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This chart shows the standards covered in each chapter.

ENGLISH Standards are covered on pages

Read a wide range of print and nonprint texts to build an understanding of texts, of self, 
and of the cultures of Australia and the world; to acquire new information; to respond 
to the needs and demands of society and the workplace; and for personal fulfi llment 
(includes fi ction and nonfi ction, classic and contemporary works).

20, 22

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.

20

Apply a wide range of strategies to comprehend, interpret, evaluate and appreciate texts. 
Draw on prior experience, interactions with other readers and writers, knowledge of word 
meaning and of other texts, word identifi cation strategies and understanding of textual 
features (e.g. sound-letter correspondence, sentence structure, context, graphics). 

9, 13, 15

Adjust the use of spoken, written and visual language (e.g. conventions, style, vocabulary) 
to communicate effectively with a variety of audiences and for different purposes.

20, 22

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.

9, 13, 15, 25

MATHEMATICS Standards are covered on pages

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

27, 31, 35

Number and Operations—Understand meanings of operations and how they relate to 
one another.

31, 35

Number and Operations—Compute fl uently and make reasonable estimates. 31, 35

Geometry—Analyse characteristics and properties of two- and three-dimensional 
geometric shapes and develop mathematical arguments about geometric relationships.

43

Geometry—Apply transformations and use symmetry to analyse mathematical 
situations.

43

Geometry—Use visualisation, spatial reasoning and geometric modelling to 
solve problems.

43

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

38

Measurement—Apply appropriate techniques, tools and formulas to determine 
measurements.

38

Data Analysis and Probability—Select and use appropriate statistical methods to 
analyse data.

38

Index of Activities
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SCIENCE Standards are covered on pages

Physical Science—Understand properties of objects and materials. 48

Life Science—Understand characteristics of organisms. 50

Life Science—Understand organisms and environments. 55

Earth and Space Science—Understand changes in the earth and sky. 58

SOCIAL STUDIES Standards are covered on pages

Understand culture and culture diversity. 66, 72

Understand the ways human beings view themselves in and over time. 72

Understand interactions among people, places and environments. 62, 66

Understand individual development and identity. 70

Understand interactions among individuals, groups and institutions. 62, 66

Understand how people organise for the production, distribution and consumption of 
goods and services.

76

Understand the ideals, principles and practices of citizenship in a democratic republic. 62, 70

BOOK YEAR LEVEL
1 Prep/1
2 1/2
3 2/3
4 3/4
5 4/5
6 5/6

Middle Years: English, Maths, Science, Social Studies 6–9

Suggested Suitability of Activities by Year Level
Book One to Book Six are suitable for Prep through to Year 6, as shown in the table below, but this may 

vary slightly in your classroom.
The Middle Years books in this series are suitable for Year 6 to Year 9.
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n ancient Chinese proverb claims: “Tell me, I forget. Show me, I 
remember. Involve me, I understand.” This timeless saying insinuates 
what all educators should know: Unless students are involved and 

actively engaged in learning, true learning rarely occurs. 
The latest brain research reveals that both the right and left hemispheres of 

the brain should be engaged in the learning process. This is important because 
the hemispheres talk to one another over the corpus callosum, the structure 
that connects them. 

Using learning games is a valid and important teaching strategy. The 
mechanisms involved when students are playing a game are just as cognitive 
as when students are doing maths in class (Bjorkland & Brown, 1998). 
Furthermore, play speeds up the brain’s maturation process because it involves 
the built-in processes of challenge, novelty, feedback, coherence and time 
(Jensen, 2001).

How to Use This Book 
The activities in this book cover the content areas and are designed using 
strategies that actively engage the brain. They are presented in the way the 
brain learns best to make sure students get the most out of each lesson: focus 
activity, modelling, guided practice, check for understanding, independent 
practice, and closing. Go through each step to ensure that students will be fully 
engaged in the concept being taught and understand its purpose and meaning.

Each step-by-step activity provides a game that students can use to 
reinforce learning. Students will enjoy playing variations of classic games such 
as Go Fish, 20 Questions, Telephone, Follow the Leader, Bingo, relay races, 
memory matching, and more!

Games can be lively, fun and spirited. The little bit of extra effort it takes to 
implement games into your curriculum will reap loads in student involvement. 
Because games can create lots of excitement and healthy rivalry, make sure to 
set fi rm ground rules before playing any classroom game.

These brain-compatible activities are sure to engage and motivate every 
student’s brain in your classroom! Watch students progress from passive to 
active learners as they process competitive, exciting games into learning that is 
not only fun, but remembered for a lifetime.

Introduction
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Put It Into Practice

ecture and repetitive worksheets have long been the traditional method of 
delivering knowledge and reinforcing learning. While some higher-
achieving students may engage in this type of learning, educators now 

know that actively engaging students’ brains is not a luxury, but a necessity if 
students are truly to acquire and retain content, not only for tests but for life. 

The 1990s were dubbed the Decade of the Brain because millions of 
dollars were spent on brain research. Educators today should know more 
about how students learn than ever before. Learning styles theories that 
call for student engagement have been proposed for decades, as evidenced 
by research such as Howard Gardner’s theory of multiple intelligences 
(1983), Bernice McCarthy’s 4MAT Model (1990), and VAKT (visual, auditory, 
kinesthetic, tactile) learning styles theories.

I have identifi ed 20 strategies that, according to brain research and 
learning styles theories, appear to correlate with the way the brain learns best. 
I have observed hundreds of teachers—regular education, special education 
and gifted. Regardless of the classifi cation or year level of the students, 
exemplary teachers consistently use these 20 strategies to deliver memorable 
classroom instruction and help their students understand and retain vast 
amounts of content. 

These 20 brain-based instructional strategies include the following:

 1. Brainstorming and Discussion

 2. Drawing and Artwork

 3. Field Trips and Excursions

 4. Games

 5. Graphic Organisers, Semantic Maps and Word Webs

 6. Humour

 7. Manipulatives, Experiments, Labs and Models

 8. Metaphors, Analogies and Similes

 9. Mnemonic Devices 

 10. Movement

 11. Music, Rhythm, Rhyme and Rap

 12. Project-based and Problem-based Instruction

 13. Reciprocal Teaching and Cooperative Learning

 14. Role Play, Drama, Pantomime, Charades
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 15. Storytelling

 16. Technology

 17. Visualisation and Guided Imagery

 18. Visual Aids

 19. Work Study and Apprenticeships

 20. Writing and Journals

This book features Instructional Strategy 4: Games. Through play, people 
fulfi ll the body’s need to express emotions, to bond with others socially, and 
to explore new learning with challenge, feedback and success (Beyers, 1998). 
When students are given the opportunity to redesign a game with which 
they are already familiar, such as Go Fish, Follow the Leader or Bingo, brain 
connections are made for a better understanding of the alternate content 
(Jensen, 1995). 

Games involve active learning. They motivate students by making learning 
fun and engaging. In today’s fast-paced world, students are frequently asked 
to change gears quickly, jumping from one activity to another, sometimes with 
little time in between to process what they have learned. Using games as a 
teaching strategy makes sense. Students thrive on the novelty of game playing 
and the quick action often associated with games. Playing learning games 
allows students to actively rehearse information they are expected to know in 
a non-threatening atmosphere. Furthermore, when students are involved in 
the design and construction of a learning game, the game’s effectiveness is 
enhanced (Wolfe, 2001).

Types of effective learning games include board games, card games, 
memory games, trivia games, games that encourage physicality, games that 
involve using the senses, games that involve creative imagination, and many 
more. 

These memorable strategies help students make sense of learning by 
focusing on the ways the brain learns best. Fully supported by the latest brain 
research, the games presented in this resource provide the tools you need to 
boost motivation, energy and, most important, the academic achievement of 
your students.
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CHAPTER 4  

Social Studies

Materials
•  Symbols and Landmarks 

activity

• scissors

• crayons or textas

• glue

•  A4-size project paper, 
cut in half 

• hole puncher

• string or wool

“Symbols and Landmarks” 
Memory Match 

Objectives
Students will identify Australian symbols and landmarks.
Students will describe the people or events associated with Australian symbols 
and landmarks.

Test students’ memories as well as their knowledge of important Australian 
symbols and landmarks. Use this interactive game as a way to spark 
discussion, provide extended learning opportunities, and create mini-books.

 1. Spark students’ interest by asking them to help you make a game about 
Australian symbols and landmarks. Give students a copy of the Symbols 
and Landmarks activity sheets (pages 64–65). Have them cut out the cards 
and colour the pictures. Then show them how to glue each picture to 
the top part of a project paper square. After the game, students will add 
text at the bottom of each square, so it is important that the pictures are 
positioned correctly.

 2. Discuss the pictures with the class. Ask volunteers to share any 
information they know about the symbols and landmarks. Encourage 
students to discuss why they are important to our country.



© 2008 Hawker Brownlow Education CO6572 Social Studies  63

There ar
e 6 star

s. 

6 stars 
stand for 

the 6 st
ates

 3. Next, divide the class into pairs, and have partners combine their picture 
cards. Model and explain the rules of the game.

 a. Partners have 16 pairs of picture cards. One player shuffl es the 
cards and then places them face down in four rows. There should 
be eight cards in each row.

 b. The fi rst player turns over two cards. If the pictures match,  the 
player keeps the cards and takes another turn. If the pictures 
do not match, the player places them face down in their original 
positions.

 c. The next player then takes a turn.
 d. Play continues until all the matches have been found. The player 

with the most pairs wins.

 4. Model playing several hands with a volunteer. Emphasise to students 
that the challenge of this game is to try and remember where they have 
seen cards before so they can use them to make matches later. Then 
have students play on their own. 

 5. After the game, have players sort their cards again so that each player 
has his or her original set of pictures. Then have students stack their 
picture cards face up in numerical order. Punch two holes on the left-
hand side of the cards, and use string to bind the cards together to 
make mini-books. Each day, choose one symbol or landmark to study in 
more detail. Help students locate information in books, magazines and 
on the Internet. Then have students write 
one or two sentences on the bottom of the 
corresponding picture card. 

Extended Learning
 • Have students make shoebox dioramas 

that depict a national symol or landmark 
from the picture cards.

 • Display a large map of Australia on a
display board. Cut out the landmark 
cards on the Symbols and Landmarks 
activity sheets. Ask students to help you 
attach the pictures to the map to show 
where each landmark is located. 
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Symbols and Landmarks

Australian Flag Black Swan

Shrine of Remembrance Sydney Opera House

Uluru Parliament House

National Gallery
of Australia Australia’s Coat of Arms

2

43

6

8

5

7

1
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Symbols and Landmarks

Sydney Harbour Bridge 12 Apostles

The Melbourne Cup Melbourne Cricket Ground

Luna Park The Black Stump

The Olgas (Kata Juta) Murray River Paddleboat

10

12

9

11

14

16

13

15
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