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Index of Activities

This chart shows the standards covered in each chapter.

ENGLISH
Standards are covered
on pages

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).

11, 13, 18

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.

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.

9, 22

Conduct research on issues and interests by generating ideas and questions, and by posing 
problems. Gather, evaluate and synthesise data from a variety of sources (e.g. print and 
nonprint texts, artefacts, people) to communicate discoveries in ways that suit the purpose 
and audience.

26

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

22

MATHEMATICS
Standards are covered
on pages

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

28

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

28, 31

Number and Operations—Compute fl uently and make reasonable estimates. 31, 33

Algebra—Understand patterns, relations and functions. 36

Algebra—Represent and analyse mathematical situations and structures using algebraic 
symbols.

36

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

39, 41

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

39

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

43

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

43

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

45
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SCIENCE
Standards are covered
on pages

Physical Science—Understand position and motion of objects. 47

Physical Science—Understand light, heat, electricity and magnetism. 49

Life Science—Understand characteristics of organisms. 51

Life Science—Understand organisms and environments. 54

Earth and Space Science—Understand properties of earth materials. 56

Earth and Space Science—Identify objects in the sky. 59, 62

Earth and Space Science—Understand changes in the earth and sky. 62

SOCIAL STUDIES
Standards are covered
on pages

Understand culture and cultural diversity. 64

Understand the interactions among people, places and environments. 67

Understand how people create and change structures of power, authority
and governance.

74

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

76

Understand relationships among science, technology and society. 76, 78

Understand the ideals, principles and practices of citizenship in a democratic society. 71

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 illuminates 
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. No strategies are better designed for promoting 
communication between the hemispheres than games. Play speeds up the 
brain’s maturation process because it involves the built-in processes of 
challenge, novelty, feedback, coherence and time. In addition, games are 
fun—and fun is an important component of learning. Students of all ages learn 
best when they enjoy the process. Therefore, it makes sense to incorporate 
games into the curriculum to stimulate and reinforce learning. 

How to Use This Book
The activities in this book cover the content areas and are designed using 
strategies that actively engage the brain. To ensure that students get the 
most out of each lesson, activities are presented in the way the brain learns 
best: 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 game is designed so that students can make important connections 
between related concepts. You will fi nd games that encourage students 
to apply their learning and practice skills, games that review and reinforce 
concepts, games that promote strategy planning and critical thinking, and 
more! Students will enjoy playing variations of classic games such as relay 
races, Go Fish, Hot Potato, Tic-Tac-Toe, scavenger hunts and Bingo. In addition, 
many of the games can be adapted for play with student pairs, small groups or 
the entire class.  

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

Introduction



28  Engage the Brain: Games • Book 4 © 2008 Hawker Brownlow Education CO6599

CHAPTER 2  

Mathematics

Materials
•  Fraction Match Cards 

activity

• cardboard

• scissors

Fraction Match

Objective
Students will match problem cards displaying addition and subtraction of like 
fractions with answer cards displaying sums and differences.

In Year 3, students begin simple operations with fractions. The following 
game reinforces addition and subtraction skills with like fractions (fractions 
that have the same denominators). Invite students to play the game after 
they already have had some experience adding and subtracting like fractions. 
Students should also be familiar with the terms numerator and denominator. 

 1. Before class, copy the Fraction Match Cards activity sheet (page 30) onto 
cardboard for each student. 

 2. Prepare students for the game by drawing a circle on the board, dividing 
it into fourths, and shading one fourth. Ask the class to state what part 
is shaded. (1/4) Write 1/4 on the board. Then shade two more fourths 
in a different colour. Ask how many fourths are shaded now. (3/4) Write 
1/4 � 2/4 � 3/4 on the board. 

 3. Remind the class that the bottom number of a fraction is the 
denominator; it describes what kind of parts students are working with. 
Point out that the top number is the numerator; it shows how many 

parts students are working with. 

 4. Review with students that when like fractions are added, the numerators 
are added but the denominators remain the same. Explain that this is 
because the kinds of parts (in this example, fourths) remain the same.

 5. Draw a rectangle on the board, divide it into eighths, and shade fi ve 
eighths. Ask the class to state what part is shaded. Write the answer 
on the board in fraction form. (5/8) Next, cross out four of the shaded 
parts. Ask how many eighths are shaded now. (1/8) Write 5/8 � 4/8 � 

1/8 on the board. Tell the class that when subtracting like fractions, the 
numerators are subtracted but the denominators remain the same. 

 6. Tell students that they will be playing a memory game to practise adding 
and subtracting fractions. Then divide the class into pairs, and give each 
pair two copies of the Fraction Match Cards activity sheet. 
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 7. Point out that the activity sheet is divided into 16 cards. Read the 
problem on the fi rst card (1/3 � 1/3 �), and call on a student to state 
the answer. (2/3) Point out that there is an answer to the right of each 
problem on the page. Instruct students to write Answers at the top of the 
page. They will be keeping the page as a reference for the game. 

 8. Direct partners to cut out the cards on their second copy of the activity 
sheet. Have students shuffl e the cards and arrange them face down in a 
4 x 4 grid. Then explain and model the rules of the game.

 a. Players pick up two cards at a time. They check to see if the 
problem and answer cards match.

 b. If the cards match, the player keeps the cards and takes another 
turn. If they do not match, the player returns the cards to their 
original positions and his or her partner takes a turn. 

 c. Players may draw pictures on scrap paper or refer to their Answers 
page to help them answer any problems. 

 d. The game ends when all of the cards have been matched. The 
player with the most matches wins!

 9. Pick up two cards. Read them aloud and ask a volunteer if they make 
a match. Repeat this several times and then begin the game. Circulate 
during the game to check that students understand the rules and are 
able to match the cards correctly. Remind students that part of the 
challenge is remembering where they have seen cards before so they 
can fi nd them to make matches later.

 10. As a follow-up, discuss the following questions to evaluate learning: 
When adding and subtracting like fractions, why don’t the denominators 

change? How is adding and subtracting like fractions similar to adding 

and subtracting whole numbers? Invite students to help you make 
additional game cards to use in future games of Fraction Match.

 5
6
 

 2
3
 

1
3

 + 1
3
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Materials
• 15 to 20 index cards

• paper lunch bag

• large paperclip

• music recording

• CD or cassette player

Solar System Word Bag

Objective
Students will demonstrate an understanding of terms related to the 
solar system.

A study of the solar system involves learning specifi c vocabulary. Use this 
game to help students review important facts and terms. Play the game when 
students are nearing the end of their solar system unit. 

 1. Before class, select 15 to 20 vocabulary words related to your students’ 
study of the solar system (see the list below), and write each word on an 
index card. Place the cards in a paper bag. Fold over the top of the bag 
twice, and secure it with a paperclip. Set the bag aside. 

  Select terms from the following list, or use terms from your own 
curriculum materials.

 2. Write the term solar system on the board. Ask the class what the term 
means. Review the fact that the solar system is the sun and all the 
objects that move around it. Next, write the word planet on the board 
and ask for its meaning. Remind the class that a planet is a large body 
of rock or gas that travels around the sun.

Solar System Terms
asteroid: chunk of rock that moves around the sun
astronomer: scientist who studies objects in space
atmosphere: blanket of air that surrounds Earth
axis: imaginary line on which an object rotates 
comet: ball of ice and dust that moves around the sun
constellation: group of stars that forms a pattern
crater: bowl-shaped pit
inner planets: the four planets closest to the sun
meteor: chunk of rock from space
meteorite: chunk of rock or metal that falls from space and 
hits Earth’s surface
orbit: the path an object takes as it moves around another object 
in space; or the act of moving around another object
outer planets: the planets that are furthest from the sun
revolution: movement of an object around another object
rotation: spinning of an object on its axis 
star: ball of hot, glowing gas
telescope: instrument that makes faraway objects look bigger
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 3. Tell students that they are going to play a game to review their solar 
system vocabulary. Then direct the class to stand in a large circle. Have 
students call out 1, 2, 1, 2 in order to divide themselves into two teams. 

 4.  Explain and model the rules of the game. 
 a. When the music plays, students begin passing the bag of game 

cards around the circle.
 b. When the music stops, the student who is holding the bag opens 

it and draws a card. The student says the term written on the card 
and then gives a defi nition or a fact about that term. (For example, 
for the word star, the student might defi ne the word as “a ball of 
hot, glowing gas” or state that the sun is the star closest to Earth.) 

 c. If the student responds correctly, he or she keeps the card. If the 
student cannot state a defi nition or a fact, he or she puts the card 
back into the bag and clips it closed for the next round.

 d. At the end of the game, teams count how many cards they 
collected. The team with the most cards wins the game.

 5. Play a few practice rounds to make sure students understand how to 
play. Then begin a real game.

 6. After the game, have students use the words in sentences.

Extended Learning
Have students make a chart or a picture dictionary that highlights the terms 
they learned from their solar system unit.



© 2008 Hawker Brownlow Education CO6599 Social Studies  71

Materials
•  Australian Symbols 

Question Cards activity

• cardboard

• scissors

•  pictures of the 
Australian fl ag, Shrine 
of Remembrance, The 
Melbourne Cup, Sydney 
Harbour Bridge, Uluru and 
the Australian Coat of 
Arms

•  encyclopedias and library 
books about Australian 
symbols

•  large sheets of 
drawing paper

Australian Symbols Q & A

Objective
Students will research facts about Australian symbols.

Research becomes more motivating and fun when students know that a 
game will be associated with it. In this activity, students look up information 
about national symbols and use their research to create a question-and-answer 
game. 

 1. Before Class, make six copies of the Australian Symbols Question Cards 
activity sheet (page 73) on cardboard. Cut out the cards and put them 
into six separate piles according to the symbol on each card (i.e. all the 
fl ag cards in one pile, all the Sydney Harbour Bridge cards in another 
pile, and so on). 

 2. Display pictures of the Australian fl ag, Shrine of Remembrance, The 
Melbourne Cup, Sydney Harbour Bridge, Uluru and the Australian Coat 
of Arms. Ask what these symbols have in common. Elicit from the class 
that these are all symbols of Australia. Explain that a country’s symbols 
stand for ideas its citizens believe in, such as freedom and tolerance. 
Add that these symbols inspire people to view their country with pride.

 3. Tell the class that Australian symbols have a rich history. Explain that 
they will be working in groups to research six important Australian 
symbols. 

 4. Divide the class into six groups, and assign each group a symbol from 
the activity sheet. Tell students that later they will be playing Australian 
Symbols Q & A, a question-and-answer game based on the information 
they learn. 
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