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Teaching About (and With) Technology
Some Pointers for Teaching in a New, Connected World
Working with personal computers and the Internet may be new to you or to others in your program. Even if you've used a computer yourself, you may not feel that you know enough to teach kids how to use it (or to use it as a teaching tool). After all, they have so many questions and you may be a new or occasional user yourself. Don't worry. No one expects you to become a technologist, nor should you expect to have all the answers. You're a teacher, and your teaching skills are what are most important.

You'll need some basic knowledge of any hardware or software you intend to introduce to kids in your program. Your knowledge doesn't have to be very deep, however. It's okay to learn along with the students. If you're unfamiliar with a piece of software, make sure that you get an introduction to its basic concepts, whether from some of the resources listed throughout this site, from one of your colleagues, or from a trainer brought in by your program.

Although it's not important that you become an expert, it is important that you continue to be a good teacher, coach, and facilitator. Remember and value what you bring to the kids in your program—creativity, love, patience, the ability to find answers, adult logic—and use that. Don't overstep and appear to be more than you are. Discover along with them. If you wait to be better than the kids, you won't give them a chance to become great themselves.

Below are some pointers for using technology effectively in your program. (You'll also find tips and advice in the section on multimedia activities and projects and in the technology section.)

· Always integrate technology into your larger learning goals, not the other way around. Teaching how to create a web page or use a drawing program should be part of a project on building language or math skills, not an end in itself. Kids need to understand that technology is just another tool for learning and communication, just like a book or a pencil.
· In fact, one of the most important things you can teach kids is how to decide when one tool or medium is better than another. For example, a handwritten letter is sometimes much better than email. Always work up to more advanced technologies from simpler ones. For example, suppose you are doing a project in which you want kids to draw a picture on the computer and ultimately add it to a Web page. Long before you introduce a drawing application like KidPix, you should have taught the fundamentals of drawing with crayons and paper. If they don't know how to draw in the real world, they won't be any better at it on the computer.

· Especially when it comes to the Internet, it's hard to guess the level of familiarity your kids may already have with technology. One child's parents may have an Internet connection at home; another may have previously gone to a school with a more advanced computer lab. Early in the term, try a mapping exercise, discussion, or other activity to assess how much kids already know and how technology has affected them. Just as with writing skills, you'll probably find big differences among the children.

· When you do find kids who know a little more, are a bit more adventurous, or are more engaged by a technology, use them. For one thing, peer-to-peer teaching between kids often can be much more powerful than teacher instruction. For another, it is guaranteed that you are not going to know everything about every piece of software or hardware. People who have worked with Photoshop eight hours a day, every day, for 15 years still learn things about it and encounter difficulties. If your lack of expertise is what's making you nervous, get over it. The basic tools are enough, and you can learn along with the kids. Remember, more features don't always make an application a better tool, and most people use only a small percentage of the features in a software package. When a child asks, "How did you do that?" see whether any of the others can answer before you explain it.

· Trust the kids. Model thoroughly, then trust them. If you stress that "the camera is expensive so be very, very careful," you'll make them nervous and insecure, even if you just do it through nonverbal cues. Trust them, while you model proper behavior completely; observe them, as they copy your models, to make sure they really understand. Your general attitude should be one of being careful but confident about the equipment. Treat the camera with the same regard you do a pencil—with intent and respect. You must be consistent in your models at all times. If on the day you introduce the camera, you're careful to wear the strap around your neck, but you wave it around with no strap on most other days, you will just torpedo your own message.

· Don't sweat the small things. Again, we guarantee it: things will go wrong. One day, you won't be able to remember exactly how to find an option, network connections will have problems, or something won't work in your file even though it did yesterday—it's just part of the gremlin-infested world of technology. Laugh about it, work around it, keep moving. It's going to happen to the kids, too, so it's important that you model the proper way to deal with challenges. Make some mistakes on purpose in your demonstrations occasionally, just so you can show them that it's not a big deal. Every time you have a problem, you're figuring out something new. It's not a negative; it's a positive.

· Never explain things too deeply—you want to give the kids plenty of room to explore. Remember, your goal is not to create PowerPoint experts, it's to teach core curriculum skills and help kids understand the many communication, research, and creativity tools they have at their disposal. Good critical thinking is more important than technological excellence.

· When introducing new technologies, do it in the context of larger projects that extend over many sessions. In this way, you can first introduce the conceptual skills (e.g., drawing on paper before drawing on the computer), then slowly introduce each piece of equipment or software. Students will benefit from a progressive introduction to how to use the tools, and repetition builds support for their understanding. 

· Don't try to teach something major in class if you are fundamentally unfamiliar with the subject. Experiment first or get some help from a colleague. A complex program like Photoshop involves some unique features that have no analogy in the real world, so poke around first. You'll be fine even if you don't know all of its most sophisticated uses.

Using Email and Other Communication Techniques
Teaching Kids How to Talk to the World
As we've said, the Internet isn't really about computers; it's about people communicating and collaborating with each other. Even though the Web seems to get all the media attention, email and other messaging applications may be the most powerful Internet use of all. They connect people directly, just like the telephone, with advantages the telephone lacks, such as the ability to communicate with many people at once at their convenience. 

If you really want to help kids become successful in the digital age, however, focus less on the tools and more on the human communication skills they'll need to use those tools effectively. After all, email is about more than sending a message: It's about the message we're sending, who's receiving it, what it can do and what we want back.

We're using the term messaging here to mean any software program that let's you send a message directly to one person or to many people at once. Messaging differs from Web use because it involves your taking the initiative to communicate with a specific person or to react to a message sent to you. Web sites, in contrast, passively wait for someone else to take the initiative by visiting them. Moreover, Web site visitors are anonymous, for the most part, unless they choose to identify themselves by sending a message to the site owner. One of the most important aspects in building a good Web page is adding features that let people get in touch with you through email and other messaging applications.

About Email and Email Addresses
Email is by far the most important and popular messaging application. The number of email messages sent in a day, a week and a year far surpasses the number of letters sent through the post office. Its convenience and versatility have made it an essential tool for doing business today in every field.

You need an email account in order to send and receive email; that's usually a basic service offered by your center's Internet Service Provider (ISP). Most likely, your center will create separate email accounts for all of its staff. Once you start adding dozens or even hundreds of kids, however, separate accounts may be too much for your ISP contract or technical people to handle. Web-based and free email services are available, however, which you can use if your center does not offer email accounts to you or your kids; some of them are listed below in the additional resources section below. (Note that few things are truly free, and most "free" services may append ads to the bottom of your emails; however, they are fairly unobtrusive and are a small price to help you get your kids connected to the world.) 

It's important to get email access for the children, so explore your options. You may have the flexibility to take a number of different approaches for different classes or children of different ages. Check with your network administrator for other ideas and to learn how email works at your facility.

An email account is identified by an email address. Standard email addresses have two parts, separated by an @ symbol. To the left of the @ is the user name, the part that identifies you personally. You may be able to pick this part yourself, such as when you choose a user name at America Online, or someone at your center may have a special system for assigning user names for everyone. The part of the address to the right of the @ identifies the domain where your account resides. If your center has purchased a domain for its Web site, such as youthlearn.org, this may be the domain name for your email address. If you get your service through another company, it will specify the domain. For example, everyone who uses America Online has "@aol.com" as the second part of his or her email address. For more on domains, see the section on the Web in YouthLearn's technology section.
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	Keep in mind that people can have many different email accounts. You might have a personal account with America Online or Hotmail, and another at your center. Your kids may have accounts at home, at school and at your center as well. The computers, of course, don't know that they all belong to you. If email is sent to bob@aol.com, it can only be received at that account, not at bsmith@yourcenter.com, even though the mail is for the same person.


Using Email in Class
All email programs are simple to use, and they won't take long to present to your kids. Follow the guidelines for teaching about technology when introducing the software. It is important that you train kids to think about communication, which means that you need to do two things:

1. Use email frequently to reinforce basic communication and language skills, such as reading and writing. Try activities in which you send emails to each other, to kids in other classes, and to other people in the center or community. Try finding email "pen pals" in other parts of the country or the world. In addition, you should familiarize the class with some conventions of communicating through email, called netiquette, although it's not important to get to this first thing.

2. More important, you should train kids in the conscious habit of communicating with people and email is the best tool for doing so because it lets people respond at their convenience. Teach kids to (politely) contact experts and sources through email in their research projects and to build communication features into their Web pages. Even just putting their email addresses on printed documents helps them internalize this habit. Part of the beauty of the Internet is how it opens new horizons for kids. The next step is getting them used to collaborating with the people they meet.
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	Don't forget to teach kids about safety on the Internet It's just a reflection of the larger world, and some predators look for kids through email and other messaging applications. Make sure they know how to avoid danger, just like not taking candy from strangers.


Online Communities
The next step in using email is to introduce facilities that involve groups of people. Because email messages are essentially free and can be mailed to any number of people at any time, email is a powerful tool for bringing people together. In fact, long before the Web existed, some of the greatest network activity was in USENET, a worldwide bulletin board system with more than 14,000 newsgroups that is still used daily by millions of people around the world.

The following are different tools for many-to-many communication:

· Electronic mailing lists, also known as listserves, listservs and email groups, allow many people to exchange information and/or have a discussion through email. Electronic mailing lists focus on a topic; the topic can be as big as "technology and society" or as specific as "lesson plans using KidPix for young children." To use a list, you "subscribe" by sending an email message to the specific list address. Once you subscribe, you will automatically receive all the messages other subscribers "post" or send to the list. Electronic mailing lists can be open and unfiltered with a few thousand people participating; they can also be closed and moderated with only a few specific people conversing. Most fall somewhere in the middle. They are easy to set up, but can be time-consuming to manage well. Note: Listserv is actually a trademarked name for a popular software product that is made by L-Soft Corporation that manages email groups. The more generic term is electronic mailing list.

· News list generally refers to one-way broadcasts, such as electronic newsletters, to people who are interested in a particular subject. Usually, no communication occurs among the subscribers, although people may sometimes communicate back to the editor, much like writing a letter to the editor of a magazine. For example, many Web sites allow you to subscribe to email updates from the organization that runs the site. You might create an email newsletter of your own to communicate with center personnel and supporters, just like a traditional newsletter. To create a news list, you can set up an electronic mailing list that is configured to only send posts from you and not to receive messages from other subscribers.

· Bulletin board, forum or threaded discussion usually refers to Web-based facilities that allow you to post a message for people to read at their convenience. You could create a bulletin board with other youth centers or nonprofit groups in your area to exchange messages about sources for supplies that you can share or exchange. The main difference between an electronic mailing list and bulletin board is that people receive list postings right in their email inboxes; the messages are "pushed" to them. Bulletin board formats require users to "go" to them—to get on the Web and type in an address and read each message. Some people prefer the format and organization capabilities of a bulletin board. The best online dialogues combine the two tools and allow the user to choose.

· Newsgroup is a specific kind of bulletin board. Newsgroups are one of the older components of the Internet and existed long before the Web. The history of USENET provides a fascinating peek at some of the values and ideas that helped shape the creation of the Internet and online community building today. It's worth a look. See the resource section below for more information on USENET.

We also urge you to build your own communities by creating and maintaining email lists of your own. It's easy to do on a small scale, and you can help the kids create their own lists.

Other Messaging Applications
Email is by far the most popular and important way to communicate in the networked world. In addition, you may want to introduce the kids to some other techniques that are becoming increasingly common. In fact, much of their popularity is among young people, so even if you don't spend much time on them in your classes, it's good to cover them in your discussions of safety on the Internet.

· Chat refers to a variety of programs that allow people to type back and forth in real time. Unlike email, where you send a message and then wait for the other person to read it and reply, with chat everyone is online at the same time, like a telephone conference call. Some Web sites have chat rooms, in which everyone else is online simultaneously, and chat programs allow you to contact specific people to create your own conversations with friends or associates. When you use them, communication is instantaneous—you can even see each letter as people type. Chat programs can be a great tool for collaboration and holding online conferences. Most chat software is free and can be downloaded from the Internet.

· Instant Messaging (IM) applications allow you to find out whether someone is online at the moment and contact them with a request to chat, exchange email or otherwise communicate. They're like a pager for your computer. Like chat software, most IM software is free and can be downloaded from the Internet.

· Voice communication is possible over the Internet if you have the right software and hardware. You can actually make long distance phone calls for free if everything is set up right.

· Groupware is a broad term referring to a variety of software applications that allow you to work collaboratively with other people. It can include functions that let people work on the same documents together, tracking changes as they are made, all the way up to more sophisticated functions that support messaging, conferencing and process management. Some application software includes groupware-type functions, but full-blown collaboration packages usually have to be purchased separately or as additional services from ISPs. 

Creating Web Pages
Showing the World What You Can Do
If you look at a Web page in its basic form, what do you see? Text and pictures. When you work with Web pages, don't worry so much about all the bells, whistles and fancy technology; instead, focus on the basics of good communication. Web pages are easy to build, but make sure that children are ready conceptually before you start teaching them how to do it.

Kids should first be introduced to the Web itself, of course, and email. You should spend time introducing things like digital photography, image editing, file formats and multimedia concepts before creating a Web page. That way, they'll be learning good visual and written communication skills as well as technology along the way.
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	Build a Web site for your center and include areas for pages from different classes and programs as well as from the kids. Create an online group share so kids can show off their work. Even if you can't make the site available over the Internet, you can still put Web pages on your lab computers; people can see them when they visit your center.


Elements of a Good Web Page
Why are some Web sites more successful at engaging and educating children than others? Just like a book, magazine or movie, good content is most important. You want information and images that people care about, and the page(s) should be well organized so that visitors can find what they want and enjoy the experience. In addition, the best sites all have five characteristics, regardless of their subject matter:

1. They are purposeful. That is, they have clear goals and objectives.

2. They are interactive. A site doesn't have to use all the most sophisticated technologies; it just has to spur kids to do something. Maybe it includes a "mailto" (a special kind of link for sending an email message when a visitor clicks on it), so that visitors can contact the kids with comments, or features something as simple as a button users can click on to get a pop-up definition. Think action.

3. They provide assessment. Great Web sites provide a way to measure learning, skills or other aspects of effectiveness. Think about this aspect as you build sites with your kids, as a way of measuring their skills development.

4. They tell a story. Stories are the essence of both learning and entertainment and are a way of sneaking knowledge past a kid's defenses. Web site stories don't have to be novels or even narratives. A collection of neighborhood slang terms can tell a story about language, and the right photograph can tell a story of adventure.

5. They are systematic. The brain searches for patterns, and great Web sites all have a logical structure that reveals their stories in a way that children can understand. Don't mistake "logical" or "systematic" to mean linear. One of the great things about hyperlinking and the Web is that visitors can find their own way to the heart of a story according to their individual interests and through multiple paths.

Look for these characteristics in the sites you recommend to children, and build them into the sites you and your kids create. Again, the learning value in building a Web page is not so much in using the software but in learning to be better communicators.

What You'll Need
Keep in mind that Web publishing is really a multimedia exercise. Web publishing software is simply used to enter text and assemble objects on page. If you have already introduced the kids to word processing, drawing, image editing or multimedia software, they'll already know much of what they need. Kids should at least be comfortable with the computer itself, the basics of using the Web, and email, and they should have some experience with a graphics application.

You have many choices in Web publishing software. We recommend Netscape's Communicator because it is easy to use and has the advantage of being free and available on most community computers. As a result, kids can take their files home or continue work at a library or school. Another good Web publishing product is Macromedia's Dreamweaver.
If you plan on connecting your pages to the Internet, you'll also need to work out the details with your network administrator or other technical staff to learn any specific issues about how your center's Web site is managed, although you may not have to concern your kids with this information.
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	Web pages are actually files written in a programming language called HTML (or one of its variants). A Web publishing application lets you lay out a page visually so that you don't have to learn programming. You simply type in text and arrange your links, pictures and other objects on the page, then the program automatically creates the program code in HTML. It's so easy because the program does all the technical work. For older kids, especially if part of your goal is to help them gain career skills, you may want to bring in local professionals from Internet design firms or technology companies who can talk about HTML and Web development beyond the simple things that a program like Composer can do.


A Structure for Teaching About Web Pages
Because so many routes to Web page creation exist, it is most important to remember the basics:

· Prepare kids with journal and mapping activities to get them thinking about the Web page or the subject of the project.

· Make the Web page part of a larger project that involves broader learning goals, and use stepped activities along the way. For example, you may be working over the long term on a project to create a survey, but you can introduce the basics by doing a simpler page like checking the weather. A Web page can be the culmination of almost any kind of project, from an inquiry-based project to reporting after a field trip.

· Before you have kids start building the actual Web page, always have them do sketches in their journals to make sure they've really thought through what they want to do. Another reason for this step is that you want them to see that new technologies augment, not eliminate, traditional methods.

· Always introduce new software, concepts and tools in a staged manner, as suggested in the guidelines for teaching about technology.

· Be sure to talk about the features that make a good Web site, as discussed above. Talk especially about the importance of including interactivity and communication to Web pages, such as including a mailto. Kids may not think about these elements at first, but talking about the subject will help them internalize the habits of online communication and will positively reinforce their work. Just remember that adding the mailto is not enough by itself; you'll need to let people know that the page is available, even if it's just to parents or kids in other classes at your center.

The Art of Asking Good Questions
The Key to Engaging Students in Learning
Good questioning skills may be the world's most unsung talent. Ask the right questions in the right way, and you'll engage people; do it differently, and you'll put them off. 

Anyone who's ever worked with kids knows how hard it can be to elicit information or opinions from them when they've got a case of the "idunnos." Certainly, for an inquiry-based learning program there's no more important talent, and by understanding the art of the question, you'll not only get children more actively involved, you'll help them learn this important skill themselves. Who knows? Maybe you'll be the one to inspire the next great TV journalist.

Types of Questions
There are three main types of questions:

· Factual questions have only one correct answer, like "What did you have for breakfast this morning?" The answer is not always simple, however; it depends on how broad the question is. "Why does a curve ball curve?" is a factual question that can have a very complicated answer. Factual questions usually make the best inquiry-based projects, as long as they are answerable and have room for exploration.

· Interpretive questions have more than one answer, but they still must be supported with evidence. For example, depending on their interpretations, people can have different, equally valid answers to "Why did Ahab chase Moby Dick?" The answers are not wrong unless they have no relationship to the text at all, such as "Because aliens from outer space controlled him!" When exploring any type of text (video, fiction, nonfiction, a painting, poetry, etc.), it is important to ask interpretive questions that build on one another because students will have to refer back to the text. Interpretive questions are effective for starting class discussions, for stimulating oral and written language exercises and, sometimes, for leading to good inquiry-based learning projects.

· Evaluative questions ask for some kind of opinion, belief or point of view, so they have no wrong answers. Nonetheless, the answers do depend on prior knowledge and experience, so they are good ways to lead discussions (e.g., "What would be a good place to take the kids on a field trip?") and explore books or other artistic works (e.g., "Do you agree with Ahab's views on whales?"). They rarely make for good inquiry-based projects because they are internally focused, but they can be a great way to connect with and elicit interaction from young or shy students (e.g., "Who's your favorite Pokemon?")

The Structure of Questions
In general, start questions with "how," "what," "where," "why" or "when." Think that's obvious? Well, how many times have you begun a question in class with "Tell me…" or "Describe for me..."? When you frame questions in that manner, you take control of the learning process because you're giving commands as well as asking for input. When you ask a question, however, there's nothing more important than generating a true and honest curiosity about the answer. That's why open-ended questions are best for most learning situations, unless you have a particular reason for leading someone to a specific conclusion or actually need a fact supplied to you. 

Try to avoid yes/no questions because they're usually a dead end. In contrast, open-ended questions:

· invite opinions, thoughts and feelings; 

· encourage participation; 

· establish rapport; 

· stimulate discussion; and 

· maintain balance between facilitator and participant. 
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	Try playing The Question Game with your kids. To start, two participants decide on a topic to question. One person starts with an open-ended question, then the other person responds with a related open-ended question. This goes back and forth as long as they can continue without making a statement or repeating a previous question. For example, the topic might be an object in the room, such as a light bulb: 

A: Why is it important to have light?
B: Where does light come from?
A: How does light help people?
B: Where is light used?
A: What would happen if there were no light?

Try asking a question and going around the room, each person asking a question based on the one before.


Leading a Discussion
Good learning programs involve everyone in planning and activities, whether it's a discussion among your team about goals or a brainstorming session among kids planning a video project. Here are some good ground rules for leading a discussion:

· Make sure everyone is prepared. This could mean that everyone has received the hand-outs or that you've read aloud the story you want to talk about. 

· Know your purpose. Is the goal to arrive at a decision or merely to brainstorm possible ideas that you'll follow up on later? 

· Opinions should always be supported with evidence. If you're discussing a book, for example, ask follow-up questions about why the student believes what she does. 

· Leaders only ask questions; they do not answer them. 

· Care about each question you ask. Avoid generic questions and prepare some good questions in advance. 

· Maintain a high energy level and enthusiasm. It's contagious! 

· Spontaneous interpretive questions are an important part of all discussions. Preparing questions in advance will actually lead to better spontaneous questions as well. 

· All good questions always lead to more questions. Be aware of practical and logistical issues, such as time limits, but never squelch enthusiasm when kids are on a roll. 

· Whenever possible and appropriate, use techniques like mapping to provide a conceptual, visual structure to the ideas you're hearing. Let people see you writing their thoughts and ideas on the map. 

Keeping Kids Focused
A Few Tips From the Pros on Maximizing Class Attention
Kids are kids: Their attention will wander and they'll sometimes act up. We can't thoroughly cover classroom management in this short article, but here are just a few pointers for keeping your classes on track. The important thing to remember is that if you make all of these techniques a steady and consistent part of your classroom behavior, you'll actually train kids over time to be more attentive.

· Energy! Nothing captures a child's attention like movement and sound, so incorporate both and keep your activity level high.

· Use interaction; don't lecture. Constantly ask questions, even rhetorical and leading ones. In your demonstrations, start questions and let the kids finish them. Show them something, then ask, "Why did I do that?" rather than simply explaining.

· As often as you can, bring the kids up close when you're modeling and have them sit cross-legged on the floor.

· When a child has a question, try passing it off to another student first if you think that student knows the answer. Get kids in the habit of learning from each other.

· Point instead of calling names when you want a response from a student. It won't seem rude if you mix it up, once they get used to it. Why? If all you do is call names, the kids don't have to look at you until they hear their name called. If you point and are constantly moving around the room, however, they will have to stay focused on you.

· In an activity in which you're calling on (or pointing to) many people for ideas or suggestions in turn, go back to someone you already called on. Once they know you'll do that, they can't tune out after you've called on them once.

· Use community-building activities during the day to inject some action, energize the group or transition to another activity.

· If someone's starting to act up, put her in charge of a game or community-building activity. She'll have to become the responsible one.

· When you're modeling or demonstrating something with one group, ask a question or otherwise involve someone from another group all of a sudden to keep everyone attentive.

· Is it time to call the kids back together after they've been working for a while in teams? Try this: Instead of saying anything, just start snapping your fingers in rhythm. Soon, someone will notice and start doing it, too; pretty soon, the whole class will pick it up. But don't clap; that's too loud and dramatic.

· Don't always be the one to pick the next person in a series activity. Let the kids choose sometimes.

· Exploit the kids' prior knowledge. One of the reasons they sometimes tune out is because their age or the community they come from has brought knowledge and experience different from the teacher's. If you use examples from their world, they'll stay engaged.

· Similarly, don't confuse them with academic words that aren't important right now. You can teach synonyms and antonyms without ever using those words, and even though learning to draw is all about geometry, why bring it up?

· When walking with kids from one place to another, have them line up in different ways each time, such as by height, birthdays or alternating boys and girls. While walking, have them count things, such as cars or doors. 

· Be clear when giving directions, but not overly clear. If you were not specific about a certain aspect of the assignment in order to leave room for creativity or because it doesn't matter, ignore the questions about it. Repeat the instructions, and let them figure it out.

· Sometimes, it's best to just ignore kids who are zoned out or who are being "too cool for school," especially if dealing with them would disrupt the class even more or when working with groups of 20 or larger. Get them back and engaged as soon as possible, however. One good way is to call everyone up for a demo. Even if they hang back for awhile, it won't be for long if they see that the rest of the group is having fun without them.

Using Community-Building Activities:
Getting Kids to Work Together
Community builders are short activities that help break up the day. They can be used as follows:

· To get kids to feel more like they are part of a community by interacting with each other, 

· To transition between larger activities, 

· To gain control or focus in a class that is starting to stray or act out. 

This section describes a few community builders you can try; many great ideas are available elsewhere as well. Collect them from colleagues and write them on index cards to add them to your repertoire.

Sound and Action Games
· Zoom. Standing in a circle, students orally pass the word "zoom" around from one person to another. The activity moves rapidly to build and sustain community involvement. Variations include switching directions, multiple zooms at one time, students leading zoom, standing in shapes other than a circle and using other words to build vocabulary. The first time, have students sit in a circle with their legs crossed, sitting up straight with their hands in their laps. Model this posture, and ask the students to have their knees touch their neighbors' knees to form a tight circle.

· In-Motion. This game is similar to mirroring, except that in addition to movement, it incorporates sounds and more extensive movements. In the beginning, a suggested rule is, "Keep your feet on the ground and stay where you are standing." One person (initially the teacher) conducts an action involving both movement and sound. Everyone repeats the model, then another person in the circle models an action with everyone repeating. The order can be determined by proceeding around the circle or from a caller who selects the next person.

· Fruit Basket. The class sits in a circle on chairs, with one person standing in the middle. Participants are equally divided between three fruits (such as apples, oranges and pineapples). When the middle person calls out a fruit (e.g., "apples"), all the apples change chairs, including the middle person. The person "out" becomes the next caller. If a caller says "fruit basket" all participants have to change chairs.

Language and Word Games
· 20 Questions. Most people remember this game from childhood; in it, one person picks something to be, like a famous person or an animal, and then the rest of the kids ask yes/no questions until someone guesses who that person is. It's a great way to keep kids focused when they have to stand around waiting or are moving between places. Here's a tip: If one kid is starting to act up a bit, put him in charge of the game or have him go first. It will bring him back on track.

· Frozen-in-Motion. The leader and participants sit on their chairs. Initially, have the participants feel the floor, feel the chair and feel the space they are in. This can be done with eyes open or closed. Participants are then directed to feel and replicate an emotion, such as boredom, surprise or anger. The leader (the teacher or a student) then says, "Freeze!" Everyone freezes like statues, and the leader now says, "We are in the museum of boredom" (or surprise or anger, whatever the selected emotion is). The leader selects one person to hold his or her frozen pose and be the "statue" and everyone else focuses their attention on that person. Ask the class to describe different aspects of the statue, such as the posture or facial set. This is a great exercise for training observation skills and is good for building enhanced vocabulary for writing.

· Proverbs. Take some standard 3"x5" index cards and write on them a number of famous quotes or proverbs that reflect the core values of your center. Make two cards for every quote, and be sure that the quotes are appropriate for the age and reading level of your kids. Bring the cards to class, and distribute them face down to the kids, either by passing them out at random or by letting them select from a box. Have everyone read the cards silently to themselves. Now tell them that everyone in the room has someone with the same quote; ask them to find that person and talk about what the quote means. (If you have an odd number of children in the group, use a card yourself.) 

Let the kids mingle and talk to each other, sharing the quotes until they find their partner. Make sure they understand that it's not a race. Once all the students have found their counterparts, have them return to their seats. You can stop now or continue discussing it as a group. Try asking questions like, "What strategy did you use to find the other person?" or "What does your quote mean to you in your personal life?" Try this activity using other things written on the cards, such as characters or quotes from books you read during the year.

