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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 9,15,17, 27
appreciate texts. Draw on prior experience, interactions with other readers and
writers, knowledge of word meaning and of other texts, word identification
strategies and understanding of textual features (e.g. sound-letter
correspondence, sentence structure, context, graphics).

Adjust the use of spoken, written and visual language (e.g. conventions, style, |21, 23
vocabulary) to communicate effectively with a variety of audiences and for
different purposes.

Apply knowledge of language structure, language conventions (e.g. spelling 15
and punctuation), media techniques, figurative language and genre to create,
critique and discuss print and nonprint texts.

Use spoken, written, and visual language to accomplish a purpose (e.g. for 9,15,23
learning, enjoyment, persuasion, and the exchange of information).

MATHEMATICS Standards are covered on pages

Number and Operations—Understand numbers, ways of representing 37
numbers, relationships among numbers, and number systems.

Number and Operations—Compute fluently and make reasonable estimates. |29

Geometry—Analyse characteristics and properties of two- and three- 31
dimensional geometric shapes, and develop mathematical arguments about
geometric relationships.

Geometry—Specify locations and describe spatial relationships using 4
coordinate geometry and other representational systems.

Measurement—Apply appropriate techniques, tools and formulas to 35
determine measurements.

Data Analysis and Probability—Understand and apply basic concepts of 44
probability.
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SCIENCE Standards are covered on pages

Physical Science—Understand properties of objects and materials. 55
Physical Science—Understand light, heat, electricity, and magnetism. 99, 61
Life Science—Understand organisms and environments. 47,48
Earth and Space Science—Understand changes in the earth and sky. 50

SOCIAL STUDIES Standards are covered on pages
Understand culture and cultural diversity. 64, 78

Understand the ways human beings view themselves in and over time. 64

Understand the interactions among people, places, and environments. 70

Understand how people create and change structures of power, authority, 66

and governance.

Understand how people organise for the production, distribution, and 73,76
consumption of goods and services.

Suggested Suitability of Activities by Year Level

Book One to Book Six are suitable for Prep 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.

BOOK YEAR LEVEL

Prep/1
1/2
2/3
3/4
4/5

6 5/6

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

AN |—
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Introduction

hink back to your years as a student. Which classes do you remember

most clearly? Many of us fondly remember those dynamic classes that

engaged our attention. However, we can just as easily remember those
classes in which lectures seemed endless. The difference is that we can usually
recall something we learned in the dynamic classroom. This is because our
brains were engaged.

Studies confirm what good teachers already know—students who are
actively engaged in the learning process absorb more information. Human play
fulfills the body’s need to express emotions, to bond with others socially, and to
explore new learning with challenge, feedback and success (Beyers, 1998).

Using technological methods, including PET scans and CAT scans,
scientists have identified which learning strategies best engage the brain (Tate,
2003). The results reveal that the use of games to energise and engross
students is one of the best strategies to activate learning. You might question
whether students can truly learn content while playing games. Walk by a
classroom where students are playing a game and you might see chaos at first
glance. Look again—this is actually collaboration. Amidst the laughter and buzz
of competition, students are willingly discussing material from lessons once
considered bland. When students are allowed to “play”, they interact using all
of their senses, stimulating brain function that helps retain content.

How to Use This Book

This book provides a collection of games that will engage all students, even
reluctant learners. The games review concepts in English, maths, science,
social studies, physical education, art and music, and they follow a format that
promotes learning and retention, including focus activity, modelling, guided
practice, check for understanding, closing, and independent practice. Using
these strategies ensures that students are active participants in their own
learning, not passive bystanders.

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: Old Maid, Battleship®, Twister®, Pictionary®, Bingo, memory matching, and
more!

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.
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Materials
® State Government Game
Board activity

® State Government Game
Cards activity

® scissors
® state map

® pictures of your state’s
capitol, current governor,
members of your state
parliment, and state
supreme court justices
(most are available on
the Internet)

® dice

Our State Government

Objective
Students will review the executive branch, legislative branch and judicial branch
of their state government.

Many students are already familiar with some of the current leaders of their
state’s government. After you have taught about the different branches of state
government and your state’s elected officials, use this game to help students
review what they have learned.

1. Review aspects of your state government with students. Use a state
map to show the location of your capital city. Show students a picture
of your Parliament House and some of your current elected officials,
including your governor and several members of your state’s legislative
and judicial branches.

2. Tell students: The legislative branch establishes the laws. The executive
branch executes the laws. The judicial branch makes sure the laws are
obeyed. Discuss how the state constitution lists the laws that govern the
state, and how the state budget provides finances to serve the state’s
residents.

3. Tell students they will play a game to review your state’s government.
Divide the class into small groups of two to four players. Give each
player a copy of the State Government Game Board activity sheet (page
68) and a set of cards cut from the State Government Game Cards activity
sheet (page 69). Have students fill in the name of your state, the capital
city and your governor on the game board.

4. Demonstrate how to play the game. Give each group one die, and ask
players to mix up their cards and place them face down in a pile on the
table.

a. The first player rolls the die and draws no more than three cards
from the stack until he or she draws a match. For example, if the
player rolls a 1, for Parliament House, he or she draws cards until
finding a fact about Parliament House. If the player does not find a
matching card in three draws, he or she must forfeit the turn. The
player then places the cards on the bottom of the deck.

b. If the player does find a matching card, he or she places the card
on the game board in the corresponding square. Then it’'s the next
player’s turn.
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c. Play continues clockwise around the group. Check that players are
placing the cards in the correct boxes on the activity sheet. Act as
the “judge” to solve any disagreements between players.

d. As play continues, players might roll the number of a topic they
have already completed on their game board. If this happens, that
player must skip his or her turn. The first player to correctly place
all 18 cards on his or her game board wins the game.

5. After the game, ask students to share which part of the state
government they think is most important and why. Invite them to share
ideas about what they might like to change or how they could contribute.

Answer Key

Parliament House: Where members of the state legislature meet to make
new laws; Located in the state’s capital city.

Legislative Branch: Establishes state laws; Made up of two parts—the
Legislative Assembly and the Legislative Council; Votes on ways to spend the
state budget.

Executive Branch: Executes state laws; Leaders are voted into office, then
appointed by the Premier.

Judicial Branch: Makes sure state laws are obeyed; Decides whether laws are
fair; Made up of judges appointed by Parliament.

State Constitution: Lists the laws that govern the state; Describes

how the state government is run; Lists the rights and freedoms of

state citizens.

State Budget: Provides the finances to serve the state’s residents; Uses taxes
collected from state citizens; Pays for road improvements and public education.

Extended Learning

Divide the class into small groups and assign each group
one of the topics from the game—Parliament House, State
Budget, State Legislative Branch, State Judicial Branch,
State Executive Branch and State Constitution. Instruct each
group to work together to make a poster on project paper,
showing different ways these things or people contribute to
the state and help keep it going.
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Let’s Draw!

- Objective
Materials ! o _ . "
e Let's Draw! Game Board Students will review Indigenous Australian communities and artefacts.
activity

Most states in Australia have a rich history of Indigenous Australian
® DVD documentary . L . .
o populations and communities. As you review these facts with students, use
or nonfiction picture
book about Indigenous this game to help them identify specific objects found in Indigenous Australian

Australians communities.

®index cards
1. Distribute several index cards to each student. Watch a DVD

documentary or read a nonfiction picture book to review what life was
like in Aboriginal communities long ago. Stop at key places and point
out various objects found in the communities, asking students to identify
their correct names. Instruct students to write down as many objects as
they wish, one item per card. When students are finished, collect all the
cards. Check over items on the cards and add more cards listing other
objects you want students to review.

® sand timer

® die

® 2 game markers
(e.g. coins)

2. Tell students that they will play a game similar to the popular game
Pictionary to help review what they've learned about Indigenous
Australian communities. A group of six to eight students can play at
a time.

3. Photocopy the Let’s Draw! Game Board activity sheet (page 80) and
laminate it for durability. Set up the game board for a group of students,
and place the stack of index cards face down beside the board. Set out
two game markers, the timer and a die. Group players into two teams
and explain how to play the game while demonstrating with volunteers.

T I
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4. Both teams place their markers on Start and then begin the game by
playing to see who gets control of the die. Each team chooses one
player to draw the picture. These two players secretly look at the top
card from the stack and read the word.

5. Start the timer. Both teams have one minute for the player to draw a
picture of the word while teammates try to guess what it is. The first
team to correctly guess the word takes control of the die. If neither team
guesses the word before time is up, play is repeated using the next card
in the stack.

6. The team that guesses the word rolls the die and advances their marker
accordingly. (If they land on an unmarked space, they are the only ones
who get to draw the picture and guess the word. If they land on a square
with a pencil, both teams draw and play.) If the team guesses the word
correctly, they roll the die again and their turn continues. If they do not
guess correctly, the other team takes control of the die.

7. The other team must draw and guess a word correctly before they roll
the die and advance their marker. If they are on a square with a pencil,
both teams draw and play. The first team to reach Finish and guess their
word correctly wins the game.

8. After all students have had a chance to play the game, allow time for
students to reflect on the experience and discuss which words were
easiest to guess and which were most difficult. Invite them to offer ideas
that could help speed up the drawing process, such as using common
symbols.

Extended Learning

Provide craft materials for each student to make a model of one object found
in an Indigenous Australian community. Invite the class to label and display
their objects in a classroom museum.
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Name Date

Let’'s Draw! Game Board
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