PRIMARY GAMES

Experiential Learning Activities for K-8

Transforming the Classroom into a Zone of Joyful Learning

“Fun with

‘ a purpose.”

Based on the work of Steve Sugar and Kim Kostoroski Sugar
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The Pedagogy of Play: Why Games Work

Creating a flowing, smiling environment for cognitive engagement

Visual
Learners

Auditory
Learners

| React to game

~ sheets, props, and Tﬁtal
visual sequences. Engageme _

@

Engage with oral
directions, debate,
and sound cues.

Kinesthetic Learners
Thrive on touch (handling

cards/chips) and movement.

Key
Benefits

Immediate

Feedback

Low-Stakes
Pressure
Simulation

Social

Bonding

“The Sesame Street experience has taught us this—if you can hold the attention

of children, you can educate them.” — Malcolm Gladwell, The Tipping Point




Matching the Mechanic to the Developmental Stage
Grades K-2

The Egocentric Stage

Focus on behavioral skills, rules,
and simple concepts.
Winning/Losing is introduced.
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Grades 3-6

The Cooperative Stage

Focus on curriculum reinforcement
and group dynamics. Games serve
as friendly pre-tests.

I TIP: Use larger teams to
teach cooperation.

Grades 7-8

The Critical Thinking Stage

Focus on complex problem
solving and student-generated
content.

l TIP: Students write the questions
to demonstrate mastery. l
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“Loading” the Game: Developing Content

A game is just a frame; the content is the picture you put inside.

The Review Test v
Convert 30-50 N
test items into The

game questions. Review

Test | I

Information
Triage -

Sort curriculum

into “Keep" vs.
“Drop".

=

Zoom In-
Zoom Out

Connect specific
questions to

holistic goals.

AU U UL e

B} Question Writing i
i Checklist i

Zf Conversational Tone
(Read aloud)

6 Zf Closed-Ended
(Specific answers)

v Brevity
(Under 35 words)

‘ _V_f The Golden Ratio:

Mix 3 Review Questions
(Old) for every 1 Preview
Question (New).
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The Anatomy of a Game Session

60%

‘ |I'I"I'| 1l ||'1 i Il"I'I!'I 1] "H:I'I’|'I'II I‘"}}

> - |
- Game Play I '
Physical prep, - Energy, Interaction, and The most critical

Logistics, the “Moment of Learning” academic component.
Safety checks. (immediate feedback). Cooling down,
Debriefing,
Reflection.
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High-Energy & Kinetic Games
Getting Students Out of Their Chairs

( )

Target: Grades 2-8

Mechanic: Answer questions
while keeping a balloon aloft.

Scoring: Points for Correct
Answer + Keeping Balloon
Airborn.

Why: Multitasking forces
deep recall.

Balloon Juggle ': _

Batter Up! Bubbles '
A @ |
| © 68
@ =Xy

Target: Grades K-5

L el <o, _ _ Mechanic: Correct answer = 3
Mechanic: Baseball simulation. blows on bubble wand.

Correct = Hit. Incorrect = Out. | Incorrect = 1 blow.
Scoring: 4 hits = 1 run. ‘ Scnrinﬁ: 1 point per bubble

Why: Familiar sports rules
reduce anxiety.

counte

Why: Visual wonder; introduces
counting/science concepts. e
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Strategic: Risk & Reward Games
Teaching Decision Making and Confidence

€]
Target: Grades 3-8 Target: Grades 3-8 / Target: Grades K-8
Mechanic: First to “know” Mechanic: Teams race icons Mechanic: Teams answer
covers head; others must copy. on a wall track. - uestions to reach point
Last person is “At Risk". e . | ‘ threshold. - , b
Scoring: Correct = Take a chip. o % Reward: Trip to the physical ~ ©
At Risk player pays a chip. advance icon toward finish. Grab Bag” for mystery prize. H

Why: Keeps everyone Why: Visual progress tracking;
physically involved. sequential events.

Why: High motivation for
special occasions.
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Teamwork & Problem-Solving Games
Building Consensus and Collaboration

e S e e

Bits and Pieces JQ Alphabet Soup - Dilemma__

D'p..

S, O% oy | |

. Target: Grades K-8 Target: Grades 1-7 .-

— Mechanic: Students find others Mechanic: Teams use 5 letter Target: Grades K-8
- holding matching shape pieces : - ' |
to form a group. carcs 1o fnrm Words. Mechanic: Relay race to sot
Task: Assemble shape, then Scoring: Points based on word ‘ cards into categories (e.g., L]
complete the assignment written length. Noun vs. Verb). L
UI‘I It. ) g : i ]
Why: Appeals to kinesthetic Why: Physical decision HH
YYD OIEaR rarcom giocbing: learners; reinforces spelling. making; visual representation.
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The Classics Reimagined: Bingo Variations
Low-Anxiety Review Using Familiar Structures

5 0 i

Wall Bingo

History Science Literature

2 116|32|49\71  problem:

= 100 100 100

24|38 743-5 |

22 5 P S o0 [P 2

2044 ; = 300 300

: , R : / Description: Jeopardy-style |

DESCI‘IptIDn: Grid contains DESGrIptlon: Grid CDFI'[&IHS ’r‘. wall chg_rt with CaFBgOr}:eSt};_nd k-
letters. Teacher gives clue nung'i)ersiTeacher gives X point values. e
(“Capital of Texas"); Student = problem (“7 + 3 - 5"); Student MBchaniali lectooint L
covers starting letter (“A"). 6 covers answer (“5"). | va?l?e %ﬁéﬁ) ai?int]gpsig. iyl .
Benefit: Links vocabulary to Benefit: Turns drill work into a Benefit: Great for whole-class

Initial letters. hunt; reduces math panic.

235996

review, hlgh visibility. i
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Rapid Fire & Quiet Focus Games

Channeling Energy into Concentration

Crosswords

QUIIET

Target: Grades K-8
Mechanic: Deduction. Teacher

Target: Grades 3-8 Target: Grades 3-8

Mechanic: Draw card determining Mechanic: Teams collaborate to |
: covers one square; students guess . . H‘
score (Double or Nothing, etc.) : : solve puzzle using
; which one + answer question. e
LI':"IE\” iaﬁngg: :uqcﬁrsatlr:};ﬁmness to Sconing. Poins for answer-HBopuUS ?%?I:E?giﬁ:ggfﬁve study guide; EEF
sta ﬁd ard Q6A for guessing square. vucgi}ulary review ). EmF
: Why: Outsmart the teacher dynamic. ' o
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- The Teacher as Designer: Customizing

NI

SE—

Tweak th

Class Size

IIII[IIIIIIIIIIIII

. 1-on-1: Compete against

| clock/standard score.
. Large Groups (30+): Use

| 'Fishbow!’ style or assistants.

——

e R e - e

Involve non-players as
Recorders, Pitchers,

e variables to fit your classroom.
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Change point values to
manage competition.

|IIHIII|IIIIIIII|

Bubble Masters, or Use partial credit to

Referees.

= o S

o ——"

T

encourage risk-taking.
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Managing the Energy: Control & Closure

Controlling the Room Handling Fairness The Cool Down

Controlling the Room Handling Fairness The Cool Down
Brandon Grotesque Brandon Grotesque Brandon Grotesque
Use noisemakers (bells/whistles) Disputes are lessons in honesty. Transition from competitor to student.
to cut through excitement. Use Address conflict resolution as part “Trash Can” Method: Have students
“Freeze" rule for prop misuse. of the game. metaphorically throw competitive

feelings away before returning to study.




The Return on Investment: Play = Retention

@@ Fun/Engagement @ Retention/Motivation
. Challenge i—b ‘(Y- Critical Thinking

“Games are not a break from learning; they are a vehicle for

learning. When it’s fun to learn, children love learning.”

Start simple. Pick one game. Trust the energy. Let the games begin.




