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TheSwotShop

This is a sample lesson from the Galileo’'s Gang Program - Intermediate suited for Year

3,4 students. It includes basic teacher instructions. This lesson runs for 2 hours.

All Swot Shop Programs are developed specifically for bright, gifted and motivated

learners.

The Galileo's Gang Program is conducted in small ability streamed classes and taught by

a qualified and experienced teacher.

The program is developed to enrich, enhance and complement the learning that students
experience in school settings. It uses games, tactile materials and a range of engaging
teaching methods to provide a unique learning experience that stimulates students

strategic and higher-level thinking skills.

To learn more please contact us on (02) 9634 2000.
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INTERMEDIATE GALILEO'S GANG

Sample Lesson

Letter Change

Discuss the example with the students and then encourage them to work independently to
complete the worksheet. The number of lines on the worksheet does not necessarily mean the
number of words required to complete each change. It may be appropriate to offer clues to
enable the students to complete this activity successfully. Discuss and correct in class as
various answers are possible.

Last week's homework — as there are various answers, the students are to swap papers and
correct each other’s work. Any queries are to be directed to the teacher.

Pass the Bomb
Refer to the enclosed instruction sheet.

Problem Solving

Briefly discuss each question with the students and distribute the separate sheet. The students
are to work independently to complete the questions. They can cut out the shapes on the
separate sheet and use them as an aid to help solve the problems. As the students are working
circulate to orally correct their work and offer suggestions and clues where appropriate. It may
not be appropriate for all students (especially younger students) to complete every question.
Correctin class.

Fun with Words

Students may work with a partner for this activity. Select a topic from the ones listed or choose

your own. All sentences must make sense but encourage the students to be creative.

e Create a sentence where the words begin with successive letters of the alphabet. For
example, Dad eats fruit greedily.

e Create a sentence where every word begins with the last letter of the preceding word. For
example, The echidnas seem more energetic.

e Say a number and then roll the alphabet die that many times. Students record the letters in
their exercise books and then write a sentence where the words begin with the letters rolled
and in the same order. eg. t | b s The little boy smiled. Repeat activity, increasing the
length of the sentence as appropriate.

e Say a word. Students must create a question for that answer

e Create a sentence about an unusual animal.

e Create an alliterative sentence.

Encourage the students to share their ideas with the class.

Equipment:

e Passthe Bomb

e alphabet die — one per program box
e coloured paper clips

e Squint
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Clip Clue Puzzles
The object of a clip-clue puzzle is to use the clip colours listed at the beginning of the puzzle to
make a chain that satisfies all the clues.
Discuss the following clue clarifications with the students:
e Two chains are considered to be the same if one can be turned over or around to
produce the other one.
e Stating that a clip is between two specific clips does not exclude the possibility that
another clip is also between those two clips.
Forexample: R G B R - the blue clip is between the 2 red clip.

Discuss the following example with the students:
R G R B Y'Y
e The blue clip is the second clip from the green one.
e The green clip touches two red clips.
e The blue clip touches a yellow clip. (We would not say the blue clip touches two yellow
clips)

Some students may have completed Clip-Clue puzzles in a previous program, but these are not
the same puzzles.

Have the students work with a partner to complete as many puzzles as time allows. Give each
pair of students a container of coloured paper clips.

Students do not need to record the answers on the sheet but simply show the teacher the
completed chain. The teacher may decide to award a Swot Shop ribbon for this activity.

Game: Squint

Divide the class into three or four groups and give each group one box. To introduce the game,
sit the students in a circle on the floor and place the shape cards face up in the centre. Nominate
a word and select a student to use the shape cards to create the correct a picture to depict the
word. Repeat until interest wanes. The teacher may decide to allow the students to select a word
from the three provided and score one point if a word is guessed correctly and one point to the
‘builder or creator’.

Homework: Alphabet Soup
Students should be encouraged to ask family members to assist them with this activity.
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LETTER CHANGE

Make the top word into the bottom word. Change one letter at a time. Always make a
new word.

Example: sit = run .

a S

cat SIX

run dog ten

K pig \ / warm \

fire

k cow j

N 7
AN

boat easy

K ship / k hard J
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PASS THE BOMB

Arrange the classroom so that students are sitting in a large circle on the floor around two tables
pushed together. This is a word creation game where the winner is the student least often left
holding the bomb when it explodes.

On the board write the meanings of the three different die faces:

(x...- The letters may not be used at
the beginning of the word.

The letters may not be used at
the end of the word.

A The letters may be used
anywhere in the word

Begin a trial game by asking a student to throw the die, start the bomb (there is a red button on
the base) and have the first turn. At the same time, take the top card off the pile (held by the
teacher) and place it in front of this student.

Example of Play:
The die falls on "tick” (letters may not be used at the start of a word) and the card says
UNE, then possible responses could be:

DUNE, TUNED, but not UNEQUAL

As soon as the first student has given a satisfactory verbal response, he/she passes the bomb to
the student immediately to their right. This student must present a different response before
handing the bomb on further. Play continues in this fashion until someone holding the bomb
(while thinking of a response) has it explode in their hand. This student is then given that word
card to hold; it represents a penalty point. This student now begins the next round by throwing
the die, starting the bomb and giving the first response to the new card placed in from of them
by the teacher.

Run as many rounds as appear appropriate for the interest level and then request students count
their cards to determine the winner (s).

For younger students, plurals or word forms of a previous response may be allowed.
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PROBLEM SOLVING

Using a pencil and eraser, position the characters carefully to solve the problem.
When you have placed a name in the gride cross the name off the table.

1. BEARS

Donna was putting six new bears in the display case at the toy store. The display case has three shelves,
one on top of the other, with two spaces on each shelf. Each bear has a name: Abby, Bobby, Cathy,
David, Eric and Forrest. Donna put David next to Eric and above Forrest. She did not put Bobby next to
Eric or Forrest. She did not put Abby next to Bobby. Where did Donna put each of the bears? Write their

names on the display case below.

Abby | Bobby | Cathy

David

David Eric | Forrest

2. WHITE ELEPHANT SALE

Libby and Kaz were setting out DVD’s, jewellery, toys, books, posters and T-shirts for the White
Elephant Sale at school. They were setting up six tables in two rows. They put the DVD’s across from
the T-shirts and next to the books. They put the posters at the opposite end of the row from the T-shirts.
The toys were not put next to the T-shirts. How did Libby and Kaz set up the tables for the White
Elephant Sale? Write the names of the items on each table.

DVD’S | Books |Jewellery| Toys | T-shirts | Posters
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3. PHOTO LINE UP!
Kathy is almost the tallest. Otis is almost the shortest.

Kevin has three kids on each side of him in the picture.
John and Louise are standing on the ends.

Josh and Angela are not next to each other.

e Otis is the only boy that is standing between two girls.
e Angela didn’t get to stand next to her best friend.

e The students are lined up from tallest to shortest.

e There are seven students in this photo line-up.

e Angela and Louise are best friends.

Write the names of the students from tallest to shortest.

Josh was disappointed that he couldn’t stand next to John.

Kathy Otis
Josh John
Kevin | Louise

Angela

4. PHONE CALLS

When Lizzy came home from hockey practice, she asked her little sister, Melinda, if she had received

any phone calls. “Yes, you got lots of calls,” Melinda said.

“Oh great!” exclaimed Lizzy, who loved to talk on the phone. “Who called and when did they call?” she

asked.

Melinda said, “Well let me think — I didn’t write it down, but I think I can remember. Paul called before
Donna. Lani called next to last. Irene called between Marco and Lani. Allen called after Dave and Peter
called before Marco. Michelle called after Lani and Donna called before Dave. And, oh yes, Allen called

between Dave and Peter.”
What was the order in which Lizzy’s friends called?

First caller

Paul Donna Lani
Irene Marco Allen
Dave Peter | Michelle
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3. DODGEBALL

e Frank is on Mai’s right, and John and Marc are standing next to each other.

e FEight friends are standing in a circle playing dodgeball. Mai is standing between two boys, but Kate
is on Allie’s left.

e There are three children standing between Janice and Marec.

e Lincoln is standing directly across from John, but Janice is just clockwise from Lincoln.

e Janice is between Lincoln and Frank.

e All of the children whose names end in a vowel are girls.

Who is standing next to whom?

Frank Mai John Marc

Kate Allie Janice Lincoln
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1. BEARS

Abby

Bobby

David

Eric

2. WHITE ELEPHANT SALE

DVD’s

books

jewellery

toys

T-shirts

posters

3. PHOTO LINE UP!

Kathy

Otis

John

Kevin

4. PHONE CALLS

Louise Angela
Paul Donna Lani
Irene Marco Allen
Dave Peter Michelle

3. DODGEBALL

Frank

Mai

John

Marc

Kate

Allie

Janice

Lincoln
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CLIP CLUE PUZZLES

Puzzle 1

Use 2 white clips, 1 pink clip and 1 blue clip.
e One end of the chain is pink.
e The blue clip is between 2 white clips

Puzzle 2

Use 1 yellow clip, 1 red clip, 1 blue clip and 1 white clip.
e The red clip and the white clip are in the middle.
e The red clip is between the white clip and the blue clip

Puzzle 3

Use 2 yellow clips, 1 green clip and 1 blue clip.
e The blue clip touches the green clip.
e The green clip is between the yellow clips.

Puzzle 4

Use 2 red clips, 1 white clip and 1 blue clip.
e The white clip touches only 1 red clip.
e The blue clip is the third clip from a red clip.

Puzzle 5

Use 2 blue clips, 1 yellow clip and 1 red clip.
e The yellow clip is not between the blue clips.
e The red clip is between the blue clips.
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Puzzle 6

Use 2 yellow clips, 1 green clip, and 1 white clip.
e A yellow clip is between a yellow clip and a green clip.
e The green clip is between a white clip and a yellow clip.

Puzzle 7

Use 2 pink clips and 2 red clips.
e A red clip is third from a pink clip.
e A pink clip is second from a red clip.

Puzzle 8

Use 2 blue clips, 1 yellow clip and 1 green clip.
e The yellow clip touches a blue clip.
e The green clip touches a blue clip.
e The 2 blue clips touch each other.

Puzzle 9

Use 1 green clip, 1 white clip, 1 yellow clip and 1 pink clip.
e The yellow clip is the third clip from the pink clip.
e The green clip does not touch the pink clip.

Puzzle 10

Use 2 yellow clips, 2 green clips and 1 red clip.
e The chain is symmetric.
e The red clip touches a yellow clip.
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The Game Where Pictures Take Shape
Ages 12 to Adult
3-8 Players

What's in the Box

+ 72 Shape Cards
+ 80 Scoring Chips
+ 168 S5quint Cards
ELy. + Squint Card Tray
* Squint Die
C:__" _l__%) “{:‘ + Timer
+ Quick Play Rules

{“: W ;-,..'-“"‘""

The Object of Squint

Earn Scoring Chips by building and identifying pictures
that are created with Shape Cards.

Setting up

1. Spread the Shape Cards, face up, in the center of the
table so that all cards can be seen.
New Players: Look at all of the Shape Cards and practice
building pictures before beginning a game. Players usually
find that they develop skills in constructing pictures, and
identifying them, at a rapid rate. Just keep Squinting!

2. Choose one player to be the first builder. The builder
will create a picture using Shape Cards.

3. Remove the Squint Card Tray and Squint Die from
the box and place them in front of the builder.

4. Decide which side of the Squint Cards, blue or green,
to play. The level of play is the same for both sides.
Place the cards in the Squint Card Tray so that the
chosen color is facing the front of the tray.

5. The timer goes to the person to the left of the builder.

Playing the Game

1.

The builder rolls the die to determine which one
of the three items on the Squint Card he or she will
build. The die determines both the challenge level
and the number of Scoring Chips awarded if the
picture is identified.

N’*'.‘ Higher numbered items are more challenging
to build, but earn more points.

New Players: In order to become accustomed to building
and identifying pictures, play a few rounds without the die
and timer. Select whichever item on the Squint Card you wish
to build.

The builder takes the last Squint Card from the back
of the card tray. He or she silently reads the word(s)

next to the number rolled. The Squint Card is then
placed in the front of the card tray.

After the card is placed in the front of the card tray,
ﬁ the person to the left of the builder turns over
.| the timer and play begins.

L

The builder selects Shape Cards from the table and con-
structs a picture to represent the item on the Squint

Card.To help those guessing, the builder may tell the
other players which direction the picture is facing.

{105 m

@

All of the players try to identify the picture as soon as
the builder begins to place Shape Cards on the table.
Players may guess as many times as they like.
Squinting really does help!

6. The builder can move, or animate, the Shape Cards,
or point to a specific area on the picture. This will
help the other players identify what is being built.
The builder should say “yes” or "no,” or "hot” or
"cold,” to let the other players know if they are on
the right track as they guess. The builder may not
give any other clues. The construction must be done
on the table and the cards must maintain some con-
tact with that surface.

7. The builder may use as many Shape Cards as he or

she likes. Building continues until someone has cor-
rectly identified the picture, or until time runs out.
No Scoring Chips are awarded if the picture is not identified
before time runs out.

8. The builder and the first player who identifies the
picture gach receive the same number of Scoring
Chips as the number rolled on the die.

For exampile, if a 2 was rolled, the builder and the first player
who identifies the picture each receive two Scoring Chips.

9. The Squint Card Tray and the role of the builder pass
to the player on the left and the timer passes to the
left of the new builder.

10. Play continues following steps 1-9 through the
assigned number of rounds.

A round consists of each player having one turn as the builder.

Number of Players Rounds of Play
3-4 4
5-6 3
7-8 2

Winning the Game

The player with the most Scoring Chips, after the as-
signed number of rounds, wins the game!

Tie Breaker

If two or more players are tied for the win, they partici-
pate in a tie-breaker. In a tie-breaker, only the tied play-
ers guess the picture. The person building the picture is
the person to the left of the last builder. If that person is
one of the players who tied, the role of builder moves to
the next person who is not one of the tied players. The
first player to correctly identify the picture wins.
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Squint Tips
1. Before building, make sure all Shape Cards are visible.

2. Builders are encouraged to move and animate the
Shape Cards to help players identify the picture.
3. Itisokay to overlap Shape Cards when creating
a picture.

4, Use the blank side of the Shape Cards to mask out
unwanted lines.

5. Identifying pictures is much easier when you create
related items. For example, it is much easier to iden-
tify a nose if a face is also represented in the picture.

6. As a group, decide before the start of the game how
precise answers must be.

7. Rather than returning the Squint Cards to the card
tray, builders can retain the Squint Cards as a way of
keeping track of the number of rounds played.

8. Squinting at the picture really does help!

Get the picture? Keep guessing!
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Variations

Squint Light

For easier play, skip the timer and the die, and
select whichever item on the Squint Card you
wish to build.

Squint Challenge
For a more challenging game, skip the roll of the
die and play only the level 3 words.

Progressive Squint

The builder starts constructing the level 1 item.
When it is identified, the builder immediately
begins constructing the level 2 item on the same
card, and so on, until time runs out. Scoring is
done when the time runs out, with chips awarded
for each item identified. The die is not used.
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ALPHPBET soUP

Insert a different letter of the alphabet into each of the 26 empty boxes to form
words of five or more letters reading across. The letter you insert may be the first,
the last, or in the middle of the word. Each letter of the alphabet will be used only
once. Cross the letter off the list below as you use it. All the letters in each row are
not necessarily used in forming the wo

Example: In the first row across, insert the letter G
and you form the word BRIGHT.

ABCDEFGHIJKLMNOPQRSTUVWXYZ
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