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INTRODUCTION

“Education is how a society hands out its life chances–how it gives people options.”

I hope we’re all handing out a lot of options and life chances for our students.

Peter Jennings

We feel that games, music, and having fun are an important and integral part of our classroom.  We try to hand out a lot of options and life chances for our students.  You all know, “a spoonful of sugar helps the medicine go down”.

Sometimes a little extra effort is required on the teacher’s part to prepare these games.  At other times, you can have the students prepare the games or even think up new games.

We believe we must encourage creativity in ourselves and our students.,  We can do this by

 encouraging questioning

 allowing mistakes

 designing creative assignments and assessments

 rewarding creative ideas and products

 allowing time to think creatively

 being willing to grow

 recognizing that creative thinkers need to find nurturing environments.

Incorporate physical activity into your lessons.  Movement stimulates the motor cortex located in the frontal lobe of the brain.  Create a physically and emotionally safe learning environment by using games and movement and by listening to music.  This will lessen anxiety and increase the ability to learn.

As we played these games in class, we also debriefed after each one to see if there were any ideas for improvement and whether the students enjoyed the game and learned from the game. Most of the time they really enjoyed the games, had very worthwhile suggestions for improvement, and most importantly, actually paid attention and learned the material.

Individual whiteboards are a great aid in the classroom and can be used for many different activities.  Plus, the students love to write on them.  An inexpensive way to get white boards for your classroom is to purchase white bathroom tile board from any home store.  It comes in a sheet of 4 x 9 feet for about $12.   If you don’t have tools, have them cut it into 1 x 1 foot pieces (cost about $4).  You’ll get 36.  Sand away the rough edges.

You’ll find whiteboards are used in some of the games.  Also, I like to use them at different points to see whether all the students are on target.  For example, in accounting when we are learning debits and credits, I’ll ask how certain accounts or classifications increase or decrease and they write DR or CR and hold them up.  Sometimes I’ll throw out a piece of candy or a small eraser to the first hand held up.  More importantly it lets me see who is struggling to come up with the answer or who doesn’t know it at all.  It is a very quick way to assess the class.

Rewards.  Yes, we would love all our students to be intrinsically motivated.  However, when they are not, we need to look at other rewards in order to move them up to that intrinsic motivation.  The hierarchy of rewards states that intrinsic is the highest form of motivation followed by social rewards, activity rewards, and tangible rewards.    Tangibles are physical items the student can hold, touch, or eat.  Activities are things like receiving a hall pass, using the computer, or choosing partners for activities.  Social rewards are smiles, certificates of merit, pats on the back, or applause.

Valuable Prize Box.  The valuable prize box contains anything and everything.  You can try to collect all kinds of free materials such as small notebooks, pens, pencils, anything from hotels like shampoo, soap, sewing kits.  We also buy things spending $.20 or less for an item.  We watch for sales and buy things like folders (10 cents each); colorful pencils or pens; small toys, notebooks, erasers, etc.  When we play games, the winners get to choose from the valuable prize box.  Some people use a prize bag and make students reach in and take the first thing they grab.  Either way, the students love it.

Our suggestion–try one new game in your classroom this week and then every month try a different one.  You’ll see how much learning and fun can take place in your classroom. 

GAMES

Basketball Shoot
Purchase a nerf basketball and hoop.  Attach to your bulletin board.  Select three distances for points:  1 point for short distance; 2 points for medium distance; and 3 points for longest distance.  This can be used any time you are asking questions.  If students successfully answer questions, they get to shoot.  They choose the distance.  You can do it over one period or I have done it over a week using opening daily questions for the first five minutes of each class.  Students keep track of their own points.  At the end of the week, the students with the 3 highest points get prizes.
Base-Hit Baseball
Prepare two baseball diamonds and several players on poster board and laminate.  See sample.  I used velcro on each of the bases and on the back of the players.  Also prepare hit cards that say either single, double, triple, or home run.

Divide class into two teams.  One batter from each team comes to the plate.*  The teacher will ask them both the same question.  They will write the answer on their individual white boards.  All the rest of the team members sitting in the dugout will also write their answers on individual white boards.  They will not show the answers to each other and they will not discuss the question.  If either batter gets the answer right, they draw a Hit Card to see how far they advance.  If the answer is wrong, the team gets an out.  The teacher will ask one team member in each dugout if he or she got the right answer.  If they did, the person’s team gets to advance (steal) one base.  If the answer is wrong, the team gets an out as if the runner were caught stealing.

The next two batters come to the plate and this process continues until a team gets three outs, at which time the game is over.  As additional hits are made, the players already on the base advance appropriately. You can play additional innings or decide how many innings in advance.

A running total of runs and outs is recorded on the baseball diamonds or chalkboard.  The team with the most runs when the game is over is the winner.  

*You can have one team come at a time and go back and forth like real baseball.  However, having both teams come up at once keeps everyone busy since the dugout players must also be writing the answer to avoid getting an out for stealing.

Concentration
Use 5 x 7 index cards or ½ sheets of construction paper.  This game can be played two ways.  You can write the phrase or word on the back side of two cards and when students get a match, they must provide the definition in order to get to keep the cards.  Or, you can write the word on the back of one card and the definition on the back of another card and students get the match when they select the correct cards.    Move several desks together or tape cards onto chalkboard or pin on a bulletin board.  Divide students into two to four groups. They should sit or stand around the playing area.  Team 1 turns over two cards.  If they match, they get to go again.  When they do not match, it is the next team’s turn.  The team with the most matches win.

Create a Game
Allow students to work in teams to invent or create a game that will challenge them on the material they are learning in class.  This can be done in a social or computer class.  They must write out clear and complete instructions as well as a point system and rules.  When the games are finished, allow each team to lead their classmates in playing their newly created game.  Sometimes the students will find things to iron out or refine at this point.  Example 4 details various games students recently “invented.”  

Dice Games
Dice may be used in a variety of ways in the classroom.  Get the large foam dice (like you see on the Price Is Right).  Use your imagination.  In any class, you can “decide” how many homework problems to assign by the “roll of the dice.”

In keyboarding class, practice the number keys by having one student roll the dice and then call out the numbers that he/she rolls.  You may add the numbers together or you may use the numbers from each die separately.  For example, rolling two dice, you roll a six and a three.  This could be sixty-three, thirty-six, or nine.  You may have the students key the words or the numbers.

For a Dicey Review, the class is divided into groups of 4-6.  Groups and individuals are assigned a number from 1 to 6.  The question is asked first.  The groups conference to decide on the answer.  Roll the first die to determine a group and the second die to determine which person in the group will actually answer.  This can be used with or without points for team rewards.

Keyboarding Bingo
This may be used after students have learned all the keys. Have students come up with five different categories that they will be able to make into a list.  For example:  Teachers’ last names, colors, favorite holidays, baseball team names, brand name athletic shoes  Write the categories on the board for all to see.  Instruct students to type each category on their screen and make a list of five entries under each category.  The list must be vertical.  The category and five items are each on a different line.

Start with one student and ask the them to list one thing they have under the first category.  Students who match that person’s choice put an X in back of the word.  The second student does the second category, etc.  The first student to match three categories with three X’s in each category is the winner and shouts out BINGO.

Scrambled Eggs
Purchase plastic Easter eggs that break in half.  Use two to four dozen eggs and mark them in different ways so that no two eggs are alike.  For example, I might have purple dots on one and green dots on another, squiggly lines, or circles, or whatever.    

Prepare a list of questions and number them.  Cut into strips and put one question in each egg.  Keep a copy of the list of questions with points so that you may ask the questions when the game is over.

Talk about game strategies before playing the game.  These strategies might include:   

 Don’t spend too much time on one question if you don’t know the answer.  Make an intelligent guess and go onto the next question.

 Make your “home” base close to the eggs so that your physical position is advantageous

 Devise a system for picking eggs, like all purple ones first, or all dotted ones, etc. so that you don’t keep getting the same egg.

I have used this as a review and students were not allowed to use the textbook.  I also used it to introduce a new unit so students would familiarize themselves with what was in the chapter.  The students did use the textbook for the introduction.  It also gets the students up and moving around.

Teams can consist of 2, 3, or 4 players.   Select an amount of time to play the game.  The team picks a home position in the room.  The eggs are placed in a basket at the front of the room (some place where all teams must get up to get an egg).  Another option is to hide the eggs around the room.   Each team member sends a person to the front of the room to pick an egg.  He or she takes it back to the home position and then opens the egg and the team attempts to answer the question by writing the number of the question and the answer on a piece of notebook paper.  They then take that egg back and select another egg.  This is continued until time is called.  The goal is to correctly answer as many questions as possible.  Questions were worth 1 point each unless otherwise marked (example–2 or 3 points for a harder or longer question).

When time is called, the teacher reads the questions and calls on students to provide answers.  Each team keeps track of their own score.  The team that has the most points, wins.

Spreadsheet Battles
This is a game to teach moving around a spreadsheet so that students become familiar with cell addressing, cell entry, and moving around.  You can also use this to introduce saving, opening, and printing.

The cell range is A1 to E10 and that is their battlefield.  Pair students.  Each player has four battleships to place within that designated range.  Ship 1 is represented by one cell, ship 2 by two cells, etc.  Ships can be placed vertically, horizontally, or diagonally.  Player one calls out a cell to his opponent.  Player two responds with hit or miss and enters the appropriate response in the cell called.  Player one keeps asking until he gets a miss.  The game is won when all parts of the four battleships are sunk.  Players may keep track of the cells they asked for on their spreadsheet or a piece of paper.

Players may also key on their own computers the cells they have asked for.

Vocabulary Bingo
Copy the attached Bingo sheet (Example 5).  Give students a list of vocabulary words (at least 25).  Have students copy the vocabulary words onto  spaces on the Bingo card.  Teacher will read the definitions and students will mark their cards.  For markers, I use torn up pieces of construction paper that I save in a box so they can be reused.  Decide which ways bingo will be accepted--vertical, horizontal, diagonal, 4-corners, fill the card, letter H, etc.

Win, Lose, or Draw
This may be used to review vocabulary words.  Divide class into two teams.  You’ll need a chalk board, chalk, a timer, and a list of vocabulary words on index cards.  One student from each team goes to the board.  Decide who will go first.  Give the student the index card and they begin to draw a picture that represents the word on the card.  The team has one minute to guess the phrase.  If they don’t guess, the opposite team has one minute to draw and guess the word or phrase from the drawings on the board.  If they cannot guess the word, the first person draws again for one minute.  Score is kept by giving 10 points on the first guess, 9 points on the second, etc.  The team must give one guess as a unit.  Do not allow students to yell out answers.  Teams can earn two bonus points by defining the word they correctly guessed.  Keep score on chalkboard.

WORKSHEETS

Anagrams
Anagrams are word puzzles, specifically words with rearranged letters.  For example,   SMEITCURO  is an anagram for Tom Cruise.    Use anagrams for a different way to review or study vocabulary for a unit.  Example 1 is an anagram created for accounting.
Crosswords and Word Searches
Use crosswords and word searches to review vocabulary.  Use number puzzles for math review.  If you don’t have the software to create these, use the internet and www.puzzlemaker.com.  See Example 6.

Just for Fun Worksheets
Use riddles or paragraph problem solving worksheets occasionally just for fun and to stimulate brains.  Example 2 is a worksheet where students must name one of the members of a famous couple.  Example 3 is a puzzle to solve.

FUN

Create a Song-Rap-Cheer-Poem
Students choose a song that they like and rewrite the words to tell about a section you are currently studying.    This can also be done by creating a rap or a cheer. 

Energizers
Use these as quick celebrations at the  end of a class or a particular activity or simply to charge or energize your class if they seem sluggish. 

 giving a round of applause (clapping while moving hands/arms in a circle)

 high-fives with a partners

 a 30-second conversation with a partner (a social reward)

 a small group huddle followed by a cheer

 single loud clap

 series of claps, get all your rows clapping in a different rhythm

 do the “wave”; etc.  

These small celebrations honor student achievement and bring fun into the classroom, as well as providing a closure for a learning experience.

Grouping Students
Don’t miss out on fun ways to divide your students into groups.  Use methods like:

 Students line up by birth date without talking.  Then have students count off as needed for your groups

 Divide student by the color clothing they are wearing

 Hand out lollipops or other hard or small candy.  Count the candy varieties or colors into the size of groups you want.  Students are placed into groups with others choosing the same color or type of candy.

 Get 35 mm film canisters.  You can sometimes get them at photo developing labs.  Fill them with items and number them.  Fill two with the same item.  Students find their partners by checking for the sound.  Make a master list of what is in the canisters.  Examples:  1 - sand; 2 - paper clip(s); 3 - cereal; 4 - pennies; 5 rice, etc.

 Buy a child’s card game like Go Fish or Old Maids.  Students pick cards and like cards are the in same group.

 Clock Partners.  Give each student a drawing of a clock, or have them draw one.  Then allow them to walk around and fill in a partner for each hour.  When you have an activity that requires partners, announce that “today you will work with your one o’clock partner” or whatever time you want.  Keep track of times you have used so that you are giving each student a chance to work with all of his clock partners.

Keyboarding Starters
The list is endless.  Students love to compose.   Use these or create your own.

 thought starters - thoughts about something happening in the school or a current event

 thankful journal

 daily journal

 write a quotation on the board and have the students analyze it

 give them a story starter such as, “ I found myself inside a pickle jar”

 topics such as:  incredible coincidences, scientific wonders, hilarious and true, embarrassing episodes, clean joke of the day, strange but true.

 thoughts about an assembly

 top ten lists (goals for life, what they like about themselves, favorite foods, bands, classes, vacations, what they like about keyboarding)

 a letter to yourself that you’ll open in 10 years telling yourself what you will be doing then

 make a fruit salad or vegetable soup.  Key for a certain time period and list as many ingredients as you can

 put a long word on the board and have them key as many words as they can think of that contain the letters in that word (holidays like Valentine’s Day are great)

 key a classmate’s biography

Musical Sharing
Approximately half the students walk clockwise around the room and the other half walk counter-clockwise around the room.  Play upbeat music with a marching tempo.  When you stop the music, students stop and discuss whatever question you have asked or review the topic you just discussed.

Special Projects
A cookbook is a great interdisciplinary project--family and consumer science department reviews the recipes; business classes key them and do the accounting, and tech ed prints them.  All classes collect the recipes and sell the cookbook.  Tech Ed even made cookbook holders that we sold.  This project can also be a fund raiser.

Notepads - you can create simple notepads in your computer classes.  The kids love them.  Champadco glue is available from paper distributors.  Have the students use graphics and/or text to create the headings on their notepads.  You can make pads by cutting the paper into quarters or halves.  Stack the paper. Paint the glue on the top edge.  Place pads between waxed paper and lay books on top.  It dries overnight.

MUSIC

MUSIC--use it for creative writing, silent reading, computer lab, ADD/ADHD or other special need students, testing, quiet time, in the cafeteria, classroom projects, etc.  Use it for any reason.  It will greatly enhance your classroom.

Music has a tremendous power over people and directly affects emotions.  Some even say it has the power to heal or to de-stress our frenzied lives.  We are still not sure exactly how music works on the human mind, but we do know that different types of music have different effects on us.

Our response to music is probably linked to our body’s natural rhythms.  The average human heart rate is 70 to 80 beats per minute.  Favored tempos in music range from 70 to 110 beats per minute.  Avram Goldstein of Stanford University has found that brain chemicals may be involved with people’s reaction to and enjoyment of music.  Music may trigger brain opiates or endorphins which are believed to be involved in natural “highs.”

Besides emotional impact, music can help us

 work better

 stimulate our imagination

 exercise longer

 suppress our appetites

 counteract slow downs experienced in mid-morning or mid-afternoon

 improve students’ performances in school

It is said that music is a more potent instrument than any other for education.  When students listen to classical music, they exercise their cortical neurons.  This is strengthening the same circuits used for mathematics.    It is also said that music has a powerful synergy that helps regulate the brain’s rhythm, regulate its movement and improve impulse control.

Baroque music with composers such as Bach, Handel, Pachelbel, and Vivaldi are good choices.  They use very specific beats and patterns that are usually about 60 beats per minute.

Following is a list of music that we like to use in the classroom.


Baroque



Pachelbel’s Greatest Hits


yo-yo Ma, Simply Baroque

New Age

enya

Watermark

John Tesh
Music in the Key of Love, Live at Red Rocks, Avalon, One World

Yanni 

Dare to Dream, Live at the Acropolis, In the Mirror

Music Specially Designed with 70 to 100 BPM

Gary Lamb
Watching the Night Fall, The Language of Love, Love Themes, Weeping Angel, Twelve Promises, A Walk in the Garden, and many more



See www.garylamb.com for additional titles or call 1-800-772-7701


Miscellaneous
The Symphonic Lloyd Webber

For More Upbeat

Hollywood Soundtracks


Broadway’s Best

We found we did not like nature music, like running streams or whale sounds.  We also found that “live” recordings were O.K. for certain things like group work, but not for testing (because of the applause).

CONCLUSION

There are many, many ways to motivate your students and energize yourself and your classroom while having fun.  Start today--you and your students will be happier and perform better.

You are the fun and games in your classroom.  Students work better for teachers that they like and respect.  If you have fun in the classroom, your students will enjoy learning and perhaps you’ll even increase your class enrollment for business classes.

Resources
Arnold, Henri, Bob Lee and Mike Argirion, Travel Jumble, Puzzles on the Move!, 1997, Triumph Books, Chicago (There are other Jumble Puzzle books available)

Dick, Frances R., Games that Teach How to Energize Dry Materials, 1998 EBEA Convention, Washington, DC

Gale, Harold, Oracle Mind Games & Puzzles, Mensa Publications Limited, 1990

Villee, Pat A. Gallo and Kenneth J. Kaser, Class Acts - Activities and Games for the Business Classroom, National Business Education Association, 1997

Weaks, Kati, Teaching Business Education, “You Sunk My Battleship”,  Sample Issue (This is a monthly publication to which you may subscribe)
Accounting Anagram - Payroll
LRSAAY

      
Definition:

AOYLLRP

     
Definition:

RRGNOSSSGEANI
 
Definition:

AAOETPYLLRXS

      
Definition:

AEYTPN



     
Definition:

BTAASXE



    
Definition:

RRRTLLPYEEIAOGS
          
Definition:

EDDTCUONSI




Definition:

OOTHCAWWHLIDINGLLANE


Definition:





Arrange the letters in the hearts to encourage our teams to victory.

      !!! 

Example 1
FAMOUS COUPLES
1. Adam and _______________________________________

2. Superman and ___________________________________

3. Anthony and______________________________________

4. Romeo and _______________________________________

5. Maid Marian and _________________________________

6. Priscilla and ______________________________________

7. Rhett Butler and __________________________________

8. Jack and _________________________________________

9. Napoleon and ____________________________________

10. Popeye and _______________________________________

11. Dagwood and _____________________________________

12. Bonnie and _______________________________________

13. Tarzan and _______________________________________

14. Cinderella and ____________________________________

15. Homer and _______________________________________

16. Ally and __________________________________________

17. Tom Cruise and ___________________________________

Here are some for your parents or grandparents.

 Gracie Allen and ________________________________________

 F.D.R. and______________________________________________

 Elizabeth Barrett and ___________________________________

 Maggie and _____________________________________________

 Perry Mason and ________________________________________

 Archie Bunker and ______________________________________

 Steve Lawrence and _____________________________________

 Matt Dillon (Gunsmoke) and _____________________________

Example 2
FAMOUS COUPLES
1. Adam and Eve
2. Superman and Lois Lane
3. Anthony and Cleopatra
4. Romeo and Juliet
5. Maid Marian and Robin Hood
6. Priscilla and Elvis
7. Rhett Butler and Scarlett O’hara
8. Jack and Jill
9. Napoleon and Josephine
10. Popeye and Olive Oil
11. Dagwood and Blondie
12. Bonnie and Clyde
13. Tarzan and Jane
14. Cinderella and Prince Charming
15. Homer and Marge
16. Ally and Billy
17. Tom Cruise and Nicole Kidman
Here are some for your parents or grandparents.

 Gracie Allen and George Burns
 F.D.R. and Eleanor Roosevelt
 Elizabeth Barrett and Robert Browning
 Maggie and Jiggs
 Perry Mason and Della Street
 Archie Bunker and Edith
 Steve Lawrence and Edie Gorme
 Matt Dillon (Gunsmoke) and Miss Kitty
Example 2 Answer Key
Example 3

LUNCHEON PUZZLE
A paramedic named Marcia is the host of a special luncheon for six friends–Alyssa, Irene, Rose, Ruth, Sue, and Teresa.  Their occupations, not in this order, are: auctioneer, author, nurse, professor, saleslady, and secretary. 

Marcia says, “I invited you all to lunch today because I discovered that each of us has the same relationship between her name and her occupation.”  What is each woman’s occupation?
Answer to Puzzle

Alyssa is the saleslady

Irene is the auctioneer

Rose is the professor

Ruth is the author

Sue is the nurse

Teresa is the secretary

Like Marcia, the paramedic, the letters spelling each friend’s name are contained in her occupation.

WHEN STUDENTS ARE GIVEN THE CHANCE...

Recently we gave our students a chance to invent games or use ones already invented.  The students led the class in playing the games.  What’s really great is that the students learn the material while writing questions for the game.  They also learn while playing and best of all they have fun doing so.  We thought you might like a sample of some games that students designed.

Koosh Kate
Teams were formed.  A small koosh ball was laid on a high stool.  Two students faced off.  A question was read and whoever grabbed the ball first had to answer the question.  If any team got 3 correct answers in a row, they were asked a bonus question.  If they answered the bonus question correctly, they could throw the koosh ball at Kate, but were not allowed to throw at her face.

Spin that Wheel
A recent chapter was broken into 3 sections.  The students used a lazy susan and taped a circle on it that was colored into 3 sections and they had a spinner on it.  The moderator spun the disk.  Teams were formed.  Two students faced off.  They were each given a different noise maker (a triangle and a bell in this case).  They had to wait until the question was completely read and then they rang in.  Whoever rang first, had to answer the question.  If they couldn’t the other team was given a chance.  If necessary, clues can be given (first letter of a vocabulary word, etc.).

Sponge Toss
Two identical words were written in large printing on the chalkboard. Two teams were formed. One player from each team sat at a desk.  They had to slap their hand on the desk first in order to answer the question.  If they answered the question correctly, they were allowed to throw a damp sponge at a word written on the board.  The team that had most of the word erased at the conclusion won.  

Example 4
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