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THE EDUCATIONAL VALUE OF GAMES
1. Increase student interest and motivation: (If educational games did nothing more than motivate students, that would be sufficient justification for them.( (Gordon)

2. Enables teachers to harness the energy of play for the business of school.

3. Puts the emphasis on the students and their actions rather than the teacher

4. Help to socialize students through peer interaction.

5. Integrate classes of diverse ability levels.  Helps to equalize students in that non-achievers and those who may not usually do well may win due to the element of chance involved and the difference in skill required.

6. Flexible enough to satisfy several educational objectives at one time.

7. Requires active participation on the part of the students rather than passive listening.

8. Students receive immediate feedback as to how they are doing.  They don(t have to wait for test results or grades.

9. Allows students to play roles.

10. Teach cooperation as well as competition.

11. Since games are not graded the way other activities are, many student inhibitions are removed and he can perform better.

12. Teach decision-making and value judgement.

POSSIBLE LIMITATIONS TO CONSIDER
1. Since games in education are relatively new, there is no conclusive evidence from studies as to their value and worth as a teaching device.

2. May require more time than other more conventional methods .

3. May require space, equipment, etc. not readily available.

4. Competition, and particularly losing, may be difficult for some students to cope with, especially among their peers.

5. (Homemade( games are often costly in terms of time needed for preparation, but are usually more suited to the needs of the individual class.

6. Commercial games are often costly in terms of money and are often not suitable to individual needs, lesson plans, etc.

7. To be most effective, the teacher usually needs to play the game before letting the class play.

8. Games can be used to evaluate learning but are poor grading tools.

CRITERIA FOR GAME SELECTION

1. Does the game meet the major objective of the lesson plan or unit?

2. Does it meed educational needs as well or better than other methods of comparable cost?

3. Are the rules simple enough that they can be explained easily and quickly?  Are they 

understandable?

4. Do the students learn enough from the game to justify the cost in terms of time required to prepare it and money invested?

5. Do the concepts taught justify the amount of class time required to play the game?

6. Is the information contained in the game relevant and up-to-date?

7. Does the physical environment of the room facilitate playing the game?

8. Can the game be adapted to the class size, class maturity level, and class period length?

9. Will it require supervision in addition to the classroom teacher?

10. Is all the information that is taught accurate?  Does it reflect basic concepts without being extraneous?

THE PRICE IS RIGHT

The television game, The Price is Right, could be adapted for several different uses in the classroom.  Three students are called to come forward and ask to bid on a given item, each trying to come closest to the actual retail price.  Bids are recorded, then the actual price announced.  The student whose bid comes closest, remains a player, while the other two take their seats and are replaced by two other class members.  Students can only keep playing as long as they keep coming closest to the actual retail price.

This could be used as an introduction to units on consumer education, meal planning, children(s toys or clothing, equipment, budgeting, etc.  Be certain you have accurate, current retail prices for each item used.  Let students discuss the reasons for the costs of the various items and criteria on which purchases should be based.

* * * * *

Sources for games are only limited by your imagination and creativity.  Following is a list of the various kinds of games and how or where they can be obtained.

Card Games: (e.g. Pit, Rummy, Rook, etc.)  Commercial card games available at toy stores, variety shops.  Original card games can be made up using poster board cut to size or index cards.  Laminating will make them last longer.

Board Games: (Monopoly) Commercial games available at most department and toy stores.  Boards can be made from poster board or mat board, then laminated.  It is helpful if boards can be used for more than one game, as they are time-consuming to make.

Simulations: These are designed to allow students to practice real life situations without suffering real life consequences.  Very few of these are available along Home Economics curriculum lines.  The commercial games Consumer and Generation Gap could be considered coupled with some hard work, could really pay off.

TV Adaptations: Just set yourself in front of the (tube( during the daytime and all kinds of ideas should come your way.  Examples of TV games that have been successfully adapted for classroom use include Jeopardy, The Price is Right, Password, and The Match Game.

Commercial Box Games: (e.g. 3M Bookshelf Games such as Stocks & Bonds, Facts in Five; also games like the Calorie Game, Compatibility, etc.)  These are often expensive and several sets are required if entire class is to play at the same time.

Sports Adaptions: Here is a good way to get your boys involved!  Football, baseball, and basketball rules can be adapted for classroom use.  (Two examples are included in this handout).

Original: The sky is the limit!!!

EQUIVALENT GAME

Age level: Junior or Senior High

Justification: Re-enforce and review measurement equivalents 

How to make the game: 

This game is adapted from the Old Maid card game.  Make cards with equivalents written on them.  For example: 1 Cup - 16 Tablespoons.  Write 1 cup on one card, and 16 Tablespoons on another.  Make as many pairs of equivalent cards as you desire.  Make one Dingbat card (has a picture of a dingbat on it: the students often like to make this card.)

How to play:

Number of players: 2-6

Object of the game: To find equivalent (not matching) pairs of cards and discard them.

1. Shuffle and deal all cards

2. Players look at their cards and place equivalents in the center of the table face up so that the rest of the group may check them.

3. The dealer now draws from the player on his right.  If it is equivalent to a card in his hand, he discards the pair; if not, he keeps it.  The next player draws and so on.

4. The game proceeds until all pairs are matched, leaving the Dingbat card in one player(s hand.  He is the loser

Note: If students are just learning equivalents, a chart (cheat sheet) of equivalents, may be useful to them as a reference.

Adaption: Abbreviations.  Example: hour=hr.

Idea from: Schmelzel, Carol R.  (Let(s Play Games(.  What(s New in Home Economics.  Feb. 1974, p. 34.

KITCHEN UTENSILS

Age level: Junior and Senior High

Justification: To associate the name and use with the kitchen utensil.  This is necessary before the students can use the equipment properly and safely while cooking.  These games could be used as pre-assessment, teaching technique, or review.

Use of flash cards: Pictures of utensils on one side, name on the other.  

1. Show flash cards to the class or individuals.  They are to name the utensil and use.

2. Place utensils, their picture, or statement about their function around the room.  Students must phrase a question based on what is given as an answer: Example: picture of a peeler(question: what is a vegetable peeler?

3. Each student is given strips of paper with the names of the utensils printed on them.  The flash cards are taped to the board and numbered or the teacher may hold them.  The students are to put the printed strips in the same order as the pictures on the board or in the teacher(s hand.  A timer or clock is used to time the students.

4. Match game: students are divided into teams with 3 people on each team.  Each student is given strips of paper.  When a flash card is shown, each individual writes down its name.  Then students individually show their cards.  If 2 cards on a team match, 2 points are awarded.  If the cards of all 3 team members are matching, 4 points are awarded.  Also, 2 points are awarded to each team for each card that matches the name of the utensil on the back of the flash card.

Adapted from (Teaching Basic Equipment in Junior High( by Ruth Dieffenderfer.  Oct. 1973 Forecast. P F-76

GET ACQUAINTED WITH THE KITCHEN

Age level: Junior High

Justification: To learn the placement of kitchen equipment in the school kitchen.  Students must know this before they can begin to cook.

How to play:

Students line up outside their kitchens.  Students in each kitchen count off.  (If there are 4 people in one kitchen, these people will be numbered 1, 2, 3, 4).  The teacher names a piece of equipment (example: wooden spoon) then says a number (example: #3).  The #3 student in each kitchen walks to the drawer of cupboard where the wooden spoon is located and opens that drawer or cupboard.  She then raises her hand.  The first person to do this earns a point for her team.  The winning team is the team that has collected the most points when the game is over.  (I set a time limit: about 20 minutes for play).

Rules:

1. All students must be lined up outside their kitchens.

2. They must not speak.

3. They must walk, not run when it is their turn.

4. They must raise their hands when they locate the item.  A team is disqualified for that turn if they break a rule.  The teacher may act as a judge or appoint student judges.

FISH

Age level: Junior or Senior High

Justification: To review and re-enforce color scheme concepts.

How to make the game: This game is an adaption of FISH.  The cards are made with plain index cards.  Color schemes are made with paints or colored paper.

How to play:

2-6 players with each set of cards.

The dealer deals 4 cards to each person and puts the rest in a stack in the center of the group.  The first player may ask anyone he wants for a certain kind of color scheme he already has in his hand.  (Example: give me all your monochromatic color schemes).  If the player gets what he wants, he gets to ask any player for something else.  He continues until the other player can(t give him a card he wants.  He then draws one card from the center pile and his turn ends.  The next player continues.  When the center pile runs out, the player asking draws one card from the player who couldn(t give him what he wanted.  As a player gets 4-of-a-kind, he lays the match by his side.  When the cards run out, the player with the most matches wins.

Note: The names of the color schemes may or may not be put on the cards; this is up to the teacher.

WORD GAMES

1. Paper Dolls

Justification: To acquaint students with the large number of fabrics available on the market.

How to play: Cut out paper dolls and write the names of occupations on them.  Have pieces of fabrics or the names of the fabrics to match up with each doll.

Examples:

Occupations
Fireman

Plumber

Banker

Storyteller

Milkman

Shoemaker

Musician

Secretary

Farmer

Scotsman

Fisherman

Government Worker

Dancer

Admiral

Skier



Fabrics
hosiery

piping

checks

yarn

jersey

lace

organdy

carbon

grosgrain

Blackwatch plaid

net

red tape

polka dot

gold braid

herringbone

Examples from (Fabric Fun( by Ruth Rice.  What(s New in Home Economics.  April 1974. p. 30.




Housebuilder

Gardener

Fisherman

Actress in the role of Cleopatra

Millionaire

Wig Manufacturer

Milkman

Musician

Raiser of barnyard fowl

Balloon manufacturer

Baseball player

cat fancier

Door-to-door salesman

clock manufacturer

British scholar

Circus fat man

Horseman

Ice man



mohair

homespun, cambrie

lawn, tweed

net, sharkskin

nylon

cashmere, plush

cheesecloth

organdy

duck

poplin

bunting, batiste

calico

canvas

ticking

oxford cloth

broadcloth

wipcord

frieze

SEWING SCRAMBLE

Justification: To associate the sewing term with its definition.

How to play: Unscramble the words.  The definition should give you an idea of as to what the word is.

Examples:












SRPES:
A simple type of seam closure

PRIZEP
A new type of zipper that looks like a seam after it is sewn.

TSEBA
A fast sewing stitch, not necessary when using zipper adhesive

*LOIC
An integral part of the zipper

2. Making new words

Justification: Good for filler when there is a lengthened or shortened school period.

How to play: How many words can you make from LACE SEAM BINDING?* This game can be made more competitive for a longer time when judged according to categories of word length.  Each letter in a word is worth a point, double points for words related to sewing.

*change this word as many times as you want.

BINGO
Objective: This game is best used to evaluate prior learnings and/or to test understandings.  In some instances, Bingo can be adapted as an introduction to a specific unit.  It can be used successfully in all subject areas of home economics.

Materials Needed:

1. Prepare a basic BINGO card, with five squares across and five down.  If drawn side by side on a ditto master, two cards can be dittoed off on 9x11 paper, then cut with a paper cutter.  This basic card can be used for all subjects and units.

2. Furnish students with a list of at least 25 terms or items relating to the specific unit which they can choose from to fill in the squares on their cards.  (Providing more than 25 terms gives the student more choice and increases his chances of choosing terms he knows).

3. Provide beans, buttons, etc. to be used as markers on the students( cards and a large container or bowl for the Question Cards.  A table or counter top makes it easy to arrange the Question Cards as they are used.

4. Prepare a set of question cards beforehand, with each card containing a definition or question which will match one of the terms on the students( list.  (It(s all right if some terms match more than one question or vice versa.  This provides an opportunity to doubly test student comprehension and understanding.)  It(s a good idea to include the answers on the Question Cards also, as a quick review for teachers or to enable students to direct the game.

To play:

Place the Question Cards in a large bowl, drawing them out one at a time and reading them aloud.  Time can be saved and the game will move faster if students understand before play begins that each question will be read only twice before the next one is drawn.

After reading the Question Card, arrange it on a table in front of you for quick reference when checking student(s answers.

Question Cards are drawn and read until someone calls BINGO, meaning they have either five squares across, down or diagonally filled.  The student wins only if he can read back each term he has covered and give an appropriate answer or definition for it.  If this is done, all the students empty their cards, all Question Cards are returned to the container and a new round begins.  If the student cannot identify all the terms, play continues.

Variations:

1. (X Bingo( ( squares covered must form an X reaching the four corners of the card.  

2. Rounds of (Across Only,( (Down Only,( and (Diagonally Only( can be played.

3. (Black-Out( requires that all squares on the card be covered.  This is usually used only after several shorter rounds have been played, or students may lose interest.  When using BINGO as a review before a test, exemption from taking the test can be offered as incentive to the student who wins (Black-Out( and can correctly identify all the terms on his card.

4. Examples of how BINGO can be used as an introduction to a unit include:

4. Kitchen Equipment(Provide students with a list or have them list form memory the names of small equipment and tools used in the kitchen.  Instead of Question Cards, hold up the actual tool.  If students have its correct name on their card, they can cover that square.  To win after calling (Bingo(, the student must be able to correctly choose from the teacher(s collection each tool or piece of equipment he covered on his card.

4. BINGO could be used in the same manner to introduce a fruit or vegetable unit, by having students list all the fruits or vegetables they can think of on their cards, then have the teacher hole up examples of real fruits or vegetables.

Evaluation: Be certain to leave enough time at the conclusion of play for a debriefing, during which students can clarify information and find correct answers to all terms and questions used in the game.

JEOPARDY
(Based on the TV quiz show by the same name)

Objective: Jeopardy is a good review game, as it evaluates prior learnings and tests understandings of concepts.

Materials Needed:

1. Large chalkboard, chalk, eraser

2. Sets of Jeopardy Questions and Answers

3. Paper and pencil for score keeping

1. Using the entire chalkboard, draw lines to create five squares across and four squares down.  Leave room at the top for category titles.  Fill in each square with its proper money or point value.  See the example below:

	[image: image1.wmf]
[image: image2.wmf]
Vitamins
	Minerals
	Protein
	Carbohydrates
	Misc.

	10
	10
	10
	10
	10

	20
	20
	20
	20
	20

	30
	30
	30
	30
	30

	40
	40
	40
	40
	40


2. In Jeopardy, the players are given the answer and must ask a question which the answer answers correctly.  For example, if the student chose the category of (Vitamins( for 10 points, the teacher might read from her Answer Sheet, (Another name for Vitamin C(, to which the student would reply (What is Asorbic Acid?(
As the point money values for questions and answers increase, so should their difficulty.  Two rounds are played: Jeopardy and Double Jeopardy.  The board shown in the example above is for JEOPARDY.  When making up the Answer Sheet, the teacher should mark one of the squares as a (Daily Double.(  When a student chooses that particular square, he is informed that if he answers correctly, he will receive double the amount of points shown for that question (e.g. a 20 point square would be worth 40 points, etc.)  In Double Jeopardy all values are doubled (squares read 20, 40, 60, 80) and there are two (Daily Doubles(.

3. A scorekeeper is chosen, and play begins by having one student or team choose a category and point value.  A large (X( is placed over the square (see example above) to indicate that square has been used.  Then the teacher reads the appropriate answer.  The first student to raise his hand is given an opportunity to give his question.  If he is correct, he or his team is awarded the appropriate number of points.  If he is incorrect, the first person to raise his hand after the incorrect answer is given is allowed to try to answer correctly.  If the correct answer is not given after three tries, the question is withdrawn from the game.

When all the squares of each board have been used, points are totaled, and the team with the highest number of points is the winner.  If a tie exists, a (Final Jeopardy( question could be prepared, for which students wager the number of points they will risk for the question.  If they answer correctly, the same number of points are deducted from their score.

Evaluation: Be certain to leave enough time at the conclusion of play for a debriefing session during which students can clarify information and find correct answers to all questions used in the game.

PASSWORD
(Adapted from the TV game)

Objective: This is a good review game, to evaluate prior learnings and test understanding of concepts.

Materials Needed:

1. Word Cards(prepare several sets of small word cards, ten to a set, containing words or phrases relating to the present unit.

2. Paper and pencil for scoring

To play:

Divide students in groups of four, consisting to two teams with two players each.  Give each group a set of word Cards, which should be placed face down in the center of the table.  Two of the players from opposite teams draw a Word Card, read it, but don not let their partners see the card.  Taking turns, these players give one word clues to their partners, trying to get them to say the word written on the Word Card.  Each word is worth ten points, but loses a point each time an incorrect response is given.  Play continues until the word is guessed or its point value has reached zero.  When a player does give the correct response, he must then define or explain the word in terms of the subject matter before he is awarded the points.

Players take turns giving clues and guessing.  At the conclusion of play, the team with the most points wins.

After one set of Word Cards has been used, groups can trade sets and begin play again.

Evaluation: Allow time at the end of play to clarify information and answer student questions about the material covered.

LET(S EAT
(based on the card game PIT)

Objective: LET(S EAT is designed to give students an opportunity to apply the principles of meal planning as they recognize and sort information.  This game could be used both to introduce a unit on Meal Planning and as a review at the conclusion of the unit.

Material Needed:

1. A LET(S EAT deck of cards for each 6(8 students.

A deck of cards can be made for each meal (breakfast, lunch and dinner) containing appropriate foods commonly used for that meal.  Colors can be used to differentiate between the decks.

Following is a list of foods used in the three decks prepared by the author.  Any foods can be used, as long as they are aesthetically and nutritionally compatible with other dishes in the deck.  It is suggested that (dishes( as opposed to (foods( (e.g. cauliflower with cheese sauce vs. cauliflower) be used on the cards so that students think in terms of garnishes and methods of preparation which will increase the appeal of the meal.

Breakfast
Grapefruit Halves

Fruit Cocktail

Fresh Peaches

Pineapple-Grapefruit Juice

Tomato Juice

Milk

Butter (2)



Pancakes

French Toast

Blueberry Muffins

Cinnamon Toast

Oatmeal

Cold Cereal

Fluffy Omelet

Honey



Ham and Eggs

Sausage

Bacon

Sugar

Cream

Peach Preserves

Maple Syrup

Strawberry Jam

Lunch
	Bacon & Tomato Sandwich

Grilled Cheese Sandwich

Tacos

Chicken-Noodle Soup

Chef(s Salad

OrangeChilled Pears

Apple
	
	Radish Roses

Carrot Curls

Butter

Pickles

Onion Rings

Bread sticks

Dorrito Chips

Soda Crackers

Tator Tots

Lemonade
	
	Tomato Juice

Water

Milk

Cinnamon Rolls

Chocolate Pudding

Brownies

Ice Cream



	
	
	
	
	


Dinner

Meat Loaf

Vegetable Beef Stew

Roast Beef

Swiss Steak

Tuna Noodle Casserole

Macaroni and Cheese

Mashed Potatoes & Gravy

Baked Potato



Scalloped Potatoes

Cauliflower with Cheese Sauce

Diced Beets

Asparagus Spears

Buttered Carrots

Green Beans Almondine

Radish Roses and Carrot Curls

Sliced Dill Pickles



Waldorf Salad

Cole Slaw

Cottage Cheese & Peaches Salad

Fresh Fruit Salad

Lime Jello Salad

Bread sticks



Hot Rolls

Cornbread

Apple Cobbler with Whipped Cream

Brownies

Banana Cream Pudding

Strawberry Shortcake



Lemon Meringue Pie

Chocolate Cake

Hawaiian Punch

Lemonade

Milk

Water

Each deck should also include a Wild Card and a Old Mother Hubbard Card.  The Wild Card can be used to represent any dish or food needed to make a complete meal.  The player holding the Wild Card in his hand when LET(S EAT is called receives ten points, whether or not he holds the winning hand.  The Old Mother Hubbard Card means an empty cupboard, a result of not making a market order and doing the shopping.  The player holding this card at the end of play automatically loses 10 points.

2. Scoring sheet and pencil for each student (see following page).

To play:

A dealer is chosen, cards are shuffled and dealt around the circle until all cards have been passed out.  Players may examine and sort their cards, but no trading can take place until the dealer announces (Trade!(
When (Trade!( begins, players can trade any number of cards with any other player, as long as each player receives the same number of cards he gave in the trade.  Trading is accomplished by students calling out the number of cards they wish to trade until another player agrees to trade him that number of cards.  Trading continues until a player calls (LETS EAT(, signaling that he has acquired a set of cards that constitute a pleasing, nutritional meal.  All trading stops as soon as LETS EAT is called.  The player calling LETS EAT lays his hand on the table, explaining his menu.  Together all the players evaluate the menu, using the scoring sheet provided and determine the number of points earned by the player.  At this time points are also awarded or subtracted for players holding the Wild Card and the Old Mother Hubbard Card.

After scoring, cards are gathered, redealt and another round played.  Decks may be traded from group to group, to allow students to become familiar with menus for all three meals.  When play suspended, the player with the largest point total is declared the winner.

Evaluation:

Although evaluation is carried out at the end of each round, it is suggested that time be allowed at the end of play to discuss student learning, clarify information and to review principles of meal planning used in the game.

LET(s EAT
Scorecard for Dinner Deck

Award yourself one point for each of the following that your meal contains:

	Rounds
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Main Dish
	
	
	
	
	
	
	
	
	
	

	Salad
	
	
	
	
	
	
	
	
	
	

	Vegetable
	
	
	
	
	
	
	
	
	
	

	Beverage
	
	
	
	
	
	
	
	
	
	

	Dessert
	
	
	
	
	
	
	
	
	
	


You may also have one point if your meal has a pleasing combination and variety of:

	Rounds
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Color
	
	
	
	
	
	
	
	
	
	

	Texture
	
	
	
	
	
	
	
	
	
	

	Methods of Preparation
	
	
	
	
	
	
	
	
	
	

	Shapes
	
	
	
	
	
	
	
	
	
	

	Flavors
	
	
	
	
	
	
	
	
	
	

	Each Basic 4 Group included
	
	
	
	
	
	
	
	
	
	


If your meal meets all of the above standards, add 10 points to your score.  If you have the Wild Card in your hand, add another 10 points.  If the Old Mother Hubbard Card is part of your hand, subtract 10 points.

	Total Points
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	
	
	
	
	
	
	
	
	
	
	


GRAND TOTAL____________

KNOWLEDGE SQUARE

Age:

Junior and/or Senior High School

Subject:
Designed to be used with a variety of subjects (excellent as a unit review technique)

Materials Needed:

2. Game Board

2. Question cards

2. Buttons or other small objects to be moved as markers around the board

2. A die(if desired sufficient dice for one per team

2. Master answer sheet for administrator and/or teacher

Directions:

1. Divide class into four teams(if large class use two boards with four teams each.

2. Each team plays on a separate section of the board.

3. Object of the game is to reach the (knowledge square( first(by moving forward as a result of answering questions presented on the cards.

4. Each team will shake a die(the team with the highest number plays first.  Play moves clockwise.

5. The beginning team rolls the die and moves the number of spaces indicated by the number on the die.  If the marker lands on a yellow chip, the player representing the teams draws a yellow card and attempts to answer the question (id an orange card then an orange chip, etc,) If the question is successfully answered, the marker is moved forward the number of spaces indicated on the card.  If unsuccessful, the marker is moved backward the number of spaces indicated on the card.

6. When a team is unsuccessful in answering a question, each team in a clockwise fashion is given the opportunity to answer the question until the question is answered.  If no team is able to answer the question, the teacher should do so.  If a team successfully answers the question, they move forward two spaces.  If not, backward two spaces.

7. Following explanation of unsuccessfully answered question, play returns to the team who would have followed if the question had been successfully answered.

CHUTES AND LADDERS

Age:

Junior High School

Subject:
Designed to be used with a variety of subjects

Materials Needed:

7. Game board

7. Buttons or other small objects to be used as markers

7. Die

Directions:

1. Two or more players

2. Roll die to determine who starts.  Player rolling highest number begins play and play moves in a clockwise fashion.

3. Roll die to determine number of spaces to move each turn.

4. Go up the ladder as part of the turn if the marker stops in a square which contains the bottom of the ladder.

5. Go down the chute as a part of the turn if the marker stops in a square that contains the top of a chute.

6. The last move can only be made when the player rolls the exact number needed to reach the (finish( square.

FOODJI

OBJECTIVE:
After playing this game, students will reinforce the concepts learned, concerning yeast breads, pastries, quick breads, and bakery ingredients.

(Other questions may be added as the (Knead( - a - (rises(.)

1. TO START THE GAME: Each player chooses a color and places the 4 pieces of that color on the matching START squares, shuffles the pack and place it face down.  Select a player to play first.

2. FIRST TURN: The first player draws the top card from the pack and places it face up on the table.  (Each card has three parts: *1(Number to move. *2(Question to be answered. *3(Number to check answer from key.)  After question is answered the player moves the number of squares, as listed on the card.  If question is not answered the player must miss his turn.  Play continues from right to left.  Each player in turn draws a card, and then places it under the pack.

3. MOVING PIECES: Once pieces have been entered they are moved forward in the direction of the arrows on the board, unless otherwise directed by the cards.  Pieces may pass each other, whether or not they are the same color.  The occupied space counts like any other.  Pieces of the same color may not occupy the same space.  If a player is unable to move, for this or any other reason, he forfeits his turn.  However, a player must make any move directed by the cards drawn if possible, whether or not this is to his advantage.  A player may move 1 piece (or divide his move among 2 pieces if he draws a (7") or enter a piece from start.  When a move ends on a square occupied by an opponent the latter is sent back to the start.

4. SENDING OPPONENTS BACK TO START: A piece sent back to start is re-entered as before on a subsequent turn at a player(s option.  An opponent(s piece may be returned to start if: a) a player(s piece ends a move on a square occupied by the opponent.  b) a player draws a FOODJI card.

5. HOME: A piece may enter home only on the draw of a card allowing a move of the exact number of spaces necessary to reach it.  A piece which reaches HOME cannot be moved again for the rest of the game.

6. WINNING: The player who first reaches HOME with his 4 pieces wins.

7. CONCEPTS:

7. Yeast Breads

7. Pastries

7. Quick Breads

7. Bakery Ingredients

8. PURPOSE: To be played in High School part way through an occupational foods unit this fall.

MOVE

FORWARD 2 SQUARES

Select the flour which has the best baking qualities:

8. Oat flour

8. Wheat flour

8. Rice flour

8. Buckwheat flour

THE TOUCHDOWN

When Autumn leaves begin to fall and your students( fancy turns to football, the study game described below for teaching family finances can make this season(s football phenomenon work (for( you.  Developed by Betty Jo Cassidy and Sharon Ban Dyck, graduate assistants at the Wisconsin State University, the game was adapted from a basic plan in the Illinois Teacher, Nov.(Dec., 1969, and can easily be changed to other teaching areas.  To obtain maximum use of the game, present ti first as a pretest introducing the family finance unit.  Conclude the unit with a review by playing a second time, giving the defeated team a chance to learn and win.

INSTRUCTIONS

A football field is drawn on a large flannel board.  Questions have been prepared on credit, using six difficulty levels.

Divide students into two teams and designate goal lines to be defended.  The football is placed on the 50 yard line.  Designate some students or the teacher as referees.  They can serve as judges of correct answers.

One of the knowledge level questions can be used as a toss-up question to determine which team has possession of the football.

Each team shall select a captain to act as liaison for the team.  He will select a cognitive level and ask for a question.  Level 1 scores 1 yard, level 2 scores 3, level 3 scores 5, level 4 scores 7, level 5 scores 9, and 6 scores 11.

The team discusses the answer to the question, but the captain presents the answer to the referees.  If the team answers the question correctly, the ball is advanced that number of yards.  As long as correct answers are given, the team advances.  If they gain ten yards in four tries or less, they continue; if not, the ball goes to the opponent, back on the 50 yard line.

If a question is missed before the ball is lost, the opponent is given a try.  If they answer correctly, the team with the ball is penalized that number of yards.

The score is determined by total yards gained plus an extra score of 6 for touchdowns.  An additional question is asked for the (extra point( try after a touchdown.

Opponents may not try for this one.  This question counts one point and is, therefore, in the easiest category.

Included with each knowledge level is suggested time allowance for team discussion and answering that question.  (Some answers are given in parentheses.)  The referee may want to have a stop watch to give a 15 second time warning.

FIRST DOWN

Level 1: Knowledge Questions (30 second time limit)

1. What is credit?

2. Name and briefly describe two types of credit.

3. What is a credit rating?

4. What form of credit do you use when you buy at a store and pay at the first of the month? (Charge accounts)

5. Suppose you only pay the store so much a month on your open account.  What kind of credit is that? (Revolving credit)

6. What do you call credit which you repay in several equal payments? (Installment credit)

7. What institutions provide most of the non-installment cash loans? (Banks)

8. What is net income? (Take home pay, or gross income less taxes and deductions)

9. What are two major purposed for which families use credit today?

10. What are the four C(s of credit? (Character, capacity, capital, common sense)

11. The extra cost of installment buying is made up by what three costs? (Pure interest, bad debts, and administrative costs)

12. What a family owes, subtracted from what a family owns, leaves that family(s ________(net worth)

COMPLETED PASS

Level 2: Understanding Questions (35 seconds)

1. What is the difference between a charge account and a revolving charge account?

2. What is the difference between a credit card account and a charge account?

3. Give an example of an installment plan purchase and explain how it works.

4. Give three sources of cash loan in you community.

5. Explain what is meant by the dollar cost of credit.

6. Explain the difference between (add-on interest( and (discounted interest.(
7. What is collateral?

8. What is a signature loan?

9. What is a credit union?

10. What is an asset?

11. What does it mean if one(s wages are garnished?

12. What does repossession mean?

13. What is bankruptcy?

14. Explain the Truth-in-Lending Bill.

15. What is a pawn shop?

16. What is the difference between sales credit and cash credit?

17. What are two advantages and two disadvantages of installment buying?

18. What are two advantages and two disadvantages of lay-away plans?

19. What are two advantages and two disadvantages of charge accounts?

20. What are tow advantages and two disadvantages of cash payment?

THIRD DOWN

Level 3: Application Questions (3 minutes)

1. How does consumer credit contribute to a family(s standard of living?

2. How do you compute the dollar cost of credit?

3. In what way is consumer credit related to consumer buymanship?

4. Charge account customers have traditionally been billed at the of the month.  However, many stores now use a system known as (cycle billing.( Why?  How does it work?

FIELD GOAL

Level 4: Analysis Questions (1 minute)

1. How does the rate of interest paid for credit make a difference in the cost of goods or services purchased on credit?

2. What are two advantages of securing a cash loan from a lending institution rather than using the installment plan offered by a dealer?

3. In what ways does credit involve risk?

4. Why is the cost of a small loan company credit higher than that of other types of credit?

5. How can your insurance company serve as a source of low-cost credit?

6. A family has purchased an expensive color television on credit.  The merchandise has not held up satisfactorily.  What are two responsibilities of the family and of the store?

GO TEAM!

Level 5: Synthesis Questions (2 minutes)

1. Which of the following goods could justifiably be bought on the installment plan? Why? Sweater, washing machine, tennis racket, bicycle, string of pearls, frozen foods, correspondence course, furnace, dresser, sailboat, typewriter, fur coat, refrigerator, lawn mower, saxophone, diamond ring.

2. A young couple is going to purchase a washer and dryer on credit.  Name five questions a good customer would ask concerning financing.

3. A sixteen-year-old girl has her own charge account.  She has overcharged on her junior account.  What are her responsibilities?

4. A family has become deeply indebted.  What are some solutions?  Name two or three alternatives.

5. June is purchasing a television set for her room.  Which of the following methods of purchasing power is better and why?  Open account credit, revolving, charge account, or installment credit.

FIVE YARDS TO GO

Level 6: Evaluation Questions (4 minutes)

1. Clarify your own understanding using current facts to interpret your statements, as you talk about the following: Credit costs absorb spending power that could otherwise be used for more of the good things of life.

2. Clarify your own understanding using current facts to interpret your statements, as you talk about each of the following: Income restricts on(s sources of funds.  Use of credit restricts one(s choice in use of future income.

3. Clarify your own understanding using current facts to interpret your statements, as you talk about the following: The use of credit can (improve, threaten) financial security of the family.

4. Larry bought an engagement ring for Sue on the installment plan.  He agreed to pay the jeweler $20 a month for the next 18 months.  As a result of that decision, for 18 months Larry had $20 less to spend on his car and on dates with Sue, and he had to reduce his savings deposit, which meant he would have less money for furnishing their apartment after they were married.  Did Larry make a good decision?  Give pros and cons for both sides.

5. Name three legal aspects of installment contracts.  Why is it important to check each of these?

6. Tom will be graduating from high school in three months.  He now has a part-time job and makes $45 a week.  As of the present, he does not know what he will be doing for permanent employment.  He would like to buy a new car which would cost him $3,200.  He figures he could pay for it in three years and save $200 for a down payment.  Would it be a good idea for him to buy the car?  Why or why not?

7. Mary and Tom have just been married.  They are rending a furnished apartment, but would soon like to buy their own appliances and furniture.  Tom works as a machinist and makes $500 per month.  Mary is a secretary and makes $350.  Together their take-home pay is $650.  They manage to save $100 a month.  Would it be a good idea from them to buy appliances and furniture?  Why or why not?  Give five reasons.

TOUCH DOWN

ACTIVITY 44

CREDIT BASEBALL*

PREPARATION:

Write a question suitable for a review of the credit unit on the front of each note card given to you.  On the back of the card, writ the answer to your question and a reference that would substantiate your answer.  Use one card for each question and answer.  Put all the cards together.

Set up a baseball diamond with bases at appropriate points in the room, or set it up on a bulletin board.  You may wish to cut four construction paper or felt bases and a number of baseballs evenly divided between two colors.  Arrange baseballs (separating colors) on each side of the lower edge of the bulletin board.

DIRECTIONS FOR PLAYING:

1. Divide into two terms.

2. Draw for the first team up to bat.  This team may choose the color of ball it wants and then put one ball on home plate.

3. Send one team member up to bat.

4. The pitcher (teacher or student) draws a question from the box and throws (reads) it to the batter who has a few seconds to answer.  The batter may give one answer; only the first answer may be accepted.

5. If the answer is correct, the batter moves the ball to first base and returns to his seat.

6. This continues with each right answer moving the ball to the next base until home plate is reached and the team scores.

7. Place balls (the (score() in the upper corner of the bulletin board to keep an accurate tally of scores before you at all times.

8. Each time a right answer is given, leave that card out so that the question will not be repeated during this class period.

9. One strike constitutes an out.  If each batter is allowed three strikes, the game moves too slowly.  Do, however, allow a team three outs before the next team comes to bat.

10. If a question is answered incorrectly, return the card to the box.

11. Play as many innings as time permits as long as enthusiasm is high and students are learning.

__________________

* Adapted from game developed by Connie Evans, Homemaking Teacher, Dalton, Nebraska.
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