September

Stand Up, Hand Up, Pair Up: (class building)
A class building activity that can be used to motivate, activate prior knowledge,

close a lesson or group of lessons, review previously learned material, and to

have fun.

· All students stand up and put their hands up.

· Students mingle, mix, practice meeting and greeting, and find a

partner.

· Students are given “think time.”

· Pairs of students complete the task.

· Teacher randomly calls on groups to report.

· Students thank their partners and depart.

· Repeat as many times as needed.

Find Some Who: (class building)
A class building activity that can be used to motivate, activate prior knowledge,

close a lesson or group of lessons, review previously learned material, and to

have fun.

· Students have a sheet of problems, each with the stem, “Find someone who…”  (e.g. “Find someone who can list 5 mammals.”)  

· Students use Stand Up, Hand Up, Pair Up to form pairs, and partners determine who will be partner A and who will be partner B.

· “A” asks one problem from the sheet, and “B” answers.  “A” then writes the answer on his/her own worksheet (using his/her own words).  

· “B” checks the answer, corrects as needed, and signs the form.  Partners switch roles.  Students can receive only one answer from a partner. 

· Continue forming new pairs, as above, with partners asking, answering, recording, and signing, until all problems have answers.
October
Inside-Outside Circle: (class building, mastery, thinking, information sharing)

In concentric circles, students rotate to face new partners and answer questions.
· Students each have an index card or ThinkPad slip containing a question. All classmates stand in one large CIRCLE and then form pairs.  One student in each pair steps INSIDE the CIRCLE and faces his/her partner, creating two concentric CIRCLES. (a Circle within a Circle).
· The INSIDE partner reads a question, and the OUTSIDE partner answers.  The INSIDE partner listens, coaches, and/or praises.  The partners switch roles, and repeat the process.

· Partners trade cards and rotate, as directed by the teacher.  (e.g. “Inside circle, freeze; Outside circle, move four people to your right.”) 

· Repeat steps #2 and #3, until time is called. 

Showdown: (teambuilding, mastery)

This activity can be used to check for mastery of concepts and skills, as a review

before a quiz or test, or to complete a quick formative assessment of student understanding. 
· The teacher asks a question or presents a problem.  All students simultaneously write answers on their individual ThinkPad slips (cut paper or post it notes), without letting teammates see what they have written.

· At the teacher’s signal, teammates have a SHOWDOWN, in which all students lay down their ThinkPad slips side-by-side in the middle of the team table, SHOWING their answers.

· Teammates problem-solve and/or coach, until all have the correct answer.  Teams celebrate and continue with additional questions.

November

Mix- Freeze- Pair Share: (class building, mastery)

· All students quietly MIX around the classroom.  The teacher calls, “FREEZE”, and students stop where they are.  

· The teacher asks a question.  Students mentally answer the question.

·  Students are then asked to join a partner and share answers.  Answers should be shared in the partner A and partner B format.
· Partners compare answers.  The correct answer is announced and pairs complement each other on their efforts.

· This is repeated until all questions have been asked.

· A variation of this structure is Mix-Freeze-Group:  The question the teacher asks requires a “number” answer.  The students then form groups which are the correct size of the answer.  Students who are left over after groups have been formed go the “Lost and Found”.  As the teacher continues to ask questions, the class makes sure that no one is in “Lost and Found” twice in a row.
Quiz- Quiz Trade

· Each student is given a card containing a question on the front and the answer on the back.  Using STAND UP; HAND UP; PAIR UP, students form pairs with classmates.  Pairs determine who is “A” and who is “B”.  Using his/her question card, “A” quizzes “B” and “B” answers, while “A” listens, coaches, and affirms.
· Partners switch roles, and “B” quizzes “A”; “An” answers; and “B” listens, coaches, and affirms.
· Students then trade question cards use STAND UP; HAND UP; PAIR UP for form new pairs, and continue QUIZ; QUIZ; TRADE. 
December

Numbered Heads Together: (mastery, thinking)

Teammates work together to ensure all members understand; one is randomly

selected to be held accountable.

· Teammates number off (1-4), and the teacher poses a question or problem and provides think time.  (The question may be recall or open-ended for higher-level thinking.)  In phrasing the question, use the stem “Make sure” (e.g. “Make sure everyone knows….”  Or “Make sure everyone has an idea about….”)
· Students (individually) write down their answers.
· Teammates put their heads together to reach consensus and /or to make sure that all can respond.

· The teacher calls on one number, and the students with that number respond. (Management hint: Vary the types of responses, e.g., individuals speaking; choral responses; writing on whiteboards, response sheets, etc.)
Pairs Compare: (teambuilding, mastery, and thinking)

Pairs generate multiple responses to a question, and then compare their answers

with another pair, and then team up to create additional solutions.

· Within each team of four, students work in pairs as shoulder partners (side-by-side), with one student in each pair designated as “Partner A” ; the other “Partner B”.  Using a single sheet of paper students in each pair alternately write responses to a question or a problem presented by the teacher. (Rallytable)
· The two pairs in each team COMPARE their two lists, with team members taking turns reading one item at a time from their list.  If the other pair hears an item that is on their list, they check it off; if not, they add it.  Continue, until all responses have been shared, and both lists are the same.

· All teammates are then challenged to generate more responses.  
January
Corners

Students move to different corners of the room, depending on their point of view.

This activity may help them see that not everyone shares the same point of view,

and it may stretch their own way of thinking.

· The teacher provides a topic (e.g., shapes) and gives students a choice of four alternatives (square, circle, rectangle, triangle), placing each in a different CORNER of the room.  (Management hint:  Numbers or visuals may be posted in CORNERS.)
· Each student mentally chooses a CORNER, and quietly writes down his/her choice, without letting others see. (Management hint: Have younger students use Post-Its.)

· The teacher signals students to go to their chosen CORNERS and use Stand Up; Hand Up; Pair Up to form pairs.  Pairs quickly determine who is “A” and who is “B” and discuss their choice with a partner.
Fan-N-Pick (teambuilding, mastery, thinking, communication)

Students play a card game to respond to questions.
· Teams number off, clockwise, around the table.  Each team receives or prepares a set of cards containing questions or problems.  Student #1 holds the cards in a fan and says, “Pick a card, any card!”

· Students #2 takes a card, reads the question out loud, and calls for five seconds of think time.

· After 5 seconds, Students #3 answers the question.

· Student #4 gives a correction or more information (for answers to high-consensus questions) or praise (for answers t low-consensus questions).  

· Rotate roles, clockwise and continue.
February

RallyRobin: (mastery, thinking, communication)

In pairs, students alternate generating oral responses.
· Working as either shoulder partners (side- by- side) or face partners (across-the-table), students take turns giving one answer at a time to a question or problem which has multiple possible answers. (Sample questions:  What are your favorite books?  What are the classroom rules?  What figures of speech are used in this poem?  What are some alternative sources of energy?  What do you recycle? )
· In RallyRobin partners take turn sharing orally.

· In RallyTable pairs have only one paper between them, and they take turns passing the paper back and forth and writing one answer at a time.
Round Robin
· The teacher provides a topic, question, problem, or project which has a number of possible answers, solutions, or components.

· In ROUNDROBIN, teammates take turns talking, each giving one answer at a time, for as many rounds as needed.  (Variation: Think-Write-Roundrobin: Each teammate writes down his/her answer before talking.)

March

Line-Ups (classbuilding)
Students discover that they each occupy a unique position in the class, and the

class can see at a glance where everyone stands.

· Teacher describes how students should line up (e.g. alphabetically by first

name, by birth date, shortest to tallest)

· Students must find out where they stand relative to classmates.

· Students may talk to a partner next to them to share how they feel about

their position in the line-up. “How do you feel about your name?” “What

do you wish your name could be?”

· The teacher may then call for a different line-up. (e.g. opinions; numbers; events; story elements)
Roundtable


Used in conjunction with ROUNDROBIN:

· In ROUNDTABLE, each team has one paper, and teammates take turns writing, drawing, creating, etc.  (Variation: SIMULTANEOUS ROUNDTABLE: Instead of one paper per team, each team has four, and all students work at the same time.  At a signal, students pass their papers, and then add to the papers they receive.)
