Teaching Through Fun Review
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THE PURPOSE OF REVIEW
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It allows you to evaluate the child’s level of learning.



B. It helps the child remember what was taught.

C. It gets children more involved in the learning process.

“The greater the involvement, the greater the learning.”

D. It makes you aware of misunderstandings you can correct.

E. It lets you learn about each child through observation.

II. PRINCIPLES FOR PLAYING REVIEW GAMES

A. Use a variety of games, but play only one each week.

B. Always explain the rules before playing each time.

C. Encourage those who participate—even if they are wrong.

“That was a good try, but I’m looking for ___________________________.”

“That is so close, but I need something more exact.”

D. Use questions from today’s class as well as past class times.

*Ask questions about each part of the class hour (songs, verse, lesson, prayer, etc.)

E. Be sure to use questions from each level of learning

Level 1:  Knowing Level (the fact level)

Ask questions beginning with:  who, where, when, quote

Examples:

Level 2:  Understanding Level (the definition, meaning, or illustration of facts)

Ask questions beginning with:  Why, explain, or say it in your words

Examples:

Level 3:  Applying Level (the put-it-into-practice level)

Ask questions like:  How can you apply it?  How did you apply it?

Examples:

F. Write out all questions before class.


G. Vary the time in the class hour that you play this review game.

*If children are coming late, start doing it first thing in class!


III. REVIEW GAMES TO USE

A. Zonk

Put 12 circles on the flannel board.  On the back side are various points (two of 50,100, 150, 200, and one 250).  On the back of three is the word zonk.  When a child answers the question right, he can choose a circle, and he gets the points on the back.  He can keep choosing more circles until he decides to stop or until he picks a zonk.  When he picks zonk, he looses all the points he got on that turn (no points from previous turns are lost).  The team with the most points wins.

B. Tic-Tac-Toe


Draw on the chalkboard the game lines as shown here.  Divide the class into two teams and assign one team to be the X and the other to be the O.  Ask a review question.  The first child who raises his hand gets to answer the question.  If it is correct, he gets to come and draw his team’s letter in any box he wants.  Continue asking questions until one team has three letters in a row (either horizontal, diagonal, or vertical).

For variation, play human tic-tac-toe the same way.  Using masking tape, stick the game lines to the floor.   The child who answers a question correctly comes and stands inside one box, lifting his arms above his head and making the shape of the letter with his arms.

C. Fishing


Draw and cut out ten fish, using the pattern below.  In each mouth put a paper clip and write on the back a number of points.  Place all the fish in a plastic bowl.  Prepare a fishing pole by using a stick, a string, and a magnet on the end of the string.  Divide the class into teams and ask a review question.  The child who stands first and gives the correct answer gets to take the fishing pole and put it in the bowl.  The fish that he catches will tell him how many points his team gets.  Continue like this until you finish your questions or until you run out of time.

D. M&M Game

Prepare a can with a lid that can be removed (such as a cocoa can or a baking powder can).  Cut a hole in the top just big enough for one M&M.  Fill the can with M&M’s and make a chart to show how much each color of M&M is worth (for example, red = 50).  Divide the class into two teams.  Ask a question.  The child who stands first and gives the correct answer gets to come and shake out one M&M.  Look on the chart to see how much it is worth and give those points to his team.  The team with the most points at the end wins and gets to eat the M&M’s!
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