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The Oral Language Curriculum Guide was developed in correlation: with the
numerical coding ot the Oral Language Skills List published by the Migrant Student
Record Transfer System.
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- e ) 3. Squat down.
I A e Y 4, Write your first name
5 g?vteh:n?fa:lm;d r.mg
Multiplying Rabbits O e rend g
7. Show me your
sml #ozo Index finger.
Objective:
The student will follow a one-step oral instruction.
Directions:

Divide the students into two teams. Give each team a “rabbit” puzzie with
each member of the team receiving one piece of the puzzle. Choose a strip
of paper from the magician’s hat and read it to a member of one of the
teams. When the student has correctly performed the task as instructed, he
contributes his piece to his team’s puzzie, and then the other team is given
a turn. The activity continues in this way until one team completes a
“rabbit” puzzle.

Follow~up Activities:

1. Have the student draw a picture from oral instruction. He must listen and
follow directions step by step. Sample directions: Draw a house. Draw a
tree next to the house. Draw a cat in the tree.

2. Have the student color his picture from the oral directions given; for
example, color the house pink.

1 O
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Who-0-0-0’s Following Directions?

Skill #020

Objective:
The student will follow one-step oral instructions.

Directions:

Have the student take the felt shapes from the pocket folder and follow the
oral directions indicated below:

1. Place the large felt shape containing the “x’s” down first.

2. Place the shaded shapes with blue “x’s” directly over the blue “x's” on
the large felt shape.

3. Place the white circles over the blue “x's” on the shaded pieces.

4. Place the blue circles in the centers of the white circles.

5. Place the triangle shape over the two black “xx’s.”

6. Place the three half circles over the biack *x.”

Follow-up Activities:

1. After the student has completed the activity, have him give from memory
the same oral directions to another student who will then complete the
same picture.

2. Select one student to be “Wise Owl.” Using the traditional format of the
game “Simon Sez,” hdve the “Wise Owl” give oral instructions to be
carried out only if preceded by the phrase, “Wise Owl says.”

2
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Color all the shapes with an “A’ red.
Color all the shapes with a “3" yellow.
Color all the shapes with a “C” blue.

Coded Color

Skill 4020

Objective:
The student will perform a task by following a one-step oral instruction.

Directions:
After giving the student each of the oral instructions shown above, have him
color the picture.

Follow-up Activities:

1. Have the student code a simple picture from a coloring book and then
give a series of one-step oral instructions to another student who will
color the picture.

2. Have the student create an original design and code It for coloring as In
the activity above.

§
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Direction Dance

Skill #020

Objective:
The student will follow a one-step oral instruction.

Directions:

This activity requires three participants. One person, usually the teacher,
operates the spinner and checks responses. The other two players stand
facing each other at opposite ends of the playing surface. Each participant
should place his feet on two of the blank shapes directly in front of him. To
begin play, the spinner spins the arrow for player number one. If the arrow
points to the circle with “right hand” written on it, the player must find a
circle and place his right hand on It. As play continues, the players take
turns following the same procedure. It is necessary to keep both feet and
hands in previous positions with only one limb stretching at a time. Note
the example shown above. The play continues until one player loses his
balance and touches the playing area with another part of his body or until
one places his foot or hand on an incorrect shape.

4 - Y




Direction Dance
Gameboard

ERIC

Full Tt Provided by ERIC.

N 020 SIMPLE DIRECTIONS



Copy Cats

Skill #040

Objective:

The student will follow two or
more steps of oral instruction.

Directions:

This game is similar to “Follow
the Leader.” The teacher gives
verbal instructions such as,
“Clap your hands and meow
like a cat.” As the teacher
demonstrates each task, the
students must copy her.

040 COMPLEX DIRECTIONS m

Follow-up Activities:

1. Select a student to be
leader. Play the game as
suggested in the activity
above.

2. Use a recording of the song
“Hokey Pokey” and have the
students follow directions
as given.
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Red and Blue

Skill #040

Objective:
The student will follow two or more steps of oral instruction.

Directions:

Divide the class into two teams and color code them red and blue. A
student from the red team comes to the front of the class, calis on a stu-
dent from the blue team, and gives him an oral direction; for example,
“Mary, pick up the red pencil, say ‘hello’ to Bob, and walk backward to your
desk.” If Mary performs the task ccrrectly, she reczives five points for her
team and goes to the front of the :lass to give directions to a member of
the opposing team. If she does not successfully complete her task, she sits
down and then the student from the opposing team receives five points and
may call on ancther person from the blue team.

Follow-up Activities:

1. Have the winning team make up directions to give the losing team who
will find a hidden object.

2. Have a student come to the front of the class, blindfold him and then
give him directions similar to the following: “Walk two steps backward
and one step to the right.”




Going Batty

Skill #9040
Objective:

The student will follow two or
more steps of oral instruction.

Directions:

This game Is played with three
people. One is designated as
the card reader. In alternating
turns, have each player roli the
die and move the number of Sample bat cards
:staacesl lnc(l’lcated. l\)I\Ihe,n;: the 1. Move your apponent back three
player lands on a bat, he ' spaces ,
draws a card and gives it to 2. Give tm:mot? yn:ﬁm:ﬁ?e ’
the reader. The directions are 3 ggpg,"g:‘;' ol f:g'ﬂ'g:';% opace. o on
o Grewina s sots | EESRELETE
opponen rw ée spaces.

accordlngly. A student may 4. Mo?; your opponent bacl?two spaces

nd arker forward
draw only one card per turn. opace T Your marker forward one

spaces.
Is the winner. 6. Go back two spaces and lose your

next turn.

A
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g The first one to reach the end 5. Go back six spaces and forward two
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¢ Hiding a giraffe

— —

DONT eat with your fingsrs. DON'T drop your clothes
on the fioor. DONT hit your sistar. DON'T forget to take
a bath. DON'T touch the ple. Doss anyone have a DO
that | can do?

a. Finding something to eat
b. Too many DONT's
c. DON'T forget my party

Loud And Clear

Skill #060

Objective:
The student will listen to and relate the main idea of a story.

Directions:

Provide the students with short stories, such as the ones above taken from
Drawing Conclusions, a Frank Schaffer publication. Put all of the main ideas
of the short stories in an envelope. Have a student choose one and read it
to a classmate. Have the students use a transmitter made from tin cans and
string. After listening to the story through the receiver, the classmate gets
to tell the main idea of the story.

Follow-up Activities:

1. Provide the student with an editorial from a current newspaper. Have the
student read it to the class as if he were a newscaster. Call on another
student to recap the story by relating the main idea.

2. Choose another article to read to the student and have him provide an
appropriate title. "

ERIC i5



Skill #0060 a. A tight squeeze
. b. Eating erasers
Objective: c. A pencii who wanted to be a pen.
————————————————e

The student will listen to and relate the main idea of a story.

Directions:

Draw a grid as shown on a shower curtain or on several sheets of butcher
paper. Divide the class into teams designated X and O. Select short stories,
such as the one above taken from Frank Schaffer’s Getting the Main Idea. In
alternating turns, have a member from each team listen to a story and give
the main idea. When a team member Is correct, he claims a square. The first
team to get three in a row wins.

Follow-up Activities:

1. Have the winning team identify the sentence in each story that relates
the main idea.

2. Read the student a poem, such as “Bed in Summer” by Robert Louis
Stevenson. After listening to each stanza as it is reread, the student will
tell the main idea of it. Be sure that there is a thorough discussion of all
stanzas; then have the student relate the general idea of the entire poem.

"
Ih

3
Being a pencil isn’t much fun. Children hold
me so tight | just about choke. They bang me on
the table and drop me on thf ﬂoo'r. Som:
chiidren even eat my eraser. | would muc
TiC‘Tac Main ldea rather be a pen living In a pocket.




Skills 060, 120, 160

Objective:

The student will listen to and relate t' . main idea as well as the cause and
effect of a fairy tale. He will draw conclusions based on the information
given.

Directions:

Put the above fairy tales on tape or read them aloud to the students. On
each ﬁage, there are two cards iliustrating one of the listed skilis. Work on
one skill at a time. When the students are familiar with the fairy tales, pro-
vide them with tokens and a card. The object is to see who can match the
most tokens to his card in a given amount of time. Continue the game untii
all three skills are covered.

o 12
exdc 17
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Objective:
The student will relate the most important main thought or idea.

Directions:

Provide two or three students with tongue depressors containing three
choices of main ideas for each short story. An example is shown above.
Read aloud the story recorded above and the stories on the next page.
When the student feels that he is holding the tongue depressor containing
the correct main idea written on it, he must “stick it up” and read what Is
written on the tongue depressor to the class. If the student Is correct, he

recelves a point. The student with the mPst points after &ll the stories have
been read Is the winner. -

Q ‘ 16




Stories for. . .
SﬁCk ’em up

clothes dinty. So at
benches el a table
this morning notto get gyt hes
“My mom wanR L stead of on the o e
: = . suddetﬂv 1 he:::‘ :cream.

Kickball
looked up. A ade gt -
table. My pot chips " ‘
o m‘“‘ef:&ﬁn of millk on the table spurt puard. 3 et
e On F . dwich shot out of someon
- o:ge\'\ ':e;}eanut putter and jelly san - -
e m. o Shmﬁ\othe! will never pelieve this. 1 can har

1 know my

One of these is the main idea. . -

clothes
e b\. i got splattered with food and got my new
hit the tabie
When & Kickball
. sticky.
::: peanut butter and jelly sandwich felt

*Stories taken from *"Making Kids Click"
by Linda Polon and Aileen Cantwell,
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The Sentence orroct 809°

to
Sequence Shuffle 1 am 9018 "0 400
open the This is wh
dreams$ out. ing.
Skill 7080 is 0 —~dream
|
Objective:
The student will relate ideas which follow one another.
Directions:

Divide the students into two teams. Orally give each team member a
sentence or phrase from a paragraph as illustrated in the example. At a
given signal, the students must shuffle themselves in order to make a sen-
sible paragraph; record the amount of time it takes each team to do this.
After three more rounds, the team completing four sensible paragraphs in
the least amount of time is the winner.

Follow-up Activities:

1. Show a filmstrip of a fairy tale and then have the students recount the
events in sequence.

2. Have the students dramatize the story from the filmstrip.
o 18 9
LRIC ’
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*What You Need to Make the Cookie Dough

% cup suger Mixing bowlis
1 stick butter (4 oza)) Wooden spoon
1 ogo Measuring spoons

% cup flour Cookie shest
% teaspoon vaniiia Mo.suring cups

! Have g,

te adult turn

T2 375 Gogree VM. Set the
s.

Get a teaspoon. Drop rounded teaspoons of
dough onto the cookie sheet. Make sure you
leave spaces between cookies. You can make

scmmpﬁous the cookies large or sr:all.
Sequencing LNT,W p——

er, d egg. ‘nto bOW’ fo the 7
Skill #080 )r.l
\.
a mixing DOV

ectiv \x
bs h nd sugar into o
The student will relate ideas Egt butter 92

which follow one another in .

specific order.

Directions:

On the next few pages, students may find simple recipes to follow. Some
recipes are more complicated than others. Cut the directions into strips
such as the ones above and glue them onto paper. Mix up the sequence and
read the directions to the student. After hearing the complete directions, the
student must verbally recount the recipe in its correct order. For a group ac-
tivity, write the directions on larger tagboard strips.

*Recipes are taken from Goodtime Cookbook, copyright 1973 by Xerox Corp., Middietown, CT.
19
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* Stuffed Frankfurters

What You Need

% oup cracker crumbs

¥ cup miik

2 tablespoonse yellow mustard
Y cup grated cheese

8-10 frankfurtors

Table knife

What to Do

1. Have an aduit turn on the oven. Doa’t do it yourselft Set
tho oven temperature at 400 dagrees.

2 Plece some crackers In a piastio bap. Crush the

crackers with your hands. Pour the crackers into &

messuring cup. Crush some more crackers. Fill the

measuring cup three-Quarters full,

Pour the cracker crumbs, milk, Mustard, snd cheess into

& mixing bowl. Stir and stir.

Make s lengthwise cut into the top of esch frankfurter.

Open the cut and il with the cracker mixture.

Put the stutied franks side by sids an a cookle sheet.

Place frankfurters in the oven. Bake for 20 minutes.

Serve frankfurters with ketchup, mustard, relish, gtc.

NEpA W

‘ -
Orange Ball Delights
What You Need What to Do
1. Put some vanilia water cookies in & small plastic bag. Crush walers

1 cup crushed vanilla wators with your hands, Pour the erushed wafers into & measuring cup.

Ya Cup grated cecanut 2. Pour the crushed wafers into a mixing bowl. Add the coconut and

¥ cup powdered sugar suger.

% cup frozsn orange juice concentrate 3. Pour in the orange juice.

4. Mgko sure svorything is well mixed.

Moasuring cups §.  Now make some small bals.

Msasuring apoons 6. Roll the balis in a dish of powdered sugar.

Mizing bowl! 7. Stors the balls in & coverad Jar overnight.

Dish Makes gbout 38 arangs balls.

p _
»* -
Fruit Shakes

What You Need What ta Do
2 cups cold juice 1. Pour 2 cup ica cold Julce Into & shaker. Use your favoriie julce.

Y& cup powdsred mitk 2. Put a v cup powdsrad milk into o shaker.

Y teaspoon venilis 3. Acd % teaspoon vantlis and some ice cubes.

ice cubes 4. Put the top on the shaker, *Recipes are taken from

5. Shaka It up. Shaks it liks mag! Shaks sverything until smooth. Goodtime Cookbook,

Massuring cups 6. Pour into tell glassss. Gamish with whipped craam if you like. copyright 1973 by Xerox Comp..
Maasuring spoon Middietown, Conn.
Plastic shaksr



Scrumptious
Sequencing

What You Need

8-ounce package cream cheese

2 tablespoons milk

1 can tuna fish
(82 ounce)

Measuring spoons
Mixing bowis
Fork

*Tuna Cheese
Sandwiches

Makes 4 BIG sandwiches

What to Do

1. Put cream cheese into a mixing bowl.

2. Add the two tablespoons of miik.

3. Mix everything.

4. Open can of tuna fish. Drain liquid.

5. Put tuna fish into the bowi and mix. Spread
tuna-cheese on bread.

SNE— P

3 teaspoons = 1 tablespoon

*Tasty Toast Topper

What You Need
3 tablespoona raisins

§ tablespoons psanut butter
2 tablespoons orange juice

3. Spread on hot toast.

2 tablespoons = 1 ounce

4 tablespoons = Y cup
1 cup = 8 ounves
2cups = ] pint
§cups = 1 quan

1 stick butter = 14 cup butter

What to Do

Mixing bowl *Recipes from Geodtime Cookbook
1. Measy

Maasurm: ap?‘ons 3 “r:: evorything and put Into a smasil mixing bowt, copyright 1973 by Xerox Corp..

Middleton, Conn.

*Raspberry-Orange Pops

What You Need

10-cunce package frozen raspborries

1 cup orange Julce

4 ar § paper cups (3% or 4-ouncs sizo)
4 or § wooden oticks

Mixing spoon
Mixing bow!
Massuring cup

What to Do

1. Pour raspbarries into a mixing bowt.

2. Crush raspdorries with a spoon o fork.

3. Pour in 1 cup orange juice.

4. Stir everyihing up.

S. Pour mixturs Into smaii paper cups.

8. Put the cups In the refrigarator.freerer. Place a wooden
stick in sach cup &8 the mixture bagins ta freare.

7. Freazs unth hard.

When you're ready 1o sat the popsicls just rip off the paper cup!

2t ¢
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Panning For Details

Skill #100

Objective:
The student will listen to and identify detalls which support and develop the
main idea of a paragraph.

Directions:

Let the student listen to the selection above. After establishing the main
idea of “panning for gold,” have the student describe details which support
and develop the main idea of the selection. After a thorough discussion, the
student may gather his own information about gold panning and present it
to the class in the same manner.

Follow-up Activities:

1. Read to the students a paragraph containing such details as dates and
names of people and places. Ask questions which require the students to
recall those details.

2. Discuss an important story from a current newspaper. Have the students
describe the supporting details.

2 27



Cause And Effect Express

Skill #120

Objective:

The student will relate the cause and effect of an event
from a sentence.

Directions:

Have the students stand in a single line. The first child is
the “engine,” and the last one is the ‘“‘caboose.” Read
sentences aloud similar to the ones above. The first stu-
dent to give the correct cause or effect changes places
with the one in front of him. The object of the game is to
Fecome the “engine’” and to maintain that position the
ongest.

Follow-up Activities:

1. Verbally assign a cause or effect to each member of the
“train.” At a given signal, the “cars” must arrange
themsslves in appropriate pairs.

<. Play a recording, such as “Whenever | Feel Afraid” and
have the students identify causes and effects found in
the lyrics.

*Sentences taken from Making Kids Click, a 1979 Goodysar Publishing Co., Inc.. publication by Aileen Cantweli
and Linda Polon.

23
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I laid
that many eggs?

Makes An Effect On Its Egg

Skill #120

Objective:
The student will relate the cause and effect of an event from a sentence.

Directions:

At least three students are needed for this activity. One student is chosen
to be the “rooster’’; he is provided with “egg’” cards, such as the ones
shown above. The cards contain sentences that state a cause, an effect or
both. Each player places his marker on “start.”’ The rooster reads an egg
card to the players alternately. if the player can identify the cause in the
sentence, he says ‘‘chicken” anu states it. If he can identify the effect, he
says “egg.” If one response is correct, he moves his marker one egg space.
If both are correct, he moves three spaces. The game continues until one
student reaches ‘‘stop.”

e
]
-
Just look at Harry so sad and so glum.
His jaw is worn out from chewing too much gum,
‘.::':’:.'5,:};’.._.'.._ » Cindy ate only candy and sweets every day.
N STy - 7o . Now she’s got cavities that will not go away.
i %o Laurle stays up till midnight, sometimes till two.
> That's why her eyes are red, white, and biue!
:"'.’T’E}.;.::-.;. Samue! eats his Sweeties each day.
R Cesiin Mo -t He wants to get strong and heaithy that way.
,_r.;' S ‘ --..:...:_.:.:::'.:':E:f:::.?.:_t;;.;t’.:'-'. » A ‘(_.;": 2 e RO *
s g Clumsy Cornelius stepped on a tack.
He jumped through the celling and never came back.
EFFECT: He jumped through the ceiling.

o 24
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A Chicken With A Cause
Makes An Effect On Its Egg
Gameboard

120 CAUSE AND EFFECT

Chicken = Cause
Effect = Egg




it Bears Telling

Skill #120

Objective:
The student will relate the cause or effect of an event from a sentence or
story. -

Directions:

Make bear masks similar to the ones illustrated above and place them on
tongue depressors. One student is the “Bear of Cause,” and the other is the
“Bear of Effect.” Give a verbal sentence in which either the cause or effect
is omitted; the designated bear must complete the thought with a relative
response; for example, ‘“‘Bobby Bear was in trouble when....”

Follow-up Activities:

1. Describe events from “Goldilocks and the Three Bears’” and have the stu-
dent determine whether each event is a cause or an effect.

2. When the principles of cause and effect are thoroughly understood, have
one student select a fairy tale and then identify the cause of the main
event of the story; have another student describe the details of its effect.

®» 31
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Compare 'l'lle Pairs

Skilt #140

Objective:
The students will relate similarities and differences in objects.

Directions:

" Divide the students into two teams. Give each team the same set of words
to compare; some examples are shown above. A member from one team
begins play by stating that ha is giving a similarity or a difference and
makes the comparison. A member from the other team using the same pair
of words follows the same procedure. A point Is earnsd each time a correct
response is given. Alternating between the teams and using the same set of
words. the action continues until no more comparisons can be made. The
team scoring the most points wins.

Follow-up Activities:

1. Have the students compare people such as two presidents, two baseball
players or two musicians.

2. For extra fun invite twins, identical or fraternal, to your classroom. If that
Is not possible, invite sisters or brothers and have the students note their
similarities and differences.
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several choices of items, such

as cookles, candies, crackers

and peanut butter; have them
conduct a taste test to verbally
compare the similarities and dif-
ferences in the items.

1. Blindfold the student and
offer him several products for
tasting. Have him state
obvious similarities and dif-
ferences and then rate them
according to his preference.

2. Have two students who own
the same type of pet, such as

a dog or a cat, compare their
pets’ taste preferences.

The Taste Test
| Skill #140
Objective:
| The student will relate
simiiarities and differences
noted in edible objects.
Directions:
Provide the students with
Follow-up Activities:
§
E
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Time For Toys

Skill “140

Objective:
The student will relate similarities and differences in objects.

Directions:

Have each student bring his favorite toy to class. Begin a discussion of

. Similarities and differences among the toys by asking the students ques-
tions about them. Encourage the students’' own observations about the
similarities and differences.

Follow~up Activities:

1. Have one student describe a room in his house. Have another student
dascgbe the similarities or differences of that room to a similar one in his
own home.

2. Have two students write their own impressions of a birthday party and
then give an oral account of it. Hold a group discussion, noting the
similarities and differences in the two interpretations.
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REPUBLICAN DEMOCRAT

Poll The Difference

Skill #140

Objective:
The student will identify similarities and differences in the iwo political
parties.

Directions:

At first glance, the two major parties of our political system may seem to be
at opposite ends of the political stick. Open a discussion of some of the
obvious differences and similarities in the two parties.

Follow-up Activities:

1. Have the students research both political parties and draw further con-
clusions about their similarities and differences.

2. Have the students vesearch election policies found in a democracy and in
a dictatorship and then discuss the differences between the two.

38 9 .
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Itis
Christmas.

\

Itis S

Halloween.

The Bear Says

Skill #160
Objective:

The student will draw conclusions from information presented.

Directions:

One student acting as “bear” gives these sayings orally while another
student draws an appropriate conclusion. With a correct response, the
student may place the relative symbol on the bear’s head.

The bear says the following:

1. There is an eerie crispness in the air. People are dressed in funny
costumes, and there is an abundance of goodies.
Conclusion: it is Halloween.

2. Children are all dressed in their Sunday best, and brightly coldred eggs
are found behind every tree. .
Conclusion: It is Easter.

3. There Is a jingle here and a jingle'there, and people are rushing every-
where.
Conclusion: It is Christmas.

. a8
&

S 160 INFERENCE




The cat was sunning itself In the backyard. Suddenly it began growling. The hairs
on ite back stood up on end.

The oat probably sew &:
abdird [Bldog ¢ ladybug

Mat and Nat look the same. People cannot tell them apart. They were born on the
same day.

You can guess that Mat and Nat ere:

a. father and son  b. cousins E]twins

“This process of forming opinions Is very
complicated. Often you can come to conclu-
sions about things even when the dea I8 never
clearly stated. When you do this with written
material, it I8 called “reading betwen the lines.”
A more formal name for reading between the
Iines is inference.

*This is scary!” said Tom. “The wicked witch is tuming
everyone into frogs. Oh, oh. She just zapped that boy!
Now he's a green frog with pink polka dots.”

Tom |s probably:

8. visiting the zoo
[R]watching a movie
. sitting In his clagsroom

“0.K. This is the big day,” Jonathan Bird sald. “First }
flap my wings very fast. Then | take a running leap off
this branch. Well, here goes! Blast off!"

Jonathan s probahiy:

a. buliding a nest

b. learning to Jump

[c]iearning to fly

Reading
Between The Lines

Skill #160

Objective:
The student will draw a conclusion based on the information presented.

Directions:

Encourage students to ‘“‘read between the lines’ by having them draw con-
clusions from the excerpts taken from Frank Schaffer’'s book Drawing Con-
clusions. Have four students stand in front of the class. Read each student a
paragraph along with the three conclusions. If the student can give the cor-
rect conclusion, he remains standing. If the student cannot, he must sit
down and another student may take his place. The student who remains
standing the longest is the winner.

ERIC %8 37
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*1. 'm usualiy a yallow color.

2. You can find me In your
home, In & store, or even
in your classroom.

H bigger

4. | can fit comfortably in
your hand.

8. I can help you with your
work.

8. L can get to the point
Quickly.

An
Educated Guess

Skill #160
Objective:

*1, | come in different sizes.
2. | can bs twisted and squeszed,

3. Just rud me and 'm there to
haip you.

4, § can make ihings disappear.
§. Someday I'it diseppesr, t00.

*1. | come in different sizes.
2. | somstimes come in differant
[

3. § ean move fast if you make me.

4. | hold things togsther,
8. 1 can stretch.

4. 1 have ridges.

2. H you took at me closaly, you
can see | come in ditferent
shapes,

3. t can be put into things.
4. You can oarry me in your
pocket.

8. Many paogle loss ma.,
8. You can tum me left and right.
7. You can get Into things with me.

An inference is a
statement about
the unknown made
on the basis of the
known; this ts often
called an...
“educated guess.”

*1. Sometimes it fooks like I'm
orying.

2. 1 love 1O be squessed.

3 | have a lut of small holes and &
fow large hotes In me.

4. | can hold something in me,
then | can ot it go.

5. ¢ can be nstural or man-made.
8. | make things cleansr.

— —

ﬁ

*1. { can make you neat.

2. Some people think my testh
need cleaning.

3. Sometimes you can parnt with
me.

4. tcanbe keptinapurseor s
pockst.

The student will draw conclusions from information presented.

Directions:

Divide students Iinto two teams. Have one student read the riddle written on
the bag. Examples are shown above. The other team must try to guess what
Is in the bag. The team scores three points if it is guessed on the first try

but loses a point with each additional guess. The team with the most points
after a given period of time is the winner.

Follow-up Activities:

1. Have the students tell which clue helped them the most in guessing the

object.

2. Have each team make up Iits own riddles for objects to be placed in the

bags.

*Clues taken from Making Kids Click. Written by Linda Polon and Alleen Cantwell. Goodysar Publishing Co.. inc. Santa Monica, California.
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Product Propaganda

Skill #180

Objective:

The student will recognize the following propaganda influences: stereo-
typing, the testimonial and the bandwagon.

Directions:

To prepare the cards for this activity, cut out advertisements from
newspapers and magazines and paste each on a card. Write on the back of
the card which of the three categories it represents. Examples of the cards
are shown on the next page. Show one advertisement to the first member of
two teams. If the team member correctly identifies the propaganda
technique, he receives two letters from the word propaganda. If he is in-
correct, the turn passes to the other team which receives one letter for a
correct answer. Each new card alternates between the two teams. The first
team to spell propaganda wins.

4
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180 PROPAGANDA TECHNIQUES

Examples
Of Cards
For Product
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And Now A Word From Our Sponsor. ..

Skill #180

Objective:

The student will persuade someone to adopt or support certain ideas,
attitudes or actions.

Directions:

Propaganda is all around us, especially in advertising. Have a thorough
discussion of the techniques of propaganda, such as the bandwagon,
stereotyping, and the testimonial. In an effort to persuade others to use the
imaginary product, have the student design the packaging for it.

Follow-up Activities:
1. Have the student prepare a TV commercial to sell his product.

2. Allow the student to dramatize his commercial and to vidso tape it if
equipment Is available; conclude with a discussion of the effectiveness of
the commercial.

® 41



You Be The Judge

Skill #200

Objective:

The student will determine whether something
heard is fact, opinion or fantasy.

Directions:

Have a student choose and read aloud a statement
printed on one of the gavels; then that student must
ask another student to tell whether the statement is
fact, opinion or fantasy. That student in turn will
follow the same procedure by choosing a new state-
ment or by making up one of his own.

Follow-up Activities:

1. Have each student, using a current newspaper,
select a letter to the editor. Have the student
evaluate each sentence as to fact or opinion.

. Have the students compare and discuss the
ways two letters to the editor, written on the
same subject, differ in their opinions.

~F ar 42
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‘ <) FACT, OPINION, FANTASY m

Mol

Joints join your bones together. FACT
A toad can give you warts. FANTASY
Girls are more ticklish than boys. OPINION

Hot Diggity Dog

Skill ¥200

Objective:
‘fl'het student will determine whether something heard is fact, opinion or
antasy.

Directions:

Any number of students may play this game with one student being
designated as “Top Dog.” Cards are made foliowing the examples above,
and the gameboard on the following page may be used. In alternating turns,
have “Top Dog"” read a card to each player who then must tell whether the
statement Is fact, opinion or fantasy. If the player is correct, he moves one
space. The game continues in this fashion until one person reaches ‘‘Stop.”

3 43






........
LI RRN

School Feud

Skill 200

Objective:
The student will determine whether a statement is fact, opinion or fantasy.

Directions:

This activity is played using the general format of “Family Feud” with an
emcee and two teams. Compose a list of suitable statements similar to the
ones above for each grade level. Each statement will be evaluated as to
fact, opinion or fantasy. Team “A” begins the game; the first player on that
team will have ten seconds to give his response. If that player Is correct, his
team receives 25 points; if incorrect, a player on team ““B” may give the
answer within a five second time span to receive ten points. The first team
to receive 150 points is the winner.
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SN 220 RECORDS, TAPES IS

At The Hop

Skill 220

Objective:
The student will choose a record to listen to for enjoyment.

Directions:

Have a classroom “sock hop.” Ask the students to bring their favorite
records from home. Have someone play each record. When the student
hears his selection, he must lead the class in a “new" dance step.

Follow-up Activities:

1. Have the students, using the same records from the above activity, listen
to each song and interpret its meaning. Then have each student write his

own interpretation.
2. Have the group decide who wins the title of “Best Interpreter.”
'\; .5' 41
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Name That Tune
Skill #220

Objective:

The student will listen to music for enjoyment.

Directions:

Select some records from your local media center and make a tape record-
ing of the first ten seconds of numerous records. Write the name of each
tune on an answer sheet. Divide the class into two teams and play the tape
to see who can be first to “name that tune.”

Follow-up Activities:

1. Have each student bring his favorite record to class. Record up to 60
seec:'nds of each record to make a medley. Take a vote and title the
mediey.

2. Have a student, using a push-button phone, call another student and play
a simple tune on the telephone. The following example is given:

Happy Birthday

1 1 2 1 # 6
Hap-py birth-day to you

1 1 2 1 ¢ 3
Hap-py birth-day to you

1 1 ’ ’ 8 4 1
Hap-py birth-day dear (na-me)
e 6 4 2 1
py birth-day to you.

#
Hap-

. -




Airband Fever

Skill #220

Objective:
The students will listen to music for pleasure.

Directions:

This Is a fun activity that helps students develop an awareness of rhythm,
pitch and lyrics. Have the students work in groups; they must choose their
songs and decide who wiil play which one of the instruments they have
made from cardboard. For added fun, have them make up names for their
airbands. When the students play the records they have chosen, have them
“mime” the words and “play” their instruments in time to the music.

Follow-up Activities:

1. Have a “Jam Session” with all of the airbands participating. The airband
that “mimes” the best wins the “Jam Session.”

2. Invite a discussion on the origin of bands. Have students participate by
isha\rlng their feelings about their favorite bands, musicians and musical
nstruments.

I 220 RECORDS, TAPES m
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Rate That Tune

Skill #220

Objective:

The student will listen to music for pleasure.
Directions:

Have the students bring their favorite records to class. Set up your own
“Rate-A-Record” listening center with phonograph, listening phones, and
lf'atlng shee(t)g. Have each student listen to each record and rate it on a scale
rom 1 to 100.

Follow-up Activities:

1. Appoint one student to be the disc jockey, when all the rating sheets
hava been turned in, he will average the scores and rate the top ten
tunes.

2. Play a variety of songs and have the student apply color to art paper, in-
dicating the mood of the music he hears.

.44
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Hl 240 TEF BVISION _

Television Viewing Guide

Skill #240 _

Objective:
The student will choose something to listen to for enjoyment.

Directions:

Provide the students with several 7.V. Guides from which they must select
television programs to watch. Each student will make a viewing guide and
list his favorite programs for each day of the week; then he must exchange
guides with another student and agree to watch three different programs
not on his schedule.

Follow-up Activities:

1. Have the students, using the guides as a base, vote on the most popular
program for each day. Make a chart with the days of the week and post
the “Best Bets” on T.V. weekly.

2. Choose one student dally to give the critique the following day on the
“Best Bet” for that day.

50
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Pros And Cons
Of Television

Skill ¥240

Objective: -
The student will listen to television for
enjoyment and for discussion.

Directions:

Divide the students into several groups,
each with an elected captain. Each group
will discuss the pros and cons of televi-
sion, including such issues as too much
violence and not enough educational
shows. Each captain wiil present the views
of his group.

Follow-up Activities:

1. Hold a debate on the pros and cons of
television. Have students draw cards to
determine which side they represent.

2. Plan a field trip to a local television
station for first-hand observations:




Family Television

Skill 240

Objective:
The student will choose a television program to listen to for enjoyment.

Directions:

Students may get an inaccurate idea of the “typical” family from viewing
television. Select several television programs about family life for them to
view. Ask the students to list what they think is realistic and unrealistic
about the television families as compared to “real” families. Hold a
thorough discussion after the viewing.

Follow-up Activities:
1. Have students compare the television families to their own.

2. Have each student prepare a half-hour television program involving his
own family. 2
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any sudden great disaster.
Catastrophe

This week’s word was

brought to you by. ..
Donna Harris

It was heard on. ..

Weekly Words

Skill #240

Objective:

The student will generate vocabulary development through careful listening
to the television shows.

Directions:

Have students listen for new words whiie watching their favorite television
programs. Have them record the words, their meanings, and the shows on
which they were heard. A bulletin board T.V. (shown above) wiil feature a
new word each week. During the week, use the featured word in dally
activities. Make sure that each student features one word during the year.

Follow-up Activities:

1. Have the students create a T.V. show—a talk show, a soap opera, &
comedy, etc. Divide the students into committees to create the
characters, to design the sets, and to write the short script.

2. Have the students produce the T.V. show.

48
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Movie Reviews

%@ Skill #240
Objective:
The student will choose a television movie to watch for

enjoyment.

Directions:

Have each student select a movie to view during the coming
week; then have him tell his reasons for choosing it and give
his uxpectations for the show.

Follow-up Activities:
1. Have the student present an oral review of the movie he

% watched.

2. Have the student compare his review to the synopsis in the

@ T.V. Guide.
@ @ NIEE. T




Pleasure Listening

Skill #260

Objective:
The students will choose something to listen to for enjoyment.

Directions:

Have the student choose a selection from the school library for his teacher
or for another student to read to him. Set aside time each day for pleasure
reading. Have the student who picked the selection give his reasons for
choosing it.

Follow-up Activities:

1. Tape the stories that the students enjoy most. Do not forget to include
the title and the author.

2. Introduce older students to books in a series, such as the Bobsey Twins,
the Nancy Drew Mysteries, Henry Huggins, and the Hardy Boys.
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Turn The Radio On

Skill #260

Objective:
The student will listen to radio shows for enjoyment.

Directions:

Old-time radio stories can be very enjoyable to listen to and can sharpen
listening skills a; well. Some examples of the old radio programs are the
following: “The Shadow Knows,” “The Lone Ranger,” and “Burns and
Allen.”” Obtain one or two of these old radio tapes from a record shop and
play them for the students. Let the students take a trip down memory lane.

Follow-up Activities:

1. Have the student, based on his impression of the voice of one of the

characters in the broadcast, give a detailed description of that particular
character.

2. Provide students with play scripts that could double as radio broadcasts.
Have the students use strong expression and sound effects. After several
rehearsals, tape the play as if it were a radio broadcast.

. S
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Yummy Descriptions
Skill #280

Objective:
The student will describe an object.

Directions:

Provide each student with a card that depicts a particular food. Have the
student imagine that he is the object and then have him describe himself
and all phases of his existence. The first student to guess the identity of the
object receives one point.

Follow-up Activities:

1. Call out a list of words and phrases naming sweets, such as iaffy,
bubblegum, strawberry shortcake and licorice. Have the students write
down what comes to mind when the word is read and then compare the
responses. -

2. Display five or six edible objects on a table and allow the students to
view them. Have the students close their eyes while one object is
removed. Then ask students to describe the object that was removed
according to size, color, shape and texture.
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Back To Bc

Skill #280

Objective:
The student will describe a person.

Directions:

Have the students group themselves into pairs and observe each other for
one minute. When time is cai'ed, the students must stand back to back and
answer the following questions:

1. What is the color of your partner’s hair?

2. What is the color of your partner's eyes?

3. What color of shirt is your partner wearing?
4. How tall is your partner?

Follow-up Activities:

1. Have each student observe a friend for a day and then make notes about
his physical appearance, his personality, his interests and his attire. Have
each student give a verbal description of his friend and have the others
guess his identity.

2. Have a student assume the identity of a famous person. The others may
ask questions answered by “yes” or *‘no” until the identity is revealed.

By




A Boxed Surprise

Skill 280

Objective:
The student will list characteristics of an object.

Directions:

Collect a variety of objects that represent different textures and shapes and
place them in a box. The box lid should have a hole cut in it large enough
for a hand to be inserted but smalil enough so that the items cannot be
seen. One student should be selected to fee! an object inside the box and to
give a description of its texture, its size and its shape. The person who
guesses the identity of the object from this description has the next turn.

Follow-up Activities:

1. Have the student pull the object out of the box for the other students to
inspect. The students should then determine whether the description was
accurate or inaccurate.

° 2. Have the students take turns describing an imaginary object and seeing if
the others can guess its identity.

Q 54
ERIC 8y



L O
>
fl
v Y
AN
y oLy

Password

Skill 280

Objective:
The student will verbally describe an object.

Directions:

Play “Password” with words that name objects. One student should sit in
front of the class, facing the others. Write a word on the chalkboard in full
view of the class, but so that the chiid who Is “it” cannot see the word. The
object of the game is for “it” to guess the word from one-word clues given
by his classmates. The student who gives the clue which enables “it” to
guess correctly becomes “it” next.

Follow-up Activities:

1. Prepare a serles of clues that describe a famous person. Give one clue at

the beginning of the day and add others until a student identifies that
person.

2. Give the students a situation, such as taking a test or entering a new
school, and have the students describe their feelings.
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“One person’s junk
is another person’s treasure.”

Going, Going, Gone Author Unknorn

Skill 280

Objective:
The student will verbally describe an object.

Directions:

Have each student bring an item he wishes to sell at an auction. Set up the
auction by displaying the merchandise and by giving the starting bid of
each item. Assign each student a number, provide him with a form, such as
the one shown above, and Instruct him to create a personal sales pitch.
Issue an equal amount of play money to each student for bidding. When the
student’s number Is called, he becomes the auctioneer and gives his sales
pitch. The audience responds by bidding for the items of their choice.

Follow-up Activities:

1. Have students obtain information about various types of auctions and
thelr history. Hold a round table discussion.

2. Invite an auctioneer to hoid a mock auction.
T 58
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Pick A Topic

Skill #300

Objective:

The student will exchange information or opinions through verbal
interaction.

Directions:

Have a student pick an apple from the basket and then initiate a discussion
of the topic written on the apple by giving a single statement. He then
passes the apple to another student who continues the discussion by
adding another statement; this process continues until all students have
had a turn.

Follow-up Activities:

1. Prepare cards, each containing two characters for role playing; for
example, character one is a fireman at the scene of an accident, and
character two Is a reporter for the six o’clock news. Give the cards to
pglrs of students and have them dramatize a scene involving their
characters.

2. Have the pairs of students pretend to be friends who meet in the grocery
store ?fter having not seen each other for some time. Role play for one or
two minutes.
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Lincoln at Springfield
June 16, 1858

M. Prasident and
of the Convention:

i we could first know where we are, and
wihither we are tanding, we could then bet-
fer judre what to do. and how to do it.

Wa we now far into the fiith year, since a
policy was [nitiatad, with the avowed obisct,
%WW.NMmeb

umgmmémofmm.m
agitation has not only, nof c.29sed, but has

The Great
Debate

Skill #300

Objective:

The student will talk to
and interact with other
students about topics;
he then will convince
the others to agree with
his position.

Directions:

Divide the students into
two groups, each
representing a political
party. Have each group
hold a mock political
convention and at its
close, choose a can-
didate for president.
They may hold mock
rallies and discuss
political platforms and
issues.

Follow-up Activities:

1. Have the two can-
didates hoid a
debate, each repre-
senting his party’s
platform.

2. Stage a mock elec-
tion and have the
winner deliver an
acceptance speech.
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Peep-Eye!

Skill #300 .

Objective:
The student will convince others to agree with a particular position or

statement.
Directions:

Make a peep-eye door, such as the one shown above, by bradding together
two pleces of poster board and by cutting out a mall slot for a “peep’’ hole.
insert a picture inside the door. Have each student try to guess what is
behind the door by peeping at the portion of the picture visible through the
mall slot. Each student should try to convince others to agree with him by
discussing the colors, shape and other characteristics of the picture; then
they may open the door to reveal it. Let the students choose other pictures
to put behind the door and then begin again.

Follow-up Activities:

1. Have the students role play, choosing one student to be the child and
one to be the parent. Have the child convince the parent that another toy
is needed.

2. Have the students switch roles and interact on the same subject.
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g _ 3 Today’s Topic:
! The Talk Show l I_T___]“"“s

Skill 300

Objective:

The students will exchange information or opinions through verbal
interaction.

Directions:
Choose a host to stage a talk show. Select a topic of discussion in advance
and invite student guests to participate.

Follow-up Activities:

1. Invite a community leader to be interviewed by the talk show host. Have
h:'m follow Interview guidelines that are thoroughly understood before the
show.

2. For a departure into fantasy, invite characters, such as Santa Claus, the
Easter Bunny, and Mickey Mouse, to be interviewed.
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Dairy Delivery O) /
Skill #320 ‘
Objective:

The student will describe an activity using proper sequence.

Directions:

Using the pattern above, make a milk truck. Slit the door guide and brad the
door on as shown. Have the student open the door of the milk truck, select a
bottle and describe the activity written on it. He must be careful to use
proper sequence. If it Is needed, allow the student to research before
presenting his narrative.

Follow-up Activities:

1. Have each student construct a time line, beginning with his birth and
ending with his present grade in school, and give an oral presentation of
it.

2. Show a filmstrip to the class. Turn the machine off before the ending.
Have each student anticipate the conclusion before it is shown.
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A Narrated Account

Skill 320

Objective:
The student will give a narrative.

Directions:

Arrange the students into groups. Project a filmstrip one frame at a time,
allowing enough time for each group to write a narrative for it. When all
frames hava been completed, each group will present the narrative it has
preparad for the filmstrip.

Follow-up Activities:

1. Have the students inake their own filmstrips, using the directions on the
following pages.

2. Have the students construct a mini-viewing center in which they show
their original filmstrips.
e 63 ()‘8

©

ERIC

Aruitoxt provided by Eic:



artw . =hnes Siras B B W

A Narrated
Account. . .

Film -
Spacing m“““
Guide knlfea

Directions for Filmmaking

1.

W N

Soak filmstrip for a few minutes
in household bleach to remove
all emulsion.

. Rinse in water and hang to dry.
. Insert the bleach¢d filmstrip

through slits on the film spacing
guide. The squares denote the
amount of space for each frame.

. Use permanent fine tip markers

for writing and illustrating.

. You may want to combine the

filmstrip with a tape recording
or background music.

Slit lines /

with a knife

To use film spacing guide, have the student
slit indicated lines with a knife and

insert a clear filmstrip.
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of an original

filmstrip
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Account. . .



Wok Around The Clock

Skill #340

Objective:
The student will retell information in his own words.

Directions:

One student is designated as the reader. Each player begins on the one
o’clock position and advances around the gameboard clockwise. In alter-
nating turns, each player is read a proverb which he, the student, may give
the meaning of in his own words. If he is correct, he may advance the
number of spaces given on the card; he receives the points of the numbered
space he lands on. The game continues until one player lands on twelve
o'clock. Points are tallied and the winner declared.
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Three Cheers For You

Skill 340

Objective:
The student will recall exactly what he has heard.

Directions:

Allow each student a few minutes to compose a cheer, such as the ones
heard at a football game. Each student should then read his cheer and
have the others repeat what they have heard.

Follow-up Activities:

1. Have the students work in pairs. Each one must add body motions to his
cheer and teach it to his partner.

2. Stage a “pep rally” after all students have learned their cheers. Hold a
vote to determine the best new cheer.
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P-g-s-8-t

Skill #340

Objective:
The student will recall exactly what he has heard.

Directions:

Arrange the students in a circle. Whisper a sentence to one student; for
example, “There will be a carnival at the school a week from Saturday."
That student whispers it to the next student, and the pattern continues until
everyone has had the opportunity to hear and to repeat the information. The
last student to hear the information should repeat what he has heard.

Follow-up Activities:

1. The use of lap flannels is a unigue way to reinforce this skill. Read a
book to a student and from another copy of the book, cut out the pictures
and back them with flannel. The student retells the story as he places
these pictures on a flannel board. -

2. Have the student dramatize the story from follow-up one. Costumes could
be used for added interest.-

‘.‘ ' \:‘ 69 7 ‘1
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Objective:
The student will repeat exactly what he has heard.

Directions:

List all the tongue twisters shown above on separate strips of paper and
place them in an old hat. Divide students into two teams. One student
draws a tongue twistor from the hat and reads it aloud to a member of his
team who rapidly repeats it three times. If he does it correctly, his team
scores five points. If he does not, it is passed on to the opposing team. The
t:am 'wlth the most points when all of the tongue twisters have been read is
the winner.

Follow-up Activities:

1. Have the students compose original tongue twisters, using alliterative
patterns.

2. Have the students play the game in pairs, using the same tongue
twisters.

70
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Beat The Giraffe ™

Skill 360

Objective:
The student will give directions to a specific location.

Directions:

One student is selected to wear the giraffe’s mask, and another is chosen to
give directions; the one chosen to give directions must attempt to direct his
blindfolded partner to a specific location in the room by giving him verbal in-
structions. If the student is successful, the p»ir receives a point; if not, the
point Is awarded to the giraffe. The game coritinues with the players alter-
nating positions until the players or the giraffe receives seven points.

Follow-up Activities:

1. Have one student give directions to an “imagined’” location and have the
other student attempt to guess where the location is.

2. Have the pair draw a map depicting the lo;gtion in follow-up one.
71
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Random Directions

Skill #360

Objective:
The student will give directions to a specific location.

Directions:

Provide the student with a street map of the city which has the location of
the school marked on it. Have the student choose a name and address from
the phone book and have him locate that address on the map. Using the
map as a reference, have the student give the group verbal directions from
the school to the phone-book address.

Follow-up Activities:

1. In alternating turns, have each student choose a secret location on the
map and give oral directions until the location is guessed.

2. Have each student give oral directions from the school to his house.
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Aerobercise

Skill 360

Objective:
The student will conduct a physical activity.

Directions:

Have each student create an original jazzercise or aerobercise routine and
present It to the class. He must give oral directions and demonstrate them.
Allow each student a time limit of two to three minutes for his routine.

Follow-up Activities:

1. Have the students combine various parts of all the routines and perform
the new arrangement with appropriate music.

2. Invite an aerobics expert to give an informal talk on the importance of ex-
ercise to one's daily routine. For added fun, let the students perform their
aerobic routine for the visitor. o
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Let’'s Make Some Fun

Skill #360

Objective:
The student will tell how to make something.

Directions:
Provide the students with a package of JELL-O and the utensils for making
it. Have one student read the directions from the box while another

3téﬂegt prepares the JELL-O. As part of the fun, let the students eat the

Follow-up Activities:

1. Have each studant hring one ingredient for making pizza. One student
should be in charge of giving directions while the others should assemble
the ingredients. All may share and enjoy the finished product.

2 Have each student prepare and present a demonstration on the procedure
for making a simple object, such as a paper airplane.

4
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Aladdin’s Lamp

Skill 380

Objective:
The student will orally express wishes.

Directions:

Have each student pretend that he has been granted three wishes from
Aladdin’s lamp. Have the students write the wishes on separate strips of
paper and store them in a box. One player begins the game by drawing a
wish from the box, by reading it to the group, and by trylirg to guess who
wrote it. If the player is correct, he receives a point, and another student
draws a wish. If the player guesses incorrectly, the wish passes to the next
player. The activity continues until all the wishes have been drawn and
guessed. The player with the highest score is the winner.

Follow-up Activities:

1. A'I'OI'IW each student to draw or cut out pictures representing his three
wishas.

2. Have each child write a secret to be collected and sealed in an envelope.
He should keep in mind that it will be read in one week. At the appointed
tl:ne, t:'we secrets wiil be read and the group will try to Identify the writer
of each.
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Put On A Happy Face

Skill #380

Objective:
The student will express feelings and emotions.

Directions:

From the selection of masks shown above and on the following page, have
the student choose the one that best represents his feelings. Have the
student tell the class his reasons for selecting that particular mask.

Follow-up Activities:

1. Distribute the masks among the students and have each assume the
mood of the mask he holds.

2. Have the students present a short impromptu dramatization using the
masks as motivation. |
76 51
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-«————— Large Paper Bag Puppets

Ciove puppets
can create a
family of friends.

—

A Puppet
For Your Thoughts

Skill 380

Objective:
The student will demonstrate creative communication.

Directions:

Puppets can play an important role when the students have difficulty
expressing emotions and wishes. A little imagination and several small ancd
large paper bags will enable students to make clever pugpets. Allow time
during the class when each student’s puppet becomes the student himself.
Ask the student questions and allow his puppet to answer.

Follow-up Activities:

1. Have each student write a puppet play on his life ten years from now.
2. Aliow the students to construct a simple stage and present the play.
§3
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A Puppet For Your Thoughts

Large paper
make
good head
pt:'ppeﬁs for
older students.

make good
hand puppets

A portable puppet stage
can be made easily

from a piece of
fabric board.

Sign up here for the puppet
show group:

L 2. 3. Hcve a sign-up
sheet for your
puppet shows.

Q ) " 84
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If You Could See
The World Through My Eyes

Skill 380

Objective:
The student will express emotions.

Directions:

Cut out two hearts that will fit over a student’s eyes. Glasses can be made
by gluing pink or red acetate on the hearts and b¥ attachlnqrglpe cleaners
for ear pleces. Set up a Iearnln% center entitled “The World Through M

Eyes.” Have the student wear the heart-shaped glasses while he recoras,
during a timed session, the way the world looks to him.

i’cllow-up Activities:

1. Have the student give an oral interpretation of the saying “Seeing the
world through rose-colored glasses.”

2. Give the student emotion-loaded words, such as happiness and anxiety,
and have him record his feelings about them.
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Time Capsule

Skill 380

Objective:
The studr.nt will express emotions and wishes.

Directions:

Have each student make a time capsule. He may use a cardboard box to
represent the capsule. in the capsule, he could place a list of resolutions
ways to better himself; he should include items of importance, such as a

hotograph of himsel{, ticket stubs from his favorite movies, notes or letters
rom friends, and objects that denote his personal interests. On the outside
of the capsule, have the student put his name, the date it is sealed, and the
date it is tc be opened. The capsules may be buried or hidden. Keep a
mast'er list indicating the whereabouts of each capsule and the date of its
opening.

Follow-up Activitien:

1. Have each capsule opened on the designated date. Discuss the
significance of the contents.

2. Have each student compare the data in his capsule with his current
interests. g6
O
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Canned Stories

Skill #400

Objective:
The student will relate an original story for
entertainment.

Directions:

To take the jitters out of an oral storytelling,
let the students give ‘‘canned’ stories. Pro-
vide each student with a potato chip can and
have him cover it with illustrations. Have
each student place inside the can objects
related to his story, such as small toys, pic-
tures, etc. As he progresses through his
story, have him explain the illustrations on
the can and tell how the objects inside relate
to the story.

Follow-up Activities:

1. Have the students write their stcries on
paper and place them In the can with the
objects. Have them categorize the cans
and create a library of “canned’ stories.

2. Stuff a stocking with goodies and objects.
Pass the stocking around and let each
student have a turn removing an object
and telling a story based on it.
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Keep The Ball Going

Skill #400
Objective:

The student will tell an original story or incident for entertalnment.

Directions:

Arrange the students in a circle. Give one student a ba!! and have him begin
telling a story. When a bell Is rung, have the student toss or roll the ball to
another student who resumes the story-telling until the bell is rung again.
This a?c:lvéty continues until all have had a turn at the storyteliing and it is
completed.

Follow-up Activities:
1. Allow the studenis to tape record their story in its entirety.

2. Choose one student to be “it” and stand in the middle of the circle; have
him name an object and throw the ball to a student who must describe
the way It would feel to be that object.
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Entertaining Moments

Skili 400

Objective:
The student will tell an original
story for entertainment.

Directions:
Assign each student a famous person from the Rages of history; have him
mv?nthand ttell a story of an incident that could have happened in the life of

at character. .

Follow-up Activities:
1. Have each student dress in the costume befitting his character.

2. Have the students write and Rerform a short pageant incorporating all of
the characters presented in the activity.

84 59
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Freeze

Skill #400

Objective:
The student will relate an original
story or incident for entertainment.

Directions:

Choose one student to engage Iin a continuous action, such as waving his
hands, until the leader says, “Freeze.” At that instant, the player stops and
holds his pose. One person is selected to tell an entertaining story or incl-
dent that the “frozen” student might be representing.

Follow-up Activities:
1. Have each student pantomime an incident for the others to interpret.

2. Have each student bring a favorite photograph to be used as a story
starter for an oral group activity.

!
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Can You Get
The Pickle Tickled?

Skili #420

Objective:
The student will repeat an incident or joke for entertainment.

Directions:

Choose one student to be the “pickie” and divide the others into two
groups. In alternating turns, have each group think of a joke and select a
spokesperson to tell it. Each time he makes the pickle laugh, his team
receives one point. If the pickle laughs three times In a row, he is out, and
he must choose another person to take his place. The first team to score
five points is the winner.

Follow-up Activities:

1. Have the group compile a Classroom Book of Jokes using the best jokes
presented in the above activity.

2. Have the group select a classroom comedian to present the material from
foliow-up one.

a1



A Royal Jester

Skill #420

Objective:
The student will repeat an incident or joke for entertainment.

Directions:

Have one student select a hat for himself and give the other to a friend. The

“lester” must tell the funniest story or joke he can think of in an effort to

make the “king” Iau?h. He may do antics to help elicit a laugh, but he must

not touch the king. If he succeeds, the king becomes the jester; if not, the

Le'stel" mugt present the crown to someone else and try to make the “new”
ng laugh.

Follow-up Activities:

1. Have each student that made the klng laugh tape his joke. Title the tape
;‘J'okes 'lt‘hat Tickie Your Funny Bone’ and play it in its entirety for enter-
ainment.

2. Choose one person to tell a funny story to the rest of the group; they
must try not to laugh, for the first one who does becomes “it.”

. ar ”2
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A Chuckle
A Day
Skill #420
Objective:
The student will repeat a joke for entertainment.
Directions:

Ask students to volunteer to tell jokes. Each one must write his joke on a
large sheet of paper and asslgn it a number as shown Iin the example above.
After he tells his joke, allow the group to rate it on the scale shown on the
following page a.ccordl:g to the response it received. After all the jokes
have been told and rated, award the student with the highest rating “The
Chuckle of the Day Award.”
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How 'Low Can You Go?

Skill #440. 460, 480, 500, 520

Objective:
The student will identify nouns, pronouns, verbs, adjectives and adverbs.

Directions:

Provide the students with a broomstick or a lightweight piece of board.
Writa sentences on strips of posterboard, laminate them and then underline
a different part of speech in each sentence. An example is shown above.
Have two students hold either end of the board and the others form a line.
In alternating turns, show each student in the line a sentence strip. If he
correctly naimes the part of speech underlined, he may go under the limbo
stick. If not, he goes to the end of the line.

Follow-up Activities:

1. Have one student name a proper noun and the next student add a
descriptive adjective; for example, color Colorado.

2. Use the words from follow-up one to prepare a set of cards and have the
students play the game of “Concentratlon”(m;atchlng the adjectives and
nouns. h
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Flying High

Skill #2440

Objective:

The student will name common
objects, persons and places.

Directions:

Have two students pretend
they are flying in a hot-air
balloon. One must name the place he is “flying” over, and the other must
name a person or an object he “sees’ there. They may change roles and
continue the activity. Happy flying!

Follow-up Activities:

1. Have the students play “Twenty Questions” with geographical locations
they have flown over in their balloons. Separate the students into two
teams. One team picks & !ocation, and the other team tries to guess that
location by asking *yes” or “ne” questions.

2. Have the students arrange themselves in a circle. In alternating turns, %
P

e?ch must name one object that he might have packed for the balloon
trip.

9196
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Let Your Body Talk

Skill 440
Objective:

The student will classify common objects, persons and places.

Directions:

As the teacher reads a list of nouns, have the students classify the words
by raising one hand to indicate a person, raising two hands for a place, and
standing for an object.

Follow-up Activities:

1. Have the student present to the class a proper noun through pantomime.
This can be played like the traditional game of ““Charades.”

2. Let the student assume the identity of an object. Have him give one-word
clues about himself until his identity Is guessed.

Q 92 ( 1
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I Found A Noun

Skill #440

Objective:
The student will recognize and name common objects.

Directions:

This game is played like the traditional game of “Tic-Tac-Toe,” using X's
and O’s. In alternating turns, each student must recognize and name an
object in the classroom before he marks a space on the activity board
shown above. The winner is the first player to have three marks in a row.

Follow-up Activities:

1. Have the students develop a noun box from an oid shoe box; start with a
set of index cards. On one side of the cards, have the students write a
noun and !ts meaning. On the other side, they must place a picture
rgpresegﬁng the word. Students may work in"pairs to practice recognizing
the words.

2. Label three boxes: “Person,” “Place” and “Object.” Have the students
sort the cards from follow-up one Into the boxes.

9398




3 Pronoun Place

Skill 7460

Objective:
The student will use pronouns in oral communication.

Directiona:

Provide each student with pleces to a house puzzie as shown above. In
alternating turns, a student may select a plece to his house and give a
sentence using the pronoun that is written on it. If the pronoun is used cor-
rectly, he may add that section to “Pronoun Place.” The first player to com-
plete his house Is the winner.

Follow-up Activities:

1. Recite the poem “This Is the House That Jack Built.” As a group activity,
have the students rewrite it substituting a pronoun for a noun everywhere
appropriate.

2. Play a recording of a popular song and have the students write down
each pronoun they hear.

3 %94



Propel The Pronouns

Skill #460

Objective:
The student will use pronouns as subjects and objects.

Directions:

In alternating turns, have each student spin the arrow to determine which
pronoun to use and then to decide in which “cloud” sentence(s) it belongs.
He must read the sentence aloud as it is, and then he must read it again,
substituting the correct pronoun. If he Is correct, he may claim the cloud by
putting his Initials on it. The student who has collected the most clouds at
the end of the game is the winner.

Follow-up Activities:

1. Have the students sort the clouds according to pronouns used as sub-
jects or objects.

2. Use the illustration above as a story starter. Allow each student the
oppo::t):mlty to contribute a sentence using as many pronouns as
possible. :
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Picture Prooun_s, Please
Skill #460

Objective:
The student will use pronouns in place of nouns.

Directions:

Supply students with several pictures, such as the ones shown on the
foliowing pages. After a thorough discussion of the action in each picture,
have one student at a time tell something about it in his own words. He
must then choose another student to repeat the sentence using pronouns in

place of nouns. Each time a student gives the correct Fronoun response, he

refelves a point. Reward the student with the most points a “pronoun”
prize. :

Follow-up Activities:

1. Have students bring old family pictures from home to share in “Plcture
Pronouns, Please.”

2. Use the same format as in the activity above and have the student make
up a sentence related to each picture, designating the use of
demonstrative pronouns and pronouns as subjects and objects.

1% 3 )
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Bowl Me Over 1

Skilt #480

Objective:
The student will identify the tense of a verb.

Directions:

Make a four-color spinner, such as the one shown above. Make bowling pins
In four corresponding colors and write verbs on them. In alternating turns,
have each student spin the arrow and choose the color pin indicated. He
must use the verb in a sentence and tell what tense it is. If his response Is
correct, he keeps the pin. The player with the most pins at the end wins.

A Suggestion:
Laminate the bowling pins and then write the verbs on them with a perma-
nent marker. Change the verbs as needed by erasing with hair spray.

. tee
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Bowl Me Over 11

Skill /480

Objective:
The student will identify the tense of the verb.

Directions:

Provide approxlmatelx twenty-five plastic chips with a verb written on each.
Have each player flick five chips, one at a time, to land on the verb tenses.
A chip touching any part of one circle is worth one point If the student can
give the approdprlate tense of the verb. If the chip Is touching more than one
circle, the student can get additional points for correctly giving the tenses
of those verbs. If the player lands directly on the center circle, he receives
five bonus points. The student with the highest score wins.

A Suggestion:
Chalr:ge the verbs on the plastic chips by using hair spray and a permanent
marker.

Place




Foot-Flip-Fans

Skill #480

Objective:
The student will identify the tense of a verb.

Directions:

Provide each student with a hand-held foot-flip-fan, such as the ones shown
above. Read sentences aloud, one at a time. Have each student identify the
tense of the verb by displaying the answer with his fan. Have someone keep
a tally of the correct responses.

Follow-up Activities:

1. Reverse the action by showing the verb tense on a fan and by having the
student give an appropriate sentence.

2. Play musical “Pass the Fan.” Flip to cne of the tenses and pass the fan
as the music Is played. When the music stops, the player holding the fan
must give a sentence using the indicated tense.

w 1.5




Will I Go Round In Circles?

Skill #480

Objective:
The student will identify the tense of a verb.

Directions:

Have the students sit in a circle and have one person designated as “it.”
The student who is “it” will rotate around the outside of the circle and
stand behind one player at a time. Hold a sentence card in front of the two
students (“it” and the student he Is standin behind) who will compete to
name the tense of the verb. If the student who Is “it" wins, he continues
around the circle. If no¢, the other student takes his place. The first one to
complete the circle without missing is the winner.

Follow-up Activities:

1. Reverse the procedure using the same format as above. Call out the
ten?e of a verb and have the student who signals first use It in a
sentence.

2. Provide the student with one object at a time and have him tell what he
could do with it; for example, apple — eat it, chew it, peel it, etc.

- 101
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Hip-Hippo-Ray

Skill 500

Objective:
The studernit will identify adjectives.

Directions:

Provide each of two students with one of the “hippo” cards shown above. In
alternating turns, have each student read a numbered sentence to his part-
ner who must identify the adjective and write it on the crossword puzzle
shown on the facing page. A correct response on the first try gives the
student one point. Tally points at the end to determine the winner.

The crossword puzzie is taken from Making Kids Click by Linda Polon and Alleen Cantweil.
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“Le Chef”
Extraordinaire

Skill #500

Objective:
The student will use adjectives to
describe objects.

Directions:

Have the student choose a
category of dinner courses by tak-
ing one of the potholders from ‘“Le
Chef.” The student must select an
item under his chosen category
and then give one-word descrip-
tions until another student correct-
ly guesses its identity. Have
several suggestions written on the back of each pothoider; for example,
desserts—Ilemon pie, chocolate cake, peach ice cream, etc. The student
who correctly identifies the mystery food receives the next turn.

Follow-up Activities:

1. Show students pictures of food and have tiiem give adjectives describing
those food objects.

2. Provide each student with a portion of an edible object. Try to use
something unfamiliar; for example, a persimmon. The student must give
adjectives describing its taste.
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Descriptive
Nursery Rhymes

Skill 500

Objective:
The student will
identify adjectives.

Directions:

In alternating turns, have each

student recite a favorite nursery

rhyme. The others must count the adjectives they hear and tally them on in-
dividual chalkboards. Have the student identify each adjective as the rhyme
Is recited again.

Follow-up Activities:
1. Have each student recite his nursery rhyme omitting all adjectives.

2. Glve two students a copy of the same nursery rhyme. Have them add as
many adjectives as they can and then compare the resuits.

I S T
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I think it is a toothbrush.

Skill #6500

Objective:
The student will use adjectives to describe objects.

Directions:

Provide the student with a bag containing an everyday object, such as a
toothbrush, a roll of tape, or a smail toy. Have him look at the object in the
bag and then give adjectival clues, one at a time, until someone guesses its

{dentlty. The object can be “secretly” changed as the students alternate
urns.

Follow-up Activities:

4. Blindfold the student; hand him one object at a time and have him give

adjectives to describe its feel or touch.

2. Have several objects displayed. Let each student select one &.nd glve a
descriptive sentence about it using at least two adjectives.

' * 1086
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What's In A Name

Skill #500
Objective:

The student will use one adjective to describe a person.

Directions: .

Have the students sit in a circle. In alternating turns, have each student give
an adjective that describes himself and that ins with the same letter as
his first name. Each student must repeat the adjectives and names that

have gone before and then add his own; for example, jolly John, marvelous
Mary and tricky Theresa.

Follow-up Activities:

1. Choose one name and allow each student to give an alliterative adjective

ats 3vatrlatlon. As in the activity, all adjectives must be repeated by each
student.

2. Have each student make a book in the shape of his silhouette and fill it
with descriptive words and phrases.

e BESTCOPY AVAILABLE = 12
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Color Your Conversation
Skill #520

Objective:
The student will use advr rbs to modify verbs, adjectives or other adverbs.

Directions:

Just as paint can brighten and color the world of things around us, adverbs
can add “color” to our speaking. Distribute the paintbrushes among three
students. Read simple sentences conteniig no adverbs and let each
student add an appropriate one in the category his brush indicates. Have
the student repeat the entire sentence each time.

Ebﬂowhap Activities:
1. Prepare a short story leaving out all adverbs. Provide three students with
paintbrushes for inserting the proper adverbs.

2. Show the student a picture that depicts cn action or an emotion.
Enco::rage him to glve adverbs that describe that particular action or
emotion.

108
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Adverb Auction Today

Skill #520

Objective:

The student wlil identify the manner, time and frequency of an action.
Directions:

Have an “adverb” auction. Divide the group into the following three
sections: how, when and where. Have cne student In each roup hold an
Identifying sign. The student selected as auctioneer should read aloud one
sentence at a time. When a student hears an adverb that belongs in his
grour, he must 1aise his hand quickly. The first student recognized by the
auctioneer may identify the adverb, receiving one point for each correct

lr)e'ggons'e. The tirst one to score eight points will be declared the highest
ar.

1 114
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Post An Adverb

Skill #520

Objective:

The student will use and recognize
adverbs in speech.

Directions:

Have one student pretend that he is
the “kangaroo” mailman and deliver
the letters in his letter pouch. Ask
each student to read his letter to the
class and to follow its instructions.
Sample letters are given.

Follow-up Activities:

1. Have the student tell whether his
adverbs are adverbs of manner,
time or frequency.

2. Have each student choose his
favorite pet and then describe him
using adverbs of manner, time and
frequency.

oy me 145




Kanga’s
Letter
Pouch

U.S. Mail

3
Dl

Use this pattern to enlarge.
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Answer Key
Requisition Number of
Number
B
C More Requisitions. . .
D
E Requisition *D
F She looked the telescope.
G Requisition #E
H Mary is her father.
5 Requisition #F
K He was the sailboat
Requisition #G
My father was ______ town last night.
Requisition *H
We flew the capital
Requisition Roqusiton
e are not that team.
A Preposition R 22
The girls ran the school.
' Requisition #K
Skill #540 Paul was going town after lunch.
Objective:
The student will identify prepositions.
Directions:

Choose one student to be the store owner. In alternating turns, have each
student draw a requisition form, such as the ones shown above, containin
sentences with the prepositions omitted. He must read the sentence alou
and then insert a preposition from the general store into the blank. A correct
response awards the student the number of points on the can or cans he
has chosen. The store owner holds the answer key and is responsible for
awarding points. The first student to reach a score of 21 becomes the store
owner, and the game continues.

12 1.7
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Conjunction
Function B

Skill #560

Objective:

The student will use words that join or link other words, phrases or
sentences.

Directions:

Famillarize the students with the story “The Tortoise and the Hare.” Allow

one of them to spin the arrow and to use the selected conjunction to make

tahsem}ence relating to the story. The student who continues the longest is
e winner.

Follow-up Activities:

1. Play a circle game similar to “Rhythm.” The play moves around the circle
clockwise. Each student must give a pair of words normally associated
togather; for example, ham and eggs, black and white. He must be careful
not to break the rhythm of the game.

2. Have each student observe differences in people and in things found in

the room and give a sentence using the conjunction “but”; for example,
Mary is tall but Judy is taller.

114
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Vegetable

Mineral

Animal, Animal
Vv able
Or eral

Skill #580

Objective:
The student will classify names of
things by common characteristics.

Directions:

Select one person to think of
something under one of the following
three categorles: animal, vegetable or
mineral. The other students ask ‘‘yes”
or “no” questions until someone Iden-
tifles it correctly. That person
gecomes the next one to select an
em.

$80 CATEGORIES

Follow-up Activities:

1. Have a student select a secret
object in the classroom and give
three clues, one at a time, as to
color, shape and size. Give an op-
portunity after each clue for
someone to guess its identity.
The person who is correct makes
the next selection.

2. Play a free-association word game. The student selected to be “it” names
:'catelggry for each player who must give the first response that comes to
s mind.

\ fﬁ?ﬂ




Category Count

Skill #580

Objective:
The student will classify names of things by common characteristics.

Directions:

Trace or enlarge the patterns on the following two pages and glue the
tongue depressors on the backs of them. Give one to each student and, in
alternating turns, have each student name as mannthlngs common to that
category as possible in 20 seconds. The student who names the most things
in his category is the winner.

o, 116 t~1
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Let's Play Ball

Skill #600, 620, 640

Objective:

The student will identify synonyms,
antonyms ano multipie-meaning words.

Directions:

Place a word card on each ten-yard line
of the gameboard shown on the following
page. Divide the students into two teams,
each starting on ths fifty-yard line and
progressing to a goal. Use “football”
shapes for markers. In aiternating turns,
have each team member give a synonym,
an antonym or a homonym for the word
on the yard line. If he reaches the goal
without a mistake, he scores a
touchdown. If not, the ball remains on
the yard line of the last correct response,
and the play goes to the other team. At
the end of the game, tally the score to
determine the winning team. Change the
words each time a touchdown Is scored.

118
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The following strips
go in the “across” envelope.

Cat Got Your Tongue

Skill /600

Objective:

The student wiil discover and use
synonyms for known words.

Directions:

Have one student begin by choosing a strip
from either the “‘down” or the “across”
envelope. He must read the word aloud and 7. applauds (claps)
give a synonym to fit the puzzie. The

students alternate turns until the puzzle is

The above
strips go in
the “down”
envelope.
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600 SYNONYMS, 620 ANTONYMS, 640 MULTIPLE-MEANING WORDS .

Enlarge the jukebox
onto a sheet

Platter Chatter

Skill #600, 620, 640

Objective:
The student will identify synonyms, antonyms and homonyms.

Directions:

spPlatter Chatter” is a musical learning center. On the next three pages are

suggestions for songs and lyrics which can be taped or played on a record

player. Put the directions on albums as shown in the examples. Designate

g?e stt'udent to be the "disc jockey” who changes the records and gives the
rections.

A Suggestion:
This activity can be easily adapted to individual student use with earphones
and a recorder to tape his answers.

- 122
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It's now far down to paradise

At least it’s now for me

And if the wind s right you can
safl away

And find tranquility

The canvas can do miracles

Just you wait and see

Belteve me

It's not far to never never land

No reason to pretend

And i the wind is right you can
find the joy

Of innocence again

The canvas can do miracles

Just you wait and see

Belleve me

Sailing

Takes me away

To where I've always heard it
could be

Just a dream and the wind to

carry me
And soon | will be free

Fantasy

It gets the best of me
When I'm salling

All caught up in the reverie
Every word is a symphony
Won't you believe me

Skill #600

It's now far back to sanity

At least it's not for me
Objective: And If the wind Is right you can
The student will identify synonyms. sall away
and find serenity
Directions: JThe canvas can go miracles
ust walt
Have the student listen to a Belt egg"me and see

recording of “Salling” and list
at least three words for which he can
identify synonyms. Have the students
orally compare their lists.

Suggested Answere:
Paradise - Heaven
Tranquility - Quietness
Reverie - Daydream
Serenity - Peace

Christopher Cross

From the atbum, Christopher Cross.
Copyright 1979 by Pop °N* Roll Music
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of Silence”
Skill #620

Objective:
The student will identify antonyms.

Directions:

Have the student listen to
“Sounds of Silence.” List at least
four words from the so.. and write an
antonym for each. Have the students
orally compare their lists.

Suggested Answere:
Darkness - Light
Silence - Noise
Narrow - Wide
Damp - Dry
Whisper - Shout . !
24

*“The Sounds Of Silence”

Hello, darkness, my old friend,
I've come to talk with you again.
Because a vision softly creeping,
Left its seeds while I was sleeping,
And the vision that was planted in
my brain
Still remains
Within the sound of silence.

In restless dreams | walked alone,

Narrow streets of cobblestone,

‘Neath the halo of a street lamp,

I turned my collar to the cold and
damp

When my eyes were stabbed by the
flash of a neon light

That split the night.

And touched the sound of silence.

And in the naked light | saw

Ten thousand people, maybe more.

People talking without speaking,

People hearing without listening,

People wrting songs that voices
never share. . .

And no one dare

Disturb the sound of silence.

“Fools,” said I, “you do not know,

Silence ltke a cancer grows.”

“Hear my words that I might teach
you,

Take my arms that I might reach
you."

But my words like silent rain-drops
fell,

And echoed in the walls of silence.

And the people bowed and prayed

to the neon god they made.

And the sign flashed its warning

In the words that it was forming,

And the signs said, “The words of
the prophets are written

on the subway walls

And tenement halls,

And whisper'd in the sounds of

silence.

Paul Simon

From the album, The Concert in Central
Park. Copyright 1864 by Paul Simon.

1.9




*“If It's Magic”

if it's magic. . .
Then why can’t it be everlasting
Like the sun that always shines
Like the poets endless rhyme

Like the galaxies in time

-
If it's pleasing. . . —-X‘ 3
Then why can't it be never leaving \ :
Like the day that never fails —~=1
Like on seashores there are shells A

Like the time that always tells

It holds the key to every heart
Throughout the universe

It fills you up without a bite
And quenches every thirst

If it's special

Then with it why aren’t we as
careful

As making sure we dress in style

Posing pictures with a smile

Keeping danger from a child

It holds the key to every heart
Throughout the universe
It fills you up without a bite

g
And quenches every thirst
If it's magic
Why can't we make it everlasting
Like the lifetime of the sun
It will leave no heart undone
430

“If it's Magic”
Skill #640

Objective: For there’s enough for everyone.
The student will identify homonyms. S w
D lone: tevie Wonder

Have the student listen to
“If It's Magic” and list at least
six words from the song for which he
can think of homonyms. Have the
students orally compare their lists.

Suggested Answers:
Sun - Son
Be - Bee

There - They're - Their

To - Too - Two
So - Sew
No - Know
For - Forep

’

From the album, Songs in the Key of
Life. Copyright 1978 by Jobete Music Co.,
inc. & Black Bull Music Inc.
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Said - Declared

Synonym Scrambler
Skill #600

Objective:

The student will identify synonyms.
Directions:

Provide each student with a list of twenty words; write one of them on the
chalkboard, scrambling the letters. The student must identify the scrambled
word from the list and raise his hand when he has thought of a synonym for
it. Each correct response earns five points. The first student to reach 25
points wins the “Synonym Scrambler.”

Follow-up Activities:
1. Adapt the game to be used with antonyms and homonyms.

2. Play the game of ‘‘Password’ using synonyms. Provide the student with
word cards; he must give his partner synonyms as clues.

. E‘I26 131
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1 wish | knew the
L antonym for tame. ]

Y

Fishing For Antonyms
Skill #620

Objective:

The student wiil identify antonyms.
Directions:

This game Is played like the traditional card game “‘Go Fish.” Use the list of
antonyms on page 130 to prepare 26 pairs of “antonym” cards. To begin,
each player is dealt seven cards. In alternating turns, have each student ask
for the card he needs from the other player, drawing from the deck when he
Is told to “‘go fish.” Pairs of antonyms are placed In front of the player, and
the one with the most pairs at the end of the game is the winner.

Follow-up Activities:

1. Have each student choose a pair of “antonym” cards and assemble a cal-
lage of magazine pictures representing them; for example, big - little.

2. Have each student present his collage and give an explanation of it. %
B
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Night And Day

Skill #6260

Objective:

The student will identify antonyms.
Directions:

Two students are needed for this activity. Using the gameboard on the
following page, irave orie student follow the “night” path and the other
follow the “day” path. Provide the students with 12 “day” cards and 12
“night” cards In the shapes shown above, each with a word from the an-
tonym list shown on pa?e 130. In alternating turns, have each student draw
a card from the approprlate stack. He must identify an antonym for the word
on the card and use both words in a sentence. A correct response allows
mm t? move the number of spaces indicated. The first one to reach “stop”is
e winner.

. ¢ 128
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Say Ahh!

Skill #640

Objective:
Thetstt:dent will select the appropriate meaning of a word, according to
context.

Directions:

This activity must be played with two students. In alternating turns, have
each student remove a tongue depressor from the can. Have him glve a
sentence using the word printed on it and explain the meaning of the word
in the sentence. His opponent must give a sentence using the same word
but In a different context. One point Is awarded for each correct response,
arlld the player with the most points, after all words have been used, is the
winner.

Follow-up Activities:

1. Divide the tongue depressors equally between two students. At a given
slgr;‘al, hagre them write sentences, showing at least two meanings of
each word.

2. Aseign the group a multiple-meaning word. Provide the students with
printed materials and have them find examples of the word, showing dif-
ferent meanings according to usage.

Q : ‘... 13‘. ? 6
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“Handy” Homonyms

Skill #640

Objective:

The student will identify homonyms and use them correctly in sentences.
Directions:

39 the garneboard on the following page
onto poster board. Have each student trace his hand on a sheet of paper,

write his name on it, and use it as his playing plece. Place in a box paper
hand-shapes, each with one of a pair of homonyms written on it. in aiter-
nating turns, have each player draw a “hand” from the box, give a homonym
of the word, and use both words in sentences. If he is correct, he advances
to the next desk. The game continues until one student reaches the
teacher’s desk.

Mary
a Donna
Deb bie
g%
nue
prend®
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Handy Homonyms Gameboard




640 MULTIPLE-MEANING WORDS S

“Beet” It

Skill #640

Objective:
The student will identify words that have different meanings according to

Directions:
Divide the students into two teams. From the list of words on the next page,
prepare cards of pairs of homonyms. In alternating turns, have each student
draw a card and give a one-word clue to his team members who must give
both homonyms and use them In a sentence illustrating their meanings. A
Polnt Is awarded for each correct response. Play aiternates between the
eams. The team with the most points at the end of a designated time
period is the winner.

1 130
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660 FIGURATIVE LANGUAGE _

jus say. ~
9‘?2&‘ ::esd a stiff upper lip.

Confucius
Say. ..

Skill 660

Objective:

The student will interpret
phrases that form a mean-
ing other than the literal
meaning of the com-
ponents.

Directions:

Have students play this ac-
tivity in pairs. Have one
student remove the fortune
from the cookie and read it
to his opponent who must
interpret the underlined
phrase. If he is correct, he
keeps the cookle. If not, it
is awarded to his partner.
The player with the most
fortune cookies ai the end
of the game is the w~inner.

Follow-up Activities:

1. Have the students ar-
range themselves in
groups of three to play
“Idiom Charades.”

2. Have each student ..eep
a record of the idioms he
hears in a 24 hour
period. Let them orally
compare their results.
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You Light
Up My 1ife

Skill #660

Objective:
The student will identify different types of figurative language.

Directione:

Prepare cards, such as the ones shown above, using the sentences on page
138. Shuffle the cards and place them face down on the gameboard on page
139. In alternating turns, have each student draw a card, read it aloud, an
identify the type of figurative phrase it contains. If the student is correct,
have him move the number of spaces indicated on the card. The first stu-
dent to reach the end Is the winner.
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You Light Up My Life. ..

IDIOM
An idiom is an
expression that

has meaning other
than its literal

meaning.

-

h was Greek to me.
racking my brain for an ldea
p\:&tlsontl;:e omyton
my n ne
y got my goat.
e prom she was in seventh heaven.
a sixth sense about her baby'’s needs.

SIMILE
A simile is a SIMILES:
comparison of two 1. He was as hungry as a bear.
unlike objects, 2 She was as gentle as a lamb.
with like or as 3. Today Is as hot as an oven.
expressed. 4. She was as white as a sheet.
5 She is as sweet as apple ple.
6. Her heart was as pure as gold.
7. He ran like the wind.
METAPHORS:
' 1. “All the world’s a stage.”
2. She isa doll
3.
4.

77
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METAPHOR
A metaphor is an
implied comparison

of unlike objects.
It does not use

like or as.

Tha;zlcar isa lemon
5. Father Is a bear this morning.
6. The boxer was a tiger in the ring.
7. Johnny was a monkey in class.

PERSONIFICATION
A personification
gives human qualities
to inanimate objects.

PERSONIFICATIONS:
1. The cave beckoned to us to come and explore.

2. The sun kissed the cafp

3. Mother's chocolate te%ed to be eaten.

4. Jan's kite was jumping jovfully at the end of its string.

5. The pa Jushlng and shovin alon the windy street.

6. The wlnd shouted its protest during t.
7. It felt nice to have my comforter hug me uring the cold night.




‘" You Light Up My Life. . .
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