      teaching materials for the day, etc.
· Over prepare with materials and planning—prepare more – not less.
· Give attention to the desk arrangement in your room.  It is certainly nice to arrange your classroom 
            for as much space as possible; however, at the beginning of school, I suggest a very structured     

            seating arrangement (rows) and getting more creative after the procedures and rules are in place and     

            understood.
· Label the student desks with names.
· Make your room neat and simple.  Clutter leads to class disorganization.  Remember that your 
            classroom is a lab for learning.
· Train students to put notes from parents on your desk in a designated place rather than handing them 
       to you when they enter the room.
· Plan for smooth transitions from one activity to another.
Numbered Heads Together 
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Students number off.  Each student on the team has a different number.  The teacher asks a question followed with the statement, “Make sure that everyone on your team knows…” Students may be given a time frame.  The students put their heads together and make sure that everyone knows the answer.  The teacher calls a number.  Students with that number raise their hands to be called upon.
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Chart papers are posted around the room.  Topics are written at the top of the paper.  Teams stand by a topic chart.  They have one minute to write as many facts as they can on the topic.  When one minute is called, the teams rotate to the next topic.  They have two minutes to read and discuss what the previous team has written.  They may put a question mark by items with which they disagree.  They then have one minute to write additional information before rotating to the next topic chart.  The rotation continues until each team reports back to its original topic.

The teacher can expand on the activity by having the students use reference materials to prove the facts written on the chart.
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Each cooperative group of 3 or 4 is given a piece of chart paper and different colored markers.  There needs to be a different color marker for each group member so that the teacher can track each individual’s contribution.  Each group is given a different question, topic, issue, or statement to which they respond.  Examples included “Ways to Conserve Energy” and “I feel that Romeo and Juliet should have…” For a short time period, every group writes their “graffiti” (their words, phrases, and statements) on their particular topic.  The teacher then stops them and asks each group to pass their graffiti sheets to the next group.  The process repeats with each group now responding to the new topic.  Continue the process until a group’s original sheet returns to them.  As a group, they read all of the contributing comments, discuss, and summarize them.  They may also wish to categorize the comments in order to draw conclusions or to present a brief summary presentation to the class.
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Student’s pair up and share their thoughts.  Before a discussion, the teacher may present the topic to the class.  The teacher may have the students pair up and exchange their thoughts or questions.

Sometimes a teacher may ask students to form pairs and share their reactions to a lecture, discussion, or reading selection.  It is also effectively used when the students have been working alone for an extended time period or after an intense listening activity.
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Choral work helps students memorize material.  The teacher prepares cards with the desired information.  Print one item on a card.  Limit the cards to 10-12 for the first day.  For example, write sodium fluoride = NaF.  Hold up a card and have the students read aloud.  Keep up the pace.  Do this for a few minutes daily.  As the students learn the material, add new cards.  Periodically reintroduce the old cards though.

Do not be concerned that some students do not know the material as well as others.  The purpose of repetition is to help students internalize the correct information.  Do not be tempted to show only the question either.  The repetition of the question with the answer helps the student to memorize the material as a whole.  Some teachers ask students to speak more or less loudly depending on the height the teacher holds the cards.
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Roundtable is an excellent strategy to use at the beginning or end of a lesson.  It can be used with no time limit or can be structured as a race.

Step 1 - The teacher asks a low consensus question.  He/she also announces a time limit.

Step 2 – Each student makes a list of answers on their piece of paper.  The teacher calls time.

Step 3 – Each student passes their paper to the student on the left or right and continues to add answers to this different paper.  Teacher calls time.

Step 4 – Repeat step 2 and 3. 

Step 5 – Return paper to original owner.

Step 6 – Share/use responses.

[image: image14.wmf]Roundrobin is a simple and quick variation of Roundtables that requires no writing.  Students take turns stating answers.

Think-Pair-Share  






Think-Pair-Share is a strategy developed to encourage directed student participation in the classroom.  Students are taught to use a new response cycle in answering questions.  The technique is simple to learn and is applicable across all grades, disciplines, and group sizes.

· Students listen while the teacher poses a question.

· Students are given time in which to think of a response.

· Students are then sometimes cued to pair with a neighbor and discuss their responses.

· Students share their responses with the whole group.

A time limit is set for each step in the process.  Students may also be asked to write their responses while in the think and/or pair mode(s).

(Developed by Dr. Frank Lyman, Howard County Public Schools and the Southern Teacher Education Center, University of Maryland)
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When it is time to practice a new skill, careful structuring of a worksheet and the process of working on the worksheet can lead to a dramatic difference in the mastery which results.

One way of ensuring that students will help each other and that all students will stay on task is a simple structure called Pairs-Check; all of the students stay on task and work together to master the worksheet skill.

Steps in Pairs-Check 

Pairs Work.  A team of four breaks into two sets of pairs.  Partners work on a worksheet.  One student works on the problem while the other watches and helps if necessary.

Coach Checks.  The coach checks his partner’s work for agreement. If the partners don’t agree on the answer, they may ask the other pair on the team. If the team as a whole cannot agree on an answer, each teammate raises a hand, four hands up is a team question.

Coach Praises. If the partners agree on the answer, the coach offers his partner a praise.

Partners Switch Roles. The partners switch roles and repeat steps 1-3.  The student who had been the coach now becomes the problem solver while the other student becomes the coach.

Pairs Check. The team reunites and pairs compare answers.  If they disagree and are unable to figure out why, four hands go up for teacher assistance.
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Jigsaw is a strategy that will benefit all types of learners in small and large groups.  Keep in mind the overall concept of the jigsaw puzzle—many pieces are used to make a complete picture.

Step 1- Select a chapter in a content area or novel.  Consider using this strategy as an introduction or review session.

Step 2- Determine and explain your objectives.

Step 3- Divide the class into “expert” groups.

Step 4- Give directions and requirements to each expert group.  For example, group 1 is the expert group for section 1 in Chapter 10 of the science text.  They are responsible for knowing, for sharing and for explaining the main concepts and supporting details. Group 2 is the expert group for section 2 and so on.

Step 5- Provide appropriate time for step 4; then assemble new groups to include an expert from each of the original groups.  Each expert now presents his information to the other members of the group.  No one person has read or studied the entire chapter yet; they all have shared in the learning of the information within the assigned chapter.  Each student shares his piece of the jigsaw to complete the puzzle.

An English teacher shares that she used short stories from the Reader’s Digest, laminated them, cut them into jigsaw shapes, and placed them in envelopes.  Small groups of students then put the stories back together, read them out loud within their groups, and composed summaries.  They then shared their re-writes with the whole class.

Sponge

This activity is used to discover what students have learned.  Divide your class into pairs and ask them to list all information learned during the class period.  Instruct your students to be very specific; the more specific they are, the more points they can earn.  For example, George Washington (1 pt), president (1 pt.), established the first cabinet (1 pt.), etc.  Grades can be given for reaching a certain pre-established point scale or extra credit for performance can be given on the next homework assignment.  This activity works well as closure and as the opener of the next class.
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This activity is used to introduce or reinforce material.  In poster runoff students are divided into groups of three and asked to reproduce a picture with only one member of the group being able to see the picture.  The following roles and procedures should be followed:

Role #1: Giver of Information ---- This person is given a picture, and it is their responsibility to share what he/she sees with role #2.

Role #2: Receiver of Information ---- This person listens to what role #1 tells them is represented in the picture.  Then, he/she tells role #3 what they have been told.

Role #3: Interpreters of Information ---- This persons puts on paper what role #2 tells him that role #1 sees in the picture.
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The activity allows the teacher to poll his/her class or to check for understanding of presented material.  This is a quick way to get your students up and moving and still see if they are prepared to or are learning desired material.

Procedure:

1. Number the Four Corners of your classroom 1,2,3, and 4.

2. Ask a question with four possible answers to your students about a topic or presented material.

3. Students move to the appropriate corner that represents the answer they agree with.
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Using old textbooks, come up with pictures and text that answer specific questions about the information that you would like your students to learn.  Put each picture or text on a piece of construction paper and laminate it for future use.  Type questions that can be answered from the pictures and text.  After preparing activity, students walk around the classroom answering the designed questions from each picture and text.  It is good to have more than one scavenger hunt going on at a time so that your class can be divided into groups to prevent waiting to answer questions.
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Collages

A student-created collage can be used to introduce, teach, or review a concept.  This activity allows students to interact with course material using modern day images that represent a specific item. 

Materials:  Magazines

                  Poster board or large pieces of construction paper


      Glue sticks

                  Markers

Procedure:

1. Divide the class in groups of four.

2. Each group cuts pictures from magazines that represent the main points of the topic given. For example, please find pictures and create and label a collage that represents ten major presidential actions during George Washington’s administration.

3. Each picture must be cut out, glued to the poster board or construction paper, and labeled as to what it represents.

4. Each group presents their collage to the rest of the class explaining what their pictures represent.
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The Brown Bag is a great way to introduce, present, or review a concept.  It is most effectively used as an out-of-classroom creation followed by presentation in the classroom on the next meeting.

Procedure:

1. Assign a topic.

2. Give each student a brown lunch bag.

3. Instruct each student to go home and fill his or her bag with items that explain the topic.

4. Have each student empty and present the contents of the bag to the rest of the class.
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All students enjoy pretending they are someone else, doing something else.  Allowing your students to pretend that they are scientists demonstrating a scientific procedure, complete with lab coat, can really spice up the delivery of material.  Students can act out historical characters, play teacher in math, be the galloping gourmet, and so on.  Let students be center stage whenever you can.
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Taking notes can become boring; and when this occurs students often miss valuable information that is being presented by their teacher.  In an effort to spice up taking notes, the students can create a brochure instead.  

Materials: Paper



      Pens and makers



      Magazines or preprinted pictures

Procedure:

1.   Give each student a piece of paper

2.   Have the student fold the paper into thirds

3.   Give the brochure a major title on front and subtitles in the interior and on the back

4.   Have students add information that is either being presented by the teacher or from another source

5.   Encourage students to draw and use their creativity to spice things up
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White boards are a great way to review, work math problems, spell words, diagram sentences, and so on.  White boards are made from shower board that you can buy at Home Depot (If you tell them you are a teacher, they will cut it for you for free).  Each shower board makes 30, one-foot squares that can be used with dry erase markers.
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Connections is a game that helps students tie information together.  The teacher creates slips of paper with terms, numbers, events, and so on.  In addition, the teacher adds slips of paper that say cause and effect, assumption, outcome, can, must, if, and, or, but, alternative, proof, me and my life, etc.  The student then draws six slips of paper, puts them in a logical order, and ties them together into a story.  The student then presents his connections to the class.  This can be used as an introduction or as a review of material.  Also, this is a great way to have students put information into chronological order.  Also, this activity works even better with groups of students.
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 Invisible Map

Invisible map is a powerful imagery strategy that is absolutely outstanding for the study of geographic maps but is not confined to teaching that topic.  Invisible Map can be used to instruct students about anything that has structure and form.  Examples include: digestive system, parts of a cell, solar system, time lines, parts of a table saw, etc.  The teacher starts by “drawing” an outline in space for the class.  This “drawing” is invisible, but it is described so well by the teacher that the students are able to see the drawing in their own minds.  Areas or elements within the “map” are added in any order the teacher wishes.  As the activity continues, the teacher reviews locations and components constantly to help students perfect their internal “map.”  When the activity is finally taken to paper and pencil, students’ retention of the information will astound you.
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Board Relays allow students to review, refine, and demonstrate their knowledge and actively work as a team in a relay-style competition.  The class is divided into teams of 4-6 participants seated in rows.  At the teacher’s signal, the first person from each row or team runs to the board and performs the first part of a given task.  When that person has finished and returned to his/her seat, the next person runs to the board to perform step two of the task.  This goes on until most teams have completed the entire task and are seated and silent.  Team members are encouraged to assist each other, but there can be only one person at a time from each team at the board.  Teams score one point for completing the task correctly and an additional point for finishing first.

Board Relay tasks must involve structure, sequence, or lists.  Some examples include: writing a dictated sentence correctly, listing the countries of Africa, drawing and labeling the parts of a flower, conjugating verbs, and solving equations.
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Creating a Mobile

Students select a unit of study in any subject area (a novel, an African kingdom, an author, a social issue, a culture, usage of fractions) and create a mobile to represent that unit of study.  Students must have five symbolic representations suspended on their mobiles.  The symbols must be accompanied by short, written explanations that link the symbols to the concepts they represent.  Mobiles are submitted for grading along with an outline or web of the content of the unit of study.
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Rapid Refire Cards

Rapid Refire Cards are used to review content.  Each student is given a baggy with specific cards (A, B, C, D, F, G, H, J, 1,2,3,4, True, False, Yes, No).  Students are asked questions and then asked to present the correct card for their response.
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Flash Cards 

Have students put information on index cards or pieces of paper.  The question is to be on one side and the answer on the other.
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The teacher makes a stack of cards that put events in chronicle order, matching people and their accomplishments, steps in a process, etc.  The students are divided into groups of four, and each group is given a stack of cards in a baggy.  The students are challenged to see who can complete the task first.  The teacher monitors progress and will inform students when a mistake has been made.  The teacher will not tell the students what the mistake is; the students will have to continue to make corrections until the task has been completed.
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This is a great way to review material and can be created by the teacher or by the students in the class.  Using Trivial Pursuit or Millionaire as a model is an easy way to start.  Boards are easily created on the computer and taped to poster board.  Be sure to laminate your board games for future use.  Dice and tokens can be purchased at the Dollar Store.
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The teacher will divide the class into two groups and create the baseball diamond. The students should physically move around the bases. (3—5 bonus points should be awarded to the winning team on their next test or quiz to encourage studying for the game.)

Game Procedure:

1.
Teacher directs question to player #1 on team1.

2.
If student answers question correctly, he goes to first base.

3.
If student answers incorrectly, the opposing team can collaborate and answer to put the student out. If team #2 fails to answer correctly, the student receives 1 strike and is asked another question. Note: If a student gets three strikes, he is out automatically.

4.
The process continues until team #2 gets three outs against team #1. Then team #2 gets to bat until they get three outs.

Note: Four players must answer correctly to score a run.

5.
The team scoring the most runs wins the game.

VARIATION:

STEALING: If a student answers incorrectly and the opposing team cannot get the batter out any person on base can answer. If one person on base answers correctly, he can advance one base possibly pushing in a run.
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The teacher will divide the class into groups of four. Note: If you end up with some groups of three, one person will always have to go twice.

GAME PROCEDURE:

1.
Two persons, one from each team, attempt to answer a toss up question. (They get up and come to the toss up area, and the one ringing the bell first receives the option of answering first)

2. The winner of the toss up round decides if his team will play or pass. To play means your team will answer first. To pass, means that the opposing team will answer first.

3. If the team plays, each team member must answer 1 question. If the team answers all the questions, they are awarded 50 points; and the next two teams are up. (Note: Player #1 is in the toss up round, Player #2 answers question #2, Player #3 answers question #3 and Player #4 answers question #4. The next time this team is up Player #2 goes to the toss up round, and Player #3 answers question #2.)

4. If the team answers incorrectly, the opposing team gets the chance to steal if they can answer the question on the floor. They can collaborate. If they answer correctly, they receive the amount of points already accumulated (each question is worth 10 points). They may also choose to answer additional questions to raise their score to 50 points. If the score is already 30 points, they would have to answer two more questions to receive 50 points. The individuals who answer the two questions must be the two persons in line to do so. If the second team fails in this effort, the questions go back to team #1 which has the same options. If they fail, no one receives points; and the round is over. The round can also be over when the first steal fails as team #1 would receive the points on the floor. The round can also be over if the steal is successful and the team chooses to take the available points and not to answer extra questions.

5. The teacher should announce in advance how many rounds a game includes. (I have found that five rounds per team can be done in a class period).

6. The team scoring the most points wins the game and receives bonus points.

[image: image36.wmf]GAME #3: BUZZERS

Buzzers is done with electric buzzers which are found in most schools. The teacher divides the class into teams of four and creates a double elimination tournament. Note: Different size tournaments enclosed.

Each round of the tournament is 15 questions long, and the team scoring the most points advances into the winner’s bracket. The losing team goes into the loser’s bracket. A team must lose twice to be eliminated.
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The teacher divides the class into two teams. One team lines up on one side of the room and one team on the other. A question is asked to the first student on one side. If he/she answers the question correctly, they remain standing. If not, they set down. The teacher asks questions back and forth from one side to the other. The team with the most students standing at the end wins.
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The teacher divides the class into groups giving them material to review with each other. A time limit to end the study session should be set.

GAME PROCEDURE:

1. During the study session each group selects a group spokesperson. The spokesperson will give all answers for the group during the questioning session.

2. The spokesperson for each group stands, and the teacher asks the first group a question. Note: Group members are to give spokesperson the answer to give to the teacher. If the group answers the question correctly, the teacher moves to the next group. If the group answers incorrectly, that group is out of play.

3. The group with a spokesperson still standing at the end of questioning wins.
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The teacher divides the class into groups. The first group to finish a worksheet correctly for every group member wins.

VARIATION: FINISH AND KNOW

The worksheets are still completed correctly by all group members, but now the group members take on the responsibility of teaching each other the content represented on the worksheet. Before a winner is declared, the teacher can ask any group member five question to assure learning has taken place. This process continues until a winner can be declared.
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The teacher divides the class into partners. They complete and learn the content on their worksheet. When they believe that they know the material, they bring the worksheet to the teacher for checking. If all material on the worksheet is correct the teacher will ask each partner two questions. If they both answer correctly, the game is over. If not, the teacher continues to search for a winner.
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GAME PROCEDURE:

1. The teacher will divide the class into groups.

2. Each group will create a deck of cards on any assigned subject matter. One card lists an example or question, and a second card contains a matching fact or answer.

  Example:
Card #1 — Jamestown

             Matching Card #1 — located in the colony of Virginia

3. Cards are then shuffled for dealing.

4. Drawing one student from each classroom group creates card playing groups.

5. The cards are dealt.

6. Each player then draws a card from the person on their left attempting to make a match.

7. When matches are made, they are taken out of the players hand and placed face down in front of him.

8. Card play is completed when all cards are matched or when the teacher announces that play is over.

9. Each card player announces his matches to the rest of the class. If accepted by the class, he scores as many points as he has matches.

10. The game winner is determined by adding together all matches from each player of each classroom team. The team with the most matches wins.

[image: image42.wmf]Game #9: BASKETBALL

Materials:

Chips (paper or plastic)

A basketball hoop (a bucket works too!)

A ball

Questions

A foul line taped to the floor

The teacher will go around the room and ask different students questions.  If a student answers a question correctly, they receive a chip.  If the question is answered incorrectly, the question goes to the next student.  When you have run out of questions or time, allow the students to shoot for a basket for each chip they have.  Add a test or quiz point for each basket made.  

[image: image43.wmf]Variation:  Make a 1, 2, and 3 point foul line.

Game #10: Jeopardy

Preparation:  Attach category cards across the top of the chalkboard.  Tape the answers to questions in vertical rows under the appropriate category.  Then cover each answer with a money card.  This can be created on poster board or on the computer.

Procedure:

1. Divide the class into two groups.

2. Give a white board, which is used to designate the two players up, to the first player on each team.  White boards can be used to write questions or answers. 

3. Flip a coin to see who gets to go first.

4. [image: image44.wmf]Allow the first player on the team winning the coin toss to select a category and a money amount.

5. If the player answers the question correctly, the team is awarded the money amount and the board is passed to the next player on the team to select a category and a money amount.

6. If the player answers the question incorrectly, the team loses the amount of money shown and the other team gets a chance to answer the question.  If the person holding the board answers correctly, the team receives the money amount; if they answer incorrectly, the team loses the money amount being played for.  

7. After each question, the board is passed to a new player.  The team who answered the last question correctly will pick the next category and dollar amount to play for.

8. The team with the most money at the end wins.

Game #11: Lucky Number Game

Materials: 2 sets of index cards (Number each set 1- 30)

Procedure:

1. Divide the class into two teams

2. Distribute a set of index cards to each team, giving each member two or three numbered cards.

3. Call out a question, and then call out a random number from 1-30.

4. All students who possess that number must hurry to the chalkboard and write down the correct answer.  The first player to write down the correct answer scores a point for their team.

5. The team with the most points wins.

[image: image45.wmf]Game #12: Fly Swatter

Materials:

2 fly swatters

Tape

Answer cards

Procedure:

1. Tape a starting line on the floor.

2. Put answers on board and space them out in random order.

3. Divide the class into two teams.

4. Have one player from each team set on to the starting line.

5. Call out a question.

6. The first player to swat the correct answer wins a point for their team.

7. The team with the most points wins.

[image: image46.wmf][image: image47.wmf]Game #13: TIC – TAC - TOE

Procedure:

1. Draw a large tic-tac-toe grid on the chalkboard.

2. Tape a question face down on each box of the grid.

3. Divide the class into two teams.

4. Flip a coin to see who gets to go first (X).

5. The winner of the toss picks a square on the board.

6. The question card is revealed, and one player has to answer the question.

7. If the question is answered correctly, write an X in the box.

8. If the question is answered incorrectly, the other team gets an opportunity to answer and get an O.

9. The O team selects second, and it continues until someone gets tic-tac-toe.

You can play two out of three games or three out of five games to declare a winner.

[image: image48.wmf]Game #14: Give and Receive

Procedure:

1. Set the room up in 2 person stations.

2. Divide the class in two groups (one giver group and one receiver group)

3. Give each giver group member a set of flashcards and each receiver group member an index card.

4. Place one giver and one receiver at each station.

5. Givers ask questions and receivers answer questions.  The receiver scores one point for each question that he/she can answer in 15 seconds.  All scores are kept on student’s index card.  After 15 seconds, the teacher states move; and all receivers move to a new station and start the process over.  The round is over when every receiver has visited each of the giver stations.  All points are added up and a winner is declared.

6. Now the givers become the receivers and the receivers become the givers and round two begins following the above procedures. 

Strategies Worth Sharing

1. ____________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________

2. ____________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________

3. ____________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________

4. ____________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________

5. ____________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________

6. ____________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________
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This is Jeopardy
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