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This chart shows the standards that are covered in each chapter.

ENGLISH Standards are covered on pages

Read a wide range of literature from many periods in many genres to build an 
understanding of the many dimensions (e.g. philosophical, ethical, aesthetic) of 
human experience.

16

Apply knowledge of language structure, language conventions (e.g. spelling and 
punctuation), media techniques, fi gurative language, and genre to create, critique and 
discuss print and nonprint texts.    

22

Develop an understanding of and respect for diversity in language use, patterns and 
dialects across cultures, ethnic groups, geographic regions, and social roles.

10

Use spoken, written and visual language to accomplish a purpose (e.g. for learning, 
enjoyment, persuasion and the exchange of information).

25

MATHEMATICS Standards are covered on pages

Numbers and Operations—Understand numbers, ways of representing numbers, 
relationships among numbers and number systems.   

29

Algebra—Use mathematical models to represent and understand quantitative 
relationships. 

42

Measurement—Understand measurable attributes of objects and the units, systems 
and processes of measurement.

34

Data Analysis and Probability—Formulate questions that can be addressed with data, 
and collect, organise and display relevant data to answer them.

38

HUMANITIES AND SOCIAL EDUCATION Standards are covered on pages

Understand the ways human beings view themselves in and over time.   47

Understand individual development and identity.  54

Understand relationships among science, technology and society. 60

Understand the ideals, principles and practices of citizenship in a democratic society.   63

SCIENCE Standards are covered on pages

Physical Science—Understand properties and changes of properties in matter.    78

Life Science—Understand structure and function in living systems.    70, 74

Earth and Space Science—Understand structure of the earth system. 66

Index of Activities
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BOOK Year Level
Lower Primary Prep, Year 1, Year 2, Year 3

Primary Year 3, Year 4, Year 5, Year 6
Middle Years Year 6, Year 7, Year 8, Year 9

Suggested Suitability of Activities by Year Level
The chart below shows the suitability by year level of the books in this series, through this may vary 

slightly in your classroom.

TITLE CODE ISBN
How The Brain Learns, Third Edition CO0965 1 74170 096 5
How The Brain Learns to Read CO071X 1 74170 071 X
How The Brain Learns Mathematics CO457X 1 74170 457 X
How The Gifted Brain Learns CO0728 1 74170 072 8
How The Special Needs Brain Learns CO1171 1 74170 559 2
The Leadership Brain: How to Lead Today’s Schools More Effectively CO0701 1 74170 070 1

Other Available Resources by this Author
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Brain-compatible activities are often louder and contain more 
movement than traditional lessons. Research has shown that 
purposeful talking and movement encourage retention of new 

learning. While this may seem out of your comfort zone at fi rst, good 
classroom management and a willingness to try new things is all that is 
needed to implement these activities in any classroom. Once you and your 
students become accustomed to brain-compatible strategies, you will fi nd 
it diffi cult to go back to more traditional teaching methods. Students (and 
teachers!) enjoy lessons that actively involve their brains, and the brains that 
are actively involved are the brains that learn.

It has been estimated that teachers make over 1600 decisions per day. 
As professional educators, it is our job to be familiar with current research 
to make sure those decisions count for our students. This book is fi lled 
with activities that are supported by brain research. These activities will 
help increase learning because they are structured to maximise the brain’s 
learning potential.

How to Use this Book
The activities in this book are designed using a brain-compatible lesson 
plan format. There are nine components of the plan, but not all nine are 
necessary for every lesson. Those components that are most relevant to the 
learning objective should be emphasised.

• Anticipatory set
• Learning objective
• Purpose
• Input
• Modelling
• Check for understanding
• Guided practice
• Closure
• Independent practice

Each of the components is described in detail in the book titled How 

the Brain Learns, Third Edition (2006). Refer to it for more brain-compatible 
research and other teaching strategies.

When using the activities in this book, read through the activity fi rst. Then 
begin the preparations for the lesson. Make sure to follow the lesson plan 
format to ensure maximum learning potential. However, be fl exible enough to 
meet the needs of all learners in your class. A positive classroom climate is 
essential for retention.

Introduction
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Is it a Deal? 

Standard
Numbers and Operations—Understand numbers, ways of representing 
numbers, relationships among numbers and number systems.

Objective
Students will compute advertised sale prices to determine the most effi cient 
use of a given monetary amount.

Anticipatory Set
Face the board and write, Everyone who is seated and giving me full 

attention when I turn around gets an A on the next test.  Turn around and say, 
Wonderful!  You all get an A on the next test and here it is . . . an A on top of 

everyone’s next test! Place a wooden block with the letter A on a stack of 
papers.  

Purpose
Tell students they are going to be analysing some advertisements to 
determine the best way to spend a budgeted amount of money.

Input
Consumers are hit every day with advertisements promising the best deal. 
Truth-in-advertising laws prohibit outright lying in ads, but crafty marketers 
can stretch the truth. Shoppers must use 
caution to make sure the promised bargain is 
just that. 

Advertisements try to lure consumers with 
special sale prices on merchandise. Often 
these incentives include a percentage off the 
regular price, free items when something else 
is purchased and rebates. In the real world, 
most consumers have limited resources with 
which to purchase the items they need and 
want. It is important, therefore, that they make 
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those resources go as far as possible. Calculating the actual price of items 
regardless of the advertised sale is a necessary skill for a smart shopper.

Talk to students about advertising and budgeting. Try to relate the 
discussion to students’ own lifestyle concerns. If you have $20, can you 

buy the jeans you want? Which shop has the best price on your favourite 

CD? If your pocket money is $10, how long will you have to save to get the 

skateboard you want? Guide the discussion around how companies use 
advertising to lure customers. Encourage students to think about how 
consumers can be tricked by advertising or use advertising to get the best 
deal.

Modelling
On an overhead projector, compose a fi ctional sale on shoes. Tell students 
you want to buy two pairs of shoes. They normally cost $30 each. One shop 
is offering a buy-one-pair-and-get-a second-pair-for-half-off sale. Another shop 
has a coupon for 20% off the entire purchase. Think aloud about which shop 
will offer the best deal. 

Ask students to help you determine which maths skills will be useful 
in solving the problem. What maths skills will you need to compute the best 

deal? Ask students to list those skills on a small white board or piece of 
paper. Allow adequate wait time. Invite students to share their list with a 
partner. Encourage the partners to add any information that was missing. 
Call on random students to tell one skill and list it on blank paper or the 
overhead transparency. Skills should include multiplying fractions, calculating 
percentages and computing money. 

If students are not familiar with multiplying fractions, calculating 
percentages and computing money, teach the skills before continuing the 
lesson. If students already know the concepts, review the required skills to 
activate prior knowledge. Demonstrate how to solve the problem
using your example about the shoe sale. Think aloud as you solve
the problem.

Check for Understanding
Provide another example on the overhead transparency. Give students an 
opportunity to solve the problem on their own and write down the answer 
on their small white board or paper. When students have completed the 
problem, ask them to place the white board or paper face up on the desk. 
Walk around the room and quickly scan the answers to see that everyone 

Applying 

knowledge 

in real-life 

scenarios 

creates meaning 

for students.
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has gotten the correct answer. Review the skills as necessary.
Tell students they are going to use the same skills and procedures to 

complete the activity. Clarify the task as needed.

Guided Practice
Tell students they will have $100.00 to spend on clothing. They need to buy 
as much as they can with the budget they are given. Give students a copy 
of the Super Saver Times activity (page 32). It contains all the advertised sale 
prices on the items students can purchase. Have students work in groups 
to review the advertisements and determine how to spend the $100 and get 
the best deals.

Encourage students to use the Is it a Deal? activity (page 33) to help 
guide them as they work the problems. While they may work with a group, 
each student must complete their own worksheet. It is acceptable for team 
members to have different selections. The primary use of teams in this 
scenario is to provide support for the mathematical skills necessary to work 
the problem. Play background music with 60 beats per minute (no lyrics). 
Circulate and assist as needed.

Closure
Have students answer the following questions in their maths journals. Why 

is it important for you as a consumer to know how to compute decimals and 

fractions? Why do you need to be wary when you read advertisements? What 

did you learn about the diffi culties of staying within a budget? 

Independent Practice
Have students fi nd an advertisement at home. Ask them to fi gure the price 
of sale items of ten items for homework.

C

Super Saver Times Page 32

C

Is It a Deal? Page 33

© 2007 Hawker Brownlow Education CO4634Activity32 Brain-Compatible Activities • Middle Years

Name  Date 

Super Saver Times
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Name  Date 

Is It a Deal?
Directions: Use the Super Saver Times to fi nd the best deals on items you will need for 
school. You have $100 to spend. You must buy at least one of each of the following: jeans, 
shirts, backpacks and shoes. The total quantity of each item is up to you. Compute the 
actual cost for the sale items to help you make wise choices. Be prepared to defend your 
decisions with facts. Show your work on the back of
this page. 

Actual Final Costs for Jeans: Actual Final Cost for Shoes:

Old Savvy  ______________ Old Savvy _____________

A & T  __________________ A & T  ________________

Strapped  ______________ Strapped  _____________

Moody’s  _______________ Moody’s ______________

Actual Final Cost for Shirts: Actual Final Cost for Backpacks:  

Old Savvy  ______________ Old Savvy _____________

A & T  __________________ A & T  ________________

Strapped  ______________ Strapped  _____________

Moody’s  _______________ Moody’s  ______________

Your Sales Receipt

       

  

Shop Item Quantity Cost

Total:
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Guess Who?

Standard
Understand relationships among science, technology and society.

Objective
Students will research and recall facts about famous historical fi gures.

Anticipatory Set
Begin with a game of “Guess Who?” Give students clues about a famous 
Australian in history. Start with the most obscure clue and end with the 
most recognisable clue. Stand up when you think you know the person I am 

describing. The person is male. He is no longer alive. The person was a famous 

Australian. The person was a famous outlaw who became a hero. Everyone 

knows his distinctive armoured helmet.

Purpose
This activity is designed to be used with a unit in the existing history 
textbook. The unit should focus on some historical fi gures. Tell students 
they are going to play a guessing game to help them recall some of the facts 
about the historical fi gures they are studying.

Input
Help students focus by giving them some clues about what to pay attention 
to while reading. Point out the names of the fi gures you want them to pay 
attention to, and give a brief preview of who the person is. Have students 
read or skim the selection. Use a reading strategy appropriate for the 
learning level of the students. 

Modelling
Give each student a copy of the Guess Who activity (page 62). Model how to 
complete the task. Create an overhead transparency of the page, and show 
students how to fi nd the information in the textbook and record it onto the 
activity. Then ask students to help you prepare the questions about the 
historical fi gure. Prompt them to fi gure out which detail is most obscure 
by asking them to name the least important thing to remember about this 
person. Then guide the discussion to help students create a question about 
the most obvious fact. What is the most important thing to remember about 

this person? If appropriate, encourage students to use other resources to 
discover more about the historical fi gure.

D

Guess Who? Page 62
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Name  Date 

Name of historical fi gure:  _____________________________________________________________

Reason for fame:  _____________________________________________________________________

______________________________________________________________________________________

Interesting facts:  _____________________________________________________________________

______________________________________________________________________________________

______________________________________________________________________________________

______________________________________________________________________________________

Directions: Using the above information, create a list of facts about your person. Begin with 
the most obscure facts and end with the most recognisable.

1. ___________________________________________________________________________________

2. ___________________________________________________________________________________

3.  _____________________________________________________________________________  

4. ___________________________________________________________________________________

5.  _____________________________________________________________________________  

6. ___________________________________________________________________________________

7.  _____________________________________________________________________________  

8.  ___________________________________________________________________________________

9.  _____________________________________________________________________________  

1   0.  __________________________________________________________________________________

Guess Who?
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Check for Understanding
Use a quick assessment technique to check for understanding. 

Guided Practice
Assign a famous person for each student to research. If the unit contains 
a limited number of historical fi gures, assign students to work in groups. 
Ask students to complete the Guess Who? activity. Encourage them to use 
outside resources if information is limited in the textbook. Play background 
music (no lyrics) for solo work. Assist as needed.

 When everyone has completed the activity, play the game you 
demonstrated at the beginning of the lesson. Have students stand up and 
fi nd a partner. The fi rst partner will read the facts in order from most obscure 
to most recognisable. The second partner must guess who the person is. 
Then the partners trade roles. Ask the students to fi nd a new partner and 
repeat the process. Play the game as many times as students would like.

CLOSURE

Ask students to challenge you to a game of Guess Who? Allow students to 
ask you to guess the name of a historical fi gure based on clues they have 
written.

Novelty 

increases 

motivation and 

attention.
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Name  Date 

Name of historical fi gure:  _____________________________________________________________

Reason for fame:  _____________________________________________________________________

______________________________________________________________________________________

Interesting facts:  _____________________________________________________________________

______________________________________________________________________________________

______________________________________________________________________________________

______________________________________________________________________________________

Directions: Using the above information, create a list of facts about your person. Begin with 
the most obscure facts and end with the most recognisable.

1. ___________________________________________________________________________________

2. ___________________________________________________________________________________

3.  _____________________________________________________________________________  

4. ___________________________________________________________________________________

5.  _____________________________________________________________________________  

6. ___________________________________________________________________________________

7.  _____________________________________________________________________________  

8.  ___________________________________________________________________________________

9.  _____________________________________________________________________________  

1   0.  __________________________________________________________________________________

Guess Who?
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