A "Baker's Dozen" of GAMES
The following games are from Education World http://www.educationworld.com/
1.  Read the Teacher's Mind
Subjects
· Arts & Humanities 

Grade
· K-12 

Brief Description
Build vocabulary and reinforce skills across the curriculum.

Objectives 

Students 

· brainstorm vocabulary words related to a selected topic. 

· correctly spell all the words on their list(s). 

· try to guess what words the teacher will write on his/her list. 

Keywords 

game, category, theme, vocabulary, spelling

Materials Needed 

· sheet of paper and a pencil 

Lesson Plan 

Students can do this activity on their own, in pairs, or in small groups. In this game, the teacher writes the name of a category on the board. That category might be a general category (School Supplies, Ice Cream Flavors…) or it might relate to the curriculum. Some curriculum category topics might include… 

	African Countries 
Asian Countries 
Christopher Columbus
Famous Artists 
Greek Mythology 
Lakes 
Oceans and Seas 
Rivers of the World 
Sea Creatures 
Types of Transportation
Wars 
	Animals
Basketball 
Computers 
Famous Buildings 
Holidays 
Money 
Olympic Sports 
Rock & Roll Performers
Solar System 
U.S. Presidents 
Weather Words 
	Antarctica
Brain 
Dinosaurs 
Fruits 
Human Body Parts 
American Indians 
Pets 
Santa Claus 
State Capitals 
Vegetables 
Zoo Animals 


The teacher will write ten words associated with the topic on a sheet of paper that students 
cannot see. The words might be the "typical" words related to that topic. The teacher also might include some less expected -- more obscure -- words on his or her list. 

For example, if the topic is Computers, then the teacher's list of ten words might include byte, database, download, memory, modem, mouse, printer, software, spreadsheet, virus. 

Then give students 5 minutes to write down as many words as they can that relate to the topic. 

Do you want spelling to count? Each student group might have a dictionary so they can check the spelling of the words they write.

When time is up, the teacher will share the ten words on his or her list. As she reads the list, students will circle any of the teacher's words that appear on their lists. How many words on their lists match the words the teacher called out? Give each student, student pair, or team of students a point for each correctly spelled word that matches a words on the teacher's list.  

Assessment 

Play another round; keep a point tally. At the end of the game, the team with the most points is declared the winning team.

http://www.educationworld.com/a_lesson/learninggame/learninggame002b.shtml
2.  The Dictionary Game

Subjects
· Language Arts 

Grades

· 3-8 

Brief Description
Students make up definitions for unfamiliar words and then try to guess the real definitions.

Objectives
Students improve their vocabulary by learning the definitions of unfamiliar words. 

Keywords 

definition, vocabulary, dictionary 

Materials Needed 

index cards, pens or pencils

Lesson Plan
Choose a word that no student can define, and write the definition on an index card. Ask each student to write a made-up definition for the word on an identical index card. Collect and shuffle the index cards. Read each definition and have students vote for the correct definition. Students score points each time another student votes for their definitions or if they identify the correct definition. The student with the most points wins the game. 

Assessment
Evaluate students on their participation in the activity.
http://www.educationworld.com/a_lesson/00-2/lp2115.shtml
3.  Twenty-Five: A Math Card Game
Subject: Mathematics 
Grade: 3-8 


Brief Description

While playing this card game, students practice mental math skills through fun and play. 

Objectives

The objective of this game is to practice addition and subtraction using mental math. 

Keywords

addition, subtraction, mental math, math, game

Materials Needed

Playing cards numbered 1-9. You can make your own or use a commercially made set. 

Lesson Plan

Before the students play this game, go over the number pairs that add to 10. Then have them look for ways to use this knowledge to help them add and subtract faster. Introduce the game: This is a game for two or more players. I prefer two players because each student gets more practice. 

Game Rules 
· Deal out all the cards, an equal number to each player. The cards are left facedown in a pile in front of each player. 

· The person to the dealer's left goes first, and play continues clockwise. 

· The first person turns over a card and places it faceup in the center of the play area. 

· The next person turns over a card, adds it to the card already played, says the sum out loud, and places the card on top of the previously played card. 

· The next person turns over a card and adds the card to the sum of the first two cards. 

· Play continues in this way until someone has a card that when added will give a sum greater than 25. When that happens, the player must subtract rather than add. 

· Play continues until someone gets a sum of exactly 25. 

· The player who gets a sum of exactly 25 wins that round and goes first in the next round. 

Assessment

The best assessment is observation. If students are participating and having fun they are learning.

http://www.educationworld.com/a_tsl/archives/01-1/lesson0026.shtml
4.  Pass the Chicken

DESCRIPTION 

In this game, nobody wants to hold the rubber chicken -- the game's only prop! 

To begin the game, all students sit in a circle. Select one person to be It. That person holds the rubber chicken. The teacher or a "caller" says to the person holding the chicken something like...

· "Name five fast-food restaurants. Pass the chicken!" 

· "State five first names of boys. None of the names can be names of boys in our class. Pass the chicken!" 

· "Name five presidents of the United States. Pass the chicken!" 

· "Name five addition facts that result in a sum of 7. Pass the chicken!" 

· "Name five 3-syllable words. Pass the chicken!" 

As the examples above illustrate, your statements might relate to the classroom curriculum or they might be "general information" topics. 

As soon as students hear the caller say "Pass the chicken," the person holding the chicken passes it to the right. Students quickly pass the chicken around the circle. If it returns to the original holder before he or she can name five fast-food restaurants (or presidents or number facts or…), the holder is still It. Otherwise, the person holding the chicken when It finishes listing five restaurants is the new It. 

Note: You should prepare the topic cards for this game in advance. 
Some Suggested Topics 

· fast-food restaurants 

· authors of children's books 

· countries in South America 

· sports teams 

· things that grow in the desert 

· vegetables 

· cartoon characters 

· musical groups 

· cereals 

· rivers in the United States 

· candy bars made with chocolate 

· large bodies of water 

· animals found in salt marshes 

· cities in [your state] 

· cities in Florida  

http://www.educationworld.com/a_lesson/friday/friday016.shtml
5.  Rock or Feather: A Critical-Thinking Activity
A simple activity can reveal much about the students you work with each day. Students make and defend their choices in this activity, called Rock or Feather? Included: Comments from teachers who've used the activity -- and a printable activity sheet! 

Are you more like a rock or a feather? summer or winter? the city or the country? Which word in each of those word pairs best describes you, your personality, your dreams? 

That's the idea behind a very simple activity that teacher Dick Fuller calls Rock or Feather? Last fall, Fuller shared the activity with members of an online listserv for middle-school teachers. Many teachers tried the idea and continue to use it. 

Fuller, an exploratory teacher at Renfroe Middle School in Decatur, Georgia, first used the Rock or Feather? activity when he was an Outward Bound teacher. The idea behind the activity is simple, he says. Students make choices. For example, are they rocks or feathers? They have to choose one -- the one that describes them the best -- and they have to be able to explain why they made the choice. 

Students might consider the following pairs: 

· drama or comedy 

· rock band or string quartet 

· clothesline or kite string 

· Big Mac or sirloin steak 

· river or pond 

· bat or ball 

Click Rock or Feather? for a printable work sheet to use with your students. 

"Of course, a lot of kids want to be able to pick something in the middle," added Fuller. That isn't allowed, however. 

Some teachers might use the activity as a simple either-or checklist; kids use a pencil to mark their choices and a follow-up discussion ensues. Fuller puts a little more action into the activity. "Just to make it interesting and physical," he said, "instead of using it as a work sheet exercise, I make all the kids stand in the middle of the room. Then, for each pair of words, they have to move to one side of the room or the other. This makes it a little tougher for them because their actions are right out there and they can't hide." 

GREAT TO USE AS AN ICEBREAKER -- OR ANYTIME 
Teacher Janice Robertson likes the Rock or Feather? activity so much that she uses it as an icebreaker when school opens. "The activity quickly let me know which kids have higher-level reasoning [skills], which kids are shy about speaking out loud, and which kids are followers," said Robertson, a seventh-grade teacher at Tecumseh Public School in Mississauga, Ontario. 

Like Fuller, Robertson lets her students move around the room when she uses the Rock or Feather? activity. "The students really appreciate being able to move around, and they watch in amazement as some of their peers choose and justify their -- to them -- bizarre selections," she told Education World. 

AN ACTIVITY WITH MANY POSSIBILITIES 

The variations on the Rock or Feather? activities are endless. Some teachers use it as a simple checklist. Others give the assignment for homework and ask students to write the reasons for their choices. Some use the individual word pairs as prompts for journal writing. Others invite students to think up word pairs to add to the activity. 

All agree that it's a great opportunity to challenge students to think critically, make choices, and learn about themselves and others. 

"I use the activity as a time filler in my eighth-grade health classes," said Anitha Diol, a health teacher at Dowagiac (Michigan) Middle School. "The students always laugh when I tell them their options. The students seem to like it, and I enjoy learning more about them." 

Some teachers use another variation on the activity -- one that uses four corners of the room rather than two sides. One teacher posted to Middle-L some examples of four-choices questions: 

· Are you a 911 Porsche, a Cadillac Seville, a Toyota Camry, or a Ford Windstar? 

· Are you a mansion, a farmhouse, an apartment, or a semi-detached? 

· Are you an elephant, a gazelle, a Siamese cat, or a falcon? 

"I have to confess I did use the four-corner ones because I like forcing adolescents to make decisions," added Robertson. "I also wrote the words on construction paper and had them arranged in piles -- one pile in each corner. When we were ready to go to the next group of choices, one student in each corner lifted the top card. I really believe that, whenever possible, being able to see the words as well as hear them helps students think." 

ARE ALL GIRLS FEATHERS? 

Dick Fuller has tried yet another twist with eye-opening results. He has the advantage of teaching seventh graders in a single-sex setting. Last year, he did the activity with his all-boy and all-girl classes. This year he did it with the same kids, who are now in mixed-gender eighth-grade classes. 

"In the seventh grade, girls and boys could be either a rock or a feather," recalled Fuller. "They could justify their answers and there was no competition between the sexes to get in the way. In that all-male setting, there was mutual acceptance of all the answers. [The same was true in the all-girl classes.] With the same group, now in a mixed class in the eighth grade, all the girls were feathers and all the boys were rocks! From that, we had a springboard into a good talk about stereotypes. 

"Boys not only will talk, they want to talk," added Fuller, who has observed that in his all-boy classes. "I believe, however, they are not given much opportunity and they are forced to suffer from lack of expression because 'real men' don't express their feelings.... Separated, without the competition of girls in the class, they will talk about the double standards they face, how they pick role models, their fears and successes, and the pain of death and divorce. They just need to be given the chance." 
DIRECTIONS: Read each pair of words. Put an X in the box next to the word in each pair that best describes you. Be prepared to tell why you put the X where you put it. 
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http://www.educationworld.com/a_lesson/lesson/lesson145.shtml
6.  Math Bingo

	Subjects 

· Mathematics
Algebra, Arithmetic, Measurement 

	Grades
K-12 


Brief Description
Math Bingo provides math-facts practice for all students. 

Objectives
Students 

· follow directions to create Math Bingo game cards. 

· correctly solve math problems and mark game cards appropriately. 

Keywords
Bingo, game, math, facts, equation, algebra, measure 

Materials Needed
· Math Bingo game cards with markers, one for each student 

· slips of paper with math problems See directions below. 

Lesson Plan
Students use the Math Bingo game cards provided to play a game very much like regular Bingo game. The game can be adapted for use at almost every level. Following are some tips for playing Math Bingo at various levels. 

Primary Grades: 
For students who are just learning basic addition and subtraction facts: Invite students to cut out the Math Bingo game cards and markers. Have them write any five different numbers from 1 to 10 to in the five squares in the B column of the work sheet. Then have them do the same thing in the I, N, G, and O columns. The N column requires only four numbers because of the free space in the center of the card. Prepare 50 slips of paper with simple math problems written on them. 3-inch by 5-inch index cards, cut in half, work well. For each lettered column, the answers to the problems must be a different number from 1 to 10. For example, for G column, you might create these ten problems: 

· G: 5 - 4 = (1) 

· G: 9 - 7 = (2) 

· G: 3 + 0 = (3) 

· G: 6 - 2 = (4) 

· G: 1 + 4 = (5) 

· G: 3 + 3 = (6) 

· G: 9 - 2 = (7) 

· G: 3 + 5 = (8) 

· G: 10 - 1 = (9) 

· G: 2 + 8 = (10) 

Put the papers into a large jar or hat, and draw one at a time. Call out the letter and the math problem, such as G: 9 - 2 = ?. Students solve the problem and, if they've written the answer anywhere in the G column on their Bingo game cards, they cover that number. When a student covers five squares in a row, she or he calls out Bingo! To verify the winning card, ask the student to call out each covered number and to match that number to one of the math problems called. Allow the winner to call the next game.

Upper Elementary Grades: Follow the same general rules, except have students write random numbers in each column, following these guidelines: 

· Write any five different numbers from 1 to 15 in column B. 

· Write any five different numbers from 16 to 30 in column I. 

· Write any four different numbers from 31 to 45 in column N. 

· Write any five different numbers from 46 to 60 in column G. 

· Write any five different numbers from 61 to 75 in column O. 

Prepare 75 slips of paper with a math problem on each paper. The answers to the problems should be numbers from 1 to 75 -- one problem for each number. The problems can involve practice in single or multiple operations. The following are examples of the kinds of problems you might create: 

· (5 x 5) - 24 = (1) 

· 32 - 16 = (16) 

· 40 - 9 = (31) 

· 23 x 2 = (46) 

· (8 x 8) - 3 = (61) 

Middle School and High School Students: Follow the same general rules, but make the mathematical problems more difficult. You might include word problems, problems that involve conversion formulas, and other mathematical challenges.

Assessment
Students follow directions and correctly mark appropriate numbers on their cards. 

http://www.educationworld.com/a_lesson/02/lp268-04.shtml
7.   SEQ CHAPTER \h \r 1"Concentration" Review Game
Materials Needed
    * white craft paper

    * 3- by 5-inch index cards

    * 3- by 5-inch sticky notes

    * prizes (optional)

Before the Lesson
Gather thirty 3- by 5-inch index cards. Create 15 questions/problems that relate to your latest unit of study. Write each problem or question on a card in large print. Write the answer to each question on another card. With a little creative thought, this activity can be adapted to almost any subject area or teaching theme. (See Concentration Across the Curriculum below.)

Arrange the cards in random order in 6 rows of 5 cards on a bulletin board. Then place a large (3- by 5-inch) sticky note on top of each card.  Number the sticky notes in order from 1 to 30 to look like the board from the Concentration TV game show.

Start the game by calling the name of a student. You might use the Popsicle stick method of calling on students. (See Popsicle Stick Method below.)  That will help keep all students focused on the game. The game continues in this way:

    * The student calls out a number.
    * Lift the sticky note with that number on it to reveal a question or an answer.
    * If a question is under that sticky note, students call out another number under which they hope to find the matching answer; if the number they called out reveals an answer underneath, students call out another number under which they hope to find the matching question.
    * If the cards under the two numbers reveal a matching question and answer, then the student earns 1 point. If the cards do not match, the sticky note with the number on it is returned to its spot and all students do their best to recall what question or answer was revealed under each number so when they're called on, they will be able to make a match.
* Keep playing until all matches have been revealed.

Concentration Across the Curriculum
Following are just ten -- out of thousands of -- ideas for adapting the Concentration game to review skills across the curriculum:

    * Adapt for any kind of math skill you are teaching -- from addition facts to algebraic equations. Write the problem on one card, the answer on another.

    * If you are studying phonics, write the word on one card, its phonetic spelling on another.

    * For a book you are reading aloud, match the names of different characters with a statement that tells something about that character.

    * In chemistry, match the chemical symbol with the name of the element. For example, H matches hydrogen, Ag matches gold, and so on.

    * If you are teaching students to tell time, have them match the card that shows the time on a clock face with the card that shows the time in digital format (for example, 7:45). Or match the digital form to the words that tell the time (for example, quarter to 8).

    * Use this week's vocabulary words. Students match each word card with its definition card. Another idea: If you teach a foreign language, have students match a vocabulary word in that language with its English translation.

    * Studying the U.S. Constitution? Match the Amendment numbers with the freedoms they created.

    * Homonyms can make a fun theme for a game. Match there with their, hour with our, I with eye, and so on. (Other ideas: match synonyms or antonyms.)

    * In geography, match a state or country with its capital.

    * To check spelling, match two words that clearly attempt to spell the same word. For example, school and skool or mispell and misspell. Students match the two words, then tell the one that is spelled correctly. (Resources: See Commonly Misspelled Words or Spelling Test for word lists.)

    * Are you teaching about inventors in science class? Match the name of the inventor with his or her invention.

Note: In a game such as this one, you do not want to lose students' attention once they have been called on. If their Popsicle stick is selected and you leave it out of the can after they have responded, they have no stake in paying attention to the game after they have had their turn. However, if you return their stick to the can, they know they have as much chance as anybody else does to be called on again.

More Thoughts & Tips…
    * To make the cards as neat and readable as possible, create them with a word processing program. Use a large font, then print, and trim to 3- by 5-inch card size.

    * Of course, each time a match is made on the TV game show, two more pieces of a rebus puzzle are revealed under the game cards. If you are really ambitious you could create and draw a puzzle to appear under the game cards. The puzzle could be related to the skill the game teaches, or it could be unrelated. Each time students locate a matching set of cards, two new pieces of the puzzle are revealed. That student has an opportunity to guess the puzzle. The student who guesses the puzzle might receive a special prize.

    * If you have never seen the game show Concentration, or if you would like to provide a fun game to play when students have free time on the computer, see an online version of the Concentration game, complete with rebus puzzles, at Rozie's Concentration Games. You could get some ideas there for puzzles to create.

    * Another way to create puzzles easily is to buy the Concentration game. You might find some puzzle ideas in the game cards that you could recreate on a bulletin board.

    * You might introduce two Wild Cards! into the game. Just like on the TV game show, these cards produce an instant match and a point for the person who reveals them. (If you use wild cards, you will only need 14 pairs of question and answer cards.)

    * You might leave the Concentration board as a permanent fixture in your classroom. You could change the theme and the game cards every week or two. That way, students can play the game -- for more skills practice -- during rainy day recesses or at other times.

    * You could even add a job to your classroom jobs list. The person who has the "Concentration board" job might move some of the cards around each day and be responsible for putting up new game cards whenever you produce a new game related to a new skill.

    * Store each edition of the game cards in an envelope labeled with the skill the game teaches. Keep them all in a "Concentration" file so you can use them from year to year, or repost an old game from time to time. If you use rebus puzzles, store the puzzles in a separate folder.

    * Let a different student serve as emcee each time the game is played. That student can select Popsicle sticks to determine which student's turn it is, and reveal the puzzle questions and answers. (You can sit off to the side and correct papers!)

Assessment
The winner of the game earns a prize.
http://www.educationworld.com/a_lesson/03/lp306-05.shtml
8.  Four Corner Fun: A Review Game
Brief Description

Multiple choice review questions are center stage in this activity that can be used to review any subject matter, any skill. 

Objectives

Students will 

· learn a new game, and follow the rules of that game. 

· use the game to review important skills and content. 

Keywords

multiple choice, review, test, skills

Materials Needed

· mural paper or poster board 

· markers 

· index cards (see instructions for labeling in Lesson Plan section below) 

Lesson Plan

This lesson is an active one; it involves students in moving around the classroom. It will serve as a nice activity to break up a long class period/day.

Before the Lesson 
· Create four large signs. On one sign, write a large letter A. Write a large letter B on the second sign; a C on the third sign; and a D on the fourth. Post one of the signs in each corner of your classroom. 

· Obtain one index cards for every student in the class. Write the word Player on about three-fourths of the cards; write the word Fibber on the remaining cards. 

· Prepare in advance at least 25 multiple-choice questions relating to a unit or skill students have been studying. All questions should have four possible answers A, B, C, or D. 

Note: This game can be used for a variety of curriculum areas and subjects. Following are some examples: 

· In math class, provide calculations or word problems for students to solve; they can solve the problems in their math journals/notebooks. 

· In language arts class, the game easily can be adapted to reading content, vocabulary, or grammar. (For grammar, you will probably want to prepare transparencies using an overhead projector; the text might be divided into four lines -- lines a, b, c, and d). Students will identify the line in which they spot the grammar error you have "planted.") 

· In other subject areas, the game can be adapted to review content, concepts, and/or vocabulary. 

· The game can also be used to build standardized test-taking skills. 

The Lesson
To begin the lesson, place one of the index cards face down on each student's desk. Instruct students to look at their cards privately to find out if their role in the game is that of a Player or a Fibber. Tell students to not reveal their roles to their classmates.

Run through a couple of practice questions before beginning the game. Pose the first question and four possible responses. Ask students which response they think is the correct one. Have students who think the correct answer is A stand by the A sign. Students who think the correct answer is B, C, or D gather near their respective signs. 

Here's the catch! Students who hold the Player cards go to their appropriate corners while students who hold the Fibber cards are free to go to any corner. The Fibber's movements are intended to throw off the other students. Perhaps some of the brightest students are Fibbers and some players will be tempted to follow those students to the wrong corners. Doing this encourages students to think for themselves, not just follow the flock.

When all students have taken their corners, reveal the correct answer to the question. Ask students who chose the correct answer to explain why they selected that answer. Then you're ready to pose the next question…

Assessment

Provide a follow-up work sheet with the same questions used in the above activity or with different questions.
http://www.educationworld.com/a_lesson/03/lp306-01.shtml
9.  Play Ball: A Major League Review Game

Brief Description

In this activity, students advance the bases as they give correct answers to review questions. 

Objectives

Students will 

· apply the game of baseball to a fun review activity. 

· earn a base for each question correctly answered. 

Keywords

Baseball, review, math, skills, grammar, punctuation, spelling, facts, biography

Materials Needed

· bases (four student desks might be arranged to create four "bases") 

· quiz questions prepared in advance 

Lesson Plan

The rules of baseball are adapted in this lesson that provides review practice for students. With a little creativity, the lesson can be adapted to almost any subject or skill. 

Before the Lesson
Prepare a long list of questions that provide math practice, information recall, or skill application. Following are some examples: 

· If you teach math, you might collect simple questions or math problems that reinforce your students' skills or provide math fact practice. 

· If you teach language arts, you might prepare sentences that include one grade-appropriate error of punctuation, grammar, or spelling. Or you might provide a word and two definition choices; the students' job will be to identify the correct definition. 

· If you teach science or history, you might create questions of fact recall or vocabulary. Or you might create riddles that provide clues to the identity of an important figure in history/science, followed by the question, "Who am I?" 

The Lesson 
Set up a "baseball field" in your classroom. Identify the locations of home plate, first base, second base, and third base. You can use actual bases or four desks.

Arrange the class into two teams. Flip a coin to determine which team will be "up to bat" first. Pose the first question to the first batter. If the batter gets the question right, s/he goes to first base. If the second batter correctly answers the next question, s/he goes to first base, forcing the student on first base to move to second… and so the game goes. Which team scores the most runs?

If a "batter" misses a question, that batter is out and the next batter gets a chance to answer the same question. Three misses and the other team takes the field.

Extending the Lesson
You might… 

· provide questions of varying levels of difficulty. Students could opt to answer a "double" question. Double questions are more difficult, but a correct answer will earn students two bases; that way, they can move along the runners more quickly. 

· opt to give each team 4 or 5 outs per inning (if you feel there is too much movement in the game). 

· have students keep track of their own hits, runs scored, runs batted in, and batting averages. 

Assessment

This activity is the last step before introducing an assessment activity to students.
http://www.educationworld.com/a_lesson/03/lp306-03.shtml
10.  Secret Word

Subjects
· Arts & Humanities 

Grade
· 3-12 

Brief Description
In Secret Word, students work in teams and use clues to identify a word that only one team member knows.

Objectives 

Students 

· exercise vocabulary and thinking skills. 

· work cooperatively with teammates. 

· follow game instructions. 

Keywords 

game, vocabulary, word, secret, team

Materials Needed 

· word list 

Lesson Plan 

In Secret Word, teams of students try to guess a word from clues given by a teammate who knows it. The activity may be adapted for any subject by selecting an appropriate list of "secret words." 

To set the stage for this game, set two chairs in front of the room and divide the students into two teams. Players will take turns in the role of the child who is "in the know." Have one representative from each team take a seat in the chair and face his (or her) teammates. 

Reveal the secret word to the two students in the chairs. Choose one of those students as the first to give a clue to his team. Clues must be relevant to the word and cannot include the word itself. The team confers briefly and makes a guess. If it is incorrect, the second team takes its turn with a clue and guess. Play alternates until one team guesses the secret word and wins a point. The team that does not receive the point gets to go first with the next secret word. 

For example, given the secret word "apple"… 

  " Player one says, "fruit." 

  Her team's guess is "salad." 

  Player two says, "red." 

  His team guesses "strawberry." 

  Player one says, "Doctor." 

  Her team guesses "apple" and receives a point. 

  The team of player two will go first with the next word. 

Assessment 

The team with the most points when time is up wins the game. 

http://www.educationworld.com/a_lesson/learninggame/learninggame010b.shtml
11.  Speedy Spelling Bee

	Subjects 

Arts & Humanities 

· Foreign Language 

· Language Arts 

	Grades 

· K-2 

· 3-5 

· 6-8 

· 9-12


	Brief Description
Teams of students work together in this spelling bee with a twist. 

Objectives
Students will 

· work in teams to spell words. 

· take turns calling out letters to correctly spell words. 

· earn points for each correctly spelled word. 

Keywords
spelling, bee, contest, game 

Materials Needed
a list of spelling words (easy words, current/recent words, commonly misspelled words, or challenging words); see sample lists in Lesson Plan section below. 

Lesson Plan
For this spelling game, arrange students into equal-size teams of anywhere from 3 to 10 players. Have students line up or sit in circles; each team should choose a member to be their first player. 

Before beginning the game, decide whether you want the words in this spelling bee contest to be words most students should be able to spell without error, current spelling words, commonly misspelled words, or challenging words. (Use words from your school district’s spelling program or see the spelling word resources that appear below.)

Choose a team to begin and call out a word for that team to spell; use the word in a sentence so students hear the word used in context. Have students take turns calling out one letter of the word at a time; the first student on the team calls out the first letter of the word, the second person calls out the second letter, and so on. (If the word has four or more letters and the team has only three members, then play returns to the first person on the team after the third letter is called out.) If the team correctly spells the word, they earn one point and play moves to the second team. If the second team spells their word correctly, they earn one point and play moves to the third team…

When a team spells a word incorrectly, play passes immediately to the next team. If that team spells the word correctly, they earn two points (the one they earned and the one that would have been given to the first team if they had spelled the word correctly); if the second team spells the word incorrectly, play passes to the third team, which earns three points if they correctly spell the word…

At the end of the game, the team with the most points might be awarded a special prize.

Variations 
After students get comfortable with the flow of the game, you might try the following variations: 

· Place a time limit on play. For example, each team might have 15 seconds to spell their assigned word. If they take more time than that, play immediately moves to the next team. 

· If a player makes a mistake by calling out the wrong letter, the next player on the team might be given the opportunity to correct the spelling error. If that player does not correct the error, play immediately moves to the next team. 

Spelling Word Resources 
· Grade Level Spelling Lists (Grades 1-4) 

· Spelling Bee Word Lists (Grades 1-8) 

· Everyday Spelling Word Lists (by grade level) 

· Spelling Words (Upper grades) 

· Dolch Word Lists (Primary grades) 

· Commonly Misspelled Words 

· Frequently Misspelled Words 

Assessment
Students will score 70 percent or better on a test of the words misspelled in the contest. 


http://www.educationworld.com/a_lesson/02/lp282-04.shtml
	absence
accidentally
accommodate
accumulate
achievement
acquaintance
acquire
acquitted
advice
advise
amateur
among
analysis
analyze
annual
apartment
apparatus
apparent
appearance
arctic
arguing
argument
arithmetic
ascend
athletic
attendance
balance
battalion
beginning
belief
believe
beneficial
benefited
boundaries
Britain
business
calendar
candidate
category
cemetery
changeable
changing
choose
chose
coming
commission
committee
comparative
compelled
conceivable
conferred
conscience
conscientious
conscious
control
controversial
controversy
criticize
deferred
definitely
	definition
describe
description
desperate
dictionary
dining
disappearance
disappoint
disastrous
discipline
dissatisfied
dormitory
effect
eighth
eligible
eliminate
embarrass
eminent
encouragement
encouraging
environment
equipped
especially
exaggerate
excellence
exhilarate
existence
existent
experience
explanation
familiar
fascinate
February
fiery
foreign
formerly
forty
fourth
frantically
generally
government
grammar
grandeur
grievous
height
heroes
hindrance
hoping
humorous
hypocrisy
hypocrite
immediately
incidentally
incredible
independence
inevitable
intellectual
intelligence
interesting
irresistible 
	knowledge
laboratory
laid
led
lightning
loneliness
lose
losing
maintenance
maneuver
manufacture
marriage
mathematics
maybe
mere
miniature
mischievous
mysterious
necessary
Negroes
ninety
noticeable
occasionally
occurred
occurrence
omitted
opinion
opportunity
optimistic
paid
parallel
paralysis
paralyze
particular
pastime
performance
permissible
perseverance
personal
personnel
perspiration
physical
picnicking
possession
possibility
possible
practically
precede
precedence
preference
preferred
prejudice
preparation
prevalent
principal
principle
privilege
probably
procedure
proceed 
	profession
professor
prominent
pronunciation
pursue
quantity
quizzes
recede
receive
receiving
recommend
reference
referring
repetition
restaurant
rhyme
rhythm
ridiculous
sacrifice
sacrilegious
salary
schedule
seize
sense
separate
separation
sergeant
severely
shining
similar
sincerely
sophomore
specifically
specimen
statue
studying
succeed
succession
surprise
technique
temperamental
tendency
tragedy
transferring
tries
truly
tyranny
unanimous
undoubtedly
unnecessary
until
usually
village
villain
weather
weird
whether
woman
women
writing 


http://grammar.ccc.commnet.edu/grammar/misspelled_words.htm
12.  "Unanimouse" Spelling

Subjects
· Arts & Humanities 

Grade
· K-5 

Brief Description
In this spelling game, students review words in silent teams and then raise their hands as a group to show that the word is complete and spelled correctly.
Objectives 

Students 

· review spelling words. 

· work cooperatively in groups. 

· express themselves appropriately without words. 

Keywords 

spelling, game, words, cards

Materials Needed 

· list of spelling words 

· one set of letter cards or tiles for each group of students 

Lesson Plan 

"Unanimouse" Spelling requires students to do more than spell words. In this game, students must work together, without their voices, to spell words and then unanimously agree on the correct spelling. 

To begin, create a list of spelling words for review. Prepare sets of letter cards or tiles for the number of student groups you will form. Groups should ideally contain no more than four students, and each group will need enough letters to form each word on your list. Watch for letters repeated within words. (For example, "Amazonian" requires three As and two Ns!) Letters written on index cards or magnetic letters work well for this activity. 

Separate your students into small groups. Distribute a set of letters to each group. Explain that the students will take turns spelling words that you read. When a player takes his turn and spells a word, the others may help him or her correct it, but they cannot speak. When all members of the group are satisfied that the word is correct, they raise their hands together. The teacher will call on the first group with hands raised and have that group spell the word aloud. If it is correct, that team receives a point. If not, play continues until the word is spelled correctly. A new word is then announced. 

Variations 
  When it comes to setting up student groups, here's a fun way to do that: Pass out letter cards from A to Z, one card per student. Ask the students who received the letter cards A, B, and C to form the first group; students who received the letter cards E, F, and G form a second group, and so on. 

  To make the game more interesting, award an additional point to the first group to correctly spell a word if it can also define the word. Or, give two points to the first group that spells a word correctly and one point to all other groups that also have the correct spelling. 

  To review vocabulary in any subject, ask fill-in-the-blank or review questions with one-word answers and have the students spell out the answers with their cards. This combines the review with spelling and helps the students prepare for upcoming tests. 

Assessment 

Teams receive points for being the first group to find and agree upon the correct spelling of a word. Students may record their score, a scorekeeper can be selected, or the teacher can perform this task.

http://www.educationworld.com/a_lesson/learninggame/learninggame006b.shtml
Frequently Misspelled Words

	· absence 

· accomplish 

· apparent 

· believe 

· biscuit 

· broccoli 

· calendar 

· candidate 

· category 

· changeable 

· column 

· criticize 

· definite 

· development 

· disappear 

· dominant 

· equipment 

· embarrass 

· existence 

· financially 

· foreign 

· generally 

· government 

· grammar 

· grateful 

· guarantee 

· height 

· humorous 

· ignorance 

· immediate 

· independent 

· intelligence 

· jewelry 

· knowledge 

· leisure 

· library 

· lightning 

· lose 
	· magically 

· maintenance 

· mosquito 

· neighbor 

· occasion 

· official 

· particular 

· physical 

· piece 

· pleasant 

· potatoes 

· principal 

· privilege 

· pursuit 

· receive 

· recommend 

· religious 

· remembrance 

· restaurant 

· rhythm 

· salary 

· sandwich 

· schedule 

· separate 

· shining 

· special 

· success 

· tomorrow 

· truly 

· twelfth 

· until 

· usage 

· vacuum 

· village 

· weather 

· weird 

· zoology


http://www.factmonster.com/ipka/A0781709.html
13.  My Alphabetical Autobiography
Subjects
· Language Arts 

· Visual Arts 

· Ed Technology 

Grades
· K-12

Brief Description
Students of all ages will benefit from reflect on and chronicle their lives from A to Z. 

Objectives
Students 

· create a pictorial autobiography using the letters from A to Z. 

· develop narrative writing skills. 

· plan/create visual images that represent significant life events and interests. 

Keywords
narrative, writing, autobiography, ABC book, icebreaker

Materials Needed
· drawing paper, writing paper 

· art supplies, as needed 

· scanner (optional) 

The Lesson 

Have students write the 26 letters of the alphabet down the left-hand side of a sheet of writing paper. Then have them think of a word or phrase that expresses something important in their lives -- an event, a person, a skill, a favorite something, a word that describes them … 

For Younger Students 
Young students might select, or be assigned, 2 or 3 letters to plan, write, and illustrate. Combine all students efforts to create a nice A to Z bulletin board display. 

For Older Students 
Upper elementary and older students might plan to create A to Z books in which each letter stands for a word or phrase about them. They might write a sentence or a paragraph to explain the importance of each word/phrase that was chosen. (Caption length will vary by grade/ability level.) They might include photos, artifacts, or drawings to bring the pages of their books to life. They might be required to use technology (computers, a digital camera, a scanner…). 

If this becomes a major student project, you will want to provide students with a timeline that details when they should have their draft/design plan completed and deadlines for captions/narratives and drawings/images. The timeline might require students to hand in pages A to H one week, I to P the next week, and Q to Z the final week. 

If students create personal ABC books, you might have each student 

· design an original cover page. 

· come up with a title for her/his book. 

· share his/her book with classmates. 

In addition, you might videotape the students' oral presentations and create a CD of the best books and/or book pages. 

This lesson is a nice self-esteem builder. It can also make a good getting-to-know-you activity at the start of the school year. 

Assessment
Assess student work based upon originality, neatness, writing, organization, and other key elements of your curriculum. If the students give oral presentations, you might assess their tone, volume, pace, word choice, and eye contact with the audience.
http://www.educationworld.com/a_tsl/archives/05-1/lesson017.shtml
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