SCIENCE

BIRD GAME

when we studied birds, we at one time focused on how their different beaks are adapted to different foods.  So I set up a hands on activity, not exactly a game.  We used tweezers to pick up raisins (bugs) like a bluebird we used tongs to pick up large fruits, like a toucan we used a straw to sip "nectar" like a hummingbird and a nutcracker to crack nuts like a finch would do with seeds. You can also have kids build nests using only tweezers and chow mein noodle twigs and chocolate pudding mud.

MORE BIRD GAMES

you could do something similar to the variety of beaks mentioned earlier in the variety of feet: webbed, taloned, walking (like an ostrich), or the variety of feathers of birds that fly, swim, live in especially hot or cold places, etc.  

You could probably make up a lotto game in a short time; something that matches different environments, feeding habits, etc, with physical characteristics such as beaks, feet, tails, and feathers. 

Or an avian version of Trivial Pursuit or Jeopardy with all those categories?

There are also the brightly colored birds vs the camoflauged ones, or the ground-dwellers, rock-dwellers, and tree-dwellers (um, grouse, eagle, and robin?!) and their respective kinds of nests. 

You could do a word search with the names, a word scramble with them, or a race to see who can alphabetize them the fastest; alternately, some kind of geography game that matches the states with their birds, etc. 

Or maybe 20 Questions? "Does it hunt primarily in the water? Does it nest in the rocks? Are its feet webbed?"!

EVEN MORE BIRD GAMES!


I made a game to help us review what we learned when we studied the bird unit. It was a pretty board game with just an ordinary path, but several nice pictures of birds along the way. The cards were questions about what we had learned.  But the special thing about the cards was I put a picture on almost every card. There were pictures of birds to identify, or questions about the eating habits of the pictured bird based on its beak, etc. We played this game for years. The other one I made was using one of the sticker books you can buy at many stores. It had two pages of square stickers (pictures of birds). You are o place one on each page where it tells about the bird. Well I happened to have two of these books so I made a game. Using one set of stickers I made four playing cards--LOTTO. The other set were the calling cards or ones to place on top. This was a great game for young children.
WHALES, WHALES, WHALES 

Use two file folders taped together to make a larger board.  Xerox pictures of 10 different whales from workbooks, etc.  Create a circular path using reinforcement stickers (you know those little white circles with holes in the middle)...these look like bubbles on the blue game board.  Space the 10 whale pictures in the path.  Reduce and xerox the same 10 pictures on bristol, covered the cards with clear contact paper and cut them apart.  Make another set of cards in another color. On these cards write fun facts that you have read about the ten different species of whales. These are the playing cards. 

To play: In turn players draw one of the playing cards and read the fact on the card. The cards also should have moving directions (like move 3 spaces, move 2 spaces, move 1 space and take another turn, go back 2 spaces). Any time a player's piece moves over or lands on one of the whale spaces, he draws one of the whale cards.  The object is to collect one of each of the ten species of whales. If it was one that he already has, he  returns the card to the bottom of the pile. You can play that if you pass over the whale space during a backward move you collect a card, and then could collect another as you again pass over it during the next forward move. This game requirs no previous knowledge of whales. However, it is a good review and it could be used as a way to introduce information to a child. 

POTPOURRI (OR THOSE GAMES I COULDN'T FIND A CATEGORY FOR!)

DEFINITION OF A GENERIC BOARD GAME

Basically it is ANY game board that has no educational skill actually on the playing surface. While most game boards can be considered GENERIC in that you can use some other cards with them and do another skill, some are more conducive to the skill for which they were designed.

 You are probably all familiar with the store bought game Candyland. I believe this is an excellent example of a GENERIC board game.  While it is a delightful game for teaching young children their colors, what do you do with it later???  How about adding some SKILL cards? The SKILL cards can be anything your child needs to be learning or drilling.  For example: Multiplication facts, States and Capitals, Review Questions for a science unit, spelling words, etc.  Before the child can draw a card from the Candyland  game and move his game piece, he must first draw a SKILL card and give the correct response. If your child really like the "candyland" format (way of play), you could play Candyland all day and cover most of his school subjects well by simply having lots of SKILL cards. However, children usually tire of playing the same game....so make some Candyland-type games.

HOW TO MAKE A CANDYLAND FORMAT GAME
Think about it...What is Candyland? It is a board game with a path... .we can do that. Get a file folder (a pretty colored one is best).  Create a path on it.  You can draw the path, use colored circle stickers to be the spaces on the path, etc. Decide on a theme for the game board. If you are doing a unit on Indians, you may want a path from a plains Indian on a horse to a picture of buffalo.  If your child loves Winnie the Pooh, you may have a picture of Pooh following a path to a honey pot.  Children love game boards that have been created especially with their interests in mind. Are you going to Grandmother's house this week for Thanksgiving?...create a path with a picture of a car leading to Chicago (or over the river and through the woods--wherever Grandma's house maybe.) 

Next  Candyland has a unique way of showing the players how many spaces they may move.  They draw a card and move to the next space that is that color. You can use the color idea like the original game or try something new.  I made a game I called Vowel-a-Lot Castle to drill short vowel sounds. The theme of the game was getting the knight to the castle to rescue the princess (I had a Cinderella-loving daughter). On each of the path spaces, I put one of the vowels. The SKILL cards had pictures of short vowel objects (a tent, rat, pig, etc). When she drew a card, she named the picture and identified the vowel sound. She could then move to the next space that had that vowel on it. 

Of course, Candyland had some FUN cards too...so be sure to include them. Along the path I put some stickers of little forest creatures I happened to have--about 4 of them. Then I also put matching stickers on some of the SKILL cards. When she would draw one of these, there would be no picture to identify, but a free move....forward or backward along the path to the matching sticker.

Later, after the child has learned his short vowel sounds, this board could still be of use if it is a favorite. Simply put an "a,e,i,o, or u" on the corner of any SKILL cards and that would indicate the move. OR: create a spinner with the five vowels on it and spaces with matching stickers for the FUN spaces and have that tell where to move after a skill card has been properly answered. OR: After answering a SKILL card, draw one of the games original cards and still use it to indicate the move.

DOG BREEDS

There is lots of fun information out there that is not necessarily "school." But this stuff is fun.  We made lots of games around this type of information. No one is going to ask you to identify the different breeds of dogs on a college entrance exam, but it is still nice information to know. After we read a book on the different breeds of dogs and their uses we made a couple of games....One book had nice black and white sketches of the different breeds. I xeroxed these and reduced them. I used the pictures to make bingo playing cards. I put the same pictures with the name of the breed on calling cards. When we played this game, we became more familiar with the many varieties of dogs.  I also used the same pictures to create a set of cards to play games like rummy, go fish, old maid. While this is not a "necessary" skill, a well rounded education includes good information like this. And it was learned in a fun way, during family time....

ADAPTING BOARD GAMES AND RULES

Board games work great for review with any subject.  Games with drawing cards are great tools for review in many subjects. Create your own question cards to fit the subject being taught.  Then use the games own rewards and consequences for correct/incorrect answers.  Who said one cannot adjust the rules of commercial games to met schooling needs. Just make sure everyone agrees on the changes made.

LANGUAGE ARTS

LEARNING PREPOSITIONS

I learned prepositions this very simple way...........If you can put the word into this phrase THE MOUSE RAN ________ THE CLOCK it is a preposition.  

Also, you can eliminate most prep phrases from sentences  (I said most, not all).  Here are some examples...........

The mouse ran UP the clock 

The mouse ran OVER the clock 

The mouse ran THROUGH the clock

The mouse ran AROUND the clock.

and with elimination . . . .

On Wednesday, the yellow, wire-haired field mouse adventurously sped around the clock that was sitting on the bright shiny floor..........

The yellow, wire-haired field mouse adventurously sped (eliminated On Wednesday, around the clock, on the bright shiny floor - THAT WAS SITTING is a different phrase.)  

I hope this helps a little. It is still the way I check prepositions when working with my kids. Prepositional phrases are actually used as adverbs =telling where or how. If you have access to an Easy Grammar workbook, it uses the elimination method exclusively. My dd had to memorize the prepositions for Easy Grammar, although I still rely on the Mouse when in doubt.......LOL

VOWEL SONG

Just a little idea ... I taught my kindergartner to remember the vowels by singing the following to the tune of B-I-N-G-O. 

Every word has a vowel  

And these are all the vowels

A-E-I-O-U

A-E-I-O-U

A-E-I-O-U

And these are all the vowels!

GRAMMAR "RULES"!

This isn't a game, but I thought it was a neat way to remember the "rules"

1. Verbs HAS to agree with their subjects

2. Prepositions are not words to end sentences with.

3. And don't start a sentence with a conjunction.

4. It is wrong to ever split an infinitive.

5. Avoid cliches like the plague. (They're old hat)

6. Also, always avoid annoying alliteration.

7. Be more or less specific.

8. Parenthetical remarks (however relevant) are (usually) unnecessary.

9. Also too, never, ever use repetitive redundancies.

10.  No sentence fragments.

11. Contractions aren't necessary and shouldn't be used. 

12. Foreign words and phrases are not apropos.1

13. Do not be redundant; do not use more words than necessary; it's highlysuperfluous.

14. One should NEVER generalize.

15. Comparisons are as bad as cliches.

16. Don't use no double negatives.

17. Eschew ampersands & abbreviations, etc.

18. One-word sentences? Eliminate.

19. Analogies in writing are like feathers on a snake.

20. The passive voice is to be ignored.

21. Eliminate commas, that are, not necessary. Parenthetical words however should be enclosed in commas.

22. Never use a big word when a diminutive one would suffice

23. Kill all exclamation points!!!

24. Use words correctly, irregardless of how others use them.

25. Understatement is always the absolute best way to put forth earth shaking ideas

26. Use the apostrophe in it's proper place and omit it when its not needed.

27. Eliminate quotations. As Ralph Waldo Emerson said, "I hate quotations.Tell me what you know."

28. If you've heard it once, you've heard it a thousand times: Resist hyperbole; not one writer in a million can use it correctly.

29. Puns are for children, not groan readers.

30. Go around the barn at high noon to avoid colloquialisms.

31. Even IF a mixed metaphor sings, it should be derailed.

32. Who needs rhetorical questions?

33. Exaggeration is a billion times worse than understatement.

And finally...

34. Proofread carefully to see if you any words out.

SPELLING GAMES

We often turned to children game boards we had in the house to review spelling. It was usually the game Trouble.  It has a dice in a bubble and has to popped to change the count on the dice. The rules were simple. 

1. Make the dice pop.   

2. Spell a word 

3. If the word was spelled correctly, they could move ahead that number of spaces.

4. If the word was spelled incorrectly, then they had to go back that number of spaces.

These rules can be adopted to any children's board game. Games like this, work well if have a couple children are doing spelling words. They can each do their own words, and have fun at the same time with their sibling. Suggestion, if a parent plays against the child, then when it is your turn to spell a word, occasionally misspell the word to see if the child can catch the misspelling. If they catch you, and can spell it correctly, give them an extra turn next time around. 

A second spelling game idea we used a lot was, "Mother, May I". When my daughter spelled a word correctly, she said "Mother, May I" and I responded yes, she may take one big step or one small step forward. If she misspelled the word, then she had to take one large/small step backwards. When she completed the list, or made it to the finish line, then she received apiece of candy.

GRAMMAR GO FISH

I made a fun game for reviewing the rules of capitalization. On a set of cards, I wrote lots of sentences, leaving all the letters small. I made sure I had examples covering all of the rules of capitalization. To play: As a child drew a card, read the sentence and identified all the letters that needed to be capitalized, he scored one point for each if he was correct on the whole card. (another thought just came to mind as I wrote the next suggestion, and that is to use play money and pay one dollar for each correctly identified capital letter.)A variation: We would move a space for each point along a game board.  (Any game board can be used....even Monopoly...every time the player passes "Go" he collects $200...fun way to keep score) 

Another variation: In the classroom, we divided into two teams (usually boys against the girls) and drew a path on the black board....each team got to move one space if the player correctly capitalized the card on his/her turn.   Or you could move one for each letter capitalized...

MATH

GEOMETRY HELPS

In beginning geometry lessons we made this on a cork bulletin board: 

We used a protractor to mark 10 degree increments on an arc up to 180 degrees.  We marked the 90 degree angle with a red line. We colored all the less than 90 degree area azure and the greater than 90 degree area, orange. Then we attached a thread to the vertex and a push pin to the free end.   When the child creates an angle by moving the pin around the arc, he can see the colored area it is in and see the key to tell if his angle is acute, right or obtuse. (A in azure stands for Acute, R in red stands for Right, and O in orange stands for Obtuse)

MULTIPLICATION DOMINOES

We are doing something with dominoes now that is kind of fun. (older kids)  Every time you get a match you have to multiply the two touching pieces and the person with the highest (points) at the end of the game wins. Plenty of scrap paper is needed for this one!

MATH FACT GAME

I took a pizza pocket box and cut a flat piece covered it with white construction paper then drew like a winding road and then out squares on it and drew a few pictures on there and then cut some paper and put math fact on it. iif you get 2+3 that's 5 so you move 5 squares.  Then I made some that said "go back a square," some that said "2" and then I have ones that say "go visit…"  and then it names one of the picturess I drew and then there is "skip a square" Whoever gets to the end first wins. :)

MULTIPLICATION FOOTBALL

I drew a football field on a sheet of green paper. Instead of writing the yardlines along the edge  I wrote the numbers 1 to 10 in a mixed up order.  Then I drew some little football-shaped cards and also wrote the numbers 1 to 10 on them. In turn, players draw a card and start at one end of the football field and try to make it to the other end by giving the correct multiplication of the number on the football and the number at the side.  If a player makes it the whole way he scores a touchdown and 7 points. If the only makes it part way and makes an error, the next player picks up the ball at that place and tries to complete the distance and score the touchdown. Play until all ten footballs have been used.

MOVE THE REMAINDER

I made a path game for division drill called Move the Remainder. When the child draws the card and completes the division problem, if there is a remainder he moves that many spaces...Another version can be to put numbers on each space of the game board including the start space.  Then spin a spinner and use that number as the divisor and divide it into the number on the space the players piece is resting....again moving the remainder if there is one...

ADDITION WORM

To make: Out of colored paper I drew and cut a cute head for the worm. I drew an oval to be the first segment and left this attached to the head. On this segment I wrote 5 + 5 =      Then I drew about 30 - 40 additional segments (just ovals). I laid these out to make the whole worm. Then on each segment I wrote the answer to the previous segments addition problem and on the opposite edge I wrote a new problem. The second segment has : 10 (the answer to the first segment) and 3 + 8 = as the new problem... The final segment is a tail section and only contains an answer. 

To Play: If two or more wish to play, set out the head section, shuffle and deal five segments to each player. In turn players, try to add one of their sections to the worm. If they have no match, they draw one from the remaining cards and play passes to the next player.  (Even if the card they draw is a match, we play that they must wait until their next to before they may play.) The first player to play all his segments is the winner. If no one get rid of all their cards, the player with the fewest cards left wins, or the winner can be the person who placed the last segment

As solitaire: Put out the head of the worm and lay all the segments face up.... Can you place ALL of them, including the tail section....The problem is that several sections have the same answers on them, and if the wrong section is chosen, the worm may not be able to be completed.....so if you reach a point where there are more segments but none of them match, you will have to go to an earlier point in the worm and try a different segment

In the classroom, I would leave the worm out on a table and when students had time they loved to go and work on it awhile....sometimes they would find where a classmate had made an error or they would reach a point where there were no matches and have to start making changes...sometimes they would be working on the worm several days before he was finally completed

This is what we would do at home too...like a jigsaw puzzle...sometimes you have to leave and come back to it later

NOTE: this would work for subtraction, multiplication or divisionalso....or you could put rhyming words, states to match with capitals, etc...anything that works in pairs...

ANIMAL SHOOT

For those that enjoy hunting (or if you do not, you can be "hunting" with a camera)

In one of those workbook type books you can buy at many stores, I found a wonderful two-page picture that showed LOTS of forest animals.  I glued it inside a file folder. Then using a black marker and a ruler I made a grid over the whole picture...12 x 12 and numbered them along the top and down the left side. To play the game: We use four dice--two red and two black...In turn, players toss all four dice and add the two red and the two black to get their two numbers. Locating the spot on the grid where the two numbers intersect (red, going down the side) and (black going across the top) , if any part of an animal is in that grid it counts as a shot. At first we just got one point for each animal we "captured". Later, the boys decided some were worth more than others. So they appointed values to each animal and now if a deer is "captured" is worth 10 points, while a squirrel is only worth 1.  (This is their point system...and they like it so I did not question it as long as they played the game--drilling their addition skills and learning the basics of gridding.)

FRACTIONS

This is a fun game for early drill on fractions...Because Winnie the Pooh was a favorite of my daughters when we were learning this skill, I themed the game board around him. I found a picture of Pooh in a coloring book, I cut him out as well as a few other little pictures from the book...I drew a path marking out squares from Pooh to a cute little honey pot. The other little pictures I just placed around the board, Piglet, a tree, Kanga and Roo, etc.  In each of the squares I have a shape divided into sections (halves, quarters, thirds, etc) and a portion of each is colored. The playing cards have things like 3/4, 1/2, 1/3, written on them.  Also a few fun cards like: lose one turn, go ahead three spaces, go back one space, etc.

To play: In turn, players draw one of the cards and read the fraction and move to the next space that pictures that fraction, or follows the other directions on the card. The first player to the honey pot wins...

PIZZA BY THE SLICE (FRACTIONS)

I used the lid from a film canister to trace around to make pizza trail & cards. I cut out a circle of the same size & folded it & cut it to make even 1/2, then I folded & cut one of the halves into fourths. I did the same to make a third. These were templates to lay on the game board pizza path & outline the fraction pieces of pizza.  I colored each pizza w/differ. number of slices, toppings & combinations of toppings. (pepperoni, mushroom, olives, pineapple, ham & sausage).  On one side of the pizza cards I put a fraction; on the other side I put 1 or 2 color dots (corresponding to color of pizza toppings). Now all three of my kids can play this game. The 7 yr. old will pick cards out of a personal pan pizza box without looking & move to the first pizza w/slices that match the fraction. My 4 & 5 year old can draw out cards & use the back side & find the first pizza that has that combo. of toppings. (ex. red & yellow dot = pineapple ham). This way they are matching colors & number of toppings.  I'm going to ask a local pizza shop for a clean medium pizza box to store all the pieces in.

MULTIPLICATION CHALLENGER

Because we all love space and like to follow the shuttle lift offs and flights I themed this around that. I had a picture of a space shuttle which is the START space. There are 13 spaces that lead to a STAR then 13 more circle stickers to lead to the next STAR, 13 space and another STAR and 13 spaces that lead to a picture of SATURN. On the spaces I have written the numbers 0 to 12 in a mixed up order. I did this on each grouping of 13 stickers.   also made a deck of cards with the numbers 1 to 12 on them. 

To Play: In turn, a player draws a card from the deck which has been shuffled and placed face down. As he moves his game piece from the shuttle START to the first star, he must multiply the number on the card times the number on the sticker space. If he is correct he can keep going.  His turn ends if he makes a mistake or reaches a STAR.  He uses the same card (multiplier) until his turn ends. Try to reach Saturn in four turns. Or be the player that uses the least number of turns. 

Individual Play: Can you make it in only four turns? Can you make it in fewer turns that it took you last time you played?

 NOTE...if two or three times tables are the ones giving the student trouble, all the cards can be only these numbers....

LONG DIVISION WITH A LITTLE HELP FROM A FRIEND

On a pretty purple file folder I glued a picture of a white cat (my daughter's favorite animal) and I made a circular path of white circle stickers. I also added two spinner to the file folder. One spinner has 8 spaces (the numbers 1-6, Lose a turn, Take an extra turn) to decide the number of spaces a player gets to move on his turn. The second spinner also has 8 spaces and has these numbers on the spaces: 17, 26, 18, 32, 93,12, 87, 45.  On about half of the path spaces I have also written numbers: 126; 982; 2,121; 4,766; 29,378, etc. 

To play the game: In turn a player spins the first spinner and moves his game piece the number of spaces indicated. If he lands on a circle sticker that has no number, his turn ends. If he lands on a space that has a number, he spins the second spinner. He divides the number on the spinner into the number on the space. (Other players must also divide to verify he comes up with the correct answer). If there is a remainder and all players agree the answer is correct he moves his game piece the same number of spaces as the remainder.  (If you want his turn can end on this space or he can continue and take another turn if his game piece lands on another space with a number--you decide this rule before game begins.) Each time a player passes through the START space, he collects one point. (We usually keep pennies handy for this type of scoring). Play can continue until one player collects 5 (or any agreed upon number of points)or a timer can be set to indicate the end of play.

FRACTION SPIN GAME

This is a file folder board game. A path is created with START and FINISH spaces. Theme it around an interest of the child or a unit study currently being taught . I used circle stickers for the path spaces.  I also put 3 spinners on this game board. The first spinner has 6 spaces (the numbers 1-5, and a LOSE A TURN space).  The second spinner has 8 spaces (two each of the symbols for add, subtract, multiply, divide). The third spinner has 8 spaces (the spaces have these fractions written in them: 5/9,3/4, 7/10, 5/6, 2/3, 7/12, 3/16, 3/8). On about half of the path spaces are also written fractions: 3/4, 5/8/, 1/2, etc. To play the game the player spins the first spinner and moves his game piece the indicated number of spaces. If he lands on a blank space his turn ends. If he lands on a space with a fraction, he spins the second and third spinners. Then he works the indicated problem. If his answer is correct he may remain on his space.  If incorrect he moves his game piece back 5 spaces and his turn ends either way.  (Again all players must work he problem to assure that a correct answer has been reached.)

MEMORY BUILDERS:

To build memory, play CONCENTRATION...You need a set of cards in pairs...the pictures on the cards can be anything....two identical pictures of objects...or two red squares, mother and baby animals to match.. 

To play: begin by playing with the cards all face up on the playing surface ( for very young children or when introducing a new skill, only use a few sets of pairs at a time, add more as ability with the skill or age allows) Select one cards and discuss what it is and then together find its match and remove from the area. Continue selecting cards, discussing and finding their mates until all cards have been paired. After the child has the idea of what makes a pair, shuffle the cards and place them in rows face down on the table. Now in turn, players turn over two cards allowing all players to see them. If the cards are a match, they collect them and take another turn. If the cards do not match, return them face-down to their original spots and play moves to the next player. See who can collect the most pairs.  This game is easily made up for almost any skill...it works well for matching homonyms (a good reading game - or make it more difficult by having to use each word correctly in a sentence in order to keep them, or as each card is turned over). Make it up with math facts: the problem on one of the cards and answer on another...

Other ideas to match: (all the time you are working also on his ability to concentrate and remember).:

states & capitals 

small letters & capitals 

pictures of objects & their beginning consonant 

dates & historical events

famous husbands/wives

inventors & inventions

composers & musical compositions

authors & books

POEM/TRICKS FOR REMEMBERING DAYS IN A MONTH

Thirty days has September, 

April, June and November.

All the rest have thirty-one,

Except for Leap Year,

That's the time - 

When February has twenty-nine.

Thirty days has September,

April, June and November

All the rest have thirty-one, 

Except for the second month in line,

Which Leap Year brings twenty-nine.

Another way to remember the days in the months is as follows: 

make a fist  Start with the knuckle of your pointer finger as January. Touch each valley between knuckles and each knuckle saying the names of the months. When you get to the month of August start over on your pointer knuckle. Each highpoint (knuckle) has 31 days and each valley has 30 except for February.  I always have to remind myself since February is down in the valley the  valley months have 30. 

HISTORY

GEOLOGIST

We had collected a lot of pretty rocks when the children were little. What to do with them???  When they were a little older and we did our first study of rocks, I made them a game called Geologist...The file folder game board was a path from a picture of Donald Duck carrying a pick, looking something like a geologist(?) leading to a treasure chest. The SKILL cards were review questions from the unit. In the corner of each card was a number indicating how many spaces the player could move after answering the question correctly. On about half of the spaces along the path I drew 1, 2 or 3 little squiggle circles to represent rocks. When a player moved to one of these spaces, he got to choose that many rocks from our collection. (The children always had some favorites and were anxious to be able to claim them.) The object was to see how many rocks a player could collect before he reached the end of the path. We later added a couple of EXTRA FUN spaces to the game board at the children's suggestion: We had a space, when landed on, that player collected one rock from every other player. We also had a space that when landed on the player must give one rock to each of the other players.  These kinds of spaces, make a game more fun for most children. However, some children do not like these kinds of rules....so the advantage of making a game that YOUR children will like.) 

But following this idea you could collect anything as you move along the path...If studying Indians collect feathers (they can be cute little ones you cutout of different colors of construction paper.  You can always use pennies to collect (don't we all have a jar of them or piggy bank full sitting around?)  Buttons work... (WARNING...SOME OF THESE SMALL OBJECTS ARE DANGEROUS TO LITTLE ONES...)  We used our seashell collection when doing an ocean unit--don't have a shell collection...cut pictures of them out of a book...I also had a lot of odd stickers around. I mounted them on poster board and cut out around them.  They were fun to collect...(although the children reminded me I could have just left them the way they were and they would have loved to just keep the stickers when the game was over...for their sticker books--they were always trying to think of ways to get MY stickers. .LOL) But this lead to another idea...they loved it when I would on special occasions let them use M&M's for counters and I did let them keep those. So cereal, raisins, etc would also make good counters if you can keep them from eating them until the game is over...or to keep the fun going...allow them to be eaten as the game progresses, of course then, there will be nothing to count and no WINNER at the end of the game...but if they enjoyed the treat they will probably want to play again and then YOU WIN!!! 

VARIATION: Create a circle path (no ending...) play until all of the counters have been collected....

GENERIC HISTORY/SCIENCE GAME

We created many of our history and science games as we studied the unit.  As we would read, instead of just answering the questions at the end of the chapter, we would write our own questions and provide and answer key for them. We would write the questions on individual cards, like index cards. Then we would design a game board themed around the unit (this is the part the children enjoyed the most, so I would make them wait to do it until they had enough question cards).  Usually we would use a colored file folder and create a path by drawing it directly on the file folder or using circle stickers for the spaces. The game board would be decorated to fit the unit. For example, as we studied the Indians, the path may be from a picture of an Indian to a teepee. Along the path may be pictures of buffalo, deer, rabbits etc. that he may hunt.  One game board we created to drill math facts, while we were studying Indians, was a circular path and every time we went around the board and crossed the start space we collected a feather.  One of the kids was drilling addition facts at the time so they made two spinners with the numbers 1 - 10 and in turn would spin both and add the two and move that many spaces. I had found some little plastic Indians on horses at a rummage sale and they liked using these as game pieces for these games.

DO YOU KNOW ME?

For each of the people we studied we created 5 or 6 fact cards. Then we made a People card for each of them out of a different color than the fact cards, to make the cards easy to sort. 

To play the game: Put the People cards in 5 face-up piles in the center of the playing area. Shuffle and place the fact cards in a face-down, draw pile. In turn the players draw one of the fact cards. If the fact matches one of the five cards that are showing in the center, they take the people card, place the fact card under it and place it in front of themselves, face-up so all can still see the name of the person they have. If the card they draw does not match any of the five in the middle, the player may look at the people cards that others have in front of them and see if it matches one of them. If it does, they may capture that person and take the whole pile of fact cards that go with it to place in front of themselves. They may as a last opportunity to play their fact card see if it matches one of the people they already have claimed. NOTE: This game is the most fun if some of the fact cards fit more than one person---Like : "Was a US President" "Was a General" "Is now living" "Was an astronaut" "Is a man" "Is from the Old Testament"-- you can mix quite an interesting group of people together... If there is no match showing the Fact Card gets returned to the bottom of the draw pile and play passes to the next player.  See who has the most People Cards or the Most Fact Cards when all the facts cards have been used.

STATES AND CAPITALS MAGNETS

We are learning the states using a tape that we have. It sings little songs for each group of states beginning with the northern border states.  So I have made cards with each state name on it.  For now just the northern border states.  I just used index cards as they are a good size.  Then I made some with the capitals. I used magnetic tape to put a small piece of magnet on the back of each card. These stick well on our refrigerator. So I mix them all up and the children are timed as they try to arranged them in pairs. When they think they are done, I tell them how many are still wrong and they try again...kind of like one of the Price as Right games...

