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FOREWORD e . \

¢

In 1968 Lassar Gotkin establiehed the Interdependent Learning Model (ILM)j The model 1s one of the
mmmummmmmwmmmnw1mmmwmmmmnmmeMMMwuwr
cade dn the United States Department of Educ:{ion'e national Follow Through Program, Follow Through, a coh-
prehensive program similar to Head Start, was designed to enhance the education of children in kindergatten
through h? third grade from low-income families. The Departmemt jf Education supports the developers of
the educational models at universities, colleges, and Regional Educational Laboratories; and the school sy-

‘stens that~-through their‘affiliations with the sponsoring institutions--use the various approaches.

From 1968 to 1972 New York University sponsored the IIN. It was one of the projects in the Universi-
ty's Institute for Developmental Studies. In 1971 Lagsar Gotkin djed. In 1973 the model was tfansarred to
the New York City University Graduate ‘School's ‘Commuity Research & Service Center, under the direction of
Harold Freeman; Jr,--who continued systematically to develop and refine the model's methods. The CUNY Grad-
- uate School eponsored thé IIM until 1976, when it was again traneferred--thie tipe 40 Fordham University 8
Graduate Schdol of pducation. In spite of these institutional changes the IIM staffs have consistently pei-
formed four essential functions: provided training in the model's philosophy and practices for teachers,
adninistrators and parents; developed formative evaluation, training, ‘and prototype curriculum matérials;
monitored implementation; and ivaluated the' effects of the model's methods on children. The maintenance of
this fourfol thrust has resdlted in a relatively conpletev-thouqh far less than perfect--model. The ILM is
no longer a didactic experiment. The value of its philosophy, its teaching methode, its materﬁhle, and its
complementary formative evaluation-gystem have been proven successful. «>/ ‘

\
Since 1968 the ILM has been implemented in two public school projegts: one {p Atlanta, Georgia; and

one in*New York City's Community School District 3. In 1977 the Atlanta project was certified as. exemplary‘ '

by the Department of Education's Joint Dissemination Review Panel. The project's validation'was hased on
formal evidence of the model's extraordinarily posﬁtive effects on the children in six IIM schools in that
systém. The Atlanta project was suhsequently awarded a federal grant to establish a Resource Center for
educators throughout the nation, r&i Center staff engages primarily in disseminating information about the
114, dnd training administrators and teachers who wish to adopt the educational approach, The Resource
Center--called "Games Children Play..."--operates witnin the Department of Education's National Diffusion
Network (NDN). 9o far, fifteen school systems and.day care prograns have adopted the ILM‘teachinq-learning
processes These fifteen adoption projects--located in rural, small town, and imner city urban comfunities
--serve children up to the sixth grade from low-, middle~, and upper-income families. o?\

May 1981 o S .r
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The Interdebendent Learning Model {s a compr:henaive approach to full-day i #tion for preschool
through grade six that focuses on how children learm, and can be used to redrganize and strenathen most pre-
schodl and elementary gchool curricula. The model's processes place equal emphasis ‘on teachi:s children
academic skills and certain values, attitudes, and behaviors. It uses a classroom management eystem that is
baged on a coherent, complementary set of social interactions combined:with games and play as the formal
instructlonal method to teach children: interdependence; independence; cooperation; postive self-concepts;

~ positive attitudes toward learning; learning-howrto-learn skills; effective communication.and observational
skills; and the full array of traditional hasic academic skills, The activities and methods designed to

. achieve these developmental goals are ekpressed, in terms bf the cultures, environments, and comunities of

"the children in an IIM classrdom. s/ :

Because its educational goals include the formation' of attitudes and the agquisition of concepts and
skills, the ILM is not a simple, otraightforvard ourriculun model, Nevertheless, it vAs obvious from the
very beginning that if the unique form of instruction-~games and.play--was to be used s ceaqiglly, tpe IIM
staff would have to develop training naterials that teachers could also use as examples of thd model's pro-
cesses, and of the game naterials tfiey Were required o create to engage the individual learning styles-and’
needs of their students. That,reasoning led to the development of this manual, the othedg in this sertes,’
and 'the Street/Folk/Mugical Games manuals. Although these manuals contain an abundance o materials, they
were only intgndbd to suggest the unlimited universe of game and content possibilities that may be used to

. téach, not asi finite cyrricula. In all cases, school system curriculun guides will provide the specific
subject dattel that may be included in the games at each grade or age. .
{ . ‘ M | ‘ N [
' LOPMENT OF THE CONVERSATION GAMES /

v o : . '

In the history of the IM te#ing-learning processes, quiding children towards the acquisition of ’

- effective communication skills has always been of primary importance. The urgency with which this featute
of the model was eﬁ;phasized derived from then-current resesrch (ca., 1968) showing that in traditiona] éle-
mentary school classrooms. teachers: dominated almost all communication episodes; initiated dialoques,

, talked the greatest percentage of time, and controlled the personal interactions and sybject matter; rarely
discussed feelings and interpersonal relationships; and, generally, asked children stereotyped, closed-end,
factual type questions, 5 L N | v

L}

At the same time other studies showed that creating educational environments in which young children
ere encouraged--through ordinary verbal communication--+o #hare their thoughts, experiences, opinions, and
information tended to further their cognitive development, gave them a firmer grasp of the objective world,
and increased their problem-solving abilities. These latter findings were not -surprising to fembers of the
4 ‘ ’ .

iii o | | 119
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}5 jILM group, Who ‘had w1tnessed--even in cursoxy field observations--the constant verbal exchange of 1deas,
" questions, word play. repartee, andeinstruction among child;;n,at play. Since the group-had already de-

“fcﬁMto@whpammesaofhmdt%mmgmwws sed mMHymtmcﬂmmofmﬂ&mmlt-

a ment the grgup had chosen as the vehicle for the.model's teachrng-learning processes

- seemed logical to.inclpde Some forms of games and play requirrng communication between childrén,. and between i
~ children and teacherf. Changing thé traditiodal flow or pattern of oral communication would enhance the

children's learning and, more importaptly, fit perfectly into the structured, but open classroon" eriviron-

. b

Thé first attempts to reconcile what as known about. children's readiness and capacrty for sustained
oral ‘comfunication and the usual suppressaqn of it in classrooms was the gnacted Communication Curriculum

1In 1968 Ann Shaw began the primary work on the Curriculum It was introduced to IIM teaching teams (i.e.,
'.mnﬁmdmMMmaMtamuaM%oruﬂﬂmm)mdmu&thtmmywr memmwwofmem-
- acted Communication Curriculum was to promote the sharing of Meas and feelings and to i ncrease the levels

1

4

of creative expression among children, Thespﬂ‘oals were realized in the Curriculum through building sensory
awareness anﬂ encouraglng spontaneous dramatic 1mprov1sation., Both movement and miniature simulated socio-

' dramatic environments were uséd to stimulate children to 1mag1ne, role-pﬂy!, and verbaliz’e affect and other

dimensions of -their experience. ‘)

;memﬂmwmmﬂmmmwmmMmmMﬁMMMWMMMRMMM“w‘
" plemented by teachers and children at'the model's two projects However, even as the Enacted Communication
activities were being used the ILMgstaff saw the need for g cuﬁsqzulum that would: focus more on the develop~ -
ment of\children s verbal skills, as a means of freeing '‘the youngést chilgren s thought processes from thé
- fetters of 1ndiv1dual subjective experiences and 1nterpretatron.

The staff's motivation to construct an oral communlcation curriculum Was spurred by several other fac- :

. tors: models like the ILM were developed as 1nterventions alternative educational strategies fdr econom~

t&clo e

ecally disa antaged children, who. typically found it diffidhlt to master academic subjects’ through tradi-
~ tional, statidard currjculum methods and had poor records of academic achievements. Teachers' low expecta-
" tions and/negative attitudes were held to be critical 1nfluences on the children's performance in-school and

on tests §f their knowledge/ghd skills. These were sald to combine with the’ children's different social

orientatio ' cultures, vorld views, and lack of profaciency in "standard" English as mulkiple causes of
. their 'academic failure. Existing language arts programs:were, considered and rejected as 1nappropr1ate to

- the model's philosophy, nethods, and classroon. management procedures. "Instead, the new curriculum was con-,

ceived as a natural, child-centéred ‘means of s1multaneously extending children 'S verbal fluency and faclli-v '
tating their- cognitive development L o | _ : '

~ As one might expect of a group committed. to creative 1nnovation, the curriculun vas not intended to .
alter the children s speech in dny fundamental way. That approach would have tended to inhibit their ex-
pressive, creative use of speech. It would also have caused Vexing, potentially conflictul problems i the

Aruitoxt provided by Eic:
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teaching‘aduhts, drawn largely from the same dialect commmnities as the black and white children at the pro-

Ra&w&em@d&imhmﬂalmwmemmmmﬂunm;munuml&Wmhﬁmmwhmwmm)hmmw g
- \sage systems, Given these realities, the goal of the curriculun was to use language in;?lay and, games as' -

a mediun to teach and reinforce logical :gg}yses; questi?ning; organizing information; i véfential,reasoning;,'

memon;éassocv’tion; rgle-pgayin i problefitsolving; attentive, observational, and decislon-making skills;-

lanquage fluency; creativity; expressiveness; and cooperation, \

_The pgﬂject administrators, trainers and teacting teams agreed thai the curricuyum ¥as necessary; that -

‘the cognitive and social skills the games would embrace could be of immense benefit to the children. - With

. the projget ‘staffs' support Lassar Gotkin and Bonne Markham applied for and recejved a federal grant, in

1970, tg/develop the Comunicqtion,_tqélcul . Bonnie Markham and Marcia Newfield were given the major res~ '
ponsibflity for devising the basic sthucture/and content’ of the new curriculun, plamned as a series of game
fornats into which many different subjects night be incorporated. However, i the spirit of coopération

that .charatterizes all {LM materials developmént, othér members of the staff--Jack Victor, Don Wolff, Judy
Brown, Esther Fink, Carolyn Jarvis,’ Carol Edwards, Patricia Hall, and Ellis Richavdson--assisted at various
tipes more or less in the conception;'coﬁsifuction, and in-house tests of théﬂcommuﬁication games.

/< Dr, Markham and Ms. Newfield carefully researched their subject, devised the formats and examples of

Jepecific ganes, ana}yied‘the comminicationeskills inherent in them, then tested (i.e., played) the games

/, with other'staff:members. ‘Following'that initial phase the formats and games were usgd ina full-scale ,

" field test with teachers and children at’the projects; teacher trainers; music, art, and speech teachers;

- parents and children; school adninistrators; graduate and undergraduate education students; groups of ado-.
lescents; and curriculun developers. The Atlanta project director, the instruetional coordinators, teacher
trainers and the project disseminator; the teachers and children at the New York PYoject contributed many -
ideas, helpful coments, and encouragefient during the field tests, . - | ,

4

| L e
As a result. of the field tests over forty fomats and illustrative games vere finally selected for the
11N teaching teams and children. The formats were sequenced according to Bpecf?ic‘sets of learning objec-

mwmmmuummm.mmmumnmmnmmmmMmmmummammm
most complex fornats, During the 1972-73 school year Dr. Markhan and Ms. Newfield trainéd the project teach-
er trainers and“teaching teams to use the final versions of the first two levels, People Times, and Experi-

ences. The next year the project staffs were taught how to train teachers to use the third level, the set

- of Solutiong games, * v v o

A part of the original plan was to prepare a Communication Curriculum Handbook--a self-contained col-
lection of the formats and prototype games, with instructions how to use them-=for tie projeet staffs
for teachers elsewhere, The preparation of the Handbook began in 1973, In April 1974 the first version bf
the Handbook, which contained fifteen of the People Times formats, was completed and distributed to the pro-
ject classrooms. Further development qf the Handbook was delayed, hoWéVer,as,Dnagarkham, then Ms, New-

Full Tt Provided by ERIC.
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field left the staff ) and the model was transferred from the CUNY Graduate School to Fordham University’
A

A |

- In 1976 the task of pr.eparing ancf rproducing the final versions of the Handbook Was assigned to Ms,
Carolyn Jarvis. At that time it was decided to divide the rather Aarge collection of Handbook materials in-
" to three manuals, which were given the less formal title CONVERSATION GAMES, Ms. Jarvis reorganized the
| original fornats and reduced much of thesintroductory material. The first two manuals, People Times and Ex-
pemences, with illustrations by Mr. Nathaniel Pinkney, were published in 1978 Owing to decreased Federal
- funding and staff reductions--Ms, ,Jarvis left the sponsor staff in 1978-=the third Handbook, Solutoons, was
not published until 9. | B Lo , ’n.
Ms. Gloria Armstrong and T edited the original Solutwne formats, added some new q \‘gnd other mate--
‘rials.‘ Margle Frem illustrated the manual. .Nitza Rodriguez~- veritablé fountain of pati ce, determina-
" tion, and skill--assrsted in desrgninq the manuald, and typed. the many drafts of the. revised manuscripts.
. : is i
. During the long and arduous developmént of the CONVERSATIOh GAMES,manuals a s1gn1ficant event occurred: .
in 1979 'the 0.5, Office of Educasion added listening and speaking skills, i.e., oral comunication, to its
1ist of "Basic Skills," The belated ipclusion of oral commnication with the "three R's" oonfirmed the'va-
lidity of the decision the IIM staff ngde a decade earlier to develop these prototype materials’ for teachers
" and children, Confirmation has also come' from another source: since the publication of the First two ma-
nuals, the demand for them has increased steadily. The CONVERSATION GAMES -are now used in over thirty
school systems and preschool centers, As educators recognize more fully the critical ‘need to teach young.
‘children effective oral . communication skills-~for its social benefits and as a means of furthering oanitive "
and Metacognitive: competence--demand for the manuals will undoubtedly inurease. For the children's sake '

{

Ihope that, prediction is realized, V. . B -“; S '/

o \ , | '/" ‘ '

Harold Freeman, Jr.- o h A T

Director S [ L c

Interdependent Learnmg Model i Lo . ' : .
s m;k}( ;L | ‘v“‘}.‘l L ;\,‘ S - #ﬁ#‘ o A L ,
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“ . . o
N 1. -
! P s . f . ! . y
. ’ .
. . B . o
. . . ' :
. .
. ‘ . . .
: ' ' o . g |
. ' ' ) .
‘ . ; .

Aruitoxt provided by Eic: . } I . ) . vi



'INTRODUCTION

. .
| I. Games And The Interdependent Learning Model ‘
I LEARNING THROUGH GAMES - c

though most adults played games ,as children, they are often not aware that children still play many

L
.

of the same ‘games or variations of them. . They also probably do not realize that some forms oq\most of these

NY

 games hgxe been played for centurigs, jlgis painted inside ancient Eqyptian tombs, Grecian statues carved
before 3OQ B.C., and manuscripts written during the days of th;Roman Empire portray many games that chil-
v dren play x day. Many of these games still contain traces of ancient words, practlces, and beliefs. Games
based on sp ech and thought--like riddles, Pig Latin and other languages that children invent and play so
intensely at certain ages--have existed for countless centuries, %\ ‘.,j‘ ),h
Througho t time.games have serwed a variety of functions for childreh of different cultures and differ:h'
- ent age groups. Some researchers believe that many traditional children s games originally were religious ‘

ceremonies and rituals th?? had great significance and were participated in by largs 3ﬂbers of people.

e
Jump-rope games are thought to have started with the Jumping dances and contests once.héld during planting

seasons to promote the growth of the crops. \"Jackstones" are a modern form of knucklebones, the metatarsal
bones of sheep used in West Asian and European cultures to foretell the future. These are but two of the

many similarities between children 3\games and ancient olk practices It is also probable that ancient

/
{

' children 8 games reflected social systems and institutions in much the same way that banking and real estate

are reflected in modern games like Monopoly, which help prepare children to participate in'today 8 consumer-'

4 ‘-« : ‘1‘
oriented society in the United States, where the concepts of priVate property and acquiSitiOn are baSic
values. co N | . o g e
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, IR - . | ©N
' The common element found in all play and games is that they permit children to experience, practice,
i * \ )
-learn, and ‘make errors w1thout serious consequences to themselves, Theze are, however, other Sinilarities
it s
. ' '
among all of the games that children play: They are natural activ1t1es that help children master many of
b

the anxietie‘; and conflicts associated with social and psyphological development they contribute to'the '

, )
development of the children s intellectual, linguistic, and physrcal competence, and they provide a context

\

~ in which children can organize and integrate 1n‘d1v1dua1 and group experiences. Equally important, play is
. ' v : Lo .

a joyful and persanally rewardrng ctrvrty B v - )
N P ' " L}
N TRANSACTIONAL INSTRUCTIONAL GRMES (TM |

1

4 '
\

e}
. Since 1970 the staff of the ILM has devoted a griat deal of effort to developing a*pproach that would
) }

enable teachers to use games easrly and sucdessfully as part of the teaching-learning brocess, To accon-
, pl;.sh this end, the ILM staff has developed Transactwnal Instructional Games (T1Gs)=fwhich include Street/

Folk/Musrcal Games, Conversatioh Gaufes, and Table Games. As well as teaching and reinforcing academic and

3

. physical skills,ﬁTIGs\ also reinforce the social values that are central to the ILM, such as cooperation, t-‘

[} . v o= ‘J' , .\ :
. .
. . . [

1ndependence, 1nterdependence, and respect for 1nd1v1dual differences. ot \

-

Essentially, TIGs exhib_}z all the features that charac'oerize games in general However, there are four

I'd

| addit onal features that give the /!,heir distinct;i'i/e character (l) They are desrgned specrfioally, to teach
| ’

| academic skills and can be ea51ly adapted to a wide vari‘{twcademic content, (2) 'I’hey are based on the

f
pmnciples of programmed instruction. (3) They faoilitate the tran of control from teacher to children

y the process of Teaching-From-Within (4) They are played cooperatively o non-competitively ( never’ com-

petttwely} IR s

Qo

Y
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TIGs AND ACADEMIC CONTENT , . ' ' - | U

Gs arﬁesigned specifically to provide instruction, motivation, and reinforcement for academic con-

tent d, unlike‘\most cormercially made educational g8, can be adapted to a wide range of acad;ilc sub- '

Y ' \ | ‘.‘\ ) o
jects and learning obJectives. o “ A : e
‘% ' ' l s

PROGRAMUED INSTRUCTION | o : D

, The phrase "programmed instruction! often symbolizes’ elaborate machines and precod"ed mateiials that are
) ' ’ ' R . ' , ‘ \
‘concrete expressions ofga mechanistic approach to education. However, the principles that_ underdie pro=

!

gramed instruction can,be adapted to a variety of educational techniques. Put simply r these principles

L)
) . , . S
include: , | . o
' » 4 . . N .t
[} . AN . \\ \

Clear Specification of Objectives: Both phe childrdh and the teacher should have-a clear a‘nd»m‘utual o
understanding of vhat the learner is expected to know or do as a result, of the learning activity. When ,

using TIGS, it is not necessary (and perhaps not advisable) to tell children in. advance, what the leerding
objective of a particular game is, In most cases, to do 80 would diminish the natural, relaxed attitude

(!
that chi‘ldren bring to games.and that makes games such a viable teaching technique. Hovever, it is ap ro-

priate, after the game has been played to make a statement to the effect that "The ge&e certainly e fun, ,

. and ve alea learned how to orgamze thtngs . dcff’ ent vays." Another possiblity ‘18 to ask the ch*ren

' sented. Sub-objectives ensure that the s udentfhis not flooded with mor_e infornation than he or she is able .

o | | Yy



.

to absorb,
| (
Sequenctng Sub-ObJectwes tn a thwal Order: Objectives define what the learner &ill know or be able‘

to do. Sequencing .Bpecifies how the obJective will be achieved, i.e., the route the learner will take.

! N

:Sub-obJectiyJels, therefore, mist follow a\gical order, with each one flowing from and building on the pre-

\ ceding one. ‘In most 1nstances, sub-objectives will incmease in complexity as the instruction gets closer to

~ thylnal objective, - : B \x‘
s G e g ‘ ' |
Eliciting the dctive Participation of Each Student: ALl childgen are given an opportunityto relpond

o ' . AR : .
overtly to each step. These responses ‘provide the teacher with direct evidence of each child's mastery of
the material and determine whethex a child needs more practice. The teacher 8 responsibility is to develop
~ those teaching techniques that will help children learn the correct responses o

- Providing Positive Feedback: Fach child fiust be informed whether his or her responge is correct, par- |
! : " - :
Q

tially correct, or completely incorrect'. Correct responses rather t‘hanier‘rors should be emphasjzed, How
ever, when a response is incorrect or only partially correct, the reason should be ca.refully explained to -
the student. Games, by their very nature, elicit active participation and feedback The student immediate-
1y knows whether or not his or her response is correct based on the responses of the teacher andyor other
students, and whether or* not he or she is able to move forward‘*in the game

MG's, whether Street/Folk/Musical Games, Conversation Games,,or Table sames , are designed to incor-

porate these principles

mcumo—saon-wrmu | s R 2

Whether children will fiya/game enjoyable and-educational depends to a large extent on how the teach~
25 | B b
EKC o : |
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er+introduces the game, " | - L .

- Basically, there are two approaches that .teacher‘e can fol‘low. In one the teacher aeeumee the-role otn . |
an outeider'who' ditects the players by stating the rules and procedures and fnetructing 'the children how to
respond at ‘each step, In the second approach, which in the TIM is called Teaching-From-Within, the teach-
or demonstrates how the gane is played by actively participating in the game with the children. Control of
the game is transferred from- the teacher to the students as eoon a8 they. demonetrate that they haye learned '

"

) the rules and psoceduree.
When' introducing new gamee by Teaching-Fron-within, the follow'ing proceds_gd are used: a
oL The teacher 1s one of the playera. g o B . "
2 The teacher deecribes thé rulee *tf the game ‘he play qoes on,
3.‘ The teacher encourages the players to verbalize the rulee as they play.

]
© 4, The teacher verbalizes the problem-solving processes ehe ie using in playing the game, .' t
- “l‘he teacher encourages the children to verbalize their problem-eolving proceaeee. : Co |
6, The teecher assists the children to improve their ansvers by \reinforcing what is correct and leading
then to nodify what 1 incorrect, | ¥ h -
1. The teacher intentionally makes nietakee and accepts correction from the children,
8, The teacher asks for help fro the children, . £
'9.‘ 'The children are encouraged to initiate queetione when they do not underetand
10 The teacher encourages the children to help each other - S Ay

11, The teacher gradually turns lthe gape over to the children.



12, After all [the children have mastered the rules of the game, the teacher transfers control to then and
they contl nue to play vithOut supervision,
'13 Once the: etud . have demonstrated neeter'ra‘hd' are playing the gane on their ow, -the teacher monitors
| the genel periodically to make certein the procedures are heing followed correctly.
COOPERATION
Succeeefui competition ie perhaps the most basic value in our e‘ociety. As a re‘e'ullt, competitive atti- ’
- tudes and behavior dominate almost every sphere of every child'e life, ’Schoole , 88 primary socializing |
agents, have a reward system (grades, recognition) based almost exclusively on successful comp‘etitionl. Re-l
| search has shown; however, that competition hes neqative effects on learning and achievement for most chile
dren ae Well as on interpereonel relatione and personal adjustment. | | ‘ |
TIGe, which are a central feature of the IH, are designed to be pZayed coopercztwwj or non-eanpdtz-
tively, They are congistent with m underlymg value of the IIM uhich holds that cooperation 18 essenttal
., 1o the optimaz grouth of. individuals (and society) and that a cooperative, mom-campetitive ccnoephere'ie, |
| for moat children, the mogt conducwe for Zearmng. N '
'rhe outstanding characterietice of TIGs, whether cooperative orrnon-conpetitive, is"that there are no

winners or loeere. The players, inetead of beinq notivated by the desire to defeat other players, are mo-

T

'tiveted by the desire for mastery of the game rules, mastery of the content of the qae, and the achieve-

A
ment of the gane 8 objective. L

~ The difference between cooperative and non-competitive TIGe is subtle but aignificant. In cooperative

| games the objective can be reached only if the playere work together as a unit, In_ non-cg\petitive gamee

N ""30
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| not complete uiitil all pleyere have reached the game's objective.

" players may meke‘individuel contributione;to the eccomplielment of the gene‘e objective. n both coopera-

. tive and non-cmpetitive 7168 the procdduree encourege players to help and teach. one another and a game ie

¥ . )

Beceuee noet American children ‘bave been oriented in competitive weye of thinking end beheving( teech-

i

ers must teke great care to underacore the cooperetive end/or non-coeu:etitive nature of TIGe. 'I'he ﬁoet
A
cruciel fector ie that teechere themeelvee be ccnlnitted to cooperative veluee. When introducing ™16 in
i

| their cleedtoome, teeohere should explore with their etudente the ;ge‘gning end inportence oi coo'peretion. \

The menner’ end level of the diecueeion w:I.ll, of couree, depend on: the children 8 ege and meturity. However,
'7

_aven pre-echool children can eeeilxuleern what cooperetion neane. Through the uee of simlations and role

pleying, both young and older children cen be led to an underetending of cooperetion and how it differe

from competition, They might be asked euch leeding queetionﬁ ee' Whet ie war? What is a beeebell game? |

Prize fighting? Building a bridge? How does it r&n to win? How‘ }lpee it feel to loee? Whet are exemplee

of things that we cennot eccomplieh alone (or that it ie eeeier or note enjoyeble to do with someone else)?

What is ehering? How doee cooperetion benefit individuele, the gomunity, end eociety? 'rhe goel is to help

¢

| children recognize the personal rewards end eociel importence of cooperetion.

ALl TIGs ehould incorporete the following cooperetive proceeeee.
1. Children ghould help one another £ind the correct reeponee. However, help should not ‘be offered unleee
| l
| it is requested, ' (Teachers¥iould inform children thet /it is permieeible to ask for help, but only

after they heve done their best to find the correct Tesponse by themeelvee.) ' o

2, If a player makes an incorrect reeponee, the gamé ehould not continue until the correct reeponee ie

a0

zv .



3,

4.

given (by the player at turn,‘endther'player, or the teacher).

Yo

The‘pleyer who has given an incorrect response should repeat the correct response before the,nbxt”player ’

: o
takes his or her turn. '

{

help them assess their perceptions and the suitability of their problem-solving strategies.
% , .

b
h

GUIDELINES FOR TIGs

L,

9,

Aruitoxt provided by Eic:
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They are designed aCCording to principles of‘progremned instruction--i.e,, to teach or4reinforce gmall

units of information in a manner that requires direct participation from all children and that provides

N

immediate feedback regsrding the correctness of a response

They are designed to be played coqperatrvely or non-competitively--never competitively. There are no
"vinners" or “losers. o , o | \

They can be adapted to teach or reinforceye'wide range of academic content.,

They facilitate the transfer of control from teacher to children by the process of Teeching-from-

Within,

‘They can be played by a group of individuals at differend levels of competence.

They encourege peer teeching.

They encourage communication and verbelization.

iThey encourage autonomous, independent behavior and are designed to be played without the supervision of {

‘: ' ’ " \
teachers , ~ : r .

' ‘ - | 3
A game is not concluded until all playerf have reached the game's.objectives,

> .

When appropriete, childisn should discuss how they errived at their decisions so that other children can

&



. e ‘
USING GAMES SUCCESSFULLY IN THE CLRSSROOM

l. In order to use qanes successfully a teacher must believe that lesrning can be enjoyable, This state- ..%
ment may sound strange, but work and play are often” considered to be opposite and incompatible. Work is

alvays serious; .play ie fun, Learning is considered work: games are supposed to be played, This !ype
of reasoninq leads to the conclusion that children cannot learn ﬁhrough games because they have too much

fun, However, there is absolutely no: objective reason vhy children should not enjoy thenselves vhile at

\

the ssme. tine developing their academic skills (just as there is rio reason thet adults cannot enjoy
themselves while working). But it is crucial that* the teacher really believe this, eince it ig the

.teacher who gets ‘the tone and atmosphere in the classroom.

2, . Gaes should be a routine feature of the acadenic program. Theyre most effective when they are

treated as part of on-going classroon instruction, and when they are used to meet specific instructional

objectives.

3, Each ‘game should be analyzed carefully to determive the skills and behaviors it teaches or reinforces. |
In this manual many of the®skills and behaviors reinforced by playing each game have been identified for

teachers. Games can be used to help children learn new skills or to strengthen or clarify concepts
b

which have already been presented in other ways.
4, Children should be helped to see the relationehip between the concepte and skills in a game snd the same
concepts and skilv used in other areas. Most children will, without assistance, easily transfer the

concepts and skills they use while playing games to other situations; others may not. Teachers mist

l

cerefully plan follow-up activities which will provide opportunities for the children.to practice the
(1Y od - | ‘ \{

‘ w 1 | - S
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desired behaviors, 4

5. [The rules, and content of 2 format can be modified so hey better fit a particular learning situa-
tion. (See the Content Applications section at the end of this manual.) Involve the children in this
process, Alfhough the basic formats of these games have/been used for ‘man'y years, they have not re-

mained exactly the same. Rather, they have beén changedl to meet the Meeds and interests of the teachers

- and children who create and piay then,

6. Games can heused for bbth motivation and reinforcement. As a motivational togl they can arouse the

¢

children's intdyest in ‘the meaning of the information and in ‘the conceptual content of the game. As a
‘reinforcement tool hey strengthen and clarify concepts already presented in more traditional aca&amic

ways. Games functlon as both incent"iVes and rewards for learning;’ andebecause they are fun, they help

LI \

make ledrning a leasur&ble,experfence.

Full Tt Provided by ERIC.
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IT, THE CONVERSATION GAMES

OVERVIEW

\

In the CONVERBATION GAMES the Communication procm--tho oral transmission of thought, knowledge, and

(a) mll group conversation within the contcxt of games provides a mtural, relaxed and informa] way of
e oo
facilitatinq languagc fluency ‘n childm; ‘ Lo

!
]

(b7 purpouful layguage learning qctivitiel whlch have relevance to childron'l own nxpericncu and other
taal life situations are mont effectivo in facilitating lanquage development;

(c) fluency in oral coumunication is dovelopod through the consistent encouragqment and support of ohildren‘l'

natural speech)

L

(d) as children learn to use speech more precisely to oxprm a wide range of affective and 1n£omtiona1
topics, their g:up of the formal properties of lmquagc vill increase;
(o) the skills of listening, speaking, mding and writing are intcrdipondant; growth in language develop-

ment will lupport growth ln other nkill arm: vurbul prof!chncy providu the foundation for all other

rolatcd lkills.
1] . o o -
At first glance, adults may believe that: the fomatl and gms are too simple, They may be for adults,

but- are not for young oln n In order to play the games successfully the players must laarn"nnd systema-
com

tically use a\variety of px logical or reasoning concepts. Among other things, the games require the

_/:>[ L |
X ' ' n ‘ | 'g . . , | .. | "' . ’ : 40
oW 7" \



players to observe, compare, and analyze information In order to organize the information, or to integrate
it vith other data they must interpret classify, sumnarize and form hypotheses. Children engage, more oY
| less, in these processes ‘unconsciously 1in the course of nomal growth and experience. An extremely import- |
-ant function of the CONVERSATION GAMES 18 that they provide structu‘d practice in these’ conceptual process- :
es and-their conscious applioation to academic subJects |
‘Because each player must necessarily J.nt}{act directly with all-other players and learn ways of res-

ponding (i.e., listening carefully to different ‘content and personal conmunication styles, processing the

: information, and replying appropriately) the games also promote sooial skills. The players are able
“practice roles, styles, and strategies for social behaviors within the miniature sooial systems which the
games create: The social featur‘ of the games are in harmony with the nodel goals pf teaching young

' children interdependent \and cooper ive behavior. . ',(, o \

— N

'l‘here is a conmitment in the Interdependent Learning Model to foster[the cultural styles of the chil-
Y

dren in its classrooms. The children 8 speegh which may differ radical from "standard” English, is an

;,

way‘,"f saying the sane tﬂhggs. In faot, non-standard English,
. ’ wl 4

o .

alternate, natural and perfectly legitimate

- often carries meaning nore efficiently and acch“ately than more standard." ‘forms of the language. What is k

J U"ig

" most important in® playing the CONVERSATION GAMES s how accurately, effectively and eagerly the players

. conmunicate, not the style or form [pf the conmunication. It is, therafore, .inapprgpriate to"'correct" or'
: o 8

S

ask a player to "trensforn“ meesagea&;@keh ~in hon-stand'a'rd English into standard Ehgl‘ish To do 80 cer-

ot N

tainly interrupts the flow of comuﬂicéﬁion and:-even worse--may be hamfpl to a playef s self-image

Q °@‘1 0 Y F.u o '
Adults must respond respectfully to children's contributiohs if they want to encouragaithe ability and the
[ “g 4 .

1y,



"

deoire to communicate. Fluency in communication will be developed through stimulation and support of the

 “children's netureL/F\ijoh. | | | | |

| The CONVERSAIION GAMES menoelo contain a voriety of game -formats, The games: themrelveo are cnly ertm-

plee. 'Ihe geme formats are tho otrootureo ond rules for gemee, whioh, once leerned can be uoed to teach and

" learn manp different kindo of informetdon. They provide teachers with a otruoturod, oequenced method for o

| developing oral oomunioetion ond logioel thinking: okillo. Their ruleo are eoeily taught, By ployinq the )

~ Ganes ohildren are enooureped to learn about each other, about eoodemio oubjeots, or any topio they ohoooe. .' |
The games requiro tho 1nvolved, thouqhtful use of lenguege. 'rhey help to oreote a relexed and 1n£orme1 N

v_ getting in whioh teeohero can enooureqe end oupport the ohildren 8 neturel epeeoh, end provide purpooeful

o'

language eotiy}ti@o which have relevonoe to the ohildron'e own experienoeo and othor roel life situations,

»
‘ ’ " .
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.. ¢ HOW THE CONVERSATION GAMES ARE ORGANIZED

i

The CONVERSM‘ION GAMES are divided into three volunes: People timés, Experiencss, and Solutians.

‘ Each volune enphn_‘,,‘, .

8 certain particu‘lsr forns of oral communication that ars linked naturally to concep-

tual and soclsl lei:nings.

"

CONCEPTUAL SKILLS . SOCIALSKILLS

Volume I Poople timgs:  EXCHANGING INFOR- - asking questions, veri- listsning to and. exchang=
: MATION ~ ° ,  fying, remembering, in- - ing information with
© ferring - players

Volume I Experiences: USING IMAGINATION assoclating, improvising, sharing imagination with
) ‘ | | role playing, elaborating  others and collaborating
- on improvisations, stories

. and dialogues
Volwe 11T Solutions: SOLVING PROBLEHS analyzing, reasoning, cog-  working cooperatively with
- COOPERATIVW psring, constructing ‘other players to solve a
: i j"é o problem
o S |

To stmerize. People times stinulatss thé‘ ectwe_sssking, exchanging ?end vsrigying of inggmticn;

g \Jm NP A vbo o0 4 ‘

E:cpemences, the use and sharing of insgination; and Solutwns, coopersti\re and: creative problem solving. .

“Although, each volume bullds to an extent upon the skills developed in the preceding menusl, lt 1is not
necessary to follow ‘fixsd sequence in order Jto uss the games effectively. What is rore inportsnt is that

'
Py ¢

teachers understand the objsctives for eech gene and use a game because it tl help meet the instructionsl- '
needs of his or her class, A suggested sequence is 'pscvided for presenting' he -ga'mss,within each volune,

N

Aruitoxt provided by Eic:
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USING THE CONVERSATION GAMES -

The beet preparation for teaching the CONVEIEQTION GAMES is to learn to pley them first with a group

PREPARATION

of other edulte. The games shduld be introduced to the children only efter the teacher is femiliat and
| canforteble with them.
 BRESENTATION \

'I‘he CONVERSAT;ON GAMES ehould be presented ueing the technique Teeching-Fron-Within. .

GROUPIM

¥

. Small groups of:grto.eight players are ideal for playing the CONVERSATION GAMES,

TRANSFER OF CONTROL.

Transfer of Con b from the teacher to the children occurs when the children are able tc play a genz
independent of adult supervision. This includes their being able to do the iollowing'
| .‘ a) Assemble the game meteri\e}s by nencry
b) Organize the game nateri_eale.
' ¢) Know the game rules and know when they are or are fot being followed. . | RN
Id)' Adhhere to the game etenderde set during the initial trials, |

e) Involve all of the players in the game.

- ) Teach or describe the game for others,

i \ S | 43



GAME MATERIALS o .

4

The CONVERSATION GAMES do not requi.re elaborate materials, It ie suggested that all the meterials bet’
[}

kept in a la.beled box, Ae the children become familiar with each game . the meteriale for that qame ehould

| be placed in the box, which the children can decorate with picturee or drawings. The box should be kept in

a placd accessible to the children, perhaps 'in) a special conversation area--a quiet epot near a rug, corner

A
or table where the players may eit and elay comfortebly.
‘ ‘ L 9 ‘ !
SCHEDULING - . T - oy
. Y ) ’ . : ] -

The CONVERSATION GAMES are designed to be played for relatively brief periode of time (10 to 30 mi-
‘nutee) They can be ueed to teach or reinforce specific curricular content, a8 a part of structured leeeon
periode. or as free choice activitiee. It ie hoped that once they are learned, they will be uqod as often

and as flexibly as possible,

- i)
A




 HINTS POR THE TEACHER )

v 0
W LN o
AT .

g1 by playing the '-glﬁe,s |

LI
i

1. Introduce the introductory activities and gEme formats to small qroups of chi,f
“with the children by Teaching~Prom-Within, | G0y

AEEERREE f
O . L ,
posyible, Use quest{,gné to find

LI
.

2. Talk with, not at, the children. offefg comments in as natural a way ag
out aometh!.ng\ratlxer than ag a way to test the children, ' :

"’1!‘) ’ ]
3. Never force children to participate or reprimand them for not par £ing, Better results will be
~ obtained when players are alloved to join in as they feel comfo .

4. Keep in mind that each manual stresses certain skilis and atti.tﬁdes. Try to model ‘these attitudes. In .,
People times, the emphasis 1s on being an active information seeker; in Experiences,, a spontaneous and
imaginative person, and in SoZutimzq, a creative, cooperative problen solver, ' i

5. Share the goals of the game with the children.. Reinforce the concepts and skills at other times during
the d&Y. - ' ‘ ‘

6. Play the game according to the established rules, - L‘

1. ;fhenever. possible, allow the children to choose the content as well as the game to be played, The games

are good vehicles for sharing opinions, experiences and feelings as well as for mastering académic in-
formation and concepts. " : :

4

ex way to leazjn“about the thoughts and experiences
Of the children. This information allows the tesl Ny etter. relate acadenic content to things with
which the children are ‘faniliar, s ST |

Ry

8. "Phyinq the games with the children gives a teachers

9, Ackﬁowledge and pfai;e,cbmpgtent behavior and encéurage the children to do 1ikewise. .

10, Whenever possible encourage the use of 'open-ended rather than closed questions, Closed questions re-
" quire only yes, no, or brief answgrs, A few games do require closed questions, but most lend themselves
better to open-ended explanatbry questions, thereby allowing the players to know how others think, This
will help the players arrive at a golution,

{

¢
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12,

A

Don't be,discouraged if at first the verbal ini:orchanqe during the gunes s scmewhat stiltsd. Strive
for a free, enthusiastic flow, It often takes sone tine before children become accustoned to using

- conversations in- the classroom. ' o

Be sure that the players m able to read and understand any prin_tod raterials or symbols, ” »
] ¥ ‘ . ’ .\
' "
; J a
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SOLUTIONS

) ' . e
p‘ * '.'

People ttmee, the first volum of the COWERSATION GAMES ' oontaine games which reinforce queetion-aeking,

precise observation, and the or

ion of information, In the second volune, E‘a'pemences, the games stin-

ulate the uee of four ccnceptual | g, elaborating, role playing, and etoiiy

~ telling, 'l‘o gome extent the games in Solutwne this thir olume, require the players to apply the skills

and concepts used in playing both the People tings and the B‘mpemences games to cooperative problem-solvimg.
o ¥
It is not necessary, however, to follcw a fixed sequence with the manuals, for with ‘appropriate content many

of the formate may be adapted for children of different ages and levels of experience.
In the Solutwne games a problem, question, or statement is given to the players to be eolved within the |
| ‘context of the game. For some of the gamés, cooperative play ie an absolute necessity, Most of the games
are etructured, however, 80 that a solution will ueually be more readily arrived at if the players cooperate.
Generally, then, the playere must work together to create a method for completing 2 game or achieving an

{

acceptab on to a problem. The games require the use of a variety-of thinking proceme. The play-

ers must observe,. coppare’ and analyze information to contribute to.a solution or tha-pomphtion of a gane,

In order to organize the information they may sumnarize, claseify : interpret and avaluate data from thely

o experiences and f_rom other players. They must then deci e which of many poesibl@ reaponpee is the best

\ - W
one to make. ; o '
. . " ~ ) ) ’ ¢ s./\" ‘
" - | o | ™.
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Cooperation pjonotee t_he communication of ideas, and the sharing of effort) creates oppoi;cunitiee to
nake Seiends and develop eocial gkills.. A group feeling develope thcouqh conceptuelbrelate‘a'n\ese to the qame
' themes, The Solutions gamee give children practice in plenninq and working together as they learn to apply
many cognitive gkills. Theee skills include logicai aneiyaie, comparing, synthesizing, reeeoning, end con=
etructing.. All help sinulteneously to develop the ability to use creative, expressive language; combine
lq;ic and language fluency; use convarsation as a tool of effective compunication; and eolve probleme.

'rhe Solutwne ganes should generelly be introduced with-faniliar content--the player's own experiences

or things they knoy: very well. Once the procedures are well known to the playere, they ehould be used to

teach or ?einfdrce new academic content, A’ suggested inecructional, sequence. for introducing the games is:

muomem | mm wwnme s ovsmcme
1, 'No NemeSequence . 6, Riddles \' | | | 1. Go Togethe: |
2. Treasure Hunt | 1i. Wozjd-nddition | - 12, How Do You Do It?
| 3 Bine and Boes 8 Who.Am I? - 13 net

| 4 Design | | | 9, Simile

“ 5;. Menprg . . ‘ 10, What WOA‘YouDo Ii? | v

26



SOLUTIONS MATERIALS -

 MATERIALS L | GME

A bottle or simple spinner for establishing turns  Bing & Boxes, HowDo You Do It?; Riddles, Who Am I?,
: © 6o Teqether, simile, Duet, Word Addition, What Would
You Do If?

TmimmmueusdStoewkuswpmmms{ No Name Sequence

A snall box to hold materdals ‘No Name Sgquence, Design, Memory
Graph paper | Treasure Hunt
Pencils, crayons or markers Treasure Hunt
¥ x 8" or 24 x 3" cards C | Treasure Hunt, How Do You Do It?, Riddles, Who Am I?,
“Gomwmu,MMM,W%.MMAMummwthud
- You Do If?
Tvo identical sets of shapes Design, Memory  N“u,‘
o . . ‘“ . D | | o L ;\. 9‘u
Flannel board or magnet bqard (optional) Design, Memory . S ‘x;:i.;'y?x B
. , | . e ,%15«“ -
’ " *; S " .~"\é‘ ,‘“

As the children learn to play each game, the materials for that game ehould Ee placed in ) Soluttqns box. |

1 ‘ ‘}
S quﬂ

The’ box ehould he kept at an easily accessible location, in an agée thaﬁ the childfeﬁ may use 59 play the .

. o i o M » x
games when appropriate, o - “ N W N
. . . : A )\ . ; . /p " N . ?ﬁ’ '/_\-e
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| SOLUTIONS SPINNER
/

A Solutions spinner may be used to help the children select what to pl&y. The spinner may include all
of the Solutions games or only those.with which the children are familiar. At least one FREE CHOICE segment
ghould be included on the -spinner. When the pointer lands on FREE CHOICE, a child may 'select which one of

!

the games he or she would like to play with the group. .

NOILLIAQQY ax

\

N

If the complete spinner is used, the names of the games the children have ot yet learned may be co-

vered with tape. As a game is introduced its name should be uncqvé}‘ed. The Solutions spinner should be

kept in the Solutions box with the other game materials. ’ ;



SOLUTIONS SKILLS

The Solutions ganes are specifically designed to develop problem-solving skills. The games allow

g

children to make cooperative decisions based on their common knowledge and to use the ski'117 that they have
' {

already learned through everyday problem-solving. As children continually engage in these Bames they will

become more competent verbally and conceptually,

All the games are desiqned obviously to help strengthen verbal skills. As the lists below show,?the

Solutions games may also be used to teach or reinforce various other skills. This 1ist is not exhaustive;

.other CONVERSATION GAMES may be found to be équally useful for develo%nd reinforcing particulas.,skills. |

VISUAL AND CONCEPTUAL SKILLS

i

1: Observation

2. Description

3. Classification

4, | Recali

5 Role P\laying

6. ‘Inductive Reasoning
7. Deductive Reasoning

8. Organizing/Planning

™

9. Vocabulary Development and Reading
Comprehension |

m

. X fr
RIC

Full Tt Provided by ERIC.

SOLUTIONS GAMES

Bins & Boxes, How Do You Do It? , .
No Name Sequence, Design, Memory, Riddles, Go Together
Bins & Boxes ‘

Memory

Hog Do You Do It?
Treasure Hunt, Who Am I?, Go Together, How Do You Do It?
Bins & Boxes, Riddles

What Would You Do If?, Riddles, Go Together, Duet,
Word Addition , |

How Do You Do It?, Duet

-

29
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VISUAL AND CONCEPTUAL SKILLS

10. Developing Llnamge Expression

11, stery !‘olliﬁg \

Duet o )

SOLUTIONS GAMES

\
What iiould You Do I1f?, Duet, Simile, Word Addition

30
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0 | SOLUTIONS GAMES AND FONMATS \

{

? i

1. NO NAME SEQUENCE

No Name Sequence helps develop descriptive skills. One player has to duplicate a get of objects from the

verbal instructions given by another player. The objects can not be named, but rather must be described in
terms of their attributes. Wher the qame is finished each player should have an identical set of objects.

LEARNING OBJECTIVES | | | -
¢ To accurately describe a s;t of objects,
¢ To follow verbal directions, -
® To ask questions in order to clarify information.

¢ T interpret oral comm&ﬁations accurately., '

y o

GAME MATERIALS

Two identical sets of 5 to 8 different objects or
Pictures of objects. Five additional objects.

E I g

A box to hold the materials.

RIC 7' | B S 28



B NO NAME SEQUENCE

. ‘ . “ﬁ' | LN . ! ¢
o S GAME DIRECTIONS

|'\‘

1. The game is flayed by two players. One player is athe Conmunicator, and the other is- the Constructor.

2, The Construgtor leaves the area or closes hrs or her eyes while the Couununrcator assembles two identical
sets of objects. I . B 3 -

3. The Communicator arranges one set of obJects into a sequence and places it where it can not be seen by

- the Constructor. ,

sA A h ) [} ’ { .

4. Some additronal objects are added to the seqend set, which is given to the Constructor. ‘The Constructor
and the Communicator seat themselves so that they. ¢an not sée each other. e" ,’~* |

5 withoutfnamrng any obJect, the Comnunlcator describes each ohJect to the Cons'tructor 80 that the Coh= 4

- structer can select, those same objects l'ron the larger set.

6\ The players may ask and answer any questrons and describe therr obJects in any way they wish, so long as
they do not actually refen to them by name,

1, Whe the Constructor helieves that the set of objects has been duplicated exactly, she or ¥*he checks ‘it
' by describing the set to the Comunrcator If there are any errors, the players try to correct them at

LY
[

| 8, The game is over when both the Constructor and Colmnunrcator believe that the set of ob;ects has been
dupllcated. :

9, They should look at the.two sets of objects in order to compare-them. If the sets of objects do not .
match, the players should discuss what happened during the conmunication process that caused the errors..
o %\ : v : : . ,

b

N



' - MO NAME SEQUENCE
N :

SAMPLE GAME

A

- The Comunicator 8 set of obJects’ contains a Lnk eraser, a yellow pencil with an eraser, 2 yellow ruler, .

-a blue Een, and a Ea_ger clig arranged in that order.

The Constructor has a p_nk eraser, a yellow pencil with an eraser, a yellow ruler, a blue pen, 2 pgper clip,

a lack p_en, a blue crazon, and a rubber band

¥ |
: : ni; ‘ | ‘ :' .
Comunicator* The first object is used to erase words. R S

Constructor. Is that all rt 5 used for? Can you write with it too?

Communicator: No, ALl you do is erase things with it.
- " Constructor: I've got- it, Next? |
' @. : ’ ’ o [ .
Coudruoicator: The next ;’,object_is longj and yellow.

- Constructor: fhat do you use it.for?
Communicator: You write with it. - | o

Constructor: Okay! B v

Communicator: You use the next thing to draw Straight lines or to measure things,

r .
1,

Constructor: a1l “righii. | ; R

Communicator: The next object is blue and yon can write with it,

Constructor: When you write with it does it make fat lines or skinny lines?

1 s | M



- e e e
e ',\". ' ? ' ; < . ': ;‘ : ¥
' S o ke ey
I: ' | 'I " 1 : "y "“ 01;‘ ll [ . . ll‘.. H
' ’ ‘ - v! -Q | } l
. \ . th ft . ‘ ‘,\r'
) Communicator: It makes 'mny lines, . ‘ \ et '.";
. - ) ) ‘ "c R o n". . ] § . “"'-. L ¥ l;'
Constructor: Does it write with Ink? | O s{\ AT N S SRR
| / . " v *"'l‘ & . e '
Communicator: Yes. = - . et ja SR
Constructor: Okay, I know what it Is. i ,_m L
' ' | . } i . .o ' ‘._ll".'\,; ) t l
Communicator: The next object is little and made out of metal. Co
‘Constructor: I have it. ))
Communicator: That's it. /You should have five things.
Constructor: I do. | | | ' .

LI

The Constructor should then check the sequence by describing it to the Communicator. Their goal is to make
sure that both sets of objects are identical before ending the game. Although this examplemay seem to be
an easy one, unless the Constructor and Communicator are able to interpret and understand each other well,
they will need more practice before they are able to play the game successfully.

.73 | | | | .l l. 74 -
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NO NAME SEQUENCE
|

HINTS FOR THE TEACHER

1. Introductory Activities

. ' . 4 ; ’
a). ‘I People times, Look and same/Different help develop skills in observation and description;
~The Ba __g and Detective help teach players to draw 1nferences from what they hear |

A S

3 h b) In Ehpereences, Describe It develops descrlptlve skills.

2 Othergints . ” . o

a) It is more dlfflcul+ to describe the dlfference between objects that look s1milqg than those
" that are very distinct from each other. Imag*nc having to describe the differences between a

tennis ball, golf ball, baseball and ping pong ball without being able to name any of them.

. Pollowing is a suggested framework for varying the levels of difficulty. e

. \ ' |
-ohjects that are not similar in forn qr use (e.q., various shaped objects) . \
Objects that are similar in form but not in use (e.g., long thin ob]ects)
%nﬂsmaamsmuulnmethvmfumwg things to wedr) .
Objects that are sirilar in form and in use (e. g., writing inplements).
ObJects that have unconmon forms or functlons (e g., odd shaped objects) .

LN B W B3
.« ® s e

b) ,Another way to vary the levels ‘of dltflculty is to restrict the types of questlons the Con-
- structor can ask ‘(e.g., exclude questions about color so that more attention is paid to size
or function) or allow only one.type of question (e.g., size, color or function).
. S N |

c):~The‘fecommended grade  levels for this game are first through sixth,

; -
- v
4 ) ' . ks
. ']
.
;

p
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2. TREASURE HUNT

Trdhsure Hunt is a game for two players. Each'player selects four letters and four numbers. One letter
‘and one number are left over. The players try to locate the square on a’grid where tQS treasure is buried.

*\»

N L . " y . 3
| LEARNING OBJECTIVES

0 To 1ntroduce the concept of coordinate’ spatial symbol
systems,

'® To practice reasonifig by the process of élimination.

GAME MATERIALS

Squared or graph paper (qrid boards may be prepared).

- Pencils or crayons. ' ' Y v
Eighteen cards (Nine cards with the letters A to I written
on them, nine cards with the numbers one (1) to nine (9)
written on them). One letter or number is written on each card,

A box or a container to hold the materials. /

L ¥




1,

3

. During the game elther playér may gues;s where tl

TREASURE HUNT _

GAME DIRECTIONS | | v

1

The game is played by two players. Each player shuffles one pile of cards, i.e., either the number pile
or.the letter pile, The cards are then placed face/down in two separate piles, Each player picks four
letter cards and four number cards., The players do not show their cards to each other, The letter card
and number card that are left designate where the treasure may be found and they should remain face down.
The 'pléyers must try to 1dentify these two cards before the game is over, -

The players sit so that they can not see each other's papers. Each player draws an area nine squares by
nine squares. es across the top are labeled with letters and the squares down the left side
with numbers, Thé materials may also be prepared and made available to the players. (See the illustra-
tion of a Treasure Hunt grid board on the following page. '

¢ ' .
The players take turns asking each other whether they hold a particular letter or number. The player
questioned must answer truthfully. As each row-or column’ belonging to either player is identified it
is colored in by both players. They should% to locate the treasure, i.e., the square wvhich does not
belong to either player before all the othyg squares are colored in.

Bwasure is buried, After one player tells the other
iyer marks an X in that square.

where he or she thinks the treasure is buried, {

The game continues until all the letters and nunbers belonging to both players have been colored in.

:If a player's quess was cotrect, then the empty square would contain it.

The players turh'ov'er the two remaining cards to verify the ansf‘wei. ~ ' /\\

e
— T

A ‘ ‘ " o »
TR T

Aruitoxt provided by Eic:

[KC : I 0 82
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. *- ;j o JFEASURE. HUNT
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}

callls labeled 3, C; 7, 1, 3, 6, 7, and 9; arf\has the cards B, D, E, G, 1, 2, 4 and 8, (H

Joe has i &
and 5 arqaft gver and identify the "hidden treasure" )
, Joe asks Mary if she has 8, She answers yes,
| They both shade in the 8th row. |
' . '
l N .‘ ’ ' . . » ié’ : | ) ' . ‘.?5,){“' r,f'l",‘I/
/ k ¢ Mary asks Joe if he has C. He answers yes. ' o
| ' They both shade in the C colum, /
| : J
: Joe asks Mary if she has D, She says yes. . .
| . They both shade in the D column. | ,
Mary asks Joe if he has H. Re says ro, o
: They leave the H colum unshaded. -
o | - Joe asks Mary if she has 2, She says yes. - . 6,!'@,’?:'3--{ ‘{ f PR
. ~+ . They shade in the 2nd row. Yy _@", e W b
; : . ' ‘\ X
R { ' -,.‘ o ‘ , / L2
- Mary asks Joe if he has 3. He answers yes, . o
-+ They shade in the Jrd row. = =~ . . o b
" | -l P - ‘ -‘. ‘“! -” s v'.‘.“?&t. .‘
\ /,\ ch a . ; ' l" ‘ ' .
' 4 | - L . ! . . ‘ ' "F.' ‘ | v | {




- they color in the 6th row. e game contires

‘'see that his guess f correct becduse
. maining empty squarefftontains an X.

-Hy %g didn't have that either.) Joe sses -
-thatsthe treasure is buried in square A5, and

TREASURE HUNT

-
- t

\

Jée asks Mary if she has 5. She says no.
(Joe knows he doesn't have 5Yeither. He
remembers that when Mary asked him about

puts‘an X in that square. (Mary could not ' ‘jﬁ ,@#&‘
guess the right answer at the samefftime, be- L o ‘
cause she did not know that Joe didn't really -~ . - . -

have the 5.) .They then continue to play. ‘ LT S

T s

Mary dsks Joe if he has 6. He says yes, and

until all the letters and numbers belonging to*ﬁ
both playets have beengcolored'in. Jbetjrn
fr

Pt 3 . b

.43
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-TREASURE "HUNT

!

b) Show the chlldren ﬂow t label the- squares. . Have them practrce naming a few randomly selected
squares. o , o S v | , ‘

v e ' \

2, fother Hints

| t . " . l L o4 . *
a) . This game will r’ilp children in understanding how to read longrtude .and latrtude scales on maps

.nd help prepare them for similar tasks on standardized tests. The game will also help chil-
dren to understand map grid codes, often found pn road maps, as well as bar and line graphs,

b) It may be helpful 1f the children pla,ce each number or letter card face down as they color 1n’
“the rows. | . - -v-,','
. . . .‘% ‘ ”- : .
¢) The number and letter cards whlch identify the "hrdden treasure" may actua’lly be hrdden in a
small box or other container. o , - ‘ oo g

d) The gg‘\\/can be made more comex by using a larger qrig. ando having nore than one "treasure" .

swarel I ‘:" . R . N
, o, ‘ ‘ Lo
L grade 1dvels for this game are first through third | ¢
‘ { '@‘ . ; ’ }, ‘ . , .
“' , ! ‘ \‘." . ‘l ' "é
| Cel e 3
l‘\’J' q. 1515’! ‘7 ' ’ ‘g Ll
] - w“‘ + ",..{oli .- (1]
&
' % |‘ N v a . )
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| 3, BINS & BOKES N/ /)
L ' Iz :

. , . ¢ v
o ; oo ¢ . /’ ’ .

We use various kingls of systems to organize things: g drawer, file cabinets, card files, a daily schedule

and calendars are common'examples. ~ Bins and Boxes helps players develop classifying skills by asking them

to arrange a variety of objects-according to groups or categories. By classifying the same materials in a

variety of ways, players develop¥flexibility and experience with \;ﬂgernative ways of organizing materials
in a systematyc fashion. o ‘

LEARNING OBJECTIVES L | o vo

v

’ | 0 To classify 6bjects in a nunber of different ways, . =~
¢ To examine and find alternative clagsificatiog systems.

¢ ® Topractice the development of hypotheses and cb@u- A
| sions\bas'*on objective evidence, _ .

¥

GAME MATERIALS . . | o e
- - o
. A set of 6 - 12 objects, or @ctur_es of ohjects. ' v o
vo,oF . , "7'.3 B e ’ g %‘;:.‘é
Gl - -A box to hold the materials. | -
x e o T % o
B S | bot‘ or spinher,” ¢ o :
‘ . by . ; ‘' !‘:ﬁ’“‘ '
' ;.'r-
.. . . o ¥
= . ‘*‘ L "‘Eh; i ‘.
.,
. ql
s



BINS & BOXES

, |
| | |
| ' ~®

GME DIRECTIONS

1. This game is';played by four to eight‘players Everyone sits in a circle. One player spins the bottle
to find the first pair of Organizers, (The players at each end of the bottle become the Organizers )

N i“

2. The two Organizers take the box of materials and group or cat ize the materials according to any

- 8ysten upon which they both agree. ’I‘hey display their materigls’ grouped according to their! system to
the rest of the players ‘ 3

]

1. ‘, ‘The ottier players examine the objects to find out how they are arranged ‘Working together they make up
‘and ask three questions about how the objects are organized (i,e., are they organized according to shape,
color, gize, function, etc.). Only questions which can be answered by ye#' or no may be asked,

4, The players ag a qroup then make three guesses as to how they think the dla"terial is organized.

5. The Organizers cgnfirm or disconfirm th‘lx gueSS If the players guess is not correct the Organizers
explygn vhat thelr system.of organizationgis.

6. One of the Organizers spins the bottle to find the next pair of Organims who take the same materials
and organize them in a different way. —

L
1. The game can continus untll ry player Jrae had a turn to be an Organizer. o . \
? {' | I | w . ! , ‘,. '4 i .. ' | . q"\( L
* e ! . o ! ' A
v b ‘. 0 3 ,,."., o .
. J/ r ?a Wb i ’ wdj;, p | ,;' | ' %
;g . [J '
L ‘ @ ‘ v ‘
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9 | .x} i . . \ I '
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. BINS & BOXES

SAMPLE GAME , "’

The box of cbjects contains a pink eraser, a yellow ppncil with an eraser, a yellow rultr, 2 blue pen, a
paper clip, a blue °5,29-' a black pen, and a rubber band,

The Organizers group the materials like this: X N 'f‘5,“ :'idﬁ.ljy,hﬁr

A .
N, Ry

/
The Players: Are they agzanged'according to color? oy
. . I A
Organizers: No. f
~ The i{ayers= .Are,‘:gzey'arrer{ged accorw,«gq;g@gpg? o | .
P O:qanizers: Yo. ;' _ o - \'
‘ Y ’ S ' N [ ) 3 ' ! )
The Players: Are they arranged dccording to how you use them? v

f'.» Organizers: 1’%3. We 5!% all the things you can write with together aqd all the | J
' ' things you cap not wrlte with in the groups.

®
'j )




A | o BINS & BOXES

i | .‘ | N\ A;'N"’"' L v‘ | .
(”/‘ SR : g | ‘,,r o
T { | HINTS FOR THE TEACHER D
. : » w‘ .::‘
1, In'troductory-Activ‘-i%iu " . I ‘}?‘

*

a) Put together a collection of dif2e'rent buttons. Ask the gh¥ldren to describe each button
accerding to its size, color, shape, texture, pattern,‘etc. Decide upon a catedory, (e.q.,
'aize) and have the players sort the buttons accoming to that category. Try several more

f',‘tegories. It should become cleer to the children that how the buttons are sorted depends

| the category or system used, o ~ x

b) Have a group figure out which buttons fit into nore than one category (1. e., a green button
may go with the other green buttons in tems of color but with the red button because of ii:‘a *uf

vV ehape)

2 tOther Hint' '

x-‘

‘ a) In the process of classifgcetion, the childfen erle asked to arrange  variety of iteﬁ ,
ing to categories or groups. It is essential that Jthe categories have a dietinct*’re"l i “ﬂ
“to ‘each other. For example, the objects for: the sample game are grouped into thingd" dﬁe dih e
write with and thifigs one can not write with, The relationship is one "of use, If théy bhad
organized into objects that are long as thin and objects that one can not wriffew¥he
o 'would not be correct becauee there 1s no relationehip between those cetegorie“ 4

g
b) The following is 2’ liet of some ntnterials which night be used to play Bins & Bo;ee*"

) ‘1. Picture.e.cui; frém magazines \s 4 Reading vocnbulary words.
' \ 2. Buttons J 5. Classroom tools (such as pencils, crayons, eto )
-3, Blocks ~ © F © 6. Books - - . , BRI
R ' ’ ‘ a /
4 g The reconmended grade J,eveis for this geme are eecond through fourth. "
1 IR | 9 ““h ‘lb 4 M ' t‘
EKC 95 " l. | . , ' .‘ - | . ' . : | 9 ' IA,M' 96 : | ? “ M



4. DESIGN

‘ \ | ’
v \ ] '
In Design, a player has to construct a design by listening to and questioning another player. For a ﬁ%rson

to act on the basis of verbal instructions only, the information given must not only he accurate but must
. also be’clearly understood. e . - |

.

LEARNING OBJECTIVES

To use verbal description. v

.,
L

‘To give accurate instructions.

. | ¢ To follow verbal instructions. Co

To as@ questions in order to clarify information, . |

To interpret atcurately oral conmunication, | - ’

’

- -

GAME MATERIALS | | ' :

v

Two sets of shapes. The shapes may be made of paper,
» ﬂiastic, wood, etc,

Flannel or magnet boards may be used. ?

49




4

f
. If the deSJ.gns do notgmatch, ‘the players should discuss what happened during the communication {process

,  DESIGN

' . . “. " | ‘
a : : g ' i) ' r

r ' .
h "
. iv
R M ) ’
. | ' .
' . i

'GAME DIRECTIONS " o o

! \,

’ [

This game ie played by two players. One player is the Conmunicator and the other is thégConstructor.
The players sit so that they can not gee each otber. , A

f' ] , ' | )

. Using a small set bf shapes, the Communicator makes a simple coherent design, It does not have to be

symmetrical. The Constructor has an identical set of .shapes, . (After players are familiar with the game
the Constructor may have a few extra ghapes in his or her set.) ~

L

3. The Conununicator describes his or her deeign §0 that the Constructor can reproduce it as accurately as
'|' possible. The players may ask and answer any question. ' '

.- The game is over when the players believe that the Communicator's design has been successfully dupli-

'cated, The Conmunicator and Constructor should then place their designs side by side and compare them.[

that caused the error,

13éﬁ};‘39{) f - o I. 0 | o -:.1[10



: . DESIGN

p

b

Communicator's Design N \AConstructor's Set of Shapes

-

*

| , :

. A)
. i
! ' ‘ '
| . !
( “ [ ST
: '
.

¢ Communicator: Get the big white rectangle. .

¢onstructor:‘ Okay. A o _ .
! - _ .
C$mmunicatdr: Now take the triangle...

#onstructor: What size? \Ilhave two triangles.

Communicator: It's little, about the size of the fingernail on yoy} little finger.
1 | Put it above the rectangle just over the middle. '

- ( constructqf: I forgot to Find out, is the rectangle lying down on the long side’ B
-~ © ™ or the short side? - | o ‘ | |

A

Cémmunicator: The long side is on the bottom.

t .
!

Constructor: Now where does the triangle go?

H}wf” Communicator: Put the triangle just above the middle qf the rectangle.

i’

N

101
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-

Constructor:’ Is,the triangle tonéhing the reCtangle?
o ' ' . \
Communicator No. There's a little space between the triangle and the rec-

¢ . F] 1
- tangle. - _ P ) :
’

Constructor: Is a pdint.or a side of the trianglé,nearest the rectangle?

\Communicator A side. A poznt is facing straightwp. If there was a straight

1ine it would go right through the pojnt of the triangle, down « °
through the middle of the triangle, a q.th;ough the middle of the
redtang}@. o '

- Y v -

Gonstructor: Well I think I have it. I have a rectangle lying down on its long

side" wath a little friangle Jjust above the. center of the rectangle.

\ J

]

Communlcator ' That é%unds rlght (tet s look and ége o
' ﬂ‘ﬂ' ’ ' ) ' ¢ ’

c Jﬂ o : o

‘_ ' ."‘ ¢ ! " ‘ .

Wnen the players lool;_\at th\tw designs, the)f natch. ,/ | o

'DESIGN
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i C e B DESIGN

_

¢ Q " ; ‘ '
- ' .HIN'TS\\EOR E. TEACHER SR
. ’ . he .J,

\
]

' | y S |

l.'\Introductory-Activities L | . I ‘b |

,a)y Have the childrqn construct desiqns which resemble familiar 6bjects (e.ﬁr, a house or a fﬁce).
™ 3 ! , .

! 3

2. Other ﬁints ‘-

A

' a) This gae is similar to the No Name Sequence gime. The diffe;ence between the two formats fs
that Design requires more attention to spatial arrangement, 'whereas in No Name Sequence the
- objects are always arranged in a line, In Qggiig, the players must be concerned with many -
more details, along with the placement of the pieces, '

. o . o
b)) Whether the design 1s abstract or represéntional, the Communicator may find it helpful to
start out by trying to make:an analogy of the overall design in order to help the Constructor
get an image gf\ghat is to be duplicated. ' : -
' .. 'Y ' .
c) There are no restrictions on verbal communication.

d) The designs to be descfibed can he made up before the game: They can be drawn on paper or? .
» made by pasting actual shapes onto sowgthing. ., | N

' A | —~
e)rfplayers should be encouraged to discuss why they were or were not successful in communicating .
and completing a design.

' ’

b \

f) A variation of ﬁhis game would be to have more than one Construator. The number'oflConstrbc-
tors would depend upon the availability of duplicate sets of .shapes. The player who is.the
« Communicator makes a design with a set of ‘shapes and then describes it.to the others. Each

gonstructor mist reproduce the design using identical sefghof shapes, The game then proceéds
according to the original qame,directions.\//“ \ !

Ner '
Al ¢ : !
- .
Bk A '
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a
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9)

h)

1)

‘A more difficult variation wouldﬁznvolve the yumber and complexity of the shaped in the set.

/ . . DESIGN

. . '
) f .

\

The Communicator in this game wo
to'make a design. Then the Contriictor(s) Would have to ‘select the proper shape a8
by the,Communicator and decide on'its placement,

1d first SPecify the number of pieces he or she p }ans to use
described

*he game can also be made more challenging by ysingf open-arfed Taterfals, such as Lego blocks.

L this would allow for three-dimensiona) spatia) designs and would therefore be more complex.

_Two players can share a table by placing a Bayyier between them. Each player faces the barrier
~and has a similar set of ‘materials to work With. The game proceeds according to the directions

- described in numbers 3 to 5, on page 50.

L

The recommended grade levels for the game are ggcond through'fourth. i
' ' “ | . , ,
; ’ e\ e
\ \ , 4 '
' v
¢ !
[} \"1 ¢
/ ! , 0
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SAMPLE SHAPES AND FIGURES FOR '
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: DESIGN AND MEMORY ' d '

55 10? - /\



A FuiToxt provided by

)
L]
.
’ . I‘ &v
§
Al
[
[/] ]
no .
Q \
ERIC

)
¢
[]
¢ -
3
gt |
.
/
, -
.
!
l !
~ Yy
kil
v ¥
b
\
"
L]
A

ty
b
b
Ll
/



| ' T ' . Eﬁ ' \ ‘ [ ‘ | . ?' ) .

Memory is one of the xﬁre d1ff1cult 'bames in Solutwns. player has to describe a desigqn from memory
while simultaneously listening to and answering questions, | It requlres careful observation and attention
to detail. Playmg x?tlus game can help increase confidence in one's ability to rely on memory '

) ’

-

LEARNING OBJECTIVES | .,

o To.observe for detail. .
/“ Y s
’ éf) o To a}ccurately_describe a designyfromﬁeniory.

i ‘.
/@ To follow verbal directions. |
/ ‘ .
/',‘ 0. To ask questions in order to clarify information.
i} . . S \ : . . ' . 5
/’" e . v . ’ Y
/ B o o "
/ B SR | . GHIE IR
/ g -t ]
/.:’ ) X | . Two to four identical sets ‘of shapes.
& o | ‘ ' (Sed page 55.) N '
| a b N v

Flannel boards or magnet boards may be |
used '

\‘A,bottil‘e or spinner.

~i

e  110 S,

Aruitoxt provided by Eic:




6.

- may ask or answer any questions. °

pair,

. i ) . . Al
ooy | ' o | SR MENORY
t

' . ' ' . .
)
1
. v ¢
«
.

o GAME DIRECTIONS
[ . SR

13

This gand is-played by three:to six players. One player uses a. spinner to find a Designer and a Commu-
nicator. |All the other players are the Constructors. The players sit $0 that the Conununicator and the

Constructqrs can not see each other. - L i
} . ) , ‘ . q %}/ ar\

Y The Designer makes a. simple deSign and shows 1t to the Communicator who. studies it for about %e mi-

nutes. The Designer removes the design The Conmunicator then despribes the ,design fron memoi‘y to the;

'

‘ Constructoxis. . e L

R Yo B A ;

r’

'The Construptors: try to. reproduce the design according to the Communicator S instructions The' players

Y

. ! ’
. ¥ .o -

L ! 4
If: necessa b “as the game is be1ng played, the Communicator may ask to study the des:.gn again,

f S

Jrhe game is gver when the Communicator and the Constructors believe that the design has been reproducell *
as’ accurately as possible. ‘The players should then compare the designs. If the designs do not match,
the players ghould discuss what happened during the commnicatiom process that caused the error. "The
game should then be repeated usmg anoth\e’r d\esign. with the same or a different Designer,, Communi“cator

. 1.“ N .‘a a‘ ) o

A /
4 . ' S - ' " [0 -
. \ L & .
\ . N

1 i
J‘- i

The Designer and the Conuhunicator use a. spinneir to find the new pair. o
‘ ¢ }. , y .y . | . P o - | ,_'."‘l\
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b

fﬁﬁhe Designex uses only.opk,
~Square, and tvo small red )

)

Communicator:

Constructor:

Communicator:
N
ConstructorS

"

Communlcator

i
“v
1 ! ]

Constructor-

Communlcator;
'\

[] . L". ‘.‘
Y D"-
\ , . j
\ ‘ “ \
'
wo el '
SAMPLE GAME S

1
‘
1

big yellow circle, two small blue circles, three small red triangles, one b;ue
ectangl s to make a simple face. ' i :

. - S S
N ]
. [IRN
~ ‘ ' . CoL "

It s f face made up- of a big circle mth two sulall circles for',h;ye

and tho rectangles for ears. Inside each small eye circle s a tlny
'tnangle. It ‘Jooks like a.fack o'lantern with 2 different kind of " " | ,
mouth., . ¢ L
7] toe . ' : A 8
Hhat color“is. the big circle? e
— a v » | ‘. . . ‘.n' - ‘ ]
Ye110w ‘ _']\\ .. e ' _? {' | \
ihat abont the llttle\\ztrcles? oo T
I think they're blue. And there' §a llttle tc>angle nose and a mouth, o
* and twoﬁred rectangles for ears. -t : A Wf\\
. . - SN 1
What shape is the mouth? e T ’ L S o

~. e
I riee te 1oek7age1ﬁ. ‘May.I?'

-
ek

A



o o | o MEMORY

design again fbr about 15 - 30 seconds )

icator The nouth is a little blue square. There are little triangles
"v inside the blue clrcles. The littli'triangles are yellow,
1

q / [ ’

” . é.:i M
Constructor: How do the little triangles fiit inside the eyes?- e
' ' . ' ' - '
\ | ! ’
‘Communicator: Put them inside the little circles so that they point straight . “
| up. T ¥ - :
3 . ' s ':.‘\ ' \
fConstructor:"Where do I puf the.two red rectahgles? ‘ N }
‘ _ ; oy

7tommunicator: Put one on the lef% side and one on tha right side of the bzg
: czrcle. They should touch the outside of the circle,

)

Constructdr. Is that zt? - o - « | \

.‘ ) ,
Communicator: Yes. Let's look< L -
- . . . I a I :;% . . . \:; ‘ ‘
‘ 4 T ' ! : . . : ‘
; | When the players, compare the désigns, they match .
\ | ' °
Vo !
) . ) ' ‘ _ J
\ v ' &
\ E , |
\ ' ' ! { J
.
) v ’ ry ) ’ -
’” oA .
/
', T ' . !
o ‘ i . . . \l/
\ " o \' ' 1 1 B . ) ' ; ’..‘_
:‘h‘ ' [




MEMORY .

. HINTS FOR THE TEAGIER

1, Introductory Actiyities -

»

!

a) Have children play group games that involve describlng from memory familiar ob]ects, pictures
or people. ’ ‘

o D Havechildren construct designs with sinilar sets of materials,

¢

!

' 20 'Other Hinﬁ‘ A \ i | ‘ i | ] ‘ " ’. .' ] ( | \.

boe ‘MMMMWWMMamemum RmM&meMum&wmm“mu
shapes .onto something. : ,w' C
g ) ' )

7 b) Designs should be varied s0'as to allow the players to build their skills in remembering. The ®
following dimen51ons mike a design easier to remember

\ | ‘/ , . R AT / |
\\ - 1.7, The design resembles a familiar object (e.q., a car, a face) L
L) | 2. The design is symmétrical (tcp and bottom parts, left and right -81des mirror each
, other). g - : , oo ‘
3. The design is centered on the board o | : T
| 4. The-design has relatively few pieces. s ' N e
o i 5. The desiqn is linear rather than scattered (1 e.; moves in a 51ngle ltne from left to
: ' right). ~ . ‘ b . . ;
6. The design £, in one or two- colors. ‘ /’\\\ t .
K 7. The desagn has a relatively simple forn. b - _ | ; '- { o
¢) It will be helpful to reuse the same set of materials until the players becg" familiar with

: them This will help them to memorize more successfully. _ , , \

’*d) Before looking at the designs, the Communicator and the Constructor(s) may ask the Designer to
. check them. If the design has.not been successfully duplicated, the players may decide to try '
again before ending the game ‘ S




| e)
f

© q)

h)

» /
Players should be ncoinqeﬁ‘é; discuss why they were or were not successful in commumicating

and completing the “design. o
) F ¢ 4
Construction from geometric shapes is the gimplest form of\design. The use‘of gecmetric shapes .
for younger children also rejnforces dgscriptive language (round, longy aquare, etc.). The in-
troduction of ﬂbnrepresentatlonal shag;s ghould depend upon the age. and skills,of the children.
Design, Memory, ;;d No Name Sequence were designed to_prepare children topdbserve, record and
recall information accuratély, | | o
4 b -
'The recomended grade levels for this game are second through fourth. .p e
~ .' . ) '. N . s ‘
' ' /r v
I . “ ‘ - . 3.
Y ‘ § ’
\
¢ S ~ -

4%
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Aruitoxt provided by Eic:
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6. RIDDLES

1
r

InMﬁhmphwmamghmtmnmedsm&ﬂmaMtMnuMdmmﬂewarMMemrmegwpm
ansver. The riddle must contaln three characteristics of the object, person or-thing.

*

LEARNING OBJECTIVES R

1

o To describe cooperatively an object
on the basis of its characteristics.

o To raview the meanings of naming words.

o To practice inferential reasoning from
- verbal descriptions,

GAME MATERIALS

, . '_@ E A deck of cards, Each card hasa
i, *" . T noun, such as tree written on it,

Cards = 24" x 3",

'
A
»

A bottle or spinner. ";‘

C o 2



RIDDLES

L GAME DIRECTIONS

b

1. This game is played by four to eight players. Everyone gits in a circle. one person spins the bottle
to find the first pair of players.. They draw a card from the Riddles deck of nouns.,

y |

. 2. The pair. quietly confer in another part of the room, as to how tney wlll describe the noun using three
of its characteristics, | |

3, The peir take -turns giving the clues to the qroup in the form of riddles and then asks "What an I?"

4, Eagn player then has one turn to answer the riddle. If no one solves the riddle, the pair gives the
answerl
5, Each nenper of th% pair spins-the bottle to find another pair. .

Wb "‘M
w’
i

[Kc | ‘ ‘ : |
— | | 64



IR a -
,) ) ‘ . ‘ RIDDIES
y =z 1N |
‘/, By j | v /-——/\
’;,‘f)i.‘ ; ‘ J .
./ , { . % /
;o J SAMPLE GAME
i "‘;5:" ‘ , \
" ‘ ' ‘ i | \
- The pair of players & w a card with the noun chair written on it. )
. }” b H . | ot ' P J‘
: . : o ‘ |
<Player #1: I have legs, ‘
;:fl . ' .*" L
* . Player #2: I'm made out of wood,
X o

i Player #: You can sit on me.

Pl?ayer #23 What Iz o . | o .

June: Are you a bench? | ‘ ;

o ) | |
Palr: Mo, R o T
Sam: Are you a stoold, . RN *

Pair: No, . A T L

N

- ) ‘ ,40' e

Carol: Mhat are the clues again? .
Pgir: I have legs, I 'm.‘ made out of wood and you can sit on me,
Carol:. Are you a' chair?

Pair: Yes, ‘v Ty

“
by '
4“ .

' s | | 12



RIDDLES

A

HINTS POR THE TEACHER -

! '

1, Introductory Activities i . ’ . ] k L ,

a)

b)*

~
!

" do, where they work, how they work, etc.

c)

2, Other Hints B o

a)‘

b)

d)

e)

t

Y L
Describe fi in Ehpercences, helps children develop skills at a simpler level.

. , ' ‘ ( '
Have children participate‘ic developing a Riddle Book. Assign each child to write a riddle
about one object using tliree of itg characteristics, .Have children degcribe objects by their
color, shape, location; purpose, materials, etc, Have children describe people by what they

{

Have children make up riddles about other children in the class usinq three characteristics.
Children can describe each other in terms of their physical appearance, personality, attitudes, '
ete.

-
L]

Be sure the players are familiar with thI characteristics of objecte or things used in the

Riddles deck I '

Do not use proper nouns in this game

7

nChildren should be aware that three characteristics must, be mentioned for each object. The -
_children can-count the clues given during the first fow' games

'r

The pair should repeat all three clues whenever a player requests it, or the pair sees the need
for it, . | |

:
The recommended grade levels for this game are first through third,

»

. oy
J— . 1 11

.‘;‘R‘ ) )



-

+ 7. WORD ADDITION
/

In Word Addition, the players have to add one word at each turn to form a complete sentence,

LEARNING OBJBCTIVES -
¢ To devalop a sentence coopefatively; ‘

¢ To increase creative verbal expression.

GAME MATERIALS

A deck of fifteen cards. Each card Mas a word
written on it that can start a sentence (e.g.,
Running, It, Oranges, A).

' | Cards - 24" 3 3",

A bottle or spinner,

o o | o | .
ERIC | L . 130



WORD ADDITION

GAME DIRECTIONS

]

' {
1, This game is played by three to six players, Everyone sits in a circle, A player uses a spinner to
- pick the lead player.

2, The lead player pid@ card and reads it to the group. Then the player adds one word to help form a
complete sentence, ‘ ], o

3. Each player in turn adds one word to the previous words of the incomplete sentence. All the words are
repeated at each turn, and the new word is then added,

4. If a player can't think of a word he or she has she option of passing.

'

5. The game continues until all of the proper known possibilitiee are used to make a complete simple sen-
~ tence, or the players agree to ‘end the sentence. The sentence mst be complete in order to end the
round,

6. The lead player uses a spimner to choose the next player,

\Y
|

- 32
El{é*. - ee . ),

A FuiToxt provided by =4,



SANPLE GAME

A player drw a card with the word It writfon on it.

]

Player #1:

Player #2/

y  Dlayer i3
Player #4:
Player #5;
Player #1:

- Player #2:

Player #3:

Player #4:

Player #5: .

v Player #1:
I ‘Player §2:
Player #3:

Gfoup:

-

131{33:‘ | ;15353

Full Tt Provided by ERIC.

It==vas

It wag--raining

It was raining![so

It was rainiAg'so--I

It was raiﬁing 50 I-~wore '

It was raining so I wo?e--my

It was raining sb I ;ore my-=raincoat

It was‘}aining 50 I wore my raincoat--and
It was raining sd I wore my raincoat and=--my

It was raining so I wore my raincoat and my--h&f

It was raining so I wore my raincoat and my hat=-to

\‘\

It was raining so I wore my rainédat and my hat to--gchool.

let's end the sentence here and pick a new card.

\

OOKO )

e -

NORD ADDITION

: | Flzlq |



WORD ADDITION

HINTS FOR THE ‘TEACHER

1. Introductog Activitie o

a) Have children finish short incomplete sentences. Give children the first word of a sentence
and have each child-add a word until the sentence is completed.

]

by Children can help develop clessroom experience or story cherts. Each child gives a sentence
until the chart is completed .

4

2 Other Hints | y o .'\
) Players mey repeat the words thst have been named as mang times as needed before they add
their words, ‘ ’ N . u
) i . . N m
b) In this version, punctuation is ‘itted and assumed (including the period et the end of a sen~
tence) ' This allows children to ‘exhaust ell possibilitiee before the sentence is ended,

, A
| ) c) Sentences can be as long' or as short as the group desires. For younge;/.children, sentonces
- will tend to be shorter, since theiraebility to ‘remenber strings of words eccuretely may not
yet be fullytdeveloped. Y

<0

oY : :

. AT \
rto@n“‘j S
I i Wl l N

" d) Cchildren must forn complete sentences. iy '

ctew

Je) One verietion of this gane is to have the pleyers add twoywords to the fnhmplete sentence. !

0‘ o ‘3, %

f) Another variatign is to require the players to insert the proper punctdation msrk(e) at their
turn, This varfation will nature; lead to discuseions of. punctuetion- 'comme faults, phrases,
interjectichs and other syntactic of{efu;"es of lenguege. In this more conplex ,form of the game,

~children must, of course, have st id enough grammar T:eforeha‘nd to pl,sy successfulfy

,'\’ %' v

9) The recommended grade levels for ﬂhis‘ game are first through fifth 3 i

) 4 '

PE ’ l‘ “j'qi

1 .

EKC - | o -,0 ) 136 ‘o
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3, WHO MM I?

In the game, Who An I?, the players ask questions and pool the information given in order to guess the name

of the person one player is thinkang about

[

LEARNING OBJECTIVES o w

‘0 To practice asking inductive qeestibns.

® To practice inferential reasoning from
shared information. |

® To practice developing hypotheses. =~ - &

1

or actresses, athletes.

" A container to hold matetials.

-

3ABE RUTH

GAME MATERIALS

A deck of ten cards with the7nasesOr pictures
of famous peoplé on them. The names should

~all be. from within a particular category, e.q.,

well known artists, patriots, inventors, actors

1

-

Cards 3" x 5",

A bottle or spinner,



10

2. T

WHO AM I?

' GAME DIRECTIONS

. . .md- . . S . ‘

This game 1is played by fnur to elqht players. Everyone sits ina circle. One persm a spinner to

fin the first plaer, | | | ,
‘first player takes a card from the top of the deck, silently reads it, and then asks the rest of

7!7 e group "Who Ao 12" o o I

Each player. asks a question. For example, "Do you live in the United States?" or "Are you atill living?"

‘The first player can only answer the questions with yes or no.

After every player has asked one question, they discuss what they have learned and make three quesses
about who they think the person is, 1If they do.not guess correctly, each player can ask another ques-
ton. They can then make one more guess, If their quess is still 1ncorrect, the first player must tell
them the answer.

The first player spins the bottle to find the _pext player to draw a card from the deck. The game can
continue until each player has had a turn to w "Who fho Am I?"

‘I'e." N 0 - h 0 D'xl ‘ N ' Jﬁ‘!‘
o *.‘0"-"'#‘&;1,9,,‘«- e "y} Gy e, g Q0T tf”"
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SMPIEGME 0

contains the names of explorers.

Sam:
Player #1:
Cheryl:

‘Player fl:

Roberto:

* Player #1:
Cari:

.f élayer‘#l:
"“Jessiba:
IPiayér Bl
David:

~ Player #1:

L}

Did you discover ém ocean?

No,

Did you discover a country? | | a f

Yes.

Are you English? | . | /

No.

Are you Italian?

Yes. _"23 L

bid'yoq_believe tbét the world was round?

Yes, | |
\

Did you sail with three ships, the Niffa, the Pinta, énd the Santa Marfa.

Yes.

The players discuss the questions and ansvers and quess tha;-fhé person is Christopher‘Coiuhbua.l

‘V‘

we 14

)
'

142

n |

WHO AM I?



WHO, M 17

 HINTS POR THE TEACHER

1, Introducto;y Activities

| a) The game can be introduced by using a faniliar oetegoryQuch as "people who work in our ‘school."
' The narrower the cateqory, the easier it will be for the players to discover who the person is.

5) éleyers can draw the cards and describe the persons whose nanee are used in the game,
. ) . , , J

2.’ Other Hints - ‘

| ‘ a) The categories can be changed frsquently to coincide with current or past figures and classroom
studies (e.g., Names of presidents, local polificians, authors, fictional characters, scientists,
Afro-Americans, Native Americans). With a minimum of research the persons iisted on pegss 75-78
msy be studied, then used in Who Am I? decks to reinforce ths lessons. | -

b) The game may be varied by putting a few blank cards in the deck. The player who draws a blenk
card can be anybody she or he would like to be within the category given. ,

c) A nunber of decks relating to different categorias can be prepared and avaiiable for chiidren
to choose from when playing this gane. — |

8 -

d) The recommended grade levels for this game is second through fourth grade

Aruitoxt provided by Eic:

ERIC T - o g



' European-hmerican, Native American, and Puerto Rican persons who played significa .‘ ';-

their cultural groups, made substantial contributions to the arts, business, congh ation, education, indus-"
try, literature, medicine, science, and technology; rﬂwho, by their exploits add achievements, are pr.ani-
nent in the nation's history. Although many of the names on the list may be ynfaniliar to some teachers,
biographical information about each person is available in most standard desk encyclopedias and sone dic-
tionaries. . ‘ ,

p o
."l‘

. Jane Mdams - ‘ o Social'wOrk/Autho'r/Nobel‘ Léureate

,Pgdro.Albizu Campos | - Statesman/Jgrigj; o
Susas Brownell Anthony | - veminist/am1éiénist/suffri;§ett'e | | |
"Jo'se‘ph'muis Barrov (Joe Louls)  Athlete: Pugilist . | - ‘
o Thomas Hart Benton ‘. C Artist: ) Painter/Teacher L
* Ramon BnetériérlBe;gncea o Statesman
Mary McLeod Bethﬁhe N o | Educitor h
Clara Barton | : i o Humanist/Nurse/American Red Cros;s
Joseph Brﬁnt (Thayendgnegea) "h " Military/statesman/huthor
Andrew Carnegle ' : Industrialist/philanthropist ‘
George Washington Carver |, iSCientist: Chenist/Botanist/Inventor '
Samuel Langhorne Clemens (Mark Twain) | | Author/Journalist '
5 ol

Aruitoxt provided by Eic:

ERIC s | | o g



Roberto Clenente
'Tyrﬁs Raymond Cobb (Ty Cobb)
&osé de Diego °
John Dewey
- Emily Dickinson
Frederick Douglass

William Edward Burghardt Dubois

Thomas Eaking

Chaxles Eastman (Oh;yesa)
Thonas Alva Edison -
Albert Einstein

Henry Ford

Robert Hutchings C.;oddard .
William Christopher Handy (W.C. Handy)
Mattﬁ\m Alexander "Henson

Oliver Wendell Holmes

WHO AM 1?

Athlete: Baseball
 Athletei Baseball
s.tatesman/Jprist/Auth’o:/Orator :
Educator/Philosopher
Poetess . ' X
| Abolitionist/outor/;uthbr/biplmt N

Social Scientist/statesman/Mistorian/Author/Editor/
Encyclopedist/Bducator

Artist: Pain;ar/éclilptor
,. Physicim/author ‘
Scientist: Inventor/Chemist -

Scientist: Physicist/Philosopher
Industrialist/Inve;xtor/Plulanthropist

| Scient{st: Physicist/Aeronautical Engineer/Inventor
Arfist: Musician/Composer/Author |

- Arctic Explorer

Jurist/Teacher/Editor /Author

3,

\

14



Eugenio Marfa de Hostoe
Chief Joseph (Hin-mah?too,-yah-lat-kekht) |
Martin Luther l(ing‘

" Thaddeus Kosclusko (Tadeusz Andrzej Bonaweh-

tura Kosciuszko) | o

) Abfﬁaham {;.incoln

Chlafleé Agustus Lindbergh
John Pierpont Morgan®
Anna Mary Robertson Moses'(Grandlma, Moses) . ‘
John Muir |
Lu;j Moz farfn (B vate) Q

Jesfe Ovens' - BRI

‘ il

Eld Samuel Parker (Donehogava)

Robert Edwfn Pearﬁ(‘ .

s % Educator/Statesman/Author

| Statesman/Mili’tary/civil‘,Enginéer/Jurist

WHO AM I?

. Statesman/Orator’

+ Clergynan/Stateman/Orator .

Military: Revolutionary War Patriot

¢

$_tatesman/Pxfagmtic Philosopher

Aviat’o;/Author/Inventor |

Finmcier/lndustrialiét‘/Philanthropia‘t
Art;;tz onter " -
Conservationist/Explorer/Author . .. N
Statesman/Publisher/Bditor/Journalist =

Athlete: Track and Field Olympian

!’i

Arctic Explorer . . |
Artist: Painter. A
Stat,%pman/'Milit'ary/Orator}»'~ .
! e ‘_
Athlete/Juri’st/Abéhér/tJusféian/Poli'tical, Leader

- ',pr.



"Iola Rodriquez de .'l‘io
Jack Roosevelt Robinson (Jackie Robinson)
" John David fockefeller
John Augustus ,Roqblling
Carl Sandburg
* Augustus 'Saint-Gau:ena "
"Sequoya
'sitt,ing' Bull (Tatanka Yotanka)
John Steinbeck | o
;~ ﬂertry;oéaﬁya Tanner
; Tecusseh (Shooting Star)
."'{_Hen_ry mvfd Thotenu
;Tames f‘fancis 'I‘l;orisg;_ (Bright Path)
James Abbott McNeill Whistler
Walt Whitman -

Frank Lloyd Wright -

FullToxt Provided by ERIC.

ric 151

v

Postess
Athlete: Baseball
'Industrialist/?hilanthropist'

Civil Engineer

'Pdef/Biographer/‘Historiah/&ournalist |

Artist: Sculptor/Designer

Lipguiat/!du’cator
Stateamaﬁlufgimjy
Authc;r |
Artist: Painter

Statesman/Military

m,m 17

Naturalist/Philosopher/Author .
Athlete :qbotball/Baseball/rack and Field Olympian

Artist: Painter/Ruthor
Poet/Editor/Journalist .

Architect/Civil Engineer

18

150



9. SIMILE

In Sinile, a pair of players uges words in an imaginative w&y‘to complete a sentence using a simile, that
is, two words that express a comparison..

LEARNING OBJECTIVES

® To encourage creative verbal expression.
¢ To use vords in inaginative comparisons, .
® To find solutions cooperatively.

¢ To understand figurative language constructions
and usage.

P

t

GAME MATERIALS, * e

4 ‘ '{\‘ *3 ".'t'
.. Admkdfﬁmmcua.Em mmhu&n

o - complete sentence wr}txen-on it,athat éqntafhg
oy a simile such as, He 45{@ si!ly aSt..."'A.g%ff

Cards -3 g 5"“‘3’ J 5&5 B

‘ AP" 4 .

"A bottle or & fpinner. "-_ o R f

TR &
AT ) y
. . ‘ .




SINILE

GAME DIRECTIONS

This game is played by four to #ix players, The players sit in a circle facing each other. One player
spins the bottle to find the first pair, |

The pair picks a card and then confers as to how thﬁ will complete the sentence using a simile. They
should have at least three different answers, Then they read the card to the group. The group must

accept each vord that is added to the developing gentence,

The pair takes turns giving their reaponses to the group. When they have given all their answers, the
pair asks the other players if they know any other ways to corplete the sentence using a simile.

The game continues unril all known possibilities are exhausted.

If there are more than four players, the first pair spins the bott;e to select the next pair,

g

7 D _



SIMILE

i L]

SAMPLE GAME

The pair draws a card from the Simile deck with the words "My skin is as soft as.,.." written on it. The
pair confers and then reads the sentence to the group.

Pairs My skins is as Soft as....
Player #1: My skin Is as soft as cotton. , | '
Player #2: My skin f as soft as silk.
o Player #1: My ;kin }s as soft as a summer's breeze, °

Player #2: My skin is as soft.as a baby's.

Player #l: We can't think of any more ways to complete the semtence. Can
' anyone else?

Peter: My skin is as soft as a pillow,.

Elizabeth: My skin is as soft as a ﬁarshma’llov?.

158

Full Tt Provided by ERIC.
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SIMILE

. . .' HINTS FOR THE TEACHER

gtroduotory Activities

a) Review the use and definition of similes. To expand the children's knowledge of imaginative
‘ expregsive constructions, it would be helpful to introduce the difference between a simile and .
a metaphor, A metaphor is a statement which implies a comparison between two ideas or objects
- (0.g., He 18 a lion in a fight). A simile is'ess@ntially the same as a metaphor except that
it expresses by means of such words as like and as, a comparison which the metaphor -only
implies. .
. ) S
Have children become aware of the use of descriptive language by taking turns describing an
- object using one word. Allow children to touch an object and then describe it (e.g,, smooth,

| cold, hard, sharp).

—

¢) Put a few objects in a bsg and have children feel them and then describe each object using a

simile.
| e g.,/ It feels as round as a ball. ‘It feels square’like a cube, -
It feels as smooth as an apple. It feels thin and many-sided like a encil.
It feels as rough as sandpaper. It feels long and round like a str * i

d) Review the use of ellipsis natks to indicate omitted material,

L /
2¢ Other ‘Hints - ' S f
—

f a) Underline the sinile and include the ellipsis marks (four periods), on \(Ch playing card.
) Remind-players tovrsally;use their imagination.
" ¢) " This activity can help prepare children for poetry appreciation, poetry writing, and creative

writing. Children can start by writing three to five lines using similes to describe an ob-
ject, Children should then be introduced to the descriptive words that are often used in

poetry and creative writing.

| 1159 | .~ | 82 | ',\ |



SIMILE

v‘x '

d) Children should be reminded that when thay-form conplete senténces using a simile, they must
compare two things in the sentence. - |

e) The sample list of Simile bases on the following pages represent some common forms thg} ma} be
used with children, Other Simile constructions can be introduced to make the game more diffi-
cult and challenging. |

f) The recommended grade levels for this game are pecond through fourth.

N 1 D, 169
ERIC . 8 - :

Full Tt Provided by ERIC.



SINILE

' EXAMPLES, OF SIMILE BASES
R .

 &3{Sright.as‘_ S yﬂ;s highas X as pointed as

a8 dgid ;sf: 3 L . - gs‘hard as’ vlf, . as quiet as .
:‘aé crundhyiéé | " “ashet ﬁs - as ripe as

as cute as P ’I V as jaggé&val . asroughas
,as'dafk;s' s | ~ag light as ¥ msadas
as drowsy as . e as;loﬁélyﬁas - a8 short as

- < g S - |

as dullas e MPMH. | if as sharp as
.‘;s easy as "~ I - as lbud-asi'“ ; o - as siliy‘aq |
.fgs‘fﬁnni as “ 'f~'4-\v - as musty s : as slimy as

as irry as ?. ‘ | ﬁl' as miffled as o as'slippery as .
:as happy as - .; f ‘a8 pla&fui as n .. as smooth as

o




as
as
as
as
as
as
as

as

- as

as

slow as
80ggy as
sour as

stern as

strong as

swéet as
tall as
wild as

warm as

wrinkled as

‘feels like

ERIC

Aruitoxt provided by Eic:

vloqks like |

tastes like

smells like

sounds like

acts like

* walks like |

. talks like

&

jumps like
plays like

is like

are like .

F
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Ty
In What Would You Do If?, children are asked to share and compare their values concerning re{i life situa-
tions, - _

LEARNING OBJECTIVES

o To examine and davelop valt(e? L S | L)

d e M develop an understanding o{“f; values, opinions, and beliefs of others.

¢ To develop ‘a commitment %o positive attitudes and values.
0 ¢ To expand creative expression,

To reinforce listening skills.

GAME MATERIALS

A deck of ten cards with two questions/statements, such as the
following written on each card. One question is written on
each side

e.q., 1. What would you do if your brother accidentally |
broke your new bike? , )

2, What would you do if you accidentally broke your
brother's bike? '

_ The deck also contains two blank cards.
Catdg - 3" x 5

A bottle or spinner, o

Aruitoxt provided by Eic:

[Kc "186_‘ e



i ' WHAT WOULD YOU DO IF?
1

4

GAME DIRECTIONS

'-- J.,‘ JJ

- .‘ ' ;' u ‘. . ) ‘ .
o l. ’ 'I&e g ;%a playe four ’co exg}?t y!layers. One player Spins the bottle to find the' fu:st player.
i Every its u rgle .

2 The f'lrst player draws a ca):d from the deck and reads the first question to the group. The player
| answers the gues,‘.aoh then the other players answer it in their tutn, The players may question the
L consequence of ‘each " reqponse. However, . dlscussion,should be brief, so that the game does not take too

- long to comﬁl f@ v o :

I

1, Players who do not want to answer must say, I pasj;‘X"

| 4, After each player has answered, the first player reads the second question to the group. The same pro-
cedure is followed.

5, After each player has answered, the first player spins the bott1é to find the next player.

\

6. If a blank card is drawn, the player makes ‘up two mirror?image' type questions to ask the group. i

E BT AR

I 1)

8



The first player draws a card and reads the first question/statement that is written on it

SANPLE GAME

.,
'S

- you do if you found $5.00 i the street?"

Paul: I would go to see a movie.

Makeba:
i Paul:
Makeba:

Paul:

Aida:

Carlos:

Makeba:‘

‘Laura:
Paul:
Alda:

‘Paul:

dc, 1

When could you go to the movies? You ,ha’to go to school.
Well, I would go on Saturday.

Your nother would find out and you would get in trouble..

I gquess you're right. Then I would first tell my mother that .

I found §5.00, and ask her if I could go to the movies.
I would buy something WJith fhe money.,

I ’would g;ve Ehe %ngy éo my mother.

I would put the mor%;}g'in the bank, |

I would buy a ball, a jump rope and two comic books.

Here's the second question. What would you do if you lost

$5.00 in the street? I wouldn't go home because I would be
scared '

I would go home and get more,

You couldn't get more money without telling your nother what
happened.

89,

WHAT WOULD YOU DO IF? -

"What vould



WHAT WOULD YOU DO IF?

ol

ST

Alda: Then I'd borrow the money from my frzend and pay him back from
my allowance each week. .

~ Makeba: What friend would lend you $5.00?

Aida: Humm?

Carlos: I would look all over for.the money.
H

| Makeba: I would go home and tell my mother I lost the money and then
- tell her I was sorry. ‘"ﬁk .

Laura: I pass.

Aruitoxt provided by Eic:

EP\C 90
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WEAT WOULD YOU RO;JF?

HINTS FOR THE @ER
3. ) .
: :

/

1. Introductory Activities
’ ]

a) ' Have children role play using situations in which real feelings are often concealed. Any kind
~of potential or real problem situation is useful for role playing.

b) Begin values discussions by giving children questions that they .can easily relate to and also

require one word answers. (e.q,, What }s your favorite dessert?, What is your favorite. color?,
What is your favorite T.V. show?) |

¢) Discuss with the children what values are; positive and negative values and how they might _
arise; the importance of having a coherent, consistent set of values, Beyond that, the dis- "
cussions of each set of question/statements should always fodus on the meaning and consgef“*
quences of each response, —

d)WMMWMMmmmmamMHMMHMM&NHMMMammMMS
can come together and share their values. Children can lead the group and make up their own

~ questions. Values discussions should focus on things that occur in everyday life. D&ilv‘dis-
cussions about situations that are relevant to children will help them to make reagonable de-
cisions and actions. ‘ - 2

2. Other Hints
a) \Players should reépohd in one to three sentences.
« b) Players can q1§e-the game answers.
c) Once the teacher has transferred the control of the game to the children, she/he may remain

in the game as an observer and then comment after the students have had a chance to think
things through for themselves.

173 ot Iy



WHAT WOULD YOU DO IF?

d) Children put themselves into two completefy opposite situations when pPlaying this game

(i.e., seeing both sides of the story) . The question/statements must express a mirror-imagé
by using the same basic facts in each situation or event. : ’

e) ';Values teaching can be incorporated into standard subject' matter.

Example: A unit covered in class on environmental Pprotection can
" evoke values clarifigation on children's personal
feelings and attitumonceming Polluted air, animals,
ingects, water, radiation, etc. They may decide on a - ~
plan of action to help conserve and improve the environ-
ment 4 .

f) The recommended grade levels for this’ game are third and up. % K
| ’

by .
J

92 - {,
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‘ | | WHAT WOULD YOU ;DO I

' , [
g “.j S . . . . ‘ o o, g\ »‘“ ,
AN . ‘ X . : . .o
Co e o ", ﬂ O
N , . » : &/ ! . & l:, 4(
. C ‘ I‘ ‘. ' N
o SAMPLE OF LIST OF VALUES QUESTIONS 1/ S
ey ' ' ‘ ‘ 'ﬁ‘,‘-: -“v'. ‘\‘-v !
s ' ' ‘ . ‘ ‘.’Uf;l : l e L ; !
v N ' ‘ ﬁ o ’Sl‘.é '

L What would you do if you got separated from your mother while shopping in ¥ department store? y
What would you' do if you found hy younger chlld who had gotten lost from his/her mother whlle shopping

ln 2 department store? L S S

2 Whet would you"do if you got a poor report oard? ‘\.. ‘“. Y PR W v
What would you do if you get an excellegt repotf card? \ I ? B ;.:'gﬁi, :

‘3." Wha uld you do if you were accused of stealinga cpat? - N o
‘What/would you do if you believed someone you )tnew stole your coat? o (

Wh would you o if you saw e buil tartlng a fight with another child? \
14 ‘ A ) , I .
~ 5.0 What would you.do if you lost 'y rary book?* . SO
© What wouid you do if you found a library book? o @f L
“ i w o ;, ‘ . ‘ e O S TR

6. ‘What would you do if you lost the grocery n‘dheyh w e T i Fg b »

' What would you do 1f ‘you found someore's grocery momey? L \h .-‘* fovtpi R

" Aeo oy <, '.“;n ‘S‘:‘!u,""""”
N ae

, 7; What would you do if you saw another student chgpt on CY test? RS
gWhet would you do if you were given the answe}'s ,to the quest.ionn1 on a test? N

b 5 ‘\
8. What would you do lf your brother/sreter vas belng blamed for somethlhg you did?
What would you do if you were blamed for somethrng your brother/sister didgéf L Ly
9 ' What would you do if your sister wasawetthing a ev. program at the ”me time you wan;sd t.o watdh a
" different one?" o y s NEAE

4
What would you do 1f you were wetching & T V program and your ‘sistg “wanted to watch,!a;» drffement one?
ﬂ‘ o
l

*’M .
\‘\'ﬂ g g* ‘

‘10, What would you do if you. weré the new glrl/boy in’ class?:’u e g* o ‘ I
What would you do if there was; a new boy/grrl 1rr <claes? ’l‘ SRR PLIRN 1 ‘
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In Go Together, the pl!\)(ers have to narhe obJects that belong to the e
characteristic, or fumction. ... p ‘
, : "b N “v“‘ | " '.l i
A Co ,3"1_-,.’ TR < A S /
o l/ ‘ ) A Vo ,.‘ﬂ ) e{‘x , l ,‘ ; y ’

"“’; N

o ' -W.‘_n ‘ “ '!l u“ R \ ‘ . ! ) } ‘I
RN J\ S o L L
e e e’ - L

! " . Y . IS * o i
o T share in the~ cdenkﬁication of objects with common o

characteristics, - - | o .
‘ do ! . \
0 To use inductivé reasoning.
| "'. ‘ I ﬁ I
' % oug iR . -
, A deck of twelve cards. r-‘ac:h tard has a statement, such as N "
the following written on it: ;
‘ e.q., Nane things you sit on, R R ]
\ Name things used for air travel. o
) Name parts of your face, - - DA
L Name things you drink, ° - o |
‘ ' 7"\/ ' ' , «© . R, ‘.w':,“fl b |
o ~The deck contaigs three blank cards. U
? - R S e " , ‘,\.‘J."h R _
- %\ .+ Cards - 3"(;? RS . - Co E )
, - ‘ “ ™ j % ' R N ' v .\ o
| - A'bottle of b , SN Ty »
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¢ ~ . G0 TOGETHER

W | 4 N ¥
GAME DIRECTIONS

This qame is played by four to five players. Everyone sits in a olrclq.a’ One person spins the bottle '
~ to find the first p‘ir of players.

) 8 ’ »‘%’} . ‘ oo
The pair draws a card from the Go Togethé"deok and reads the cateqory They confer quietly, to name &t

least four obJects that have the properties that the category requires. .
The pair takes turns giving the* st two clues and then asks the group, "Why do they go together'?" '

Each time an lncorrstﬁ answer is given, the pair adds another glue to the list and agks, "Why do they
go together?" ‘ -

If the players can not quess what the category is by the time the pair has exhaus@ all knbwn possibl-
lities, then the pair gives the. angver. ¢ .

Ea‘lember of the pair sping the bottle to £ind a new pair;

e




- SAMPLE GAME
e
KR

The paJir draws a card with the clue, "Name things' you use to travel,"

, .
r \ . !
? . we
13
.

Elayer #1t  Car, ‘&:

| P Pla_yer #2: B?Js
player $1: John, tell us whg these things go together?
"« John: , They each have four wheels.
Player #2: ’No.| H;'are is another clue: .a motorcycle. Mary,

- tell us why these thin%_s go together?

]

#  Mary: They go together becausekthey are things used on

the street.

Ple(yer #1: ‘No. Here isfother tlue: an airplane, Edward,

tell us Whg ese four things go together.

f x,/ , Edward: They go together bez‘*lse they are things you use '

fr tiavel ¢ ,

Pair; That's nght“

S . o W P w*‘k Lh -‘ "
x: S
% ‘ ‘ ¢ ) ¢
' . o -/
' LURIPR
o R \ - 2R
184 L
4 f)

L]

) .’,‘-‘;"'-3 -I\.u o - ' - .
_,l:m 105 :
\ v

GO TOGETHER
o
.
4 [
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"
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\ y GO TOGETHER *

g -
% HINTS FOR THE TEACHER : | ‘
1. Introductory Activities | ‘ |
: !ll;) ) , T .
a) In Experiences, Co‘gnections give children practice in association. - .:;,’ o
b) Review connections among items in the same category. Use comion things, (8. g., fru 'v"eyi‘l\pple,

c)

. that belong to that group, Then have the children,list the itemd

banana, pear, peach; vegetables - carrots, peas, beans r etc.). Then introduce object "?th £

ghare more of an indirect link

[ “i " ‘
Introduce the children to some of the categories used in the gane Qaving them nameflitems
t'share a common‘charac-
teristic and have the group name the category.

' S I N
2. Other Hints | # -
. a) Children should be told to look for less sbvious connections among the items,

h)\‘ They should be familiar with the abgects, things or people to be named, -

»

d)

'

When players draw a blank card they are ¢ make up their own category and the clues.

This game can be adapted to review specific sub ct matter covered in class. Refer to the
examples on the following page

'...#J'

The recormnended grade levels for thlS game areﬁ’cond through fourth
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EXAMPLES OF CURRICULUM TOPICS , “
| o f'(?{ |
g ‘u :
‘ » . . ' “ \
Name countries that import oil, Name mammals,

Name countries in South America.
§

'Name coftries in North America.

| W ame Predidents.

B

Narﬂe invon;:ors.

Nape holitys. |

Nax;te countries in Africa.
NamelA.frican tril;es.

Name Congressmen. '

, Name tho'sent cabinet members.

b
- Name . Wolutionaw War heroes. .

Name famous black peopie. .

Name rivers in the United States. |
Name-Indian tribeg, - ., v

"‘l"q,

=

Name insects.

Name reptiles N

Name objects that float. | v

[ .
Name objects that sink.
‘ )

Name objects made from steel. |

Name differgnt species* of Sirds.
Name ‘anh'nals Shat live on the desert.

" Name df{fferent types of fish,

i

Name different types of plants.

'Name different types of flowers.

Ndme the parts of a plant.

Name things made from wood. '

" Name different types of trees.

A

3 Name thwts of a battery,

[J







12. HOW DO YOU DO IT?

o )
3 ! 4

i

. o
LEARNING OBJECTIVES

1

¢ To reinforce vocabulary development.
® To role play a variety of acfiyitigs,.

® To practice inductive, reasoning.

4 )

| '\ :4’-\ . 'GAME- MATERIALS - | | .f

¥

as gulcklx or § lowlx written on it

;o
+ Cards 2" x 3"..

A bottle or spinner.

. 101

A deck of ten cards. Each card has an adverb such



HOWDOY?(DOIT?
L

\

GAME DIRECTIONS

'1. This game is played by four to six players, Everyone sits in a circle, ‘The deck of cards 1is placed
face down in the middle of the circle, One person spins the bottle to. find the first player.

t

2, The first‘player takes a card érom the deck and reads the word slowly printed on it,

3. Each person i]:he group asks the player a question about how he perfoms a partrcular activity, e.q.,

" "How do yy/e £ o - ,
‘d . . »
. -

4. . The player answers, "I eat like this" and then pantomimes eating slowly.
} g ' ' {
5 After each person has asked 2 question they discuss what they have seen and make three quesses about /
what they think the adverb ie. If they do not guess correctly, the player should tell them what the(
' correct adverb is,

6, }‘he first player places his pard face up and spins the bottle to find the next player to draw a card |
ron the detk. The game can continue until each player has had a turn to act out an adverb

!

.[KC B | Cow -

Aruitoxt provided by Eic: L



g‘ Co a . 'y " '
SAMPLE GAME - ’ .

»

- ) . L
Joe draws the word, happily, from the deck.

{ '-.. . . : ‘ ’ . -"‘ .‘ \

Ann aske, "How do you sleep?" . .

Tom asks, "How'do you wash dishes?" o

TN

-Richﬁrd asks, "How do you walk to school?" . ‘o
L ' . . .

'~

Pat asks, "How do you read a book?" ' N

4 - -

« .. | 4 . p . .
Rhonda asks, "How do you get dqﬁpéed?" oh : e
' b . Lot P i~

Joe mimié;\each actioﬁ\with a broad smile onghis face.
. . . .\ . 3 . -
The other players guess that the Word is gladly, happily. . ‘

or joyfully.  Joe tells thqu‘th adverb is Eaggi y. Joe ' -
spins the bottlﬁﬂto find-the n xt‘plhyer'to draw a gard.

-' . ." . ) /




R ) \\ - | HOW DO YOU DO IT?

o v INTS FOR'THE TEACHER N
L. ,Introductory Actlvities * ' ' s R

a)‘ Discuss the differencl between ajjectivee ind aﬂv rbs with the children Adjectives modify
nouns. Adverbs modify verbs, adjectives or other adverbs. Teach the childrén-to ube the -
adverbial form of the words ' (i“e., gladly, not glad).

» - ‘
[!2. Other Hints ﬂw R | , AN | ‘ \

a) Another verion of this gamé which ‘can elso be used as an introductory activity, is to inform
children that the adverb being acted out is one of four adverbs and then proceed to name: the
four, or list them on the board: The qame Jproceeds as described in steps 3 to 6, under GAME
DIRECTIONS. . !

» b) ‘The\'players must be familiar w‘ith and able,to‘read the adverbs «contained in the card deck.
o) .If players are shy, two players at a-time can act as a team to carry out the actions.
{ d) The‘game may be varied by putting a few blank cards in the'deck. The pluyer who draws a blank
‘ card can use any adverb he or she wants.
. |
f e) Use the familiar adverbs to introduce the game to children, Once children have had practice
playing the game, less familiar adverbs (or abstract adverbs) can be added to the deck. The
~  adaptation described in Part 2, a) can then be used to femilim/ze children with the new
, * adverbs . v i < . o
¢ ) | ‘ ' |} .
- f) There may be more than one ddverb that can be used to describe the activity that is being
'i acted out, e.g., happily, joyously, merrily. When this occurs, the players should be in-
structed,to tell the groupthat their quess was not the word he/she was looking for, but also
can be fised to describe the activity, This should provide a clue as to what the adverb really
R Coon) (\2
1 9" & sample llSt of adverbs in the ly fomm is provided for referente. These are commonly used
S adverhs that are easy to pantomime, . - .. - 3 B , o
g h) " The re‘comended‘grade;vels for this game are second throuq‘ fofrth.” b
. '
Lo . 104 . 3 -
EKC e 1y . v ' \

Aruitoxt provided by Eic: ) ')

L



anqgrily
blindly
breathlessly
carafully

eageily |

enthusiastically

gently N

W\

t

L]

SAMPLE LIST OF ADVERBS
’

© - gladly

grac fuliy :
guiltily |
happily

hgtéfully ‘
joYously

lazily’

.[_

\

{

105

: lightly
11631y '

- loudly

merri%y

niserably

© nervously

painfully

HOW DO YOU Dp 1

\
.

playfully ~
quickly‘ |

~ quietly

+ sadly

softly

tearfully

weakly
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© | 13.. DUET ‘ o
: . . ‘\ ‘

‘ N ) ' . ¢
Al

In Duet, two children are 'givey three sentences

| g '
s and then aghéd to make upg story using lhe sentnces bs the
start of the f bfegi_._nning, niddle; and end of stq:y‘ L ‘ , \ g

‘J,,: : Jw.} . ﬂ‘ E . ‘: s . v . ‘ o '
‘ | e ‘ | l/i!l ‘ , | 1 - ' o l N
e // o mm}«c WIS y
/ o understand ‘the. io}m lements of story construc- R
tion- . ' i ) . ) |
ot N B
L 8 To promote creatijr_é verbal expression,
. e \
: o, _ T |
L (g' -9 To recall verbal information, ’
" ,‘/ * To rein,forcé ,listéning skills, ¢
' f . ‘ ‘
\ :/v . ' A -Lv‘
I /' * 0 To develop a story gooperatively, , .
. /'l ' : X \ . ‘ . . ‘
/s' ‘ : , kjl o : o I3
/j . : 4 ' \afﬁﬁ‘.” i ot d ' e
/" A A deck of twenty-four cards. Each card has a sentence - ‘
VA - written on it: | R ’ ' '
(,"3 ! e.9., 1. 'I‘hey‘went shopping. : ‘
Loy - .2, I went to the movies. \
. « .. 3. Peter's mother called hin from the
/ o ) window,
| 2 Cards - 3" x 5",
" & bottle or spinner. ~
\“‘ “ !
. p o .
A ‘ )
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N © GAEDIRECTIONS
. ' ' I - , "( . I
f ;gto find the first pa1r of players. They dré three cards from the Duet deck

‘2

“-

slip as the begmnlng of on

The pair guietly confer, m;another part of the room, as to how to make up a story using each' sent :

t

f

A

of the parts of the story (1 e., the begrnmng, the middle or the end).”

.Y
¥

. (':

~This game| is played by four’to elght players. Everyone sits in a circle. One person spins the bottle

- pEr

- The pair take turns teltmg each part of the story At least one sentenqé must be added to each ofe *
of the initial sentences to form three short paragraphs. § :

Upon completion of the story; the pair reads each one Of the ipitial sentences (out of order) to the °

group Then after each sentence the pair asks th&»group which/part of the story did that sentence

Each playyer has one turn

If the group is. unable to iden 1fy the proper sentence, then the pair gives the answer.

h 3 \

‘Each memb&sr of the parr spins the bottle to f1nd a new pair.



' DUET

1

\ A Wir draws three cards from the Duet deck with the fo g sentences written on » .

¥

¢ 1) His mother called hin fron the window. 2) Don t be afrald, 3) They had all gone to thg beach.
. . i

, 0 . ' . ’ , ‘
s Player #1: His mother called him from the wrndow She called and W but
' Peter did not answer.
Player #2:* They had all gone to the beach. Peter, Jane, Elizabeth, and David h&d R
’ gone swimming since it was such a hot day. They were havmg S0 much
fun they had forgotten to go home for lunch v

[

/ : o S B v
S ‘P1ayer #1: Don t be afrard, Jane told Peter. I'll go home with you and hdlp ex- | -
' plam to Your m?her. | - B BN

. DPair: Here are the seltences again. Don't be afraid. Was that sentence the - o

L . start of the beginning, middle or end of the story? ‘ &;
' John: It wag the beginning of the middle,

| h " Pair: No,ﬂt wasn't. - . . SR
- v ) - \ .‘ } . ' ! _. ' : " 'l ' ¢
* Melvin: "It was the start of the end of the story, - *. |

)

Pair: Right. . ¢ C Tk N

M ‘ Pair: His mother called hin fron the wrndow. Whlch part dzd th,z& sentence .

"Debbie: That started the begmmng of ‘the story ~

R Pair That' I‘lght - | N ' | ‘ . ' : ey \




. : ¥
Pfir: They/ had all gone to the bgach.
‘ ‘3

N « a |
kionel: Thit sentence started the middle.

Paiy: »Phat's right. ‘
q, e . ) /0 ()
‘,\-ﬂ' ?
1
. -
[ Y
. ]
.
| -/
[l ’ . a
£
‘ Y
‘ | . |
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DUET

.. ' HINTS FOR THE TEACHER "

‘I Introductory Activities -~ .; . .
RN \
a) In Experiences, Knot Story helps develop-skills in story telling.

b) Children sholild be encouraged'too relate thelr experiences on classroom trips and (family butings,
Show how school trips and family excursions can be divided into a beginning, middle and end..

c) Children can be 1ntroduced to writing stories by having to describe their own art rk or
wnting $bout meaningful experiences.

© d) ‘Read a familiar story to the children. Have them paraphrase the beginning, niddle &nd end
- ‘parts'of it. Discuss why the niddle is the' middle, where the middle begins, etc. Get the
" children's feelings about the different parts, . | | -

e) Give each group three picture cards and/or have them' select three picture cards. Have childrep
coope:atively nake up Stories from 'the picture cards. One card should denote the begirining,

! .
one the“nddle and one the end of thelr story. _ /
lb Have the. children choose 3 grongof items in the room -and make up a. story arbund them. -

2 Other Hints \ ’ ' N : | Koa
a) Players should be urged to keep their stories to three paragraphs Paragraphs should also be *
kept to a minimum--three to gve sentences, o [
j ﬂ’ B K \ ) \
. b Story telling and story development can effectively lead to creative story writing. Discuss
o with'children the fornula for story writing; a beginning, a problem or issue, a high point or

. climax, a solution, and an ending. Suggest topics or story starters to foster creativg writipg
Allow a‘ flexible,olassroom schedule for adequate development of the stories. ¥

@ As childrlan develﬁo skills in story telling and story development, increase the difficulty of
thrs game by having them develop longer paragraphs | | ¥

d) The recomended \.grade levels for thisgame are third and up.' :
) | | ¥ . A ' ' ' | ‘
Q ‘ 1 : R il - ‘; | | | ‘, ‘ 211 .

N




\t The Splutions g'ames should be intrdduced using persons,

Content Applications

g

tural, interesting way. Once a game is learned,|however, the game's content should always be correlated

en are familiar. This approach will enabi:h:fo become' confortable with the game procedures in a

with specific academic objectives, In addit

oral communication skills the Solutions games teach and
reinforce the kinds of problem solving and logical reasoning skills that are not often included directly in

| a school's curriculum. Once children learn to exertise these forms of cognition they will normally apply

them in many different subject areas and situations, -

- Following are examples of waysin which different cont};»ﬁ‘an be used in some of- the Solutions games. -

. ¢

I

f\

4.

( '

l

gonmw

EXAMPLE

No Name Sequen e

\
!

categqry) v

Sets of objects or animals
may be described. The game
can be adapted so that the
players use pictures that

are related in form and in

use (e.g., types within a
\

;

¢

[ 2 ]

Birds (z00dogy), Ecology

Science:

Music/Comunicatiohs:s Drums

v . S - _
/| A player describes five to eighf pictures of dif-

ferent types of drums and their functions in re-

creation, ritual, or ag commnication media.

| A player describes five to e(gﬁt pictures of dife '
"| ferent types of birds and their habitats. ‘

)

board. Players fill in the

’ o
A grf is ysed as a game

grid boxes to find the + *

angwer, . |
A player shades in two rows
down and. four boxes across

‘| to get the answer. -

‘Numf:ers are printed vertically hnd horizontally

on a grid. The numbers can range as high or as

low as the curriculum demands. A deck of cards .

‘are used with miltiplication problens printed on

each card (e.g., 2x4=7).,,

'

The first mimber indicates how many rows down are

to be shaded, The second number indffates the »
number of boxes across to be shaded., The game -
continues until all of the problems are solved.

Aruntoxt provided by Eic:

S | 112

13

jects, and experiences wit’n which the chil- ,

2



CONTENT

EXAMPLE

|
|

o

i,

@IE

three of their characteris-
tics, The game can be
adapted so that objects or
people within a. specific
category are used.

,ﬁat an I?g, (Answer: snow)

GAME
| - (- : . .
Bins and Boxes A variety of objects are Foods: meat, mashed 'potatoes, jello, soup,
classified according to | 1ce cream
groups or.categories, Real  |Utemsils: fork, spoon, soup spoon, knife, butter
objects or pi&:ures of ob- . knife '
jects' can be used, . | Seasons: spring, fall, winter, summer
v * | Clothing: Dbathing suit, sweater, scarf, gloves,
C raincoat
Riddles Objects'are described.using Science::

Weatnet
I arrive in the winter,
I cover everything in white,
Ygu can ski on me, -

Word Addition

Players have to form a com- .
plete simple sentence by add-
ing one word at a time. The
game can be adapted so that

‘| the cards with the beginning

phrases have two or more words
written on them that relote to
a specific subject.

.Social Studies:

” Science: tf

E——

The boat....
I float because....
In the ocean....
Metal sinks....

v

Social Studies: Famous Persons

Cabeza de Vaca, or Alvar Ndilez.. .. )
Mary McLeod Bethine established.. ‘
Matthew Brady, a....

Thomas Jefferson, the....

Cities

The founder of Chlcago...

| Chicago was the flrst site of an unique architec-

tural form,,..

L 113

25




GAME

" | CONTENT

\

EXAMPLE

Who Am.I?

Questions are asked to draw
inferences and then ‘develop

an’hypothesic. The game can

be aﬂapted to introduce names
or pictures of objects '
(What am I?)." The objects
should all be within a par-
ticular category.

Variation--WHAT AM I?
o aemgeerem———

Category: Objects found in the kitchen.

Player 1 selects the picture of a refriqefator.

1st Child:

Does tap water come out of it?

L

Player 1: No.
2nd Child: Do you sit on it?
Player 1: No.
3rd Child: Do you cook on it?
Player 1: No.
. |'4th Child: MWitMmedﬂwhmde?
Player l: Yes,

The players discuss the questions and answers and

conclude that it is a refrigerator,

(Similé e

Sentences are completed with
siniles, The game can be

~ |adapted so that cdrd decks

contain sentences about sub-

Ject matter that was studied

recently.

Science:

The Hoon | ,

The moon is as bright as....

Half of the moon is as dark es....
The moon is as wrinkled as....
The moon looks like....

ﬁﬁat Would You Db 1f?

: !

'|Players respond to two-sided

values questiongiconcerning

|present day situations, The
game can be adapted to include

questions about a specific
curriculum, It may also be

changed to "How Would You Feel
Ifo res ?" r "What_ WOUId You Think

If....?" and 50 on.

with a parking lot?

Science: The Environment

hat would you do if you had to move, 8o that the
house you live in could be torn down and replaced

What w&uld Jyou do if your best friend had to move,
80 that the house she/he lives in could be torn
down and replaced with a parking lot?

‘[]l\ﬁ:

Aruitoxt provided by Eic:

» 14
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/

CONTENT, Wi
C g K ‘ ' : v
u'Go1Togethe Objefts are classified accord- | Science: Trees (Botany) |
Al ing 'to a comman characteristic.
14 J The game can be adapted to re~ | Name the different types of trees found in the
iy g; , view specifici subject matter | United States, L
4 ) within a cate Name the parts‘of a tree, » -

Name the types of trees in this region (state,

B city, county). | T

Name objects made from wood.

N

Name fruits that grow on trees.

How Doﬁuou

RIRE
TA el
i N

g j)j(‘

(Do It?

- |Adverbs are a
variation of
, . {used with ver
< {I Doing?") W
sented in the
PN

" [] -".ing“ ‘

ﬂtedout.' A
" the game can be

bs. ("WhatAm
erbs dre" pre~ -
gerundive form,

Variation - AT MM 1 DOING?

e

2.

3

The first player picke a card end reads it to
himself, |

The player pantonimes the Verb (1.e,, pressing)
and then asks the reet of the group, "What Am
I Doing?" .

The player on the riqht unewers first with a
sentence. "You erefouttoning your shirt,"

If incorrect, the next player on the right
tries to quess what the'verb is (and so o),
When a player givee the correct answer, the .
first player then. ppins the bottle to find the
next player to draw a card from the deck.

%

SOCIAL STUDIES: Cities

Aruitoxt provided by Eic:

. {Duet Three sentences are used as
, | the basis for developing a : -
story, The game can be 1. New York City has five boroughs.
/ adapted 8o that the sentences | 2. New York is.a "melting pot." -
in the deck relate to gpeci- | 3, There are over 7 million people living in
fic curriculun content, - New York City.
™~ 4. New York City has the largest underground sub~
, way system in the United States,
5, The tallest buildings in New York City are the
‘ Twin Towers of the World Trade Center.
. . ' '
ERIC 218 s 219




CONVERSATION GRMES Imrirnmmoe CHECKLIST

R
A
Y : | b . v

v

DIRECTIONS

The Checklist and the Corrective Procedq;ee on the followinq pages were designed primarily for obeerv-
ers--teacher trairiers, supervisors, and administrators--who are not usually assigned to daily classroom
-teaching, and the directions were written for them, Teachers may, however, use the Checklist to assess and,
 Af necessary, improve their om implementation of the games. ‘

~ The basic information on the school, personnel, class, and time period should be completed before one's
observations are recorded. The Checklist may be used for the entire year, Normally, the school year iz '
. divided into three periods: depending on when the year begins, the end of the first period is sometime

- durtng October and Novenber; the second period ende in February or March; and the third period ende in the
“last month of school,

‘ Please keep.in mind that the recorded responses to each of the Checklist items is intended as a cumula-
~“tive record of several separate classroom observations during different times of the day, over three or four -
months, Circle the letter in the period which best fits our observations of each item, Y = Yes, the item
accurately deecribee how the games were played in the classroom. N = No, the item does not describe the
 implementation of the games in the classroom during the period, I = Insufficient basis for determining -
whether the item was implemented. | . :

‘At the end of the second and third reporting periods circle P =&Progreee, in addition to N, if some
progress toward implementation was made and maintained throuqhout the period, but the level was too low to
circle Yes. \ - -

N\

'ue : - 3 221“
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Teacher/Teaching Tean: ‘ School s : - .Grade/Class; .

et

: /
Date: ‘ Number.of Children: . ———. Obgerver:

First Period - to i Second Period to_—.; Third period 0

- .’ FIRST | SECOND | THIRD
FOR TEACHERS < PERTOD | PERIOD | PERIOD

g8 tfyinlz [y Inl1]p]

SRR - P S— ‘«ll*‘_f(

1. The materials needed to play the qames are attractively prepared
and readily accessible to the children without adult aseistance.

%‘ " All players, including the teacher, are seated in the same way

I. All of the players can sea each other

4. Introductory activities are used when necessary,

5. The teacher nodels and supports .a relaxed conversational style,

6. The teacher introduces the game by Teeching-l-‘rom-Within. |

1. The teacher avoids repeating what the other players say.

'8, The teacher avoids correcting the children's language during the game.,

|9+ All of the players obey the game rules,

. & . - ‘
10. “When the children have learned the game, the teacher leaves (Transfers
Control to) them to play it by themselves, —

11, The game is used to teach and reinforce content related to current S
| learning objéctives. N

12, The teacher and/or aide uses the CONVERSATION GAMES to teach children | 5
about their environment, community and cultures.

13. During the school year, child:!n in grades X - 1 learn af least six
CONVERSATION GAMES and children in grades 2 - 6 learn at least nine
CONVERSATION GAMES.

Aruitoxt provided by Eic:

e 282 | Cow - 223



PIRST |SECOND | THJRD
FOR PLAYERS PERIOD |PERIOD | PERIOD

YIN[IY[NI[PJYIN]I [P

L]
14. The players choose the game the group will play, by using a
spinner, by voting or by gome other means.

e

15, All of the players know the name of the activity,

16, The players follow the rules of the game, | ‘ '

17, Other players assist any player who does not or cannot yet //
+ follow the rules of a game,

~- B
18. All of the players look at each other when speaking.

19, All of the players are actively dinvolved in the game,

20, The players call on each other for queatioﬂi or clarifica-
tion,

21, The plaj(ers listen carefully to each other.

22, The players ask each other to repeat ot speak louder if /
they haven't heard what was said,

23. The game is played cooperatively. \ !

S i

24, The players give each other posztwe feedback whenever A
appropriate, . A . L

-25.- Effective Transfer of Control is achieved:- the children are
able to play the game without adult supervisiom\

26, The playera select independently the content for a specific
- game from materials that are prepared by the. Teaching Tean.

27, The players are able to show a newcomer how to play a game,

TOTAL

118 | | 2.-) -
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CORRECTIVE PROCEDURES

The corrective pmcidurea below contain suggestions for transforming a "no" on the Checklist to a "yes".
The rationale for each item is given to serve as a guide for devil‘i‘ng other corrective techniques,

\,

- —
/I

RATIONALE

 CORRECTIVE PROCEOURE

1, The materials neefed to play’

the yame are attractively

prepared and readily accessi-
ble to the children without'

adult miltaqce. . !

2. All players, including the
teachex, are seated in the
sape wa '

' /

Aruitoxt provided by Eic:

228

ERIC

1l

2,

- hecess

Children's in{ereet and
attention may easily be lost
if they have to wait while
the teacher gathers the
materials,

L

When adults are seated in a
different way from the chil-
dren (e.g., on tall chairs
when the children sit on

lower chairs, or seated in °

chairs when the children are
on the floor) it crestes a
psychological distance be-
tween them and tends to in-
crease the likelihood that
children will speak to the

adults and igndte their

peers,

119

Y

Read the game directions care-
fully., Prepare the materials
and have them readily availa-
ble befoye the children gather
to learn the game. The mate-
rials for each qame should be
stored in containers in an
accessible location, e.g., on
lov shelves, in a storage
closet.

The players can sit at a
table, in chairs, or on the .
floor, Bxplain that it is ip-
portant for everyone to be
able to see each other and
that it helps the whole group
to share equally in a conver-
sation 1f everyone is seated

* {n the same way,

2



LI .
- CORRECTIVE PROCEDURES

 FATIONALE

CORRECTIVE PROCEDURE

- 3. All of the players can see
each other.

Qlayers tend to bé more in-
volved and are more likely
to remain interested when
they cah see those with whom
they are speakihg, Looking
at the person who is speak-

3, Rearrange the space and/or

furniture so all the players

~ can see each other. Sitting
ina circle 1s a good device

for insuring eye contact and

~ visibility, Play seated on

ing increases the likelihood the floor. 3
that a message will be re= o -

L ceived age ately.

L
1 .
NE D

)

-y

4, Introductory activities are 4 'I‘eachere need o reviey 4. Read the game procedurel, in-

used when necessary. . other, s games, comm~  troductory activities, and
. e nication activities or | ,,' HINTS FOR THE TEACHER gec~
B ‘ | skills before introducing a ‘ tions' carefuldy. Review the

| new game. Relevant skill "

" - .lessons, ,activittee, or d g-
~ cussions should preceds 4
game'in order to he
the cl;ildren 3 inteteste.

learninq ob ﬁt:lves lieteq

for eech game,

! ﬂﬁé] IJ“ | P-: .
v ___ Ju‘ﬂl oﬂ ‘ )
5,9 Remember that, the CONVERSATION
: GAMES are meant to*be fun to

play. The teacher should be
familiar and comforteb’le with |

5, The teacher models and sup-
ports ‘a relased conversa-
. tional style.

. 5 g:ﬂdgen“l.earn by obeerviug ‘
d imitating the ‘behaviors '

* of adulte arrd othet children, :

1f teach r eﬁ@xesqﬁ nthusi- °

asm, intere easure '-;e- ‘@ qame before; 1ntroducingeit
during. play} childpen to chﬁdren' '
willalso.gﬂs““’ Foaoet
. DO
o 59’ ;" "I : \'h . q,& 1 . .
_ I o { ) ' '
23 \ U #, ) ] o w
l v J b d
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* CORRECTIVE PROCEDURES

[ ]

-

RATIONALE

CORRECTIVE PROCEDURE

6. The teacher introduces the
game by Teaching-FromWithin,

7, The teacher avolds repeating

what the other players-say, ', )

\

8., The teacher avoids correctiﬁg
7 the children's language during

- the game,

230

ey

M :‘{‘ :

1.

8.

W
e

© 6, Teaching-Prom-ithin re~
 Quires teachers to assume

the role of a player in or-

der to teach children the

game rules and content, and

~ to model the appropriate
Isocial behaviors during Play,

If the teacher repeats what

each player says, the players
will understand that they
should not speak to the whole

. qroup directly, The teacher .

is, by her behavior, saping,
"No one will hear you or pay
attention to you unless I

deliver your message for

you," Repeating encourages
the players to address all
their remarks to the teacher
rather than to each other.
It leads children to believe
that what they say to their
peers 15 less important and
discourages 1‘nit1ative. 3

The critetia for effective

‘communication should be the

meaning-and content of a

121 .

6'0

"

Teachers must introduce a qame
by actively participating as
players, They may withdraw
from a game only after the
children have mastered its
rules and content. |

;‘il

" Bepeating is a"comon habit

that may be difficult to

change. Whenever the impulse
to repeat occurs, try to make
a reinforcing comment instead,

~ For instance, instead of re-
‘peating a question that a.

player has asked, say, "That's

-2 .good question," Repeating -

is often done without being
aware of it.

N J

Review the learning objectives -
for a qame before playing it
with the children, During

21
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 CORRECTIVE PROCEDURES
\ »

| - 4

\

ITEM

MT_IONALE 4

. CORRECTIVE PROCEDURE

%

| 9 ALl of the players obey the 9,
game rules.

10, When the children have learned 10,
a game, the teacher leaves
(Transfers Control to) them to .
play it by themselves,

o acconplighl

player's responsc, not how ..

~ the player speaks. Children

must be encouraged to commu-
nicate freely, hefore'they 
learn to conmunicate pre-

. ‘cisely. Adults who focus on

correcting the form of chil-.
dren's oral comninicatidng--
even when their messages are

. ‘Clear--will discourage then

from communicating at all,

h
}

The games havgg_

en developed
cific edu-

the rules pnly" after the ba-

- sic format 1§ well under= «: .

stood,

Children should develop a

sense of responsibility for
their own learning--includ-

ing naking decisions, taking -

action and evalyating their
progress. .0nce they have
learned a game, feedback

-from other player's will

halp them to play nore ef-
fectively, '

122

8.

i

9.

dvys "‘)Jm; Cd

10,

play, focus on the objectives |
and try to deternine whether -
each child is progressing

towards mastering them,

Review the rules for each game
before presenting it to the
players,

II?J,?“

g ’r’v‘&; By . g 00T

i

Review Checklist items 14 -

- 28, These procedures wil)

help the childyen develop &e
management skills necessary
to play the games indepen-
dently.

23



CORRECTIVE PROCEDURES

[}

ITEM

RATIONALE

. CORRECTIVE PROCEDURE

‘11, The game is used to teach or

" reinforce content related to

current learning objectives.

w '04 IR AL IR X
12, The teacher and/or aide uses
| ‘the CONVERSATION GAMES to ,

" teach children about their .

" enviromuent, couuuunity, and
z cultures.

Full Tt Provided by ERIC.

.‘EKC

.

The CONVERSATLON GAMES vere
developed to ephance chil~

dren's commnication and con- -

ceptual skills, and as vehi-
cles for traditional subject
matter, Once teachers and

children become familiar with
the Yames, the original con-

 tent may be changed to teach

12,

and reinforce other subjects,

Children's cultures, c:olummi-'-v

ties, and physical environ-
ments are essential aspects
of their being, Information,

- nateridls, and activities
-about the social and physical

matrix in which they develop

~ should be incorporated into

curricula, in obder to faci-

litate the children's learn-
ing, to reinforce their sense
of worth, to promote interest

and pride in their conutuni-
ties,

123

11,

Review the learning objecs
tives listed for each qame as

. well as the Content Applica-

12,

tions,

B

Refer to the ‘HINTS FOR THE

* TEACHERS sections at the end:

of the games and to the Con-
tent Applications for curri~+

. culum ideas. . Ask the chil-
. dren, their parents, local
merchants, and persons who

provide services to the com-
munity for curriculum ideas.



CORRECTIVE PROCEDURES -

L

/

|

ITEM

RATIONALE. -
' e

CORRECTIVE: PROCEDURE -

g

!
!

14.

dren in grade8 K-1 learn at

least six CONVERSATION GAMES,
and children if grades 26

learn at least nine CONVERSA-

TION GAMES,

The players choose the gamé

the growp will play by using

a spinner, by voting, or by
some other means.

13, During the scyool year, chil- 13, Oral commnication isa °

basic skill that reflects
the range of information

and understanding A person
has acquired, Children

need to practice caminica~
ting in arder to learn how
to express their ideas and

- feelings precisely and sen- |

sitively, The CONVERSATION
GAMES were developed to

~ achieve and reinforce those

goals in an enjoyable vay,
vithin the framework of -
traditional academic Sub-

jects. The sooner children
learn the forns and content.
- of the original ganes, the
. 8oonet new curriculuw-con=
*tent may be used,

14, Righer levels of motivation

and learning occur when
children are pernitted to-

‘select thetr activitiss,

The selection procedures

also give children practice

in decision-making, in -

124

1.

At the beginning of each

L scyol' year devise a sched~

14,

ule o ensure that the sug-

-gosted minimm mmber of

games will be introduced to
the children,

show the children how to use
the Solutions spinner and

- other selection methods used

in the games, and explain
why they are used, i.e., that
the various methods give them

- opportunities to choose in a

90,



L v
CORRECTIVE PROCEDURES
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oM " famTone |
14, (Continued) u, handling compromisp situa- 14, way tha mininizes conﬂict;
| tions, and in cooperative that they--rather than an -
play. | - adult--will be expected fo
- gelect some of their omn
learning activities in tho \
L ' " ' d.“ﬂrom- R

15. ALl of the players know the 15, Although peoplé can do thinqs, 15, T the players the rames

name of the activity, ~ and have experiences without  “~pf a game each tine it is
° necessarily labeling them, - “': fnged, .
),\ most, often humans create -
.nanes for objects, recurring v

forns of experience and phe-

nomena, Labeling and cate~

gorizing are conceptual | ot

forns with some value in- . & "
b their own right; equally inSEEN
A ~ -portant, they will help the WM
. ~* children to distinguish simi-
4, . lar but different games and
e -+ thelr content,

16, The players follow the rules 16, Rﬁv'l;:es provid}\tl: structure 16, Teachers should help children

of the game. and deftne thedontent for understand the importance of
all forms of social inter- rules, in general, Before
actions, Games rules are de= the start of a nev game, have
‘signed to facilitate play, the players review the game
and to ensure eguitable par- rules and explain the reasons




CORRECTIVE PROCEDURES

f

ITEN

RATIONALE

¢

CORRECTIVE PROCEDURE

16, (Continued)

i

17. Other players assist any

player who does not or cannot

yet follow the rules of a
game, |

18, All of the“players Jook at

each other when speaking,

ERIC -

16, ticipation by all of the

players according to the
roles which the rules define,

The CONVERSATION GAMES ‘are
designed to be played coop-

" eratively, All of the -

players are expected to holp‘
each-other meet the game
objectives.

Although in Gome cultures in
, some situations; speakers do |

not look directly at the per-
son they are addressing, it
is more usual to do so, The

‘reason for the custom of

looking directly at a person
to whom one is speaking is
related to the effectiveness
of verbal communication:
When speakers and hearers

" face each other directly

there is less chance that the

message will'not be recéived
- clearly and the physical be-

haviors (e.g., a smile; ges-.
" tires of the face, head, hand,

W

| 16, for them,

‘ [ ]
17, Model helping, cooperative

behavior, Offer assistance
to players who do not under-

- stand or have difficulty

following the rulop. |

18, Model this behavior, Look at
- the person to whom.you are

speaking, gCall the players -
by name, -Glnd the players

~ to Jook at each other vhen
- they are asking for or giving
feedback,



to each other. .

, .
‘ %qm N

"

function in its own right.

It is essential to effective
. conmunication, One st -
* listen carefully in order to

v d . CORRBCTIVE PROCEDURES
o | : \ © " CORRECTIVE PROCEDURE
- 18, (COntin,usd)‘ \8.' body) thst srs (] psrt of sll | | '
S - oral communication are slso N\
L | vis:lbls. . Bt
| 19. All of ths players are ac- 19\ Direct sxpsslsncs,. l.e., 18, I cue children seem snsom-
l tiv@ly involved in the game., ~ Tearming hov, 18 the most :
| - effective way to assimildte confidence to play
- knowledge and acquirs skills. S @ teacher should
’ . ,children are Mot enthusiastic
. nd on the
* basis of that kn edge de«

e 0 POJ‘."’

' . | susds the hildrsn to' lsy.
0, The plsysrs call on each ) 20, Ina conversation ths res- 20, Modsl this bshsvior. st I

. other for questions or cla- ponsibility for both ques~ ~‘carefully ‘to the Pplayers tt&
" rification. ' ‘tions’and statements should * look directly at then »

. o . " be shared among all psrtlcld - they speak. Provide
NI ‘pants. reinforcenent to the plly 8
L - te o model this behavid¥,”

21. The players listen carefully A, Listsning isan 1mportsnt . 21.‘» Nodel this behsvior. Lﬂsn

carefully to the players and

" look directly at them vhen .
they speak. Provide positive
- reinforcement to the players

" sort out dlffersnt kinds of S

0

127

who model this behavior,

¥
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) -
21, (Continued) -

e —r—

22. The players ask each other

to repeat or speak louder,

- if they haven't heard what
was said,

4"”
.““ '-v

- | ! 3’ o .
23, The game is played/ coopera=

‘ tive ly.

R o
[ .
7

!

2,

" carried out in reference to
‘other persons. If the -

23,

information or to solva pro-
blems that are presented
orally. Communication is an
interdependent process in-
volving sending and receiving
(1.e,, listening) messages of
one kind or another,

Communication must always be

speaker isn't understood,
communication is not effec-
tive,

Cooperative, non~competitive
settings enable a greater -
nunber of persons to learn

game (and the learnings i
contains) will be achieved ™
more: readily. Cooperation -
enhances the communication

gether, the objectives of ‘

~of ideas.and feelings.

128

21,

22,

23,

‘more, When players work to- .

Nodel this behavior, If it
seems that the players have
not understood what: another

“has said, encourage them to

ask the player to repeat it.

Teachers must take great care

to underscore the cooperative

and/or non-competitive nature
of the CONVERSATION GAMES,

~ Explore with students the
meaning and importance of co-

operation, Provide positive

 reinforcement for cooperative
-and supportive behavior. Mo-

del cooperative behavior as

a player.
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24, The players give each other 24, A supportive, positive at- 24, Model this behavior by being
- positive feedback whenever mosphere encourages initia- - - ooperative and supportive
appropriate, ‘ tive and inquiry. ‘of the other players, Focus
‘ | | ' on the positive rather than
on errors, Compliment chil-
dren for asking good ques-
tions and for positive, in-
telligent oo:qo}ents .

25.‘ Bffective Transfer of Control .25, When children have learnad 25, Follow the Teaching-From-

- "{s achieved: the children to play a qame it is no Within process described on
are able to play the game longer necessary for the page 7 of the. Introduction
without adult supervision. ' . \ teacher to continue as a to this manual ' . ;

' | ‘player, Transferring con- , ey

" trol of the game to the | B Y

children permits them to S T T

manage their learning, and | S T

frees the teacher to atted 7, i Yo

to other obligations in the ST s

“classroom, | T e e
. ‘ , C V ‘. '«u;}'-'r (; oo
26, The players can select inde- 26, Since games are the nedia 25, Fénd.liari'!e the ohild;ehit;}l* )\

- pendently the content for a through which children learn ~ the types’ of matohals that * ‘;
specific game: from materials "all manner . of ‘things, there. are mﬂ&ble' or cﬁeotinn v oo
that are prepared by the = - is 1ittle ‘Teason why they Allow *the plp 8 to ass‘lst B E
Teaching Team. . - should be dependent on teach- in oeflectin ﬁz gane corln

o | ers tg. dispense game mate- , tent Encour ge th children{ »
rialaif If children know a tz, ‘create’ dontenﬁ appropriate/\ ;
“ . ‘ e | ‘ , -‘5-
FLEC R \;‘q / ‘62* b

6
- o ..7




 CORRECTIVE PROCEDUFES

ITEY

RATIONALE

CORRECTIVE PROCEDURE

26, (Continued)

'

N.MMmmmmﬁwmw
a newcomer how tq play a
game.

- 2.

27,

game reasonably welP{ they 26.

will be able to play it with
any appropriate content,
Teachers should not have to
spend their time dispensing

- and collecting (l.e., man~

aging) materials, Children
ghould be taught the respon-
sibility for such routine
matters,

Players must be thoroughly 27,

familiar with an activity
before being able to teach
it to others. - This is the
ultimate goal of transfer-
ring control of play to the

‘children,

130

to current instructional
objectives.

While participating as play-
ers, teachers should give the
children frequent opportuni-
ties to lead or play the
major role(s) in games,

. 23:(
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