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i 

Abstract 

This curriculum project is designed to supplement the New York State seventh and eighth grade 

American history social studies course with active learning strategies.  Three strategies including 

simulations, reenactments, and educational games will be supplemented into each unit.  A total 

of 33 active learning activities, equal numbers of each, will be added to the 11 units that 

comprise the two-year course of study.  Students often find it difficult to absorb the information 

and be motivated by the content (Russell & Waters, 2010).  Teachers find it hard to teach all the 

necessary content and still be able to go in depth on the material (Pattiz, 2004).  The three active 

learning strategies designed as supplements to the social studies curriculum have been proven to 

be effective in increasing student interest on the subject as well as their achievement. 
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Introduction 

 Students in schools are currently losing interest and their curiosity in the content of social 

studies because of the way it is being taught to them (Pattiz, 2007).  Certain subjects such as 

science, combine a mixture of content with hands-on experiments to peak student interest in the 

subject (Abt, 1968).  The dry curriculum of social studies, at first sight, does not seem to 

promote active learning, being a subject of specific ordered events that happened in the past 

(Pattiz, 2007).  Social studies teachers often rely on lectures or worksheets to help the children 

learn the content (Russell & Waters, 2010).  However, the curriculum in social studies holds 

much more power than mere worksheets and lectures.  Although students may not be able to 

rewrite the past, active learning strategies allow the students to be able to relive the events, 

determine the outcome had history not happened the way it did, and solve present day problems 

with previously used strategies of the past (Bain & Mirel, 1982).  Active learning in social 

studies relies around the thought that the curriculum is more than simply the teaching of history, 

but it is the “idea” of history that is being taught (Bain & Mirel, 1982). 

 By infusing a curriculum with active learning strategies, a more interactive era of 

teaching social studies will emerge.  Students want to learn by hands-on activities and active 

learning strategies, and who knows better than the student does when it comes to how they want 

to learn (Russell & Waters, 2010)?  This curriculum project is merely a guide for 7
th

 and 8
th

 

grade social studies teacher in New York State, but it can be used as a stepping-stone to branch 

out among different grades and throughout different states. 

 Research has shown active learning to be an effective strategy in the classroom.  In a 

study conducted by Adams, et al. (2008), the students became more engaged while participating 

in the simulation, which increased of their knowledge base.  Another study by Gehlbach et al. 
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(2008) saw that because of their participation in the simulation, the students were more 

motivated and more interested as well as more likely to achieve on the content.  Because there is 

proof that active learning strategies are effective to students regardless of age or subject, creating 

a curriculum that combines them with the specific content of social studies will help students to 

be more interested and engaged in the field. 

 This curriculum project will not only benefit myself, but potentially any future teachers 

as well.  I chose social studies as the subject, because as a former student of the content, I did not 

like the subject.  I never understood what was going on and learning consisted of worksheets, 

quizzes, and textbook readings.  When I came to college, I knew there had to be a better way to 

teach it.  While student teaching, I was introduced to two eighth grade social studies teachers 

who used active learning strategies throughout their units.  Watching the students participating, 

engaging in the content and learning, I knew these two teachers were doing something right. 

 By completing this curriculum project, I will come out of this experience with a new way 

to teach if I was to get my dream job of teaching middle school social studies.  I will also have a 

greater ability to adapt future curriculums to make them more interactive for children.  I truly 

feel that having an interactive curriculum that engages students and promotes active learning 

through hands-on simulations, reenactments, and educational games will benefit teachers and 

students alike. 

 In conclusion, this curriculum project will infuse a two year-long seventh and eighth 

grade social studies curriculum from New York State with simulations, reenactments, and 

educational games in order to improve a student's interest and achievement in social studies. 

Literature Review 

 With the increased emphasis on detailed curriculums and annual assessments, students 

are now learning the bulk of the content in schools with 'kill and drill' exercises which leaves 
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little room for the students own natural curiosity and inquisitiveness (Pattiz, 2007).  For social 

studies educators, time to evoke a student's curiosity and critical thinking skills in one school 

period is instead often limited to a sheer rote memorization of the important facts (Doggett, 

2006).  The content in a social studies curriculum allows for a hands-on, interactive component 

that only a small amount of teachers take advantage of (Russell & Waters, 2010).  The use of 

simulations, reenactments, and education games allow students to not only participate and learn 

from history but also require them to think critically about history and current events (Singleton, 

2011). 

Social Studies Curriculum 

Social studies is an important subject to study in school, although it is often pushed aside 

for other classes, which promotes skills that are often lacking in a social studies classroom.  

Thinking is a requirement in life, so by establishing a curriculum that encourages students to 

participate and to think critically will benefit them in their future (Pattiz, 2007).  Another aspect 

of school that will promote learning and critical thinking is the fact that there are students with 

diverse experiences and perspectives in each class.  Multiple perspectives make for multiple 

conversations and multiple opportunities for learning.  Learning is best when students have the 

ability to be social and learn through dialogue with one another and reflect over the content 

(National Council for the Social Studies, 2010). 

All too often, teachers neglect their ability to use different techniques and methods in 

their classroom, often settling on those that require few thinking skills (Russell & Waters, 2010).  

For an effective and engaging curriculum in social studies, teachers need to help develop and 

promote a student’s critical thinking skills by both synthesizing and evaluating information, thus 

helping the students to gain valuable skills to use both in and out of skills (Walker, 2003).  As a 
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teacher shifts away from a textbook-based learning experience to that of an interactive, student-

centered approach, students will have a greater ability to absorb knowledge and be able to 

question what they know at a deeper level (Pattiz, 2007). 

What makes social studies unique.  Social studies, a mandatory component to school's 

curriculum in most grades, is in a completely different realm of that than of other core curricula 

such as math, science, and English.  Within mathematics and science classes, students have the 

ability to manipulate inanimate objects, use multiple theories and equations, as well as conduct 

experiments on the content (Abt, 1968).  English allows students to think, write, and escape into 

a different world when they are reading (Abt, 1968).  Social studies has a set curriculum.  Unlike 

other subjects, to be accurate, the material cannot be changed to fix a certain example or 

rearranged to allow for greater understanding (Abt, 1968).  For example, in a mathematics 

classroom, if a student does not understand a particular equation, often times, there is another 

way to get to the answer that the student does understand.  In social studies, there are only facts 

presented in chronological order, rarely are there the multiple methods of coming up with an 

answer.   

Although social studies is a core subject in school, sometimes the class is brushed aside 

to make room for subjects like mathematics and English that are being assessed by the 

government under No Child Left Behind (Pattiz, 2007).  The content of social studies, however, 

is all around people and society.  Simply watching the news shows how important social studies, 

global awareness, and knowledge of the past are to move into our future world (Gehlbach et al., 

2008).  Social studies as a subject is a never-ending learning quest, because as each day passes, it 

becomes a day in history.  As time passes, the content expands and helps to prove the necessity 

of learning social studies. 
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Social studies has often been thought to be at a disadvantage because learning is best 

when the student is active and experiencing the content;  however, social studies is the learning 

of actions of individual people with their own thoughts who once lived in the past (Abt, 1968).  

No matter the content, teachers can help or hinder the student's learning of the subject depending 

on how they teach it.  New strategies may be applied to help teach the content, and spark a new 

interest into the subject for the student. 

How is social studies generally taught.  All too often, social studies teachers do not take 

full advantage of the possible lessons they could teach.  They feel "frustrated by efforts to tie 

their performance to standardized measures of minimum competence which sacrifice depth of 

understanding for breadth of coverage" which often leads them to cover the material in the 

easiest and quickest way (Pattiz, 2007, p. 2).  With the amount of material needed to be taught, 

teachers move quickly through the content that allows for a minimal amount of issues to become 

real for the students or even simply relevant to the students (Gehlbach et al., 2008).  Teachers 

often resort to passive learning techniques like lectures, worksheets, and rote memorization to 

teach the content (Russell & Waters, 2010).  According to Pattiz (2004), within most social 

studies classroom, learning requires the students to remember small bits of information including 

names and dates.  To prove their understanding, students then replicate their knowledge on static 

assessments where they usually answer questions using multiple choice, matching, or true/false 

questions (Pattiz, 2004).  Sometimes students will fail to see the relevance of the material being 

taught because they are so disengaged, often finding the subject and the content uninteresting 

(Gehlbach et al., 2008).  If a student happens to be engaged with the lesson or the content, the 

teacher may notice that the student is more interested in the opinions of those who they are 

learning about and not the actions or events themselves (Gehlbach et al., 2008).  By not being 
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interested in the entire event, the student is missing a lot of the content. 

 How would students prefer to learn.  The age of a middle school student can often be a 

time where student motivation decreases, making it a struggle for the teacher to hold their 

interest (Gehlbach et al., 2008).  However, students at this age are often able to explain how they 

want to learn.  As a teacher, an excellent way to know what the students want is to simply ask 

them.  In a recent study conducted by Russell and Waters (2010), 480 middle school students 

were asked what they disliked about social studies instruction and how they would prefer to 

learn.  According to the students, lectures, rote-memorization/note-taking, worksheets, busy 

work, and assignments from the textbooks were the top five answers of what they did not like 

about their current social studies instruction (Russell & Waters, 2010).  These passive learning 

techniques are all too often what teachers use in the classroom; further contributing to the 

decreased interest in the subject.  Students, not surprisingly, wish to take a more active role in 

their learning, preferring cooperative learning activities, review games, graphic organizers, use 

of technology, hands-on/active learning, field trips, student presentations, and class discussions 

(Russell & Waters, 2010).  As with most students, students in the middle school grades also want 

to learn from a variety of teaching methods (Russell & Walters, 2010).   

 Because of how the subject is currently taught, students seem to find the social studies 

rather boring (Gehlbach et al., 2008).  The problem is that students often shy away from things 

they do not like, in this case, the subject of social studies.  With the ever-growing need to know 

and understand the subject in the present world, there is a potential knowledge deficit between 

what the student comes out of school knowing about social studies and what is necessary to 

function in the current globalizing world (Gehlbach, et al., 2008).  There is hope for an increased 

knowledge base and that is simply by using the tactics that students want to learn by with the 
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content that the students need to know.  Social studies allows for many interesting activities that 

are relevant to the student’s life and interesting enough to capture their attention. 

What does the content of social studies allow for.  Teachers often encounter problems 

in social studies content because, at first glance, it appears to be just about the past, a seemingly 

static topic that doesn't hold much interest.  Teachers have focused in the past on the simple facts 

of the subject and taught them in a very passive manner (Wilson & Peterson, 2006).  

Nevertheless, the topic of history is more than reading from a textbook, it is about experiencing 

life in the past, connecting it to current events, and looking at what the future will hold (Turner, 

1995).  R. G. Collingwood, a philosopher and historian, said that history could be thought of as a 

reenactment of the past events as cited by Pattiz (2007).  This reenactment, which could take 

place in the students mind or the classroom as a whole, will allow the student to see into the 

viewpoints of the historical people, thus allowing students to gain a better understanding of the 

subject (Bain & Mirel, 1982).  When teachers use active engagement in their lessons, they are 

moving past the simple memorizations of facts to something more complex and critical for the 

student to think about, all while covering the content that needs to be taught (Dogget, 2006).   

The class of social studies is the study of people from the past, the study of culture, and 

the study of actions.  However, in the rush to go over the content, teachers and students often 

forget the thought processes that led to where the world is today (Bain & Mirel, 1982).  To 

comprehend social studies, these thought processes are essential to understanding the world and 

the subject (Bain & Mirel, 1982).  By actively allowing the student to think, to experience, and to 

get into character of someone of the past, will let students experience history, and therefore 

increase the value of the knowledge (Bain & Mirel, 1982). 
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Active Learning in Social Studies 

 

 Social Studies teachers want their students to learn the content, to develop critical 

thinking skills, and to demonstrate citizenship in their community, but are often restrained by the 

time they have to teach it in (Morris, 2001a).  While the students are learning the content, they 

need the chance to apply their new knowledge in a context that will allow them to utilize it and 

solve problems, and not just answer questions on a worksheet (National Council for the Social 

Studies, 2001).  Active learning strategies allow students the chance to be their own teacher, 

letting them conduct their own learning for a change (Struppert, 2010).  Active learning 

strategies may be a challenge for teachers who must change their role from one who gives out all 

the information to one who supports the student’s inquiries while providing boundaries and 

guidance where needed (Devlin-Sherer & Sardone, 2010). 

 Active learning will engage students into learning as they most often work together in 

some form (Oset, 2008).  An important reason to use active learning strategies in the classroom 

is that it will increase the amount of time that the student will stay on task and be learning (Oset, 

2008).  When students are engaged and actively involved, students will be working to explore 

and make sense of the information that is in front of them (Adams et al., 2008).  Based on Dale’s 

Cone of Learning (1969), active learning and particularly that of doing something is the best way 

to learn.  After a period of two weeks, Dale (1969) proposed that students would remember 90% 

of what they both say and do, with simulations and reenactments being the bulk of the strategies 

provided.   

 Active learning strategies are any kind of hands-on multisensory activities that require the 

student to think critically and be involved in the content (Turner, 1995).  By incorporating active 

learning into the classroom, teachers are often able to reach the students who are not interested in 
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the content or the ones who have very little involvement in the classroom (Devlin-Scherer & 

Sardone, 2010).  Student interest also increases when they do not fully understand the material 

because there is something to learn (Adams et al., 2008).  Besides reaching those students, active 

learning strategies will help to involve more of the multiple intelligences of students, which will 

help to illuminate each student’s individual potential (Gardner, 1993). 

 As reported by Russell & Walters (2010), students enjoy being actively engaged in the 

content.  This enjoyment has the potential to be contagious, meaning, when one student is 

enthused, the rest of the group members may become more involved in the learning process as a 

result (Morris, 2001b).  Active learning strategies also have the potential to stretch a student’s 

attention span, which is important when there is only limited time that can be spent on the 

subject each day (Leming, Ellington, & Schug, 2006). 

 Besides students enjoying the material taught, students have the potential to learn more of 

the material.  In a study by Mohamed (2008), a college chemistry class was divided into sections 

depending on the learning strategy the material was taught through.  Out of the 25 students 

enrolled in the course, quiz grades were higher when the material was taught through an active 

learning strategy (Mohamed, 2008).  Approximately 65% of the students preferred the active 

learning strategy over the two traditional teaching methods offered (Mohamed, 2008). 

 Social studies students will be more likely to understand the content, if they are actively 

learning the material, exploring the content in small groups, and participating in discussions, 

debates, and presentations rather than copying down a list of important facts that will need to be 

memorized (Pattiz, 2007).  The historical content that is social studies allows for many different 

active learning strategies to be employed.  Three of the most interesting and intellectually 

stimulating active learning strategies would be simulations, reenactments, and educational 
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games. 

 Simulations.  Simulations, once only found in military settings, have increased their span 

to academics, games, stores, and businesses (Uretsky, 1995).  Simulations in terms of a social 

studies class can take a broad context.  Simulations require students to apply their knowledge 

critically in a simulated experience that has characteristics of the real world but contained in a 

very low-risk manner (Davidson, Preez, Gibb & Nel, 2009).  Students can prove their knowledge 

of the content in an active manner that will help to reinforce what they have learned (Singleton, 

2011).  In general, when a student engages in a simulation, they will use their problem solving 

skills in a real world setting (UB-TAH, 2006).  Teachers may also have the student apply their 

knowledge from the simulation in a real life setting and have the student prepare a report of their 

experience, their thoughts, and their research and present it to the corresponding professionals 

like policy-makers and senators for example (Singleton, 2011).  Some examples of simulations 

in a classroom may include mock trials and courts, legislative hearings, town meetings, elections, 

and even a simulated experience of our government (Singleton, 2011).  If a teacher engages 

students in a simulated trial for example, the students would have time to research the specific 

case, prepare their own arguments, then present their arguments, and have the jury of their peers 

decide the case (Turner, 1995).  A simulation allows for a different outcome of history, a fact 

that many students enjoy. 

 Simulations, an interactive method, allow students to experience something a little 

different from what they are used to (Struppert, 2010).  This new experience has the ability to 

lead to greater comprehension of the content as well.  In one particular study conducted by 

Alvarez (2008), using her two classes of high school social studies, each containing 25 students, 

students reported a 2.9 enjoyment rate out of five on the simulation (Alvarez, 2008).  Even as the 
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simulations got harder, the students still enjoyed the active learning over other passive 

techniques (Alvarez, 2008).  Students were also more thoroughly able to discuss the specifics 

topics on different essays submitted after completion of the simulation proving a gain in 

knowledge (Alvarez, 2008). 

 Simulations are an excellent way to promote active learning in the classroom when 

employed correctly.  As with anything, simulations need to be offered only when it is appropriate 

(Devlin-Scherer & Sardone, 2010).  Simulations may lose their enjoyment if too many or too 

similar of simulations are used in the classroom in a short amount of time, therefore, keeping a 

variety of possible simulations to choose from is in the teachers best interest (Devlin-Scherer & 

Sardone, 2010). 

 Simulations have the ability to captivate the student’s interest and knowledge; however, 

not many social studies teacher use them in their classrooms.  In one survey conducted, teachers 

were asked to rate why they did not use simulations in their classroom (Lean, Moizer, Towler, & 

Abbey, 2006).  The most popular ratings were that they were limited on time, they were not 

aware that simulations even existed, or there were limited resources or support from the school 

(Lean, Moizer, Towler, & Abbey, 2006). 

Reenactments.  Social studies is a tough topic to learn because students need to 

deconstruct their knowledge of the present to simply learn about the past (Morris, 2001a).  One 

way to understand history, to become more familiar with the past, and to be more knowledgeable 

of the present is to reenact scenes in history.  Unlike simulations which allow students to have 

the possibility of rewriting history, reenactments help students to see the different issues in the 

past from a first-hand experience and then have the ability to take that knowledge and relate it 

back to their own life (Davidson et al., 2009).  Reenactments require the students to explore a 
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different time period, event, or narrative while including some sort of decision-making 

components (Morris, 2001a).  Although teachers may use reenactments where the students just 

read from a historical document, teachers may also wish to have their reenactments unscripted.  

By allowing students to research the norms of that time period, specific people, as well as 

customs or attitudes, students are forced to think about what life was like in a certain time period 

and how it is different from now just to reenact it (Morris, 2001a).  Also by not scripting the 

specifics of the reenactment, students and teachers may have a more dramatic performance.  

Students will include the theatrics on their own while following the set rules from the time period 

that they are acting out (Lean et al., 2006).  When using drama in a social studies classroom, 

students can evaluate their own performance; link it to their knowledge of today, all while 

learning the content (Morris, 2001a).  Students will also have the time after a reenactment to 

discuss what they have seen, how it relates to history, and what it implies to today (Morris, 

2001a).  When a student is in character in a reenactment, they are more able to feel emotions for 

the person in history, and have a greater chance at building empathy for different groups of 

people (UB-TAH, 2006).  If a student assumes the role of a specific person in history or reenacts 

the life of a certain person, they are making themselves live a piece of history, which in term 

may help to increase their comprehension of the material (Bain & Mirel, 1982).  One major 

interest of middle school students is to pretend that they are someone else (UB-TAH, 2006).  By 

allowing students to explore different characters and be able to become someone else, the 

student’s self-confidence can increase (Morris, 2001a).  Reenactments may be used across a 

broad amount of students.  It can be as simple as one student to the whole class, grade, or even 

school participating in it (Morris, 2001b). 

 Simulations and reenactments both explore the active learning strategy in social studies.  
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Both strategies can be used to motivate students to learn about how history happened (Doggett, 

2006).  Another strategy that can be used in a social studies classroom is that of educational 

games.  

Educational games.  Games are abundant in today’s society, and converting them for 

use in the field of academia often brings an array of different ways to teach into a classroom.  

Educational games are an excellent way for students because it uses the student’s way of viewing 

things and incorporates it into the game (Abt, 1968).  According to both Abt (1968) and Kuznik 

(2009), children enjoy playing games, whether they be board games or computer games, so there 

is already a preconceived notion in the mind of the student that the experience will be an 

enjoyable one (Abt, 1968).   

Educational games often have students engaged in an exploration mode.  Students are 

asking questions, trying to figure out the answer by observations and interactions with the game, 

all while connecting it to the content they have learned in class (Adams et al., 2008).  

Throughout the experience of playing a game, a student interprets information, analyzes, 

discovers, evaluates, makes decisions, and participates in an interactive lesson to learn the 

content (Kuznik, 2009).  Teachers, along with game creators, can help to entice a student’s 

explorer side by including puzzling facts, intriguing information, and little clues that will help 

the student to form questions based around the intended learning goals that they will seek the 

answers to (Adams et al., 2008). 

Formal educational games that have a clear winner/loser often resemble political or 

economic struggles faced by nations or people, while other educational games can present a 

problem faced in society that will help to relate the student’s decision to that of the world (Abt, 

1968).  Most former educational games provide the groups with equal access to resources; 
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however, since that is not always the case in the real world, teachers have the ability to adapt the 

games to their classroom needs (Abt, 1968).  An example of an educational game that could be 

used in a classroom would be an adaptation of checkers or chess (Abt, 1968).  Both of these 

games have strategic patterns to winning and could easily be used with different units that follow 

wars and battles. 

Besides board games, another type of educational game would be a computer-based 

educational game.  The major difference between a computer-based educational game and a 

computer-based game is outcome for the student.  Whether the student wins or loses does not 

matter, because in either case, the student will be gaining skills and knowledge along the way 

(Percepsys, 2011).  As a student plays, they will use the concepts that they have previously 

learned, apply them to what is happening, and see a potential outcome. 

Smitherman, Ring, Jones, & Nasseh (2007) had 47 students in social studies complete an 

educational game for 30 minutes combined with a pre/post test.  Results from the survey 

concluded that students were more engaged in the content, and females were more interest in a 

war time period than usual (Smitherman, Ring, Jones, & Nasseh, 2007).  The educational game 

also increased and promoted discussion in the classroom while reducing the reluctance of student 

participation because of the intimidation of face-to-face discussions (Smitherman et al., 2007).   

Educational games are often requested by students simply to relieve the boredom and 

take away from the lecture time.  Because they work and help to increase retention rates for 

students in the classroom, some teachers cave to student requests and use educational games 

abundantly in their teaching.  It is essential for teachers to realize that educational games are 

merely an enhancement tool to help with teaching, and are clearly not a substitute for the need to 

present information and ask critical thinking questions (Abt, 1968). 



SIMULATIONS, REENACTMENTS, AND GAMES IN MS SS 15 

 

 

 Educational games help students to better understand the content, as well as help teachers 

to teach the material.  Educational games are another active learning strategy that could be 

supplemented into a specific curriculum to help students learn. 

 Effectiveness of the active learning strategies.  Active learning strategies such as 

simulations, reenactments, and educational games not only help students to understand the 

material better, but also increase student interest in the content.  Neumann, Neumann, and Hood 

(2011) studied computer-based simulations in a college statistic’s class where 38 students agreed 

to participate.  After the class, the student were contacted for a 20 minute phone call and their 

statements were put into defined categories when possible (Neumann, Neumann, & Hood, 2011).  

Using the computer-based simulation helped 66 % of students to see the real-world application 

of the context, helped 60.5 % to comprehend and learn about the subject, created interest and 

attention in 29 % of the student, motivated 18 % of the students to learn and increased enjoyment 

in 16 % of the students (Neumann et al., 2011).  

 Adams et al. (2008) have been conducting simulations and have collected volunteer 

interviews from 120 different diverse students from approximately 67 simulations.  Within each 

simulation conducted, four students with an equal number of male/female and an equal share of 

minority students were interviewed (Adams et al., 2008).  After using the science computer-

based simulation, most of the students were able to accurately explain the content and predict 

what would happened based on a hypothetical situation of what they learned (Adams et al., 

2008).  Researchers determined that the use of the simulation helped to engage the students with 

the content and provide a greater understand of the physic’s material (Adams et al., 2008).   

 Another study by Davidson, Preez, Gibb & Nel (2009) used an adaptation of the Paper 

Bag Game to help students to understand the inequality when it comes to resources in 
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underdeveloped countries as well as poverty faced by the inhabitants.  Out of the 96 students, 

only two reported that they did not learn anything from the simulated experience (Davidson et 

al., 2009).  In the interview process, students proved their knowledge by explaining the cycle of 

poverty in terms of the activity and in real-life (Davidson et al., 2009).  The simulation helped 

students to understand a relatively vague concept as well as motivate them to make a change in 

the world (Davidson et al., 2009). 

 In a multi-country study conducted by Struppert (2010), students in an Australian, 

American, and a Swiss middle school were given access to a computer simulation and two sets 

of data over a few month time period.  Students in all three countries found the game to be more 

interesting the first time they played it, with the interest and motivation decreasing slightly in the 

second round (Struppert, 2010).  The study also asked how the students preferred to learn, ratings 

were four or above out of five for all three countries in both data points (Struppert, 2010). 

 Gehlbach et al. (2008) used a web-based simulation to try increase interest in social 

studies in approximately 305 students from 19 different schools in the United States.  Students 

first researched their topic for about six weeks before beginning the simulation where they 

negotiated with other countries about particular issues (Gehlbach et al., 2008).  After completion 

of the simulation, students had two weeks to complete the assessment piece for the research 

study online (Gehlbach et al., 2008).  Gehlbach, et al. (2008) found that the more students 

interacted with one another about the content, the more interested in the unknown material they 

become as well as increasing their overall interest in the field of social studies.  

 Although the content is not history for the majority of the studies, the outcome can 

reflect what may happen in a history classroom.  In interviews conducted by Devlin-Scherer & 

Sardone (2010), teacher candidates entering the profession showed interest and potential 
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enjoyment in implementing digital simulation games in their future social studies classes.  Active 

learning has a place in social studies in middle school. 

Teacher Use of Active Learning 

 Active learning strategies help most students to learn the content required in the course.  

By moving around, being engaged in the material and participating, students have a greater 

opportunity to absorb the material.  Active learning strategies can be used throughout social 

studies units to help foster understanding. 

 When to use active learning.  In reality, active learning strategies like simulations, 

reenactments, and educational games can be implemented anytime depending on what the 

teacher wants the student to get out of it (Devlin-Scherer & Sardone, 2010).  As with any lesson, 

a teacher must first gauge the student’s knowledge on the subject already.  By determining what 

the student already knows, the teacher then will be able to give proper background knowledge 

where it is lacking that will aid in the comprehension process (Devlin-Scherer & Sardone, 2010).   

 Teachers can include the different active learning strategies as an introduction to the unit 

(Devlin-Scherer & Sardone, 2010).  By allowing the students to experience the event before they 

learn about it, students become intrigued and will want to know more (Doggett, 2006).  Using an 

active learning strategy to build an anticipatory set for the unit allows for the teacher to give out 

background information in an interesting way (Doggett, 2006).  Students will experience the 

emotions and realities faced by people first, increasing their awareness on the subject and their 

willingness to learn.  Combined with the simple fact that students who feel as though they do not 

know much about a subject will be more engaged and participating, using an active learning 

strategy as an introduction to the unit is a way to hook the students into wanting to learn as well 

as actually learning (Adams et al., 2008). 
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 Active learning strategies can also be used in the midst of a unit to simply enhance the 

possible discussions in the classroom (Devlin-Scherer & Sardone, 2010).  As with most lessons, 

these active learning strategies require a debriefing section or period of reflection (Youth for 

Justice, 2006).  Instead of a talk about the outcome of the simulation, reenactment, or educational 

game, teachers can focus the discussion on the procedure of what happened, of how history 

unfolded and how the students experienced that (UB-TAH, 2006).  Teachers will have a more 

meaningful discussion where the students get a lot more out of it. 

 Lastly, these active learning strategies can conclude the unit or be the assessment for the 

unit (Devlin-Scherer & Sardone, 2010).  Because active learning strategies are so different from 

how the material has been taught, teachers need to remember that changing the assessment may 

be necessary.  Active learning strategies in a social studies curriculum allow students to have a 

new experience of history (Morris, 2001a).  This new experience needs to translate over to 

possible new authentic assessments as that of traditional assessments may no longer be valid or 

reliable (Morris, 2001a).  This is not always necessary however, if active learning strategies are 

supplemented into the curriculum while still using the traditional approaches of lectures, notes, 

and textbooks, traditional assessments can be and will still be valid (Karb & Beiter, 2005).  Some 

teachers wish to make the most authentic, realistically relevant assessment to get the most 

reliable results for their students (Morris, 2001a).  These teachers have the option of using the 

active learning strategies as possible assessments if they so choose to.  A teacher could ask 

guiding questions before the simulation to help the student know what is expected of him 

(Morris, 2001a).  As a student performs in the reenactment, he will use his knowledge learned 

throughout the unit to reenact or simulate a piece of history (Morris, 2001a).  Teachers would 

give out a grade based on the accuracy of the performance (Morris, 2001a).  In a group 
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performance, teachers have the ability to record the names of students who asked good questions 

as well as who was on task and the accuracy of the performance (Alvarez, 2008).  In conjunction 

with these active learning assessments, teachers can have students write an article from that time 

period, a letter to someone from back then or to write about their experiences in the reenactment 

and their comparisons of that to present life (Morris, 2001a).  By allowing students multiple 

opportunities to show their knowledge gained, the teacher will have multiple opportunities to 

assess the students. 

 Components of active learning.  For an active learning strategy such as a simulation, 

reenactment, or educational game to be effective, there needs to be certain defined stages.  The 

teacher must first determine a topic they want the students to learn more about that has multiple 

perspectives or has many key people involved (UB-TAH, 2006).  Once the proper strategies 

around the proper topic has been chosen, the teacher needs to explain the activity in a way that 

allows the students to understand that they are not merely presenting a person to the class, they 

are a living, breathing replication of history who must follow all the rules of that specific time 

(UB-TAH, 2006).  The next stage is defining the roles in the activity.  Teachers need to make 

sure everyone is given a role and that they have time to adjust to it (UB-TAH, 2006).  Stage four 

involves actually completing the activity that means that the teacher needs to make sure that each 

student stays in characters (UB-TAH, 2006).  The last and most important stage is that of 

debriefing and reflection.  In this stage, students may either write a reflection piece before 

discussing what happened or they may simply have a discussion that allows them to reason and 

make conclusions as well as wrapping things up and letting the student see the big picture (UB-

TAH, 2006).  Oftentimes, teachers misunderstand the whole process or skip crucial components.  

One way to stop that, and an important process anyways, is that the teacher needs to know what 
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the student is going through (Singleton, 2006).  By having the same experiences before having 

the students complete it, the teacher will already know some of the misconceptions involved and 

unclear points the student may need help with (Singleton, 2006). 

 Strategies and tips.  Although teachers are constantly creating new and exciting methods 

for students to learn, researchers have studied the use of simulation, reenactment, and 

educational games to help to offer tips for proper and efficient use. 

 For an active learning strategy to be effective, teachers need to thoroughly plan and 

prepare the students for what is expected of them.  Setting objectives early helps both the teacher 

chose the correct activity to implement but also allows the students to know what is expected of 

them (Youth for Justice, 2006).  Before the activity even begins, teachers need to establish what 

they want the student to know and mentally assign the students roles to determine who would be 

a good fit at a certain job and to make sure that everyone has a task in every phase of the activity 

(Youth for Justice, 2006).  As the active learning activity nears, the teachers needs to define the 

rules for the students and explain the objectives of what they want the student to learn (Devlin-

Scherer & Sardone, 2006).  In addition, verification that the students understand the activity will 

provide the class with learning to help in the overall comprehension process and not simply a 

winner or a loser (Youth for Justice, 2006).  As the student prepares for the simulation, a teacher 

needs to make sure that there are adequate resources and the availability of research and time for 

the students to use (Youth for Justice, 2006). 

 A teacher needs to prepare the proper setting for the students to complete the activity in.  

Before the physical setting even comes into effect, a teacher needs to create a safe-zone in their 

classroom where students feel free to discuss and debate their thoughts with one another without 

feeling threatened in any way (Turner, 1995).  After creating such a safe zone with students, the 
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teacher may focus their attention on the physical setting.  Teachers may wish to stay at school for 

the active learning strategy because of the resources such as supplies, first aid, food, and 

bathrooms (Morris, 2001b).  Teachers usually do stay at school for the majority of simulations, 

reenactments, and educational games for the convenience factor as well as the time constraints 

faced in a middle school setting (Morris, 2001b).  If a teacher stays in school for the active 

learning strategy, teachers can set up the room in appropriate ways and provide props for the 

students to fully interact and participate (Youth for Justice, 2006). 

 Teachers may also wish to bring in outside resources to help with the authenticity and to 

just help in general with the active learning piece (Singleton, 2006).  Many communities and 

towns have local historical societies where people are interested in this exact field of recreating 

and reliving the past.  By inviting volunteers from the community, the teacher is not only 

showing the students that this is real outside of school, but will also help to provide a more 

realistic reenactment for the students (Morris, 2001b).  Besides community members, a teacher 

can look at inviting parents into the activities as well.  Oftentimes, parents have hobbies and 

interests that overlap into what the student is learning in some way (Morris, 2001b).  Lastly, 

former students who enjoyed the active learning activities will probably be more than willing to 

come back and assist in the activity once more (Morris, 2001b).  These students can serve as 

mentors to help the students understand the concepts, and be another resource in the room for 

while the activity is taking place. 

 If possible, a teacher should consider using the simulation, reenactment, or educational 

game in a sample group before going to a full class version (Devlin-Scherer & Sardone, 2010).  

By using a sample group first, the teacher will be able to understand most of the misconceptions 

and have the opportunity to correct them almost before the simulation would start with the whole 
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group (Devlin-Scherer & Sardone, 2010).  The sample group would also be able to become 

helpers or monitors when the teacher changes the activity to a full group setting (Devlin-Scherer 

& Sardone, 2010).  If the activity that the teacher is implementing is an educational game, the 

teacher should consider playing the game multiple times to help see where the students might 

stumble over the information or the game in general (Devlin-Scherer & Sardone, 2010). 

 The most important part to a simulation, reenactment, and educational game is the period 

of reflection and debriefing.  There are many different strategies that allow the students to benefit 

the most from debriefing periods.  Within the debriefing session, the teacher should focus the 

conversation on the purpose of the activity and how they felt in character throughout it (Youth 

for Justice, 2006).  Students should be led away from talking about simply who won the activity 

or the simple outcome of what happened (UB-TAH, 2006).  Students can instead talk about the 

procedures and norms of the historical time period and compare it to that of today (Youth for 

Justice, 2006). 

 Besides a simple discussion as a debriefing exercise, teachers can have students complete 

journals, letters, or articles from that time period to show their understanding as well as their 

ability to synthesize the information with that of today (Morris, 2001a).  Students can also write 

what they learned and what skills the acquired in the whole process (Pattiz, 2007). 

 With educational games, teachers need to be aware of the extra features that it may hold.  

Although you want the students to be interested in the material, there is possibility that the fun 

and interactive part of the game may become a distraction for the student (Adams et al., 2008).  

Teachers need to remember that in most cases, the simpler it is, the better.  The addition of 

unnecessary information simply to increase interest can often harm the student’s learning process 

(Adams et al., 2008). 
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 Students.  Active learning strategies are excellent teaching and learning tools for many 

different types of students.  Active learning strategies draw upon the different multiple 

intelligences of students to motivate them to learn and participate while doing what they are 

good at (Gardner, 1993).  Students may also be motivated with the introduction of a video 

camera.  Videotaping can spark an interest in students simply because it’s something new in 

schools still (Turner, 1995). 

 Active learning strategies may also help students with disabilities to learn the content 

more efficiently.  It’s estimated by teachers that about two-thirds of students with mild 

disabilities in their classrooms have below average achievement on social studies material.  By 

increasing student involvement, accessibility to material, and interest, after conducting active 

learning strategies in the classroom, teacher observation showed that students with disabilities 

were more engaged and focused on the content (Passe & Beattie, 1994).  Active learning 

strategies can be used as an alternative assessment for students with disabilities (Stufft, Bauman, 

& Ohlsen, 2009).  Combined with the basic needs and traditional techniques, active learning 

strategies will give the students a complete education allowing for modern approaches as well as 

individualized assessments (Stufft et al., 2009). 

Disadvantages 

 As with any technique, active learning strategies such as simulations, reenactments, and 

educational games carry a risk of failure with the students (Singleton, 2011).  Because these 

strategies are so interactive, the first disadvantage would be that not all students are interested in 

simulations, reenactments, and educational games (Devlin-Scherer & Sardone, 2010).  It’s very 

hard to find a technique that all students will enjoy, but the combination of three different active 

learning strategies will increase the chance of student interest. 
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 Another disadvantage could be teacher perception of the active learning strategies.  

Teachers who have been teaching for many years or who do not like adding new and developing 

strategies into their classroom often feel as though games and these particular strategies are not 

for learning and that the students do not take them seriously (Abt, 1968).  Students need the 

support and guidance from the teacher because there is that possibility that they may neglect 

learning and simply play the game or activity (Struppert, 2010).  When the simulation, 

reenactment, or educational game is thought of simply as a game, the students will lose the point 

of the experience and the learning that can take place from it (Davidson et al., 2009).  Another 

problem that could be that of the teachers would be poor role assignment (Davidson et al., 2009).  

When possible, the teacher needs to assign roles based on student’s need and abilities that will 

lead to greater learning and an efficient active learning strategy. 

 Because of the involvement of students, a major disadvantage of a simulation, 

reenactment, or educational game is the time that is required (Davidson et al., 2009).  Both 

preparation and enactment of the active learning strategy can be time consuming for the teacher 

(Alvarez, 2008).  Because a middle school setting has defined periods, it’s often hard to travel 

outside of the school setting to complete an activity.  However, staying at school provides the 

problem of an incorrect setting to the time period for students who get easily distracted (Morris, 

2001b).   

 Active learning strategies such as simulations, reenactments, and educational games, are 

interesting to the student at the beginning but can easily lose their newness over time if they are 

overused and are too similar in nature to one another (Struppert, 2010).  Because these strategies 

require a change to a more student-centered approach that is different from what is in most 

classrooms, some students are unable to accept the change and cannot deal with the greater 
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responsibility that comes with it (Davidson et al., 2009). 

 Teachers also need to determine what active learning strategy they would like to use to be 

able to determine if it would fit with their needs.  Oftentimes, simulations, reenactments and 

educational games come with trade-offs.  Teachers need to figure out what is more important to 

them out of each active learning strategy.  A possible trade off is between realism, the feeling of 

being there and experiencing the emotions, and the simplification of the game itself which 

increases the ease of playing (Abt, 1968).  Another possible tradeoff in activity development can 

be between a student’s motivation and emotional involvement and a student’s calmness which 

can lead to a disconnect of the material (Abt, 1968). 

Middle School 

 Middle school students are at an interesting age that is filled with changes both 

physically, emotionally, and intellectuality. 

 Middle school students are simply unpredictable at times.  Students in this time period of 

adolescent changes are changing into a concrete learning level (National Council for the Social 

Studies, 1991).  Middle school students are changing from children into teenagers, a confusing 

time period for them and a crucial time for the need of support and respect by peers and teachers 

alike (Ochoa-Becker, 1999).  Students are facing inconsistent growth spurts, the development of 

the reproductive system, and changing hormones that affect both mood and learning within the 

students (Taylor & Larson, 1999).  A critical part of the student’s brain is still developing; 

therefore, students often lack goal-setting, priority-setting, planning, organization and impulse 

inhibition qualities (Crenson, 2001) 

 Middle school students need emotional support and guidance to help them through this 

transitional time period.  Adolescence usually involves students exploring new behaviors, mostly 
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behaviors similar to peers and social influences (Carnegie Council on Adolescent Development, 

1989).  Active learning strategies that expose students to multiple perspectives and feelings allow 

for students to better connect with their own emotions (Taylor & Larson, 1999).  Students also 

need to learn to regulate their emotions, behaviors, and social skills in this changing time period 

(Taylor & Larson, 1999).  Cooperative activities where students need to work together will help 

students to learn responsibility, regulate themselves, and allow them to practice correct 

socialization (Taylor & Larson, 1999).  Such activities can include simulations, reenactments, 

and educational games where students are in teams and have to divide responsibility and work 

together to come up with an end product (Ochoa-Becker, 1999). 

 According to both the National Council for the Social Studies (1991) and Gallavan & 

Davis (1999), teachers implementing more of an active classroom will have students with a 

better chance at succeeding and learning.  At this crucial time period teachers need to focus not 

only on the content of the course but on helping the students to develop moral and ethical 

reasoning (Taylor & Larson, 1999).  By allowing for interviews, community service activities, 

and reenactment activities, the teacher is engaging the students and their natural abilities to help 

them succeed in the classroom (National Council for the Social Studies, 1991). 

 Adolescence requires the beginning of the change to interdependency with parents, 

teachers, and friends (Carnegie Council of Adolescent Development, 1989).  With this 

interdependency come new risks with the changing world the students live in.  Students are 

exposed to alcohol, drugs, and sexual experiences at younger ages as years pass (Carnegie 

Council of Adolescent Development, 1989).  Although students can often seem uninterested in 

the content and in even coming to school, the educational setting and structure is a stable staple 

in their lives that they need to mature and grow from (Gallavan & Davis, 1999).  If teachers can 



SIMULATIONS, REENACTMENTS, AND GAMES IN MS SS 27 

 

 

show students the importance of an education at this crucial time period in their lives, the 

students will have a greater chance of furthering their education to college and becoming 

productive members of society (Carnegie Council of Adolescent Development, 1989).  Simple 

cooperative and active learning strategies in a middle school classroom can entice the student 

into furthering their knowledge on the content, in school, and promote global awareness in an 

ever-changing world. 

 Middle school is a vital time period where teachers can use active learning strategies to 

help the student to develop into a proper, productive, and globally aware teenager that will help 

them to continue into adulthood. 

 Active learning strategies such as simulations, reenactments, and educational games help 

teachers to interest their students into the material while increasing their achievement and 

knowledge.  Simulations, reenactments, and educational games are proven effective at different 

levels in schooling as well as in different content areas.  Social studies allow for a very 

interactive learning experience on behalf of the student, and it is the teacher’s job to harness that 

active learning.  Middle school students are at fundamental need for support, guidance, learning, 

and interactivity that teachers can provide using active learning strategies. 

Methodology 

 A major issue that often plagues middle school social studies teachers is a lack of interest 

in the content, which also can affect a student’s achievement.  This curriculum project will 

enhance the seventh and eighth grade key points in social studies that are provided by New York 

State with ideas from an interactive methodology in order to improve student’s interest and 

achievement in social studies. 
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 An interactive methodology including active learning strategies in a classroom, has 

students connecting and using the content in a way that students have to not only analyze and 

interpret the information, but also use it to make decisions based off the content (Doggett, 2006).  

There are many different forms of an interactive methodology that simulations, reenactments, 

and educational games may fit under.  According to Gentry (1990), these three activities can be 

considered experiential learning because the students would be using concrete objects and 

situations to further their own thoughts and actions.  Although these strategies fit under an 

experiential learning strategy, for this curriculum project, I will use the term active learning as a 

category for the three strategies.  Active learning requires students to not only complete a task, 

but also think about what they are doing while completing it (Oset, 2008).  Simulations, 

reenactments, and educational games will involve and engage the class in their learning, increase 

the amount of time they spend on task which will add to their knowledge base, as well promote 

positive peer involvement and interaction, all which are encompassed under the active learning 

definition (Oset, 2008).  This curriculum project is focusing on three specific learning activities 

to add to a teacher’s resource bank of lesson plans, specifically, simulations, role-

play/reenactments, and educational games. 

 A simulation helps to engage a student’s problem-solving skills by simulating an actual 

experience (UB-TAH, 1996).  By incorporating simulations into a middle school social studies 

course, the teacher is allowing the students to participate and learn from a situation that few will 

have the chance to experience in their lifetime (Singleton, 2011).  Within a social studies course, 

a simulation may include town meetings, elections, or mock trials to name a few (Singleton, 

2011).  The interesting concept about mock trials and other simulations is that the students will 

research and use the evidence that was actually collected in that particular case and present it as 
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their own (Turner, 1995).  By presenting it to a class of their peers serving as jurors, the outcome 

to the case may be different from that which is historically recorded.  Simulations are a great way 

to get students involved in what they are learning while requiring them to think about the content 

and not merely memorize facts (UB-TAH, 2006). 

 Another active learning strategy that will be infused into the two-year long New York 

State’s social studies key points will be reenactments or role-playing situations.  Within a 

reenactment, the class tries to recreate a particular period, place, or situation in the most 

authentic way possible (Morris, 2001a).  Role-playing or reenactments can come in two different 

forms.  The teacher can provide students with an actual transcript from a historical event to 

follow and read from or the teacher can have the dialogue be unscripted.  By not providing a 

script, the students are forced to research, assume a new identity, think like that historical person, 

and make decisions that would be historically accurate (Morris, 2001a).  A role-playing situation 

may be as simple as a presentation done from the first person point of view as suggested by the 

New York State classroom ideas located in the social studies key points or as complex as a 

recreation of the immigrant experience on Ellis Island.  Although the actual participants can 

create fictitious characters, they must follow the norms set forth by that particular period and all 

subsequent decisions must be appropriate (Lean et al., 2006).  Reenactments require students to 

take the information they have learned and synthesize it with the knowledge and culture of today 

to be able to think and act as an actual historical person. 

 Although simulations and reenactments seem very similar, and they are, there is one 

major difference between the two and that is the outcome.  A simulation may run its course in as 

little as five minutes or take a few weeks in the classroom to complete.  Simulations allow the 

students to see connections across different historical events in different periods because they are 
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actually experiencing the events and seeing the similarities through the centuries (Pattiz, 2007).  

Simulations, like mock trials and historical elections, allow the students to get into character 

using the actual evidence and primary sources of that time period, but allow students to see how 

history was created, because the outcome to the trial or elections may be different from what 

actually occurred (Singleton, 2011).  By simply allowing for the change of history, the students 

may see how easy the world could have been severely different and it will help them to see that 

they can make a change, big or small, and still affect the world.  A reenactment, on the other 

hand, whether it is scripted or not, follows the norms of that particular time period and keeps 

with the historically accuracy of the time period (Lean et al., 2006).  Reenactments often help 

students to develop empathy in situations where they normally would not feel it because they are 

actually participating in the reenactment (UB-TAH, 2006).  It allows students to see the actual 

events of history with the real outcomes and helps the students to connect the past with the 

present.  Because of the outcome to these two strategies are different, it’s beneficial to put both 

into the curriculum. 

 The last active learning strategy used in this curriculum project is that of educational 

games.  There are two major types of educational games that can be used in the classroom:  

computer-based and material-based.  Computer-based games are often commercially made.  

While the students initially enjoy playing them and learning from them, their interest decreases 

the more they use the same game because of limited options presented (Struppert, 2010).  

Material-based educational games hold their novelty longer because they are more easily 

adaptable (Abt, 1968).  Material based educational games may include the game of checkers, 

cards or other board games that can be adapted to fit classroom needs and the content being 

taught (Abt, 1968). 
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Participants 

This curriculum project is designed using the New York State’s key points for social 

studies in both grades seven and eight.  This would be a good resource, therefore, for seventh and 

eighth grade social studies teachers and their respective students. 

Because of the different starting ages in school, and possible grade retentions the range 

for beginning seventh grade and ending eighth grade can range from age ten to fifteen.  There is 

also a high level of diversity between these students culturally.  An average class size in New 

York State is holding steady as of the 2009/2010 school year at 22 students (New York State 

Education Department, 2011).  That is 22 different students with different background and 

experiences a teacher needs to adapt to.  Because this curriculum project can be used in any 

school district in New York, the range of students is very diverse.  In the 2009/2010 school year, 

there were 202,504 students enrolled in 7
th

 grade in New York State and 206,596 students 

enrolled in 8
th

 grade (New York State Education Department, 2011).  There are many different 

rural settings where schools are that small town students with a lot of agricultural influence.  

There are many metropolises in New York State that have a faster paced life with a very diverse 

nationalities and cultural influences because of the vast amount of people.  Although the 

backgrounds of the potential students in New York State are so different, with a teacher who 

supplies the necessary background information for the students, all simulations, reenactments, 

and educational games may work. 

 This particular age group has been targeted because of their vulnerability in school.  

Between ages 10 to 15 is usually students “last best chance to choose a path toward productive 

and fulfilling lives” (Carnegie Council on Adolescent Development, 1989).  As time passes by, 

young adolescents face more risks and harsher consequences than in previous years (Carnegie 
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Council on Adolescent Development, 1989).  Schools often produce not enough students who 

have or use their higher skill set and problem-solving abilities that are needed in this time period 

as an increasing number of students are falling into educational failure, drug/alcohol abuse, or 

school age pregnancy (Carnegie Council on Adolescent Development, 1989).  With the creation 

of an interesting supplement for a usually dry subject, teachers have a better chance of hooking 

the student into the content, into school, and potentially guiding their students into a better life.   

Setting 

 The outcome to this curriculum project is dependent on the setting.  These supplemented 

lessons have been designed for use in a New York State seventh or eighth grade classroom of 

social studies because that is what they were designed around.  The activities provided within 

this curriculum project have the potential to work within any public school in New York State no 

matter the setting or rural, suburban, or urban.  Because education is a state-developed 

curriculum, with certain adaptations to the activities, this supplemented curriculum has the 

potential to work in other state’s middle school social studies classroom of American History. 

Design 

 For this curriculum project, I used the key points of United States and New York State 

History for both seventh and eighth grade that have been provided to all New York State schools.  

Because the information of both the seventh and eighth grade key points are connected in 

chronological order and one course is a continuation of the other, I have supplemented activities 

for both grades.  Between the two grades, there are 11 different units taught starting with the 

heritage of Americans prior to 1500 and spanning to the changing nature of Americans from 

World War II to the present. 
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 Originally, I intended on both creating and identifying active learning strategies defined 

above for each unit of study.  However, with the plethora of information that is already available, 

I decided to adapt information and activities already created.  After much research on the 

different activities already created, I decided on 33 different ideas and activities.  These activities 

were simulations, reenactments, and educational games developed for a range of grade levels 

throughout school.  For this curriculum projects, I adapted the activities to best fit the seventh 

and eighth grade social studies key points as well as the needs of the students.  The simulations, 

reenactments, and educational games will vary in intensity, style, and length.  Not only will this 

help to hold the students interest in the content, but it will also help the teacher to be able to find 

time to complete the active learning strategies.   

Findings 

 Within the two-year course of study, seventh and eighth grade students learn the history 

of America from the early inhabitants around the 1500s to the current history that is being made 

on a daily basis.  Because of the great span of history that needs to be covered in the two years, 

teachers need to take advantage of all learning opportunities and connect the material to the 

student’s life.  By integrating different active learning strategies into the content, teachers have a 

greater opportunity of reaching the student at a deeper level of understanding in their constrained 

amount of time. 

Each simulation, reenactment, and educational game is grouped together by unit.  Each 

unit begins with the unit number and name.  Following that are the overall goals that I hope 

students come out of the two years of social studies with.  Included are the New York State 

objectives that the simulations, reenactments, and educational games touch upon.  Also included 
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are the standards that the three active learning strategies fall under as well as the name of the 

activities for that unit.  There is a unit cover for each of the eleven units.   

 Following the unit plans are the three lesson plans for the specific unit.  It is always in the 

order of simulations then reenactments, then the educational game.  Each lesson plan begins with 

the lesson title, strategy, the grade, and the time required.  Following is the statement of purpose.  

The statement of purpose briefly introduces to the reader the importance of the lesson and how it 

can affect students’ lives.  Included after the statement of purpose are learning goals, objectives, 

and materials.  Because of the variety of different lesson plans, I have included both possible 

location/arrangements of the classroom as well as characters/people that will participate or be 

portrayed in the lesson.  Following the lesson overview are possibilities for thematic instruction 

that can be used if the school uses team teaching in middle school.  Then comes the actual lesson 

plan of what the teacher will do to teach the lesson.  I have also included possible assessments 

for the lesson plans as well.  Next is the original source of the lesson plan.  Finally, I have 

presented adaptations to the lessons and worksheets that are to be used in the lesson plan. 

 Because these activities are dependent on the material, within the unit, they may not be in 

order.  It is possible that the reenactments or educational games may come before a simulation, 

but for continuity, I kept all lesson types in the same order.  Also, some of the activities can be 

paired up with others from the same unit.  This will help teachers to get the most out of each 

activity and the content within.   

Table one shows the specific units and active learning strategies that have been 

supplemented into the curriculum. 
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Table 1 

 

Social Studies Units (Grades 7 & 8) and Proposed Active Learning Strategy 

 

Social Studies Unit Simulation Reenactment Educational Game 

Unit One 

The Global Heritage 

of the American 

People Prior to 1500 

Geography Mapping 

 

(New York State 

Education 

Department, 2009).  

Historical Native 

Americans   

 

(Becoming 

Historical Figures, 

2012). 

Vocabulary 

Balderdash 

 

(Canada Games, 

1984). 

Unit Two 

European 

Exploration and 

Colonization of the 

Americas 

Sailing to 

Jamestown 

 

(Pahl, 2007). 

Mayflower Compact 

 

(Mayflower 

Compact, 2012). 

 

(New York State 

Education 

Department, 2009) 

Barter Game 

 

(US History Live 

Teacher’s Guide – 

Colonial Trade, 

2012). 

Unit Three 

A Nation is Created 

Town Meeting  

 

(New York State 

Education 

Department, 2009) 

 

(Oakland Schools, 

2004). 

Reading the 

Declaration of 

Independence 

 

(New York State 

Education 

Department, 2009) 

 American 

Revolution - 

Strategy Games 

 

(Abt, 1968) 

 

(Pressman Toy, 

2012) 

Unit Four 

Experiments in 

Government 

Understanding the 

Declaration of 

Independence 

 

(Moeller & Cunlisk, 

2010).  

 

(New York State 

Education 

Department, 2009) 

Understanding the 

Bill of Rights 

 

 

(New York State 

Education 

Department, 2009) 

Pictionary  

 

(Seattle Games Inc, 

1985). 

Unit Five 

Life in the New 

Nation 

Precedent Setting 

President 

 

(New York State 

Education 

Department, 2009). 

Understanding The 

Declaration of 

Sentiments 

 

 

(New York State 

Education 

Department, 2009) 

The Erie Canal 

Game 

 

(Hewitt, 2008). 

 

(New York State 

Education 

Department, 2009) 

Unit Six Three-Fifths Reciting the Tug of War – Civil 
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Division and 

Reunion 

Compromise 

 

(New York State 

Education 

Department, 2009) 

 

(Virginia Plan, 

2012). 

Gettysburg Address 

 

(New York State 

Education 

Department, 2009) 

War 

 

(Davidson & Stoff, 

2007) 

 

(New York State 

Education 

Department, 2009). 

Unit Seven 

An Industrial 

Society 

The Triangle Fire 

Trial 

 

(Sanchez, 2006). 

Ellis Island 

Immigration 

 

(Beiter, 2010). 

Industrial Monopoly 

 

(Parker Brothers, 

1935). 

Unit Eight 

The United States as 

an Independent 

Nation in an 

Increasingly 

Interdependent 

World 

Treaty of Versailles 

 

(Clare, 2003)  

 

(New York State 

Education 

Department, 2009) 

Zimmerman 

Telegram 

 

(WWI Document 

Archive, 2009). 

WWI Strategy 

Game 

 

(Trench Warfare, 

2012). 

 

(World War When, 

2012). 

Unit Nine 

The United States 

Between Wars 

Soup Kitchen 

 

(Beiter, 2010). 

Meeting of the 

Minds 

 

(New York State 

Education 

Department) 

Online Stock 

Market  

 

(Beiter, 2010). 

 

(Smart Stocks, 

2012). 

Unit Ten 

The United States 

Assumes 

Worldwide 

Responsibilities 

D-Day Talk Show 

 

(National WWII 

Museum, 2012). 

WWII 

 

(New York State 

Education 

Department, 2009) 

Imperialism 

Jeopardy 

 

(Griffin, 1964) 

 

(Oswego City 

School District 

Regents Exam Prep 

Center, 2011). 

Unit Eleven 

The Changing 

Nature of the 

American People 

from World War II 

to the Present 

Understanding the 

Supreme Court 

 

 

(Karb & Beiter, 

2005) 

 

Martin Luther 

King’s Speech 

 

(New York State 

Education 

Department, 2009) 

The Game of Life 

 

(Bradley, 1860) 
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Unit 1:  The Global Heritage of the American People Prior to 1500 

 

Goals:  This unit will: 

 

 Provide a deeper understanding of history and historical thought to the students. 

 Invoke questions within the student to increase their interest in social studies.  

 Promote knowledge gain and critical thinking skills within social studies. 

 Help students to learn about the events that built our nation. 

 

New York State Objectives:    Students will be able to: 

 

1.2.3 – Map information about people, places and environments 

1.2.4 – Identify and compare the physical, human, and cultural characteristics of different 

regions and people 

1.4.1 – Understand the world view held by Europeans prior to 1500 

1.4.2 - Understand the ways different people view the same event or issues from a variety of 

perspectives 

 

Standards: 

 

Social Studies: 1, 2, 3, 4, 5 

Mathematics, Science, & Technology: 2 

English Language Arts: 1, 3, 4 

The Arts: 1 

 

 

Active Learning Strategies: 

 

Simulation – Geography Mapping 

Reenactment – Historical Native Americans 

Educational Game – Vocabulary Balderdash 
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Lesson Title:  Geography Mapping 

Strategy:  Simulation 

Grade:  7
th

  

Time Required:  30 – 120 minutes spread over 1 – 2 days 

 

Statement of Purpose: 

Being able to read and understand a map is a critical skill that everyone needs to develop.  Maps 

are found everywhere.  Whether you are looking at an atlas to try to find your way on the road or 

looking at a mall map to find a specific store, being able to determine directions not only makes 

our lives easier, but more organized.  This lesson will help students to understand the value of 

detailed maps but also the importance of accuracy in directions.  By knowing and understanding, 

students will have a greater chance at deciphering maps outside of school as well as be able to 

give and retain information about directions. 

 

Learning Goals: 

1. Students will comprehend different maps. 

 

Learning Objectives: 

1. Students will be able to read and create a map that shows their understanding of directions. 

 

Materials: 

 Classroom set of compasses 

 Paper 

 Pencil 

 Charted maps such as state atlases, school maps, world maps… 

 Blindfold (optional) 

 European Maps circa 1500 (Internet/Printed) 

 

Location/Arrangement: 

Any arrangement will work 

 

Characters/People: 

All students should participate.  Depending on time or amount of materials, you may have 

students work alone or together. 

  
 

Thematic Instruction Possible: 

Math – Create lessons that focus on students need to use and decipher a legend for. 

Science – Create lessons that focus on weather and different ocean currents that affect voyages 

by ship. 

ELA – Have students create a diary as if they were discovering America.  Read a book about 

different voyages that took place using ship travel.  Help students to understand the importance 

of details in stories (imagery, simile, metaphor) and explain their usage.  Relate to maps and how 

important details are to understand.   

 

Lesson Plan: 
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1. Pass out a map to each individual or group of students.   

2. Ask students to study the maps and determine key features on the map like the compass rose, 

and legend. 

3. If all the groups have similar maps, such as the different state atlases, you may be able to ask 

generalized questions such as “What is 10 miles north of the state capital on your map? 

4. Once students have become familiar with the maps, show example map to students.  (See 

Map located under worksheet).   

5. By leaving the directions fairly loose, there will be a wider variety of possible outcomes.  For 

directions, simply say something like  

 

“Next, you will be making a map of your own using this room.  You will receive your 

own grid paper and compass rose.  As the topographer, you get to add in the geography 

of the classroom, the legend, and write out the directions for a fellow classmate.  

Remember to be detailed, so they can figure out how to navigate using your resources.” 

 

6. Allow ample time for students to be able to plot the obstacles in the room.  Grid paper is 

located under Worksheets. 

7. Show students a pre-marked spot in the room and a pre-marked spot close by in the hallway. 

8. Students must write up directions using the compass, legend, and their map.  Let them decide 

what is important for directions. 

9. After students complete their directions, pass out a map and direction set to a different group.  

Have students put the directions to the test.  They can simply follow the directions written or 

have one person read and direct the other group member.  The optional blindfold may be 

used if a student is directing. 

10. Debriefing – Invoke a class discussion about the use of maps and the information that is 

needed to make them work.  Discuss what worked on the maps and what there needed to be 

more of.  Compare the European maps circa 1500.  Did they have enough details?  Did it 

seem like they were different maps even though they were of the same thing? 

 

Assessment: 

1. Pass out the assessment and have students complete.  (See Assessment under Worksheet) 

 

Source:   

New York State Education Department (2009).  Social studies core curriculum part 1.  Retrieved 

from http://www.p12.nysed.gov/ciai/socst/pub/sscore1.pdf 

 

Adaptations: 

 Try to link and complete this lesson with other social studies teams throughout the school. 

 Follow maps for a treasure hunt activity. 

 Follow premade maps that either have the obstacles built in to the map already or have the 

directions already made up. 

 

Worksheets: 

 

 

 

http://www.p12.nysed.gov/ciai/socst/pub/sscore1.pdf
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(Map) 
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(Grid Paper) 
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(Assessment) 

 

 

 

Name: _________________  Date: _______________  Period: __________ 

 

 

 

1.  What details did you include on your map? 

 

_________________________________________________________________________ 

_________________________________________________________________________ 

 

2.  What details were included on the map that you followed? 

 

_________________________________________________________________________ 

_________________________________________________________________________ 

 

3.  Were you able to follow the map you were given?  Why or not? 

 

_________________________________________________________________________ 

_________________________________________________________________________ 

_________________________________________________________________________ 

 

4.  How were maps different throughout history? 

 

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________ 
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Lesson Title:  Historical Native Americans 

Strategy:  Reenactment 

Grade: 7
th

  

Time Required: 120 – 300 minutes spread over 2 – 5 days 

 

Statement of Purpose: 

An excellent way for students to understand a specific time period in history is for students to 

research a specific historical person.  By allowing students to research a specific group of people, 

you help to reinforce the learning of the material. 

 

Learning Goals: 

1. Students will know about a specific historical Native American. 

 

Learning Objectives: 

1. Students will be able to reenact a portion of the historical Native American’s life. 

 

Materials: 

1. Computers with Internet Access 

 

Location/Arrangement: 

Any desk arrangement in the classroom will work. 

 

Characters/People: 

All students should participate in the lesson. 

 

Thematic Instruction Possible: 

ELA – Read a specific genre that is being covered in class that relates to Native Americans. 

Math – Create math problems that have to do with the years that specific Native Americans have 

lived. 

 

Lesson Plan: 

1. Introduce students to the research project.   

2. Students need to pick a specific Native American to research.  Students should research their 

birth date, specific facts, and any other important information that they can.  Students can 

pick from Geronimo, Sacagawea, Sequoya (Tsalagi/Cherokee Tribe), Sitting Bull (Tatanka 

Yotanka, Lakota Tribe), Gall (Lakota Tribe), Red Cloud (Makhpiya-Luta, Oglala Tribe), 

Crazy Horse (Tashunca-Uitco), Pontiac, Tecumseh (Shawnee Tribe).  Pick about four of 

these names for your students to research from.  You may want them to sign up for them.  By 

having multiple people researching on the same person, they can help form a group when 

they want to create a skit.   

3. After students find all the information they need, students will group together and create a 

skit that helps portray their life or a specific event in their person’s life.   

4. Students would then sign up for a presentation day.  Each group needs to present all their 

information in a 10-minute maximum skit.  (See Sign-up located under worksheets)  Students 

can pre-record their skit to play during their presentation slot. 

5. Each student should fill in a history sheet (located under worksheets). 
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Assessment: 

1. Students should be assessed more on the information presented and not the skit itself. 

 

Source: 

Becoming Historical Figures.  (2012). Retrieved from 

http://www.brighthubeducation.com/middle-school-history-lessons/65119-american-

history-role-play-and-reenactments/ 

 

Adaptations: 

 

Worksheets: 

 

http://www.brighthubeducation.com/middle-school-history-lessons/65119-american-history-role-play-and-reenactments/
http://www.brighthubeducation.com/middle-school-history-lessons/65119-american-history-role-play-and-reenactments/
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(Sign-ups) 

 

Presentation Day 1 Names 

Group 1  

Group 2  

Group 3  

Presentation Day 2 Names 

Group 1  

Group 2  

Group 3  
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(History Sheet) 

 

Name: __________________________                      Day ____ 

 

1. Name of historical Native American: _______________________ 

 

Important Facts: 

______________________________________________________________________________

______________________________________________________________________________ 

 

Important contributions: 

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________ 

 

 

 

2. Name of historical Native American: _______________________ 

 

Important Facts: 

______________________________________________________________________________

______________________________________________________________________________ 

 

Important contributions: 

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________ 

 

 

 

3. Name of historical Native American: _______________________ 

 

Important Facts: 

______________________________________________________________________________

______________________________________________________________________________ 

 

Important contributions: 

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________ 
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(Assessment) 

 

Name: _____________________________________ Period: _____________ 

 

Component Met?  (20 Points) Not Met?  (0 Points) 

Shows evidence of research 

with information being 

presented to the class. 

Yes No 

Shows evidence of working 

in a group where all members 

are happy and the 

presentation is cohesive. 

Yes No 

Information presented to the 

class is accurate. 

Yes No 

Pays attention to other group 

presentations 

Yes No 

Completes a presentation on 

time. 

Yes No 
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Lesson Title:  Vocabulary Balderdash 

Strategy:  Educational Game 

Grade:  7
th

 grade 

Time Required: 60 minutes spread over 1 day 

 

Statement of Purpose: 

Entering into a new grade opens the students up to a completely new vocabulary list of words 

that they will encounter throughout the subject.  By activating their prior knowledge and 

integrating these new words into their knowledge in a fun way, students will be more likely to 

remember and describe the meaning of each word. 

 

Learning Goals: 

1. Students will know the definition of seventh grade vocabulary words. 

 

Learning Objectives: 

1. Students will be able to recall the definition of certain seventh grade vocabulary words. 

 

Materials: 

 Blank Cards 

 Vocabulary Cards 

 Pencil 

 

Location/Arrangement: 

Desks should be in groups to allow students to play the game together. 

 

Characters/People: 

All students should participate. 

 

Thematic Instruction Possible: 

 

Lesson Plan: 

1. Ask students if they have ever played the board game of Balderdash.  If they have, ask them 

to give a brief summary of how to play the game. 

2. Introduce the modified vocabulary balderdash game to your class.  Explain to students that 

they will be using 7
th

 grade vocabulary that they will run into throughout the year as their 

terms.   

3. Students will need to be broken up into groups of four.  Each person will get a turn as the 

reader while the other three students write false definitions.   

4. The reader will pick a term and show it to the other group members.  The other three group 

members will use a blank card to write a legible false definition.  You may want to impose a 

two-minute time limit, as some students can get creative and take a long time writing their 

definitions. 

5. Each writer will give their cards to the reader who will shuffle them in with the true 

definition.  The reader will then read definition “a,” “b,” “c,” and “d.”   

6. Each writer will take a turn guessing what the real definition is out of the four.  Each student 

will get 5 points for picking the correct definition.   
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7. The players will then switch turns and the next student will become the reader and repeat the 

process. 

8. The person with the highest score at the end of the game is the winner. 

9. Collect all supplies at the end of the period 

 

Assessment: 

1. Allow students a few minutes to take a quick matching assessment to see if they are able to 

recall any of the definitions that they have learned.  (See Assessment located under 

worksheets). 

 

Source: 

Canada Games.  (1984).  Balderdash.  Mattel. 

 

Adaptations: 

 One adaptation to this lesson would be instead of devoting one period to the game, integrate 

it throughout the year.  Put up one vocabulary word and pick three students to write false 

definitions for it and see if the rest of the class can pick out the right one. 

 

Worksheets: 
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(Vocabulary Cards) 

 

Amendment 

 

 

An alteration 

or a change of 

a bill or 

constitution. 

 

 

 

Article 

 

 

A distinct 

section of a 

treaty or 

contract. 

Bias 

 

 

A predisposed 

point of view. 

Cabinet 

 

 

A council 

advising the 

president 

 

 

 

 

Capitalism 

 
 

An economic system in 

which investment and 

ownership of 

production and 

distribution is made or 

maintained by private 

individuals. 

Democracy 

 
 

Government in 

which supreme 

power is vested 

in the people and 

exercised by 

them or elected 

officials 
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Discrimination 

 

To make a 

distinction in 

favor of or 

against a 

person based 

on a 

prejudice. 

 

Dissent 

 

 

 

To differ in 

opinion. 

Habeas 

Corpus 

 
A writ requiring a 

person to be 

brought before a 

judge or court, 

used as a 

protection 

against illegal 

imprisonment. 

Immigration 

 

To come into 

another 

country for 

permanent 

residence. 

 

 

 

 

Impeachment 

 

To accuse a 

public official 

before an 

appropriate 

tribunal of 

misconduct in 

office. 

Inflation 

 
A persistent, 

substantial rise 

in the general 

price level, 

resulting in a 

fall of 

purchasing 

power. 
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Nationalism 

 

Devotion to 

the interests 

of the nation. 

 

 

 

 

 

 

Preamble 
 

An introductory 

statement to 

formal 

documents 

stating the 

intent and 

reasons to follow. 

Republic 

 
A country in which 

the supreme power 

rests in the body 

of citizens entitled 

to vote and is 

exercised by 

representatives 

chosen directly or 

indirectly by them. 

 

 

Revenue 

 

The income of 

a government 

from taxation 

and other 

sources. 

 

 

Secession 

 

The act or an 

instance of 

seceding or 

removing 

Tariff 
 

A schedule or 

duties or taxes 

imposed by a 

government 

(sometimes on 

imported 

goods) 
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(Blank Cards) 
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(Assessment) 

 

Name:________________ Period: ___________________ Date: __________________ 

 

Match the vocabulary term to the definition 

**Not all words will be used** 

 

 

 

 

 

 

 

 

 

 

1. ______________________      A predisposed point of view. 

 

 

2. ______________________     Devotion to the interests of the nation. 

 

 

3. ______________________     A schedule or duties or taxes imposed by a  

government (sometimes on imported goods) 

 

 

4. ______________________     To accuse a public official before an 

appropriate tribunal of misconduct in office. 

 

 

5. ______________________     To differ in opinion. 

 

 

6. ______________________      The income of a government from taxation and 

other sources. 

 

7. ______________________     An introductory statement to formal 

documents  stating the intent and reasons to follow. 

Amendment  Article   Bias   Cabinet   
Capitalism  Democracy  Discrimination Dissent 
Due Process  Federalism  Habeas Corpus Immigration  
Impeachment Inflation  Nationalism  Preamble  
Republic  Revenue  Secession  Sectionalism 
Tariff 
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Unit 2:  European Exploration and Colonization of the Americas 

 

Goals:  This unit will: 

 

 Provide a deeper understanding of history and historical thought to the students. 

 Invoke questions within the student to increase their interest in social studies.  

 Promote knowledge gain and critical thinking skills within social studies. 

 Help students to learn about the events that built our nation. 

 

New York State Objectives:  Students will be able to: 

 

2.1.3 – Investigate why people and places are located where they are located and what patterns 

can be perceived in these locations 

2.1.4 – Understand the ways different people view the same event or issues from a variety of 

perspectives 

2.2.3 – Explain how societies and nations attempt to satisfy their basic needs and wants by 

utilizing scarce capital and natural and human resources 

2.3.1 – Understand how European and other settlers adapted to life in the American colonies 

2.3.2 – Classify major developments in categories such as social, political, geographic, 

technological, scientific, cultural, or religious 

2.3.5 – Investigate how people in colonial communities answered the three fundamental 

economic questions (What goods and services shall be produced and in what quantities?  How 

shall goods and services be produced?  For whom shall goods and services be produced?) and 

solved their economic problems 

 

Standards: 

 

Social Studies: 1, 2, 3, 4, 5 

Mathematics, Science, & Technology: 2 

English Language Arts: 1, 3, 4 

The Arts: 1 

 

 

Active Learning Strategies: 

 

Simulation – Sailing to Jamestown 

Reenactment – Mayflower Compact 

Educational Game – Barter Game 
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Lesson Title:  Sailing to Jamestown 

Strategy:  Simulation 

Grade: 7
th

  

Time Required: 30 – 60 minutes spread over 1 day 

 

Statement of Purpose: 

Early historical voyages from continent to continent involved the use of ships.  By having 

students recreate conditions aboard one of these ships, students will be able to have a better 

understanding of how passengers were transported.  Because ships were so often used, this 

simulation can be used as a reference throughout the early part of history 

 

Learning Goals: 

1. Students will know the conditions for different passengers along the Godspeed. 

 

Learning Objectives: 

1. Students will be able to journal about their experience as they come Jamestown. 

 

Materials: 

 Masking Tape (optional) 

 

Location/Arrangement: 

Create a large open space with no desks.  If possible or more convenient, use the hallway. 

 

Characters/People: 

All students should participate 

 

Thematic Instruction Possible: 

Math – Create division problems using the statistics from the Godspeed. 

Science – Create a lesson using weather and wind current.  Create lessons about different 

diseases that were rampant during these times. 

ELA – Write a journal about being a passenger on a voyage in historical times.  Read a book that 

documents a journey. 

 

Lesson Plan: 

1. Using the masking tape, measure out 3 ¾-foot squares in an open area.  Have enough squares 

for each student.  If your room is tiled, measure the tiling on the floor.  You may just tell 

students that they get a certain number of squares. 

2. Provide necessary information about the Godspeed. 

3. Pass out identifiers (See Identifiers located under Worksheets) 

4. Have students in their specific area.  Ask students if there is enough room to live, eat, or 

sleep in this area. 

5. Explain to students that half of the passengers on the ship were commoners and the other half 

were gentlemen.  As a gentleman, they wanted and received twice the living area of a 

commoner. 

6. Each student whose card says “commoner” must move into a 3 ¾ foot square with another 

commoner.  The Gentleman now may occupy two 3 ¾ foot square. 
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7. Explain that the same situation occurred with the food.  Gentlemen received a larger portion 

of food over commoners.  However, the “gruel” was boiled wheat and barley that was 

usually infested with worms, maggots, and rats. 

 

Assessment: 

Debriefing – Have students turn to a partner and discuss what it would be like to be either a 

commoner or a gentleman.  Have them finish the assessment (individually or with a partner) to 

turn in to assess comprehension.  (See Assessment under Worksheets) 

Source: 

 

Adaptations: 

 Although the point of this simulation is for students to move around and be able to get an 

experience of the voyagers, if there is a time constraint, you may be able to show the 

experiment on the chalkboard or through a smart board. 

 If you would like to increase the amount of time during this simulation, have students track 

the voyage to Jamestown in 1609. 

 

Source: 

Pahl, R. H. (2007).  Sailing to Jamestown, 1606-7:  Five classroom activities.  The Social 

Studies, 98(3), 83 – 87.  doi: 10.3200/TSSS.98.3.83-87 

 

 

Worksheets: 
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Commoner Commoner Commoner 

Commoner Commoner Commoner 

Commoner Commoner Commoner 

Commoner Commoner Commoner 

Gentleman Gentleman Gentleman 

Gentleman Gentleman Gentleman 

Gentleman Gentleman Gentleman 

Gentleman Gentleman Gentleman 
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(Assessment) 

 

Name: ____________________ Date: _______________ Period: ____ 

 

 

Were you a commoner or a gentleman in the simulation? _________________ 

 

What were the advantages or disadvantages to being that? 

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________ 

 

Why do you think Englishmen in the early 1600s were so small and thin? 

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________ 

 

Did you like this simulation?  Comments or suggestions? 

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________ 
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Lesson Title:  The Mayflower Compact 

Strategy:  Reenactment 

Grade: 7
th

  

Time Required: 30 – 60 minutes spread over 1 day 

 

Statement of Purpose: 

An excellent way to learn history is to teach history using the artifacts left by our ancestors.  By 

using primary sources, students have a chance to learn and interact with history as well as 

translate the documents into a more modern language that allows for greater comprehension. 

 

Learning Goals: 

1. Students will know the impact of the Mayflower Compact. 

 

Learning Objectives: 

1. Students should be able to read the Mayflower Compact and describe the impact of the 

document on the early settlers. 

 

Materials: 

 Mayflower Compact Translation (located under Worksheet) 

 

Location/Arrangement: 

Any desk arrangement in the classroom will work. 

 

Characters/People: 

All students will participate in this reenactment reading. 

 

Thematic Instruction Possible: 

ELA – Read a historical document and decipher the meaning for extra practice. 

Math – Create math problems using the number of people who signed the Compact 

 

Lesson Plan: 

1. Introduce the lesson to the students and provide the necessary background information on the 

time period.  

2. Have students begin the KWL (located under worksheets). 

3. Show the students the original Mayflower Compact.  In small groups or as a whole, have 

students try to decipher and read the document. 

4. As a class, try to translate the first few sentences or paragraphs of the original Mayflower 

Compact.  (Optional) 

5. Show students the translated version of the Mayflower Compact to help them understand the 

meaning of the Compact. 

6. Create a class discussion about the impact that the Mayflower Compact had on that specific 

time period and how it helped to create today’s society. 

 

Assessment: 

7. Have students complete the rest of the KWL. 
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Source: 

Mayflower Compact. (2012).  Retrieved from 

http://www.historyplace.com/unitedstates/revolution/mayflower.htm. 

New York State Education Department (2009).  Social studies core curriculum part 1.  Retrieved 

from http://www.p12.nysed.gov/ciai/socst/pub/sscore1.pdf 

 

Adaptations: 

 Instead of creating a class translation, have students translate the documents into small 

groups that will allow all students to participate. 

 

Worksheets: 

 

http://www.p12.nysed.gov/ciai/socst/pub/sscore1.pdf
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(Mayflower Compact) 

 

 
 

The Mayflower Compact 

"In the name of God, Amen. We, whose names are underwritten, the Loyal Subjects of our dread 

Sovereign Lord, King James, by the Grace of God, of England, France and Ireland, King, 

Defender of the Faith, e&. Having undertaken for the Glory of God, and Advancement of the 

Christian Faith, and the Honor of our King and Country, a voyage to plant the first colony in the 

northern parts of Virginia; do by these presents, solemnly and mutually in the Presence of God 

and one of another, covenant and combine ourselves together into a civil Body Politick, for our 

better Ordering and Preservation, and Furtherance of the Ends aforesaid; And by Virtue hereof to 

enact, constitute, and frame, such just and equal Laws, Ordinances, Acts, Constitutions and 

Offices, from time to time, as shall be thought most meet and convenient for the General good of 

the Colony; unto which we promise all due submission and obedience. In Witness whereof we 

have hereunto subscribed our names at Cape Cod the eleventh of November, in the Reign of our 

Sovereign Lord, King James of England, France and Ireland, the eighteenth, and of Scotland the 

fifty-fourth. Anno Domini, 1620." 



SIMULATIONS, REENACTMENTS, AND GAMES IN MS SS 64 

 

 

Lesson Title:  Barter Game 

Strategy:  Educational Games 

Grade:  7
th

  

Time Required:  30 – 60 minutes spread over  1 day 

 

Statement of Purpose: 

In today’s world, students are growing up with technology and the idea of money.  Students 

know when they go to the grocery store, that you need money to buy the food.  However, it is 

important to bring students back into a simpler time to help them understand the value of money.  

One thing that has been going on since before money was created is trading or bartering.  A 

prime example of battering is with younger students and their toys.  They trade toys with one 

another to get a different object.  Just like in the real world, trades sometimes are not fair, and 

just because one side wants to trade, doesn’t mean that the other side wants to.  By learning 

about trading/bartering, the students will have a greater understanding of the concept as it 

reappears throughout history as well as have a greater appreciation for our economic system 

today. 

 

 

Learning Goals: 

1. Students will know how colonists were able to get new goods and resources by bartering. 

 

Learning Objectives: 

1. Students will be able to identify the importance of bartering and how it helped the colonists 

possess new goods. 

 

 

Materials: 

 Want Cards (See Want Cards located under Worksheets) 

 Have Cards (See Have Cards located under Worksheets 

 Scrap Paper 

 Pencil 

 

Location/Arrangement: 

Any desk arrangement will work 

 

Characters/People: 

All students can participate in the roles of the game. 

 

Thematic Instruction Possible: 

 Math 

o Create word problems that use currency as well as word problems that involve trading 

items 

 Science 

o Teach a lesson on swapping substances, which would be similar to trading. 

 English 
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o Read a classical book or short story that talks about trading/bartering or colonial 

times. 

 

Lesson Plan: 

1. Provide necessary background information about bartering in the colonial time before the 

lesson. 

2. Pass out Have cards to the students.  Each student will need to have at least two cards. 

3. Pass out Want cards to the students.  Each student will need at least one card. 

4. Explain the barter game to students.  Explain that we will go around the room once and each 

student will say what it is on their Have card.  This is what they can use to trade with and get 

what they need on their Want card.  Remind students that they need to think strategically.  

Just because they want to make a trade doesn’t mean that the other person wants to trade or 

wants what is traded. 

5. Start at the beginning of the room and have the first student make a trade or attempt to make 

a trade.  The cards can actually be traded to help reduce confusion.  Once the first trade has 

been completed, move to the next person in the room and have them try to make a trade. 

6. Continue playing the barter game until everyone has what they want or as time allows. 

7. Go around the room one last time and ask each student if they got what they wanted or not as 

well as did they get anything extra. 

 

Assessment: (Informal - Written) 

1. Invoke a class-wide discussion on bartering and the barter game that the students just 

completed.  This can also be used in a Think-Pair-Share method.  Ask students what was one 

of their strategies that they used to conquer the game. 

2. Create assessment papers for students or have them copy down questions/answers on a 

separate sheet of paper. 

a. What did you learn playing the Barter Game? 

b. How does bartering work? 

c. What more do you want to know about bartering and the colonial time period? 

d. Can you think of any real life examples of bartering? 

e. What strategies did you use while playing the game? 

f. What were your thoughts on this game?  How could it be improved? 

 

 

Source: 

US History Live Teacher’s Guide – Colonial Trade (2012).  Retrieved from 

http://www.sitesalive.com/tg/hl/private/hltgTrade.htm 

 

Adaptations: 

An adaptation to this lesson would be to instead of having students go one at a time around the 

room; they may roam and move around the room while making trades. 

 

Worksheets: 

 

  

http://www.sitesalive.com/tg/hl/private/hltgTrade.htm
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(Want Cards) 

1 Weapon      1 Fold of Cloth 

 

 

 

 

1 Outfit       3 Arrowheads  

 

 

 

 

4 Horseshoes     1 Weapon 

 

 

 

 

1 Weapon      1 Fold of Cloth 

 

 

 

 

 

1 Outfit       1 Bucket 
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3 Steaks       5 Steaks 

 

 

 

 

3 Steaks       5 Steaks 

 

 

 

 

2 Fish        3 Fish  

 

 

 

 

 

1 Fish        3 Animal Skins 

 

 

 

 

2 Animal Skins     12 Ears of Corn 
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12 Nails        1 Bowl of Rice 

 

 

 

 

8 Musket Balls      6 Musket Balls 

 

 

 

 

12 Wampum       15 Shells 

 

 

 

 

7 Shells        8 Wooden Planks 

 

 

 

15 Wooden Planks    1 lb Tobacco 

 

 

 
3 Days of Carpentry Work   1 Day of Carpentry Work 
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(Have Cards) 

 

2 Arrowheads      2 Arrowheads 

 

 

 

 

8 Horseshoes      8 Horseshoes 

 

 

 

 

 

2 Weapons       1 Weapon 

 

 

 

 

 

2 Folds of Cloth      1 Outfit 

 

 

 

 

3 Buckets       4 Steaks 

 

 

 

 

 

4 Steaks       2 Steaks 
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4 Fish       3 Fish 

 

 

 

 

1 Animal Skin      1 Animal Skin 

 

 

 

 

 

1 Animal Skin      2 Animal Skins 

 

 

 

 

 

1 Ears of Corn      6 Ears of Corn 

 

 

 

 

 

6 Nails       8 Nails 

 

 

 

 

 

2 Nails       ½ Bowl of Rice 
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½ Bowl of Rice      3 Musket Balls 

 

 

 

 

 

2 Musket Balls      5 Musket Balls 

 

 

 

 

4 Musket Balls      6 Wampum 

 

 

 

 

6 Wampum       12 Shells 

 

 

 

 

6 Shells       10 Shells 

 

 

 

 

10 Wooden Planks     1 Wooden Plank 

 

 

 

 

7 Wooden Planks     3 Wooden Planks 
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¼ lb Tobacco      ½ lb Tobacco 

 

 

 

 

 

½ lb Tobacco      2 Days of Carpentry 

 

 

 

 

 

3 Days of Carpentry     1 Wooden Plank 
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Unit 3:  A Nation is Created 

 

Goals:  This unit will: 

 

 Provide a deeper understanding of history and historical thought to the students. 

 Invoke questions within the student to increase their interest in social studies.  

 Promote knowledge gain and critical thinking skills within social studies. 

 Help students to learn about the events that built our nation. 

 

New York State Objectives:  Students will be able to: 

 

3.1.1 – Understand the economic, political, and social causes of the American Revolution 

3.1.4 – Consider the nature and evolution of a constitutional democracy 

3.2.1 – Understand how colonists’ concerns regarding political and economic issues resulted in 

the movement for independence 

3.4.1 – Understand how the colonists were able to unite against British power to win a major 

military and political victory 

3.5.1 – Understand how a revolution can have a profound effect on the economic, political, and 

social fabric of a nation 

 

Standards: 

 

Social Studies: 1, 2, 3, 4, 5 

Mathematics, Science, & Technology: 2 

English Language Arts: 1, 3, 4 

The Arts: 1 

 

 

Active Learning Strategies: 

 

Simulation – Town Meeting 

Reenactment – Understanding the Declaration of Independence 

Educational Game – American Revolution – Strategy Games 
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Lesson Title:  Town Meeting on Separation of England  

Strategy:  Simulation 

Grade: 7
th

  

Time Required: 60 – 180 minutes spread over 1 – 3 day 

 

Statement of Purpose: 

One-way to allow students to better understand what they are learning about is to actually have 

them experience it and believe in it, even if it is only temporarily.  By holding a town meeting in 

the classroom, teachers have a better chance of helping the students to experience the feelings 

and comprehend the material. 

 

Learning Goals: 

1. Students will know both the arguments for the patriots and loyalists during the time of 

separation from England. 

 

Learning Objectives: 

1. Students will be able to participate in town meeting (debate) to show their researched 

arguments. 

 

Materials: 

 Textbooks 

 Internet (optional) 

 Class List 

 

Location/Arrangement: 

Students may stay in the classroom for this simulation.  Move the room so that all desks are 

organized in rows facing the front board.  Students may either mix in or sit on their respective 

sides. 

 

Characters/People: 

All students will participate in this simulation.  Students will be assigned the role of a patriot or a 

loyalist.  The teacher may act as the officiator of the town meeting, letting both sides and all 

participants have equal time to talk. 

 

Thematic Instruction Possible: 

ELA – Gather information and work/practice debate skills 

 

Lesson Plan: 

1. Provide students with the necessary background information about the thoughts of separating 

from England. 

2. Assign half of the students to be loyalists and the other half to be patriots.  This can be done 

at random or strategically designed for your classroom. 

3. Pass out the identifier page to the students (See Identifiers located under Worksheets). 

4. Provide the necessary resources to the student to complete the page and help them to provide 

a substantial argument for the town meeting.  Once they each complete the page 

independently, they may work as a group to cement their arguments. 
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5. Call the town meeting to order and present the topic to the students. 

6. Allow a spokesperson from each side to present a different argument or add on to one that 

has been presented. 

7. (Optional) Check off each name as a person talks to make sure that each person is 

participating.  If a student is not participating, call directly on the student to present an 

argument. 

8. After all students have talked, all arguments have been presented, or time has run out, take a 

quick run through of the arguments once again.  You may want to have students recap them 

for you and write them on the board. 

9. See if any of the students want to change sides because of more convincing arguments, and 

then take a tally/vote to see which side was more convincing. 

 

Assessment: 

Have students complete the quick assessment of short answers.  (See Assessment located under 

Worksheets) 

 

 

Source:  

New York State Education Department (2009).  Social studies core curriculum part 1.  Retrieved 

from http://www.p12.nysed.gov/ciai/socst/pub/sscore1.pdf 

Oakland Schools, (2004).  Scope site lesson plan:  Lesson 6 – colonial government:  

Foundations of Self-Government.  Retrieved from 

http://www.oakland.k12.mi.us/scope/fifth_lessons/index.html. 

 

 

Adaptations: 

If time is a constraint to this lesson, allow students to work together in groups to complete the 

worksheet before the town meeting.  You may also present the students with a filled out sheet 

that helps them to understand their arguments better and quicker than finding it themselves. 

 

Worksheets: 

 

http://www.p12.nysed.gov/ciai/socst/pub/sscore1.pdf
http://www.oakland.k12.mi.us/scope/fifth_lessons/index.html
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(Identifiers) 

 

Name: ____________________ Date: _______________ Period: _________ 

 

 While conducting your research, be sure to look up the following information and be able to 

provide arguments for each.  Use all the available classroom resources such as the different 

textbooks and reliable internet sources if time allows. 

 

Are you a loyalist or a patriot? ____________________________________________________ 

 

What are your thoughts on government? 

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________ 

 

Do you agree with or against taxation?  Why? 

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________ 

 

What will businesses be like without England? 

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________ 

 

Do you feel more English or American?  Why? 

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________ 

 

Does a king or a democracy represent more danger? 

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________ 

 

Do you want to separate from England?  Give a brief overall argument? 

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________ 
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(Assessment) 

Name: ___________________   Date: _________________ Period: ____________ 

 

What side of the town meeting were you for? 

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________ 

 

What did you learn from your role? 

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________ 

 

Which side had the most convincing argument?  

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________ 

 

What would be an advantage of decision making through town meetings? 

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________ 

 

What could be disadvantages? 

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________ 

 

Did the outcome to this town meeting match what happened in history?   

______________________________________________________________________________

______________________________________________________________________________ 

 

Did you like this simulation?  Comments or Suggestions? 

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________ 
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Lesson Title:  Reading the Declaration of Independence 

Strategy:  Reenactments 

Grade:  7
th

   

Time Required: 30 – 60 minutes spread over 1 day 

 

Statement of Purpose: 

The Declaration of Independence is one of the most important documents in the history of 

America.  When it was written, it was expressed in language that clearly presented the views and 

issues that the colonists had with England.  It is important for students to have a clear reading of 

the document.  Combining this reading with the simulation that helps translate the document, 

students will have a clearer understanding of our historical document.   

 

Learning Goals: 

1. Students will know the basic meaning to the Declaration of Independence. 

 

Learning Objectives: 

1. Students will be able to read the Declaration of Independence. 

 

Materials: 

 Copy of Declaration of Independence 

 Paper 

 Pencil 

 

Location/Arrangement: 

Students will stay in the classroom with the desks in any arrangement 

 

Characters/People: 

All students will participate. 

 

Thematic Instruction Possible: 

 

Lesson Plan: 

1. Provide necessary background information about the Declaration of Independence. 

2. Have each student look at a copy of the Declaration of Independence. 

3. Have students take turns, either in small groups or as a class, reading the Declaration of 

Independence. 

4. Have students write down any vocabulary words they meet that they do not understand to 

look up later in the class. 

5. Connect this reading pre-activity to the next unit’s simulation.  In the simulation, students 

will be translating the Declaration of Independence into a modern language.  By combining 

the two activities, students will be reading and translating the document for greater 

comprehension. 

 

Assessment: 

1. Have students complete the assessment to be able to comprehend their understanding.  (See 

Assessment located under Worksheets) 
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Source: 

New York State Education Department (2009).  Social studies core curriculum part 1.  Retrieved 

from http://www.p12.nysed.gov/ciai/socst/pub/sscore1.pdf 

 

Adaptations: 

 

Worksheets: 

 

http://www.p12.nysed.gov/ciai/socst/pub/sscore1.pdf
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(Assessment) 

 

Name: _______________________  Date: ________________ Period: ______ 

 

 

What is the Declaration of Independence? 

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________ 

 

What did men hope to accomplish by creating the Declaration of Independence? 

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________ 

 

What was the result of the men writing the Declaration of Independence? 

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________ 

 

Was this recreation helpful?  Comments or Suggestions? 

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________ 
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Lesson Title:  American Revolution – Strategy Games 

Strategy:  Educational Games 

Grade: 7
th

  

Time Required: 30 – 60 minutes spread over 1 day 

 

Statement of Purpose: 

Although students usually think that the world is fair, they are quick to learn that it is not.  To 

help students understand the inequality in historical situations, some students need to visualize 

the resources.  By allowing students to use a strategy situation like a game of checkers, students 

may be able to have a greater understanding of what it took to win the American Revolution on a 

much simpler scale. 

 

Learning Goals: 

1. Students should know the basic offensive/defensive strategy during the American 

Revolution. 

 

Learning Objectives: 

1. Students will explain war strategies and the impact of resources. 

 

Materials: 

 Approximately 10 checker boards or enough for partners to play the game.  These can be 

homemade using poster boards and soda cap bottles or buttons. 

 

Location/Arrangement: 

Desks should be arranged in pairs of two 

 

Characters/People: 

All students should participate, each being paired into a group of two. 

 

Thematic Instruction Possible: 

Math – Create strategy problems involving division or multiplication that are centered on 

resources during the American Revolution. 

ELA – Journal or read a story about the American Revolution 

Science – Create a lesson that uses rocks/minerals to understand reactions.  (For example, flint 

can create a spark that can ignite a gun) 

 

Lesson Plan: 

1. Provide necessary background information on the American Revolution. 

2. Ask students if they played a strategy board game such as checkers before. 

3. If they have, ask them what strategies come into play when playing the game. 

4. Have students sit with a partner at the checkers boards. 

5. Briefly explain or review the rules to checkers to the students. 

6. Allow students to play a game of checkers.   

7. After all students are finished or a certain amount of time has passed, ask students to meet 

with another group to discuss the strategies that they used to play the game. 
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8. Collect about 5 pieces from one member of each group.  Have them play another round of 

checkers with fewer pieces. 

9. Have them meet with another group to once again discuss strategies to winning the game.  

How did unequal resources help or hinder each side who was playing? 

 

Assessment: 

1. Have students discuss as a class what strategies they used before and after the extra checkers 

pieces were taken away. 

2. Pass out the assessment page (see Assessment located under Worksheets) and have students 

complete before leaving the classroom. 

 

Adaptations: 

This educational game can be adapted to fit any strategy game that employs the 

offensive/defensive strategy such as checkers or certain card games.  For a more comprehensive 

lesson, students can be partnered with students who match their strategic thinking level. 

 

Source: 

Abt, C. C.  (1968). Games for learning.  In Boocock, S. S. and Schild, E. O. (EDs.) Simulations 

Games in Learning (pp 65 - 84).  Beverly Hills, Ca:  Sage Publications, Inc. 

Pressman Toy.  (2012).  Checkers.  Pressman Toy. 

 

Worksheets: 
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(Assessment) 

 

Name: _____________________ Date: __________________ Period: ________________ 

 

1.  How does the strategy used in the game relate to the American Revolution or other wartime 

situations? 

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________ 

 

2.  Did you play the offensive or defensive strategy in your checkers game?  ________________ 

 

3.  Which strategy was more effective at winning in your checkers game?  __________________ 

 

4.  Once the checkers pieces were taken away, was it easier or harder to win?  Why? 

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________ 

 

5.  Which strategy was more effective to win with unequal resources?  _____________________ 

 

6.  Who won the American Revolution?  _____________________________________________ 

 

7.  What strategies were used in the revolution and which were the most effective? 

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________ 

 

8.  What did you think of this educational game?  Comments or suggestions? 

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________ 
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Unit 4:  Experiments in Government 

 

Goals:  This unit will: 

 

 Provide a deeper understanding of history and historical thought to the students. 

 Invoke questions within the student to increase their interest in social studies.  

 Promote knowledge gain and critical thinking skills within social studies. 

 Help students to learn about the events that built our nation. 

 

New York State Objectives:   

 

4.1.1 – Understand the earliest formal structure of the United States government as expressed in 

the Articles of Confederation 

4.3.1 – Understand the importance of the events that took place during the writing and adoption 

of the United States Constitution and to recognize their significance beyond their time and place 

4.3.2 – Explain what citizenship means in a democratic society, how citizenship is defined in the 

Constitution and other laws of the land, and how the definition of citizenship has changed in the 

United States and New York State over time 

 

Standards: 

 

Social Studies: 1, 2, 3, 4, 5 

Mathematics, Science, & Technology: 2 

English Language Arts: 1, 3, 4 

The Arts: 1 

 

 

Active Learning Strategies: 

 

Simulation – Understanding the Declaration of Independence 

Reenactment – Understanding the Bill of Rights 

Educational Game – Pictionary 
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Lesson Title:  Understanding the Declaration of Independence 

Strategy:  Simulation 

Grade:  7
th

  

Time Required:  60 minutes spread over 1 day 

 

Statement of Purpose: 

The Declaration of Independence is one of the most important documents in the history of 

America.  When it was written, it was expressed in language that clearly presented the views and 

issues that the colonists had with England.  However, along with the progression of time, our 

language has changed, leaving students with an unclear interpretation of the Declaration.  By 

translating the Declaration of Independence into a modern language, students will have a better 

understanding of the material and history and itself. 

 

Learning Goals: 

1. Students will know the basic meaning to the Declaration of Independence. 

 

Learning Objectives: 

1. Students will be able to rewrite the Declaration of Independence into a modern translation to 

be able to better understand the meaning. 

 

Materials: 

 Declaration of Independence 

 Transparency of first paragraph 

 Dictionaries for groups 

 Chart paper 

 Markers 

 

Location/Arrangement: 

Create groups with the desk for students to have a workspace on. 

 

Characters/People: 

Students will be broken into groups. 

 

Thematic Instruction Possible: 

ELA- Read stories that were written in the same historical time period as the Declaration of 

Independence to have a better understanding and practice of their translating skills. 

 

Lesson Plan: 

1. Provide necessary background information on the Declaration of Independence. 

2. Create a class discussion as to why it was written, how it was written, and what was written. 

3. Explain the translation process to the students.  Each group will be getting sections of the 

Declaration of Independence to translate into words that we can understand today.  It 

shouldn’t be a word for word translation but rewritten so everyone in the class will be able to 

understand the new translation. 

4. Show the first paragraph to the students and work as a class to read it and translate it. 

5. Divide the class into equal groups (4-6 groups depending on class size). 
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6. Have each group translate their section of the Declaration.  Explain to them in the process 

that the length of the translation may be shorter but it will maintain the same meaning. 

7. Monitor each group to make sure that everyone is participating and helping in the group. 

 

Assessment: 

1. Post the chart paper translations around the room. 

2. Have each group read their translation in order and discuss as a class what it means to the 

document as a whole. 

3. Discuss the translations of the Declaration of Independence as well, as how it is still used 

today. 

 

Source: 

Moeller,G. & Cunlisk, S. (2010).  The Declaration of Independence “in our own words.”  

Teacher Gazette, 9(5).  Retrieved from 

http://www.history.org/History/teaching/enewsletter/volume9/dec10/teachstrategy.cfm 

New York State Education Department (2009).  Social studies core curriculum part 1.  Retrieved 

from http://www.p12.nysed.gov/ciai/socst/pub/sscore1.pdf 

 

Adaptations: 

One adaptation that can be made for this lesson is how the translation is made.  Instead of simply 

translating the document, have the student translate it into different genres or different time 

periods while keeping the accuracy.  For example, have one section become a rap while the other 

section is a poem. 

 

http://www.history.org/History/teaching/enewsletter/volume9/dec10/teachstrategy.cfm
http://www.p12.nysed.gov/ciai/socst/pub/sscore1.pdf
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Lesson Title:  Understanding the Bill of Rights 

Strategy:  Reenactments 

Grade:  7
th

  

Time Required: 30 – 60 minutes spread over 1 day 

 

Statement of Purpose: 

One excellent way for students to better understand history is by using primary sources.  By 

allowing students to interact with history, they have a greater chance of comprehending the 

material.  In addition, by pairing this reenactment with a follow-up educational game, any 

concepts the students learn will be reinforced.   

 

Learning Goals: 

1. Student will know the basic meaning to the Bill of Rights. 

 

Learning Objectives: 

1. Students will be able to describe the basic meaning of the Bill of Rights.   

 

Materials: 

 Copy of Bill of Rights 

 Paper 

 Pencil 

 

Location/Arrangement: 

Students will stay in the classroom with the desks in any arrangement 

 

Characters/People: 

All students will participate. 

 

Thematic Instruction Possible: 

 

Lesson Plan: 

6. Provide necessary background information about the Bill of Rights. 

7. Have each student look at a copy of the Bill of Rights. 

8. Have students take turns, either in small groups or as a class, reading the Bill of Rights. 

9. Have students write down any vocabulary words they meet that they do not understand to 

look up later in the class. 

10. Create class discussions after each amendment to help cement new concepts. 

11. Connect this reading to the unit’s educational game.  Students will need to have a good 

understanding of the document to be able to successfully complete the educational game.  By 

combining the two activities, students will be reading and translating the document for 

greater comprehension. 

 

Assessment: 

2. Have students complete the assessment to be able to comprehend their understanding.  (See 

Assessment located under Worksheets) 
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Source: 

New York State Education Department (2009).  Social studies core curriculum part 1.  Retrieved 

from http://www.p12.nysed.gov/ciai/socst/pub/sscore1.pdf 

 

Adaptations: 

One possible adaptation of this lesson would be to rewrite the Bill of Rights into a modern 

translation to help understand what the men were trying to accomplish.   

 

Worksheets: 

 

http://www.p12.nysed.gov/ciai/socst/pub/sscore1.pdf
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(Assessment) 

 

Name: _______________________  Date: ________________ Period: ______ 

 

 

What is the Bill of Rights? 

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________ 

 

What did the authors hope to accomplish by writing the Bill of Rights? 

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________ 

 

What was the result of the authors writing the Bill of Rights? 

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________ 

 

How has the Bill of Rights helped to develop the United States? 

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________ 

 

Was this recreation helpful?  Comments or Suggestions? 

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________ 
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Lesson Title:  Pictionary 

Strategy:  Educational Games 

Grade:  7
th

  

Time Required:  30 – 60 minutes spread over 1 period 

 

Statement of Purpose: 

By translating historical documents into a modern version, students are able to comprehend what 

it is saying because it is at their level.  Another way for students to have a greater understanding 

of the content is to visualize the material.  By having students interpret the constitution in their 

mind, students will have a more concrete understanding of the living document. 

 

Learning Goals: 

1. Student will know the basic meaning to the constitutional amendments. 

 

Learning Objectives: 

1. Students will be able to visualize and draw a picture representation of the amendments to the 

constitution. 

 

Materials: 

 Bill of Rights (Can be out of the textbook) 

 Chart Paper 

 Markers 

 Labels (On chalkboard or paper) 

 

Location/Arrangement: 

Group desks together for students to work together. 

 

Characters/People: 

All students should participate and be grouped together. 

 

Thematic Instruction Possible: 

ELA – translate historical documents for practice. 

 

Lesson Plan: 

1. Provide necessary background information to students about the United States Constitution 

and the Bill of Rights. 

2. Ask students if they have heard or can name any of the amendments to the Constitution. 

3. Pair students or break them into groups.   

4. Assign each group a certain number of amendments so that they are all covered in groups.  

Groups will have more than two. 

5. (Optional) Complete amendment number one together as a class.  Read the amendment, 

discuss what it translates to, and then create a picture representation of the amendment.  A 

picture could be a church, talking, newspaper, etc. but be sure to come up with it as a class.) 

6. Have students write their translation on the chart paper above their drawing.  After groups 

have completed their amendment, hang the chart paper on the wall.  Have the groups read the 
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amendment, their translation, and their picture drawing.  As a class, discuss whether it 

represents what it should or if something is lacking. 

7. Have students complete the hand out as they go over the amendments.  (See Handout located 

under Worksheet). 

 

Assessment: 

1. Pass out the assessment to students and have them complete it. 

 

Source: 

Seattle Games Inc. (1985).  Pictionary.  Hasbro. 

 

Adaptations: 

Students play in small groups and remove card that has the translated version of the amendment 

on it. 

 

Worksheets: 
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(Handout) 

 

Name: ____________________________ Date: _____________________ Period: _____ 

 

Amendment # Translation Picture Representation 

1 

 

 

 

 

 

 

  

2 

 

 

 

 

 

 

 

 

  

3 

 

 

 

 

 

 

 

 

  

4 

 

 

 

 

 

 

 

  

5 
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6 

 

 

 

 

 

  

7 

 

 

 

 

 

 

  

8 

 

 

 

 

 

 

 

  

9 

 

 

 

 

 

 

 

  

10 

 

 

 

 

 

 

 

 

  

11 
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12 

 

 

 

 

 

 

  

13 

 

 

 

 

 

 

  

14 

 

 

 

 

 

 

 

  

15 

 

 

 

 

 

 

 

  

16 

 

 

 

 

 

 

 

  

17 
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18 

 

 

 

 

 

 

  

19 

 

 

 

 

 

 

 

  

20 

 

 

 

 

 

 

  

21 

 

 

 

 

 

 

 

  

22 

 

 

 

 

 

 

 

  

23 
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24 

 

 

 

 

 

 

  

25 

 

 

 

 

 

 

  

26 

 

 

 

 

 

 

  

27 
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(Assessment) 

 

Name: _______________________ Date: ____________________ Period: ___________ 

 

Translated Amendment Picture Representation 

 

 

 

 

 

 

 

 

 

 

 

No excessive bail 

 

 

 

 

 

 

 

Right to speedy and public trial 

 

 

 

 

 

 

 

 

No unreasonable search and seizure without 

warrants 
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Unit 5:  Life in the New Nation 

 

Goals:  This unit will: 

 

 Provide a deeper understanding of history and historical thought to the students. 

 Invoke questions within the student to increase their interest in social studies.  

 Promote knowledge gain and critical thinking skills within social studies. 

 Help students to learn about the events that built our nation. 

 

New York State Objectives:  Students will be able to: 

 

5.1.1 – Understand how the new nation established itself and began to operate 

5.1.2 – Understand how political parties emerged in response to concerns at the local, State, and 

national levels 

5.1.6 – Explain how societies and nations attempt to satisfy their basic needs and wants by 

utilizing scarce capital, natural, and human resources 

5.3.2 – Understand the nature and effect of changes on society and individuals as the United 

States began to move from an agrarian to an industrial economy 

5.3.3 – Describe historic events through the eyes and experiences of those who were there 

5.3.8 – Describe the relationships between people and environments and the connection between 

people and places 

 

Standards: 

 

Social Studies: 1, 2, 3, 4, 5 

Mathematics, Science, & Technology: 2 

English Language Arts: 1, 3, 4 

The Arts: 1 

 

 

Active Learning Strategies: 

 

Simulation – Precedent Setting President 

Reenactment – Understanding The Declaration of Sentiments 

Educational Game – The Erie Canal Game 

 



SIMULATIONS, REENACTMENTS, AND GAMES IN MS SS 99 

 

 

Lesson Title:  Precedent Setting President 

Strategy:  Simulation 

Grade: 7
th

  

Time Required: 120 – 240 minutes spread over 2– 4 days 

 

Statement of Purpose: 

Our nation is one that is built on traditions.  Most students know what a tradition is, like 

something repeated each year around specific holidays.  However, they do not know who helped 

to create most of the traditions.  By simulating historical events, students will not only have the 

opportunity to research about the precedent-setting president but also present their new 

information to fellow classmates. 

 

Learning Goals: 

1. Students will know how certain precedents began. 

 

Learning Objectives: 

1. Students will be able to describe how certain precedents began. 

 

Materials: 

▪ Specific materials for student’s skits 

 

Location/Arrangement: 

Any desk arrangement will work within the classroom. 

 

Characters/People: 

All students will be put into groups and participate. 

 

Thematic Instruction Possible: 

Have students research in other classes how certain precedents, traditions, or formulas were 

started. 

 

Lesson Plan: 

1. Give students the necessary information about George Washington and America at that time. 

2. Introduce the simulation to the students.  Students will be put into groups.  Each group will 

then be given a precedent set by George Washington.  Each group needs to research how the 

precedent was set, and then complete a skit involving all group members that portrays how 

that precedent was set. 

3. Allow students to sign up for a precedent.  Each group needs to have at least two people 

although three would be better.  (See sign-ups located under worksheets) 

4. Allow ample time for students to research and rehearse their skits. 

5. Have students complete their skits, which should take no more than five minutes, in front of 

the class.  Be sure to tell students that these skits are not for a grade, they are for learning, 

and that just because there isn’t a grade attached, doesn’t mean they still shouldn’t be worked 

on at their absolute best. 

 

Assessment: 
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1. Have students complete the worksheet (located under worksheet) to show how well they 

were paying attention. 

 

Source: 

New York State Education Department (2009).  Social studies core curriculum part 1.  Retrieved 

from http://www.p12.nysed.gov/ciai/socst/pub/sscore1.pdf 

 

Adaptations: 

One possible adaptation for this lesson would be to allow the class to create brief skits together 

as the class progresses through the unit. 

 

Worksheets: 

 

http://www.p12.nysed.gov/ciai/socst/pub/sscore1.pdf
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(Sign-Up) 

Precedent Setting President Period: 

Neutrality in Foreign Affairs 1. 

2. 

3. 

Two-Term Presidency 1. 

2. 

3. 

Use of Force to Enforce the 

Law 
1. 

2. 

3. 

Asking Advice from Cabinet 1. 

2. 

3. 

Using the term President 1. 

2. 

3. 

Being 

Inaugurated/Inauguration 

Speech 

1. 

2. 

3. 
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(Worksheet) 

 

Name: _____________________________________ Period: _______ Date: 

_____________ 

 

*Please write a brief description of how George Washington set all the following precedents* 

 

 

Neutrality in Foreign Affairs 

 

 

 

 

 

 

Two-Term Presidency 

 

 

 

 

 

 

Use of Force to Enforce the Law 

 

 

 

 

 

 

Asking Advice from the Cabinet. 

 

 

 

 

 

 

Using the Term President 

 

 

 

 

 

 

Being Inaugurated/Inauguration Speech 
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Lesson Title:  Understanding the Declaration of Sentiments 

Strategy:  Reenactments 

Grade:  7
th

  

Time Required: 30 – 60 minutes spread over 1 day 

 

Statement of Purpose: 

Within the previous unit, students translated the Declaration of Independence into a translation of 

modern times that would help the students to better understand what our founding fathers wanted 

for their future country.  Women including Elizabeth Cady Stanton used the Declaration of 

Independence as a stepping-stone to help further their arguments as to promote the status of 

women.   

 

Learning Goals: 

1. Students will understand the meaning of the Declaration of Sentiments. 

 

Learning Objectives: 

1. Students will be able to relate and discuss their knowledge of the Declaration of 

Independence to understand the Declaration of Sentiments. 

 

Materials: 

 Chart paper of the Declaration of Independence from Unit 4 

 Copy of Declaration of Sentiments 

 

Location/Arrangement: 

Students will stay in the classroom with the desks in any arrangement 

 

Characters/People: 

All students will participate. 

 

Thematic Instruction Possible: 

 

Lesson Plan: 

12. Provide necessary background information about the Declaration of Sentiments. 

13. Read to students the first few paragraphs of the Declaration of Sentiments and ask if there is 

anything familiar about it.  They should relate it back to the Declaration of Independence. 

14. Show students a copy of the Declaration of Sentiments on the board or through the textbook.   

15. Ask students if they notice what is difference between the Declaration of Sentiments and the 

Declaration of Independence.  They should notice that the word woman was inserted next to 

the word men. 

16. Allow students to use the chart paper that explained the Declaration of Independence to 

explain the Declaration of Independence. 

 

Assessment: 

2. Create a class discussion that compares and contrasts the Declaration of Sentiments to the 

Declaration of Independence. 
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3. Have students complete the assessment to be able to comprehend their understanding.  (See 

Assessment located under Worksheets) 

 

Source: 

New York State Education Department (2009).  Social studies core curriculum part 1.  Retrieved 

from http://www.p12.nysed.gov/ciai/socst/pub/sscore1.pdf 

 

 

Adaptations: 

One possible adaptation of this lesson would be to rewrite the Declaration of Sentiments into a 

modern translation to help understand what the women were trying to accomplish.  Another 

possible adaptation to this lesson would be to research the women who wrote the Declaration of 

Sentiments as well as the men who wrote the Declaration of Independence and compare and 

contrast the two different groups. 

 

Worksheets: 
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(Assessment) 

 

Name: _______________________  Date: ________________ Period: ______ 

 

 

What is the difference between the Declaration of Sentiments and the Declaration of 

Independence? 

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________ 

 

What did women hope to accomplish by creating the Declaration of Sentiments? 

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________ 

 

What was the result of the women writing the Declaration of Sentiments? 

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________ 

 

Was this recreation helpful?  Comments or Suggestions? 

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________ 
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Lesson Title:  The Erie Canal Game 

Strategy:  Educational Game 

Grade: 8
th

   

Time Required: 30 to 60 minutes spread over 1 day 

 

Statement of Purpose: 

Opened in 1825, the Erie Canal still is an integral part of New York State’s history.  The 363-

mile man-made canal helped to fuel one of the first westward movements of the time.  A great 

source of transportation, the Erie Canal moved freight from Buffalo to New York City collecting 

tolls that easily covered the seven million dollar bill.  The canals were enlarged and eventually 

renamed the New York State Barge Canal in 1918.  Although the canal is no longer the chosen 

source of transportation, it is still a backyard modern marvel with an undeniable impact on New 

York State and America.  (Hewitt, 2008) 

 

Learning Goals: 

1. Students will know the importance of the Erie Canal. 

 

Learning Objectives: 

2. Students will be able to describe the uses of the Erie Canal depending on the traveler. 

 

Materials: 

 Desks 

 Situation Cards 

 Place Cards 

 Erie Canal Song (optional) 

 

Location/Arrangement: 

Desks need to be placed in groups of three with a walkway in between.  For each group, place an 

identifier (See Identifier located under Worksheets).  The two desks that are next to one another 

need to have the identifiers that say Settlers and Pioneers.   

 

 

 

 

 

 

 

 

 

 

 

 

 

Characters/People: 

Students will be broken into groups of three.  Within the game, students will assume the role of a 

New Yorker, a Settler/Merchant, or a Pioneer. 

 

 

 

 

 

   

Settlers/ 

Merchants 

Pioneers 

New Yorkers 

walk way 
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Thematic Instruction Possible: 

 

Math:  

Create math problems that use the numbers and dollars of the Erie Canal.  These problems could 

include determining how much the bill was, average miles a barge would travel, or distance from 

city to city. 

 

English: 

Research the history behind the Erie Canal Song and the accuracy of the song. 

 

Science: 

Link to local weather conditions and how it can affect transportation and waterways. 

 

Lesson Plan: 

1. Provide the necessary background information on the Erie Canal. 

2. Create stations throughout the classroom using three desks to form each station with a space 

between them. 

3. Place the identifiers and situation cards on each desk.  Make certain the first and last Pioneer 

cards are in their spots in the pile. 

4. Divide students into groups of three and seat them at the different stations. 

5. Explain to students that this activity will help them learn about the Erie Canal and the people 

who used it. 

6. Play the “Erie Canal” song in the background for students to listen to. 

7. In each group, have students take turn drawing a situation card from their assigned stack.  

Make sure to read the card aloud to their other group members.  Cards must be drawn in the 

correct order (Pioneers, New Yorkers, Settlers/Merchants).  Explain to students that when the 

card instructs them to travel through the Erie Canal, have him walk through the desks in the 

proper direction.  The game continues until all the situation cards have been drawn.  Keep the 

cards to use later. 

8. Invoke a class discussion on what they learned about the Erie Canal. 

 

Assessment: 

1. Pass out graphic organizer (see Graphic Organizer located in Worksheets). 

2. Have each group review their situation card and complete the graphic organizer to turn in for 

a comprehension check. 

 

Source: 

Hewitt, S. (2008)  The Erie canal.  Teacher Gazette, 6(5).  Retrieved from 

http://teachers.history.org/resources/teacher-gazette-archives/volume-6/january-2008-

erie-canal 

New York State Education Department (2009).  Social studies core curriculum part 1.  Retrieved 

from http://www.p12.nysed.gov/ciai/socst/pub/sscore1.pdf 

 

Adaptations: 

http://teachers.history.org/resources/teacher-gazette-archives/volume-6/january-2008-erie-canal
http://teachers.history.org/resources/teacher-gazette-archives/volume-6/january-2008-erie-canal
http://www.p12.nysed.gov/ciai/socst/pub/sscore1.pdf
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 If time is an issue for this lesson, this can be played quickly as a class game instead of 

individual groups. 

 Students may also conduct the research and create their own situation cards in which to play 

the game with. 

 

Worksheets: 
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(Identifier) 

 

 

 

 

 

New Yorkers 

 

 

 

 

Place New 

Yorkers’ 

Cards Here 
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(Identifier) 

Settlers 

 

Merchants 

 

 

 

Place 

Settlers’ 

Merchants’ 

Cards Here 
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(Identifier) 

Pioneers 

 

 

 

 

 

Place 

Pioneers’ 

Cards Here 
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(Situation Cards – Pioneer) 

 
Read This Card First 

 

Pioneers 

 

You have decided that it is 

time for a new start and to 

move out of New Hampshire.  

You want to head west with 

your family.  You sell your 

farm and will travel by Erie 

Canal. 

 

Move to the East Entrance 

of the Canal and prepare for 

your travel 

Pioneers 

 

You begin your voyage to 

your new home.  The boat is 

crowded but you understand 

the amount of people, as it 

would have taken much longer 

to travel upon land in a horse 

and wagon. 

 

Move one step into the Erie 

Canal. (Go West) 

Pioneers 

 

Your trip will be long, 

especially for your children.  

After 363 miles traveled in 83 

days, you will finally see Lake 

Erie.  Thousands of boats and 

barges use the Erie Canal to 

travel, which is staffed by a 

huge workforce of men and 

draft animals. 

 

Move one step further west 

on the Erie Canal 

Pioneers 

 

To keep your children 

occupied, you often play cards 

to pass the time.  During the 

trip, the boat stops at the 

different cities where you 

often go ashore.  Today you 

plan to go fishing. 

 

Move one step further west 

on the Erie Canal 

Pioneers 

 

Along the journey, you 

become sick with Cholera.  

You are left at the nearest 

town to recover.  Your family 

becomes worried about you.  

You overcome the sickness 

and are back to full health 

status. 

 

Stop on the Erie Canal 

Pioneers 

 

Along the journey, you see 

many barges full of wheat, 

barley, corn, salt, and pork 

moving east.  Barges full of 

manufactured goods move 

west.  Mules or horses tow the 

different barges through the 

Erie Canal. 

 

Move one step further west 

on the Erie Canal 

Pioneers 

 

You find old friends in 

Lockport, New York.  After a 

quick celebration of your 

future life, they tell you that 

they have decided to purchase 

land in the Lockport area to 

stay close to the Erie Canal. 

 

Stop on the Erie Canal 

Pioneers 

 

Port towns contain many 

people who helped to build the 

Erie Canal.  A lot of the 

business also provide services 

for those people traveling on 

the Erie Canal. 

 

Stop on the Erie Canal 

Read this Card Last 

 

Pioneers 

 

Although you have been on 

the boat for a while, you know 

that it is much faster to travel 

on boat than on land.  Many 

people are moving west that 

you think it will be an 

important change to 

America’s future 

 

Move one step west on the 

Erie Canal 
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(Situation Cards – New Yorkers) 

 

New Yorkers 

 

Your family has had a farm 

for ten years now.  The Erie 

Canal was built through your 

largest field.  To make it 

easier to reach the other side 

of the field, you have built a 

bridge.    Now you can reach 

all your farm land and make 

money by charging a toll for 

the use of your bridge. 

 

New Yorkers 

 

You decided to sell some of 

your land to those new settlers 

coming from the Erie Canal.  

Your land will be excellent for 

farming.  You ask a very 

reasonable price of $ 5.00 per 

acre.  You have sold 20 acres 

so far and are hoping to sell 

more! 

New Yorkers 

 

The Erie Canal has a smaller 

feeder canal.  When the feeder 

canal freezes, the town’s main 

road floods.  Residents want 

the state of New York to pay 

to move the feeder canal to a 

different location. 

New Yorkers 

 

You are an Irishman who 

helped to build the Erie Canal.  

It was difficult work, using 

picks and shovels to dig 

through solid rock and dirt.  

Sometimes you have to cut 

down trees.  You quit your job 

after one month to settle down 

in one of the new lock towns. 

New Yorkers 

 

You are one of the people who 

dreamed of building the Erie 

Canal.  In 1817, the New York 

legislature approved over 

seven million dollars to build 

the canal.  The toll money that 

will be collected should cover 

the construction cost within 

ten years. 

New Yorkers 

 

You are the mayor of a lock 

town.  You are very afraid of 

the cholera epidemic that is 

spreading through towns along 

the Erie Canal.  Sickness 

means that you cannot work 

which means a loss of money.  

Thousands of people have 

already died, including 125 

people in your town alone! 

 

New Yorkers 

 

You are a Seneca Indian tribe 

member.  Part of the Erie 

Canal passes through your 

land.  When the state of New 

York began planning for the 

canal, it made for questionable 

land deals with your tribe.  As 

a result, your people lost 

many, many acres of their 

land.  They also lost respect 

for the government. 

 

New Yorkers 

 

You are the wife of a local 

farmer.  You do not wan 

strangers passing through your 

peaceful town.  You are also 

afraid of the thieves that might 

follow travelers.  You have 

heard of a recent Cholera 

outbreak in Rochester and fear 

the disease may reach your 

town! 

New Yorkers 

 

You run an excavation 

company that removes rocks 

from the Erie Canal.  Your 

men do this difficult work 

with explosives, picks, and 

shovels which help to remove 

184 cubic yards of stone every 

day! 
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(Situation Cards – Settlers/Merchants) 

 

Settlers/Merchants 

 

You are a merchant who 

receives wheat from the Great 

Lakes region before shipping 

it to Europe.  In the last eight 

years, the amount of wheat 

shipping east has grown from 

4,000 to 500,000 bushels per 

year. 

 

Go east through the Erie 

Canal 

Settlers/Merchants 

 

You are a merchant in 

Syracuse.  You ship salt, 

which is used to cure meat 

using the Erie Canal.  

Syracuse has become a large 

industrial center, which has 

polluted many nearby lakes, 

but profits have increased. 

 

Go east through the Erie 

Canal 

 

Settlers/Merchants 

 

You work at Joseph Dart’s 

grain elevator.  Before Mr. 

Dart invented his steam-

powered conveyor, workers 

had to shovel grain and hand-

carry it on their backs to the 

warehouse.  Now the 

conveyor scoops up grain and 

transfers it to the storage area. 

 

Stop on the Erie Canal 

Settlers/Merchants 

 

You live in New York City.  

The Erie Canal has brought 

lots of merchandise and many 

jobs to the city.  The money 

you make in your new job has 

improved your family’s 

standards of living.  You can 

buy manufactured goods from 

local stores now and you can 

even afford a new set of china 

for your table! 

 

Stop on the Erie Canal 

Settlers/Merchants 

 

You own a paper mill in 

Schenectady, New York.  

Your company uses timber 

from forests in Michigan.  

Business is good, with printers 

placing more orders every 

day. 

 

Go east through the Erie 

Canal 

Settlers/Merchants 

 

You own a Boston-area textile 

mill, which produces fabric 

made out of cotton. The fabric 

is sent to New York City, the 

shipped west through the Erie 

Canal to the Great Lakes 

region.  Profits are up over 

50% since the opening of the 

canal! 

 

Go east through the canal 

 

Settlers/Merchants 

 

You just settled near Buffalo, 

NY, and started a small farm.  

You have used the Erie Canal 

to ship your extra produce.  

Your farm has become more 

of a business!  The extra 

money you earn can be used to 

buy many new manufactured 

goods. 

 

Go east through the canal 
 

Settlers/Merchants 

 

You own a company that 

manufactures steam engines.  

Your business cost $ 4,300.00.  

People need steam engines o 

run everything from cotton 

mills to farm equipment.   

 

Go east through the canal. 

Settlers/Merchants 

 

You are a hog farmer.  You 

feed your hogs grain that 

shipped through the Erie 

Canal from the great Lakes 

region.  After you have salt-

cured your butchered meat for 

preservation, you ship it both 

ways on the Erie canal. 

 

Go east through the canal. 
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(Graphic Organizer) 

 

 Positive and Negative effects of the Erie Canal 

Geographic 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Economic 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Social 
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Unit 6:  Division and Reunion 

 

Goals:  This unit will: 

 

 Provide a deeper understanding of history and historical thought to the students. 

 Invoke questions within the student to increase their interest in social studies.  

 Promote knowledge gain and critical thinking skills within social studies. 

 Help students to learn about the events that built our nation. 

 

New York State Objectives:  Students will be able to: 

 

6.1.1 – Understand the series of events and resulting conditions that led to the American Civil 

War 

6.1.2 – Understand how different experiences, beliefs, values, traditions, and motives cause 

individuals and groups to interpret historic events and issues from different perspectives 

6.1.3 – Participate in a negotiating and compromising role-playing activity that mirrors the 

attempts at political compromise in the 1850s 

6.2.1 – Understand the development and progress of the Civil War 

6.2.3 – Map information about people, places, and environments 

6.2.4 – Describe the relationships between people and environments and the connections 

between people and places 

6.3.3 – Consider the sources of historic documents, narratives, or artifacts and evaluate their 

reliability 

 

Standards: 

 

Social Studies: 1, 2, 3, 4, 5 

Mathematics, Science, & Technology: 2 

English Language Arts: 1, 3, 4 

The Arts: 1 

 

 

Active Learning Strategies: 

 

Simulation – Three-Fifths Compromise 

Reenactment – Reciting the Gettysburg Address 

Educational Game – Tug of War – Civil War 
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Lesson Title:  Three-Fifths Compromise 

Strategy:  Simulation 

Grade:  7
th

  

Time Required:  60-120 minutes spread over 1 – 2 days 

 

Statement of Purpose: 

One thing that students learn about in life is that things are not always fair.  However, students 

can compromise with another so that they each get something out of a deal.  Young students 

understand this concept but not what it is called or how it was used historically.  By allowing 

students to simulate a piece of history, they are linking the content to a personal experience, 

therefore holding a greater chance of remember the content. 

 

Learning Goals: 

1. Students will know about the three-fifths compromise. 

 

Learning Objectives: 

1. Students will be able to compromise and debate with one another about the three-fifths 

compromise. 

 

Materials: 

 Computers with internet access 

 Textbooks 

 

Location/Arrangement: 

Any desk arrangements will work within the classroom. 

 

Characters/People: 

All students will participate in this simulation. 

 

Thematic Instruction Possible: 

 

Lesson Plan: 

1. Provide background information about the time period to the students. 

2. Have students break into two different groups.  One group will represent the southern states 

while the other half will represent the northern states. 

3. Have each group research the three-fifths compromise to learn what it is about.   

4. Then have each student research his or her sides of the compromise.  Have the students 

complete the Information sheet located under worksheets. 

5. Once students know what they are fighting for and against, allow them to have a debate.  

Although historically accuracy should be strived for, you should establish class rules when it 

comes to debates.  Students need to be respectful of other’s opinions and only one person can 

talk at a time, because everyone’s opinion is important. 

6. Allow students to debate about the issue of allowing slavery and voting.  You may want to 

redirect the conversations or be the moderator of the debate. 

7. By the end of the debate, see if students can come to a compromise about voting and about 

slavery.  See if it is same as the actual outcome. 
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8. Create a class discussion about compromises and slavery.  Link conversation to other 

compromises during this time period. 

 

Assessment: 

1. Have students pair up with a partner to discuss what happened during the debate.  Ask 

students if they can think of any other major debates or compromises that have occurred 

throughout history (that isn’t one that we just learned about). 

2. Create a classroom list by having each partner pair say their compromise/debate and what it 

was about. 

 

Source: 

New York State Education Department (2009).  Social studies core curriculum part 1.  Retrieved 

from http://www.p12.nysed.gov/ciai/socst/pub/sscore1.pdf 

Virginia Plan.  (2012). Retrieved from 

Http://projects.edtech.sandi.net/roosevelt/constitutuion/virginiaplan.htm. 

 

Adaptations: 

One possible adaptation to this lesson  would be for students to write a research paper using the 

research that they collected for activity 

 

Worksheets: 

 

http://projects.edtech.sandi.net/roosevelt/constitutuion/virginiaplan.htm
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(Information) 

 

Name: _____________________________ Period: __________ Date: ________________ 

 

 

Which side of the debate are you on?  Northern states or Southern states? 
______________________________________________________________________________ 

What is the three-fifths compromise? 
______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________ 

What did the Northern states want? 
______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________ 

What did the Southern states want? 
______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________ 

 

Why should the Northern States allow slavery? 
______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________ 

 

Why should the Southern States abolish slavery? 
______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________ 

 

How did the three-fifths compromise affect the way the government is run? 
______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________ 
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Lesson Title:  Reciting the Gettysburg Address 

Strategy:  Reenactment 

Grade: 7
th

   

Time Required: 30 – 60 minutes spread over 1 day 

 

Statement of Purpose: 

Throughout history, there have been many famous speeches that have helped to unify our 

country or speeches that deserve to live on into the future.  By studying these speeches in school, 

students may see how different events in history link to one another.  They will also have a 

greater understanding of what helped to make our country and government as we know it today. 

 

Learning Goals: 

1. Students will know the basic meaning to the Gettysburg Address made by President Lincoln. 

 

Learning Objectives: 

1. Students will be able to read and relate the Gettysburg Address to other documents 

throughout history. 

 

Materials: 

 Gettysburg Address  

 

Location/Arrangement: 

This will take place in the classroom with the desks being in any arrangement. 

 

Characters/People: 

1-5 students will read the speech.  Other students will interpret its meaning as its being read. 

 

Thematic Instruction Possible: 

ELA – Have students read, translate, and better understand historical documents. 

Math – Create math problems using historical speak such as “four score and seven years” 

 

Lesson Plan: 

1. Provide the necessary background information on the Civil War and the Gettysburg Address. 

2. Have students look at the Gettysburg Address.  Have students read or popcorn read the 

Gettysburg Address.  Students who are not reading should follow along or try to translate the 

meaning of the document. 

3. As a class, discuss what the document means.  What was President Lincoln trying to say?  

Did he do it productively?  Was the Gettysburg Address successful in Lincoln’s goal?  Did 

any of the wording or phrases sound familiar?  What other documents did Lincoln reference? 

 

Assessment: 

Pass out the assessment.  This should be completed individually and can be used as a ticket out 

the door. 

 

Source:   

New York State Education Department (2009).  Social studies core curriculum part 1.  Retrieved 
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from http://www.p12.nysed.gov/ciai/socst/pub/sscore1.pdf 

 

Adaptations: 

One adaptation to this lesson would be to have students complete this lesson in small groups and 

discuss before having a class discussion. 

 

Worksheets: 
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(Assessment) 

 

Name: __________________________ Date: __________________ Period: _____ 

 

1.  What date did President Abraham Lincoln deliver the Gettysburg Address? 

______________________________________________________________________________ 

 

2.  What was happening in the country at that time period? 

______________________________________________________________________________ 

 

3.  What was President Lincoln’s main message in the Gettysburg Address? 

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________ 

 

4.  What other important document did President Lincoln reference not by name but by content 

in his speech? 

______________________________________________________________________________

______________________________________________________________________________ 

 

5.  Was this reenactment helpful in understanding the Gettysburg Address?  Comments or 

Suggestions? 

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________ 
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Lesson Title: Tug of War – Civil War 

Strategy: Educational Game 

Grade: 7
th

  

Time Required: 30 minutes spread over 1 day 

 

Statement of Purpose: 

All too often, students think that everything in life is fair and equal.  Unfortunately, most 

circumstances presented in life are not fair at all, and this can be seen throughout history.  One 

way for students to learn the inequality in the situation is to see it and experience it.  By creating 

an active lesson where students represent resources in an event in history, they will have a 

greater understanding of the event and history as a whole. 

 

Learning Goals: 

1. Students will know the different resources that helped the North and South in the Civil War. 

 

Learning Objectives: 

1. Students will be able to describe the advantage of the North over the South during the Civil 

War. 

 

Materials: 

 Masking Tape 

 Resource Cards 

 Side Card 

 Sturdy Rope (Optional – Borrow from physical education department) 

 Paper 

 

Location/Arrangement: 

Move desks as to clear out an area the whole length of the classroom.  It doesn’t need to be more 

than five feet wide.  If this were impossible or inconvenient, a hallway would work.  Just make 

sure you aren’t disrupting any classrooms. 

 

Characters/People: 

All students with a minimum of 18 students participating. 

 

Thematic Instruction Possible: 

 

Lesson Plan: 

1. Create a center strip in the middle of the floor with masking tape. 

2. Lay the rope the length of the room/hallway with a flagger of masking tape to represent the 

middle. 

3. Lay cards face down on a desk and have students pick up one as they walk in or distribute the 

cards to each student. 

4. Ask students to stand on their respective sides of the rope depending on the color of the 

wording on the cards matching to the side card.  Ask students what they notice about their 

teams?  Are the equal?  Will it be a fair fight?  Who will win? Is it a fair in life? 
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5. Begin to discuss resources.  Who had the ‘home field advantage’?  The South.  Have the 

North’s ‘home field advantage’ cardholder switch sides. 

6. Continue through all resources.  The Navy will go to the North as well as the Army, 

Manufacturing, Agricultural production and transportation.  Military leadership and 

preservation of the way of life will move to the south.  Population will move to the north. 

7. Explain to students that although this is a tug of war, we still have to be respectful to the 

other students.  Clearly, you may pull but do not push or pull more than necessary so no one 

gets hurt.  

8. Have students play the game. 

9. Clean up supplies. 

 

Assessment: (Informal) 

1. Pass out the assessment (see Assessment located under Worksheet).  Collect after a few 

minutes or use it as a ticket out the door 

 

Source: 

Davidson, J. W., & Stoff, M. B. (2007).  America:  History of our nation.  Boston, Ma:  Pearson. 

New York State Education Department (2009).  Social studies core curriculum part 1.  Retrieved 

from http://www.p12.nysed.gov/ciai/socst/pub/sscore1.pdf 

 

Adaptations: 

One adaptation that can be made to this lesson would be that you do not actually have to 

have a tug of war with the students using a rope.  The physicality of having the students move 

around the room and group up to see the inequality of resources can be enough for them to 

understand the concept. 

 Another adaptation that can be made to this lesson would be if there are more students in 

the class.  If there are more than 18 students, give the students the population cards (See 

Resource Card – Extra located under Worksheets).  When it is time to move, move the majority 

to the North side, as the greater population was to the North. 

 

Worksheets: 

 

http://www.p12.nysed.gov/ciai/socst/pub/sscore1.pdf
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(Side Card – North) 

 

 

 

 

 

 

Civil 

War 

____ 

 

North 
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(Side Card – South) 

Civil 

War 

_____ 

 

South 
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(Resource Card) 

Home Field 

Advantage 

Navy Army 

Manufacturing Agricultural 

Production 

Transportation 

Military 

Leadership 

Preserve Way of 

Life 

Population 
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(Resource Card) 

Home Field 

Advantage 

Navy Army 

Manufacturing Agricultural 

Production 

Transportation 

Military 

Leadership 

Preserve Way of 

Life 

Population 
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(Resource Cards – Extra) 

Population Population Population 

Population Population Population 

Population Population Population 
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(Assessment) 

 

Name: _____________________________     Date: __________________ 

 

1.  Name three resources that the North had? 

 

 ___________________________________ 

 ___________________________________ 

 ___________________________________ 

 

2.  Name three resources that the South had? 

 

 ____________________________________ 

 ____________________________________ 

 ____________________________________ 

 

3.  Who won the Civil War? 

 

 ____________________________________ 

 

4.  Was it a fair fight? 

  

______________________________________________________________________________

______________________________________________________________________________

________________________________________________________________________ 

 

5.  What did you learn from this educational game?  Do you have any suggestions on how to 

make it better? 

 

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________
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Unit 7:  An Industrial Society 

 

Goals:  This unit will: 

 

 Provide a deeper understanding of history and historical thought to the students. 

 Invoke questions within the student to increase their interest in social studies.  

 Promote knowledge gain and critical thinking skills within social studies. 

 Help students to learn about the events that built our nation. 

 

New York State Objectives:  Students will be able to: 

 

7.1.1 - Understand how industrialization led to significant changes in the economic patterns for 

producing, distributing, and consuming goods and services 

7.1.2 - Explain how societies and nations attempt to satisfy their basic needs and wants by 

utilizing scarce capital, natural, and human resources 

7.2.5 - Describe historic events through the eyes and experiences of those who were there 

7.3.4 - Classify major developments into categories such as social, political, economic, 

geographic, technological, scientific, cultural, or religious 

 

Standards: 

 

Social Studies: 1, 2, 3, 4, 5 

Mathematics, Science, & Technology: 2 

English Language Arts: 1, 3, 4 

The Arts: 1 

 

 

Active Learning Strategies: 

 

Simulation – The Triangle Fire Trial 

Reenactment – Ellis Island Immigration 

Educational Game – Industrial Monopoly 
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Lesson Title: Triangle Fire Trial  

Strategy:  Simulation 

Grade: 8th 

Time Required:  120 – 240 minutes spread over 2-4 days 

 

Statement of Purpose: 

A necessary requirement in today’s society for students is to understand how the judicial system 

functions and how it relates to their own life.  By participating in a simulation of the Triangle 

Fire Trial, the students will not only be able to better understand how a court operates but also 

learn about the history of our industrial society. 

 

Learning Goals: 

1. Students will know how the judicial system operates. 

2. Students will know the facts about the fire at the Triangle Shirtwaist Factory 

 

Learning Objectives: 

1. Students will be able to participate in a simulation of the Triangle Fire trial to better 

understand how the judicial system runs. 

2. Students will be able to describe the facts of the Triangle Fire trial. 

 

Materials: 

 Computers/Research 

 Name Tags 

 

Location/Arrangement: 

Set the classroom desks in a judicial court setting with the desks facing a judge’s seat as well as a 

section for the jurors. 

 

Characters/People: 

All students will participate.  The Judge/Bailiff may be played by the teacher or an extra staff 

member.  Try to have at least five people for the jury.  The rest of the students may either pick 

their part or have it assigned at random. 

 

Thematic Instruction Possible: 

ELA – Read a story such as “Ashes of Roses” that relates to that time period. 

Math – Create problems using measurements of clothing or degrees of fire. 

Science – Create lessons for students to understand fires and what fuels a fire. 

 

Lesson Plan: 

1. Provide necessary background information of the Triangle Shirtwaist Factory.    

2. Post assignment sheet so all students can see open positions (See Assignment located under 

Worksheet). 

3.  Have students pick out what job they would like or assign them jobs randomly.  Explain to 

students that if there is a name in parenthesis, they hold a similar argument to the main 

person and they may use either person for their research. 
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4. Allow students time to research their role and their arguments.  During the class time, you 

may want to explain the causes of the fire and help students to write down their arguments.  

Because the jurors job is only during the trial, have them research the facts of the fire for the 

bailiff or help the attorneys. 

5. After students have had time to research, follow the “Agenda Outline” (located under 

Worksheets) to know what to say and how long each person gets to talk. 

Debriefing 

6. Create a classroom discussion.  This can be either a whole class discussion, or a think-pair-

share discussion.  Be sure to discuss the following questions… 

a. There have been many tragic events in the history of the United States.  How do 

tragedies such as the Triangle Fire affect the public and their support for legal 

reforms? 

b. Would there have been a difference in the speed of the reforms had the trial ended in 

a conviction instead of an acquittal? 

c. What modern trials have had the same controversial scope as the Triangle Fire Trial?   

d. What changes/improvements have been made in workplaces to make them safer?  

Who supervises for workplace safety (federal or state agencies and which ones)? 

 

Assessment: 

Have students complete the assessment (located under worksheets) individually. 

 

Source: 

Sanchez, T. R. (2006).  The triangle fire:  A simulation-based lesson.  The Social Studies, 97(2), 

62 – 68.  doi: 10.3200/TSSS.97.2.62-68 

 

Adaptations: 

One adaptation to this lesson would be to have the facts of the case and the roles of the students 

already researched.  This would save some class time because students could learn their parts for 

a homework assignment and start the trail immediately following. 

 

Worksheets: 
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(Assignment) 

 

Triangle Fire Trial Job Assignments for Period _______ 

 

New York vs. Max Blanck and Isaac Harris 

Charged with Manslaughter due to willful negligence after the death of 146 workers in the 

Triangle Fire on March 25, 1911. 

Position Person 

Judge  

Bailiff  

Prosecution 

Charles Bostwick 

 

Extra Attorney  

Witnesses 

PJ McKeon 

 

Max Hochfield (Kate Alterman)  

Ethel Monick (Yeta Lobitz)  

Jacob Woll (Felix Reihardt)  

Defense 

Max Stever 

 

Extra Attorney  

Witness  

Henry Moskowitz  

Max Hirsh (Samuel Rubin)  

May Levanti (Ida Mittleman)  

Edward Beers  

Jury 

(At Least 5) 
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(Agenda Outline) 

 

1. Bailiff – “All rise.  The Court of New York is now in session, the Honorable Thomas Crain 

presiding.”  (Everyone remains standing until the judge is seated) – “Your Honor, today’s 

case is New York versus Max Blanck and Isaac Harris, owners of the Triangle Shirtwaist 

Factory, on the charge of manslaughter due to willful negligence.” 

2. Judge –“Bailiff, will you please state the facts of the case.” 

3. Bailiff – (if a student is playing the bailiff, this would have been researched.  Otherwise, state 

the date, time of day, facts of the fire, what happened, what workers tried, and the end result 

including the amount of deaths.) 

4. Judge – “The prosecution will now give its opening statement.” 

5. Prosecution Attorneys – Opening Statement – What will you prove?  (2 minute time limit) 

6. Judge – “The defense will now give its opening statement.” 

7. Defense Attorneys – Opening Statement – What will you prove? (2 minute time limit) 

8. The judge instructs the prosecution to call its first witness to be sworn in by the bailiff.  

Allow the defense to cross-examine the witness. 

9. Allow prosecution to call second witness and then a cross-examination by the defense. (10 

minutes maximum) 

10. After all witnesses have been called and cross-examined, the prosecution says “the 

prosecution rests” 

11. The judge must then instruct the defense to call its witness.  Follow the same procedures for 

swearing in, questioning, and cross-examining. 

12. After all witnesses have been called and cross-examined, the defense states “The defense 

rests.” 

13. The judge then gives each attorney to recall any witnesses (using the same procedures) 

14. Closing arguments by each attorney (maximum of 2 minutes). 

15. The judge instructs the jury to retire and deliberate on a verdict.  It must be a unanimous 

decision of guilty or not guilty but based only on the evidence. (This can be overnight) 

16. The foreman of the jury announces the verdict and explains how they arrived at the decision. 

17. Judge – dismiss defendants if innocent or pass a guilty verdict. 
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(Assessment) 

 

Name: _______________________________ Date: ____________________ Period: 

______ 

 

1. What role did you play? _________________________________ 

2. Did the defense or prosecution have a more convincing argument? Why? 

___________________________________________________________________________

___________________________________________________________________________

___________________________________________________________________________

___________________________________________________________________________

________________________________________ 

3. How did the court decide today? 

__________________________________________________________ 

4. What was the prosecution’s argument? 

___________________________________________________________________________

___________________________________________________________________________

___________________________________________________________________________

___________________________________________________________________________

___________________________________________________________________________

______________________ 

5. What was the defense’s argument? 

___________________________________________________________________________

___________________________________________________________________________

___________________________________________________________________________

___________________________________________________________________________

___________________________________________________________________________

_______________ 

6. Did you like this simulation?  Suggestions or Comments? 

___________________________________________________________________________

___________________________________________________________________________

___________________________________________________________________________

___________________________________________________________________________

____________ 
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Lesson Title:  Ellis Island Immigration 

Strategy:  Reenactment 

Grade:  8
th

  

Time Required:  120 – 180 minutes spread over 2 – 3 days 

 

Statement of Purpose 

Ellis Island opened in 1892, processing around 16 million people before closing in 1954.  Ellis 

Island is an integral part of American life, as many of our ancestors came through this 

immigration facility to enter the United States.  By learning about the hardships faced by new 

immigrants, students may better understand the challenges faced by different groups of people in 

today’s world.  Some students will also become more knowledgeable of their own ancestral 

background. 

 

Learning Goals: 

1. Students will recount the general experience that immigrants through Ellis Island went 

through. 

2. Students will apply their knowledge of the immigration experience in discussions, letter 

writing, and unit tests. 

 

Learning Objectives: 

1. Student will be able to describe how it felt to be an immigrant passing through Ellis Island.  

2. Students will be able to write a letter using their knowledge learnt in class to explain the Ellis 

Island process as well as the major push/pull factors involved with immigration. 

 

Materials 

 Puzzle Blocks 

o These can be made easily.  Glue a post card or picture of Ellis Island onto a block of 

wood or a thick piece of foam and then cut the block into three or four puzzle pieces. 

 Copy of the Constitution 

 Eye Chart 

o Can be borrowed from the nurse at the school or made using different sized font. 

 Masking Tape 

o Used to mark off lines and stations 

 Cotton Swabs 

o Optional 

 Mini Flashlight 

o Optional 

 Pattern Blocks 

o Can be homemade.  Glue three small blocks onto a plank of wood.  Can use alternate 

materials such as soda bottle caps. 

 Whistle 

o Optional  

 Stickers/Chalk 

 

Location/Arrangement 
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 Depending on availability, possibly reserve the library if there is more room to move around.  

With proper arrangement of the desks, a classroom will work as well. 

 Have chairs tightly packed into two or three rows, depending on the class size. 

 Have multiple stations around the room, one for each test 

o Balance, Memory, Puzzle, Vision, Health, Constitution 

 Corner off a section of the room to serve as a quarantine area. 

 

Characters/People 

 Chief Inspector 

o Teacher/Aid/Parents/High School Student 

 6 Inspectors (Stationed) 

o Aid/Parents/Students 

 Inspectors (Roaming) 

o Optional 

o Teacher/Aids/Parents/High School Students 

 Immigrants 

o Students 

 

Thematic Instruction Possible 

 Social Studies 

o Try to combine and plan with other eighth grade social studies teachers to have a 

bigger immigrant pool 

 ELA 

o Research and write about their own ancestry 

o Journal of an immigrant 

 Science 

o Learn about diseases that took place during that period 

 Math 

o Math questions with historical significance such as graphing immigration population 

by country of origin over the history of Ellis Island. 

 Technology 

o Students create and build the test materials if the teacher allows. 

 Health 

o Learn about personal hygiene, nutrition, and diseases 

 

Lesson Plan 

Day 1 - Preparation 

1. Send letter home approximately one to two weeks before the reenactment.  (See Letter Home 

located under Worksheets) 

2. Prepare the students for the upcoming activity.  Explain the reenactment process.  Explain to 

students that they will be participating in a reenactment of what some of their ancestors went 

through. 

3. Hand out a list of possible names that the student could use.  Explain to the students that 

these are merely popular names of certain countries during the immigration era.  Have 

students pick out a name that they would want to use. 
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4. Hand out the self-description page that lets students craft their own history and record it.  

(See Self-Description page located under Worksheets) 

5. Allow students to test their story on their peers or the teacher to check for authenticity or 

holes in the story. 

6. Explain to students that they can dress up during the immigration time.  Show typical outfits 

and explain to them that they don’t need to go out and buy anything, simply borrow or wear 

clothes that look similar.  Possibly offer extra credit to entice students into participating 

more. 

7. Answer any/all questions. 

8. Call parents/resources to confirm their help and explain jobs as well as possible attire and 

catch phrases as well as when and where to report. 

 

Day 2 – Reenactment 

1. Set up location.  One possible set-up may include two/three rows of tightly pack chairs along 

the front of the room.  In a horseshoe shape around the rest of the room, include the stations.  

In one of the front corners, set up a quarantine area.  This may be used with chairs or desks 

set up as walls. 

2. Brief inspectors of their jobs.  Hand out job descriptions and talking points.  (See Stations 

located in Worksheets). 

3. In classroom, have students change into costumes (worn over normal clothes) and prepare 

students for reenactment. 

4. Give students the checklist and inform them that they must get it signed by all stations to be 

able to come to America.   

5. Escort students to outside of immigration area. 

6. Have the chief inspector come out and explain what is going to happen. 

7. Depending on the size of the group involved, have students come up individually, with a 

partner, or roam by themselves to each station. 

8. Have inspectors ask about life stories to make sure it sounds right.  If you have extra help, 

this is an excellent job for them. 

9. If students fail the exam, (some inspectors should make them fail by simply placing a sticker 

on their shoulder.  After a set number of stickers, the student would need to be sent back to 

the old country via the quarantine area. 

10. Because of the length of this reenactment, do a quick debrief which allows students to 

compare their experiences with the actual experiences.  Depending on where this 

reenactment takes place in the unit, you may need to be the one providing the information.  

That is, if you use this lesson as a hook to the immigration section, you will need to provide a 

lot more background information than if you were to use this activity at the end of the lesson.  

Explain real reasons people were sent back home, how families were split apart, and how 

names were changed. 

11. Allow group to go back to the room to get rid of their props.  Allow inspectors to regroup and 

set back up for the next group. 

 

Day 3 – Debrief 

1. Send thank-you cards home for the parents who participated and helped. 
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2. Offer a debriefing session for students.  Have a class-wide discussion of what worked, what 

didn’t work, what they liked, any suggestions, what they learned, etc.  Allow students to 

come up with their own questions and discussion points as well. 

3. Take notes or have students write down their own thoughts, as it might be helpful in future 

simulations. 

 

Assessment: 

Explain letter-writing assignment.  Hand out the letter sheet.  Allow possibly two days for this 

assignment as homework.  (See Letter Assignment under Worksheets) 

 

Source: 

Beiter, A. (2010).  Immigration and the industrial revolution.  Springville-Griffith Institute. 

 

Adaptations 

 Due to the amount of help you may have, you may decrease or increase the number of 

stations to accommodate help. 

 This can be scaled down to an easy 10/20 minute activity in class by simply have students 

look at, discuss, and try out a few of the tests that immigrants once had to go through. 

 

Worksheets: 
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(Letter Home)  

 

 

Dear Parent/Guardian, 

 

 On behalf of your child and the students of my class, I am asking you to, once again, 

support their education.   

 We have just entered into our “Industrial Society” unit and are preparing for our seventh 

reenactment of the year.  On (insert date), your child will be participating in our seventh 

reenactment.  We are asking volunteers to come and help.  We will gladly take any help that we 

can get.  In this reenactment, students will travel through six different stations that are 

historically similar to that in Ellis Island. 

 If you choose to help, you will be an (job name) in our activity.  This job will require you 

to (description of job). 

 As stated, this reenactment will take place during period (#), (time), period (#), (time), 

and period (#), (time).  If you choose to help, please sign the bottom and indicate how you would 

like to be contacted.  If you can only come during certain periods, please indicate that as well. 

 Besides seeing a reenactment in action, this is an excellent way to see what your child is 

learning about. 

 If you have any questions, please feel free to contact me at (email) or me at (phone 

number).  I will be happy to answer any questions you may have and hope to see you on (date).   

 We will have multiple active learning activities throughout the year.  If you cannot make 

it to this specific one, it is okay and we look forward to seeing you soon! 

 

Thanks, 

 

(Name) 

 

--------------------------------------------------------------------------------------------------------------------- 

 

------------ Yes, I can participate on (date) as an inspector.  Please contact me by phone, -----------

------------, or email -------------------------------. 

 

------------Yes, I can participate on (date) as an inspector.  However, I can only be present during 

periods -----, -----, -----.  Please contact me by phone, -----------------------, or email -----------------

--------------. 
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(Self-Description & Checklist) 

 

 

Name:  ___________________   Who will you be? 
Research an immigrant who came through Ellis Island or be one of your 

ancestors!  The choice is yours…. 

 

1. What country will you immigrate from? _______________________________ 
2. What will your name be? ___________________________________________ 
3. How old are you? _________________________________________________ 
4. Are you married or have kids? _______________________________________ 
5. Did you finish high school?  College? _________________________ 

6. What career will you have? _________________________________ 

7. Do you have a job waiting for you? ___________________________ 

8. How is your health? Any sickness? ___________________________ 

9. Describe your political thoughts: _____________________________ 

10. How much money do you have? ___________________________ 

11. Can you speak English? __________________________________ 

12. Why are you coming to America? __________________________ 

 

**Be sure to practice your “life story” for homework!  You may be 

asked tomorrow!!** 

 

 

 

Name:  ____________________  Ellis Island Checklist 

**You must pass through each station to be admitted to America** 

 

Memory Test   _______ 

Balance Test       _______ 

Intelligence Test     _______ 

Vision Test  _______ 

Health Test  _______ 

Literacy Test  _______ 
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(Stations) 
 
Station 1:  Memory 

 

Materials  

 Wooden plank approximately 8 inches long with 3 small blocks on top or have 3-4 small 

stationary blocks on the table 

 Stickers 

 

Procedure 

1. Station inspector will create a pattern with the materials.  For example, on the wooden plank, 

it might be block 1, 2, 1, 2, 3.  The immigrant/student would then have to repeat it.  This can 

be done multiple times. 

2. If the immigrant/student does not complete it or takes too long, put a sticker on the his right 

shoulder.  Do not tell the student what it means.  **If the immigrant/student gets too many 

stickers, he will be sent to quarantine and then denied entrance into America. 

3. Once  completed, initial checklist and send student to the next station. 

4. Feel free to ask about their life as the students have created a story specifically for this 

purpose. 

 

 

 

Station 2:  Balance 

 

Materials 

 Tape 

 Stickers 

 

Procedure 

1. Tape about an eight foot line on the floor with masking tape. 

2. Have immigrant/student walk that line straight using the heel-toe format.  You may have to 

demonstrate it to the students. 

3. If the immigrant/student does not complete it or takes too long, put a sticker on the his right 

shoulder.  Do not tell the student what it means.  **If the immigrant/student gets too many 

stickers, he will be sent to quarantine and then denied entrance into America. 

4. Once  completed, initial checklist and send student to the next station. 

5. Feel free to ask about their life as the students have created a story specifically for this 

purpose. 

 

 

Station 3:  Vision 

 

Materials 

 Eye Chart (borrowed from nurse or create one on the computer) 

 Tape 

 Stickers 
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Procedure 

1. Tape off a line approximately 10 feet back from  the eye chart. 

2. Have students read you the chart.  You can have them do both eyes or specifically one or the 

other. 

3. If the immigrant/student does not complete it or takes too long, put a sticker on the his right 

shoulder.  Do not tell the student what it means.  **If the immigrant/student gets too many 

stickers, he will be sent to quarantine and then denied entrance into America. 

4. Once  completed, initial checklist and send student to the next station. 

5. Feel free to ask about their life as the students have created a story specifically for this 

purpose. 

 

 

Station 4:  Health 

 

Materials 

 Flashlight (optional) 

 Cotton Swabs (optional) 

 Stickers 

 

Procedure 

1. Using the cotton swab, you may look at the student’s hair for lice. 

2. You may shine the flashlight in the student’s mouth , not eyes. 

3. If you find something serious, you may send the student directly to quarantine.  If there is 

something wrong, but not as serious, you may give the student a sticker. 

4. If the student is healthy, initial their checklist. 

 

Station 5:  Literacy 

 

Materials 

 Constitution 

 Sticker 

 

Procedure 

1. Have students read a section of the United States Constitution. 

2. Ask them to summarize what they read to you. 

3. If they are able to read and summarize, initial their checklist.  If they fail to complete the 

station or do not understand what they read, give them a sticker. 
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- (Letter Assignment) 

 

Name: ___________________ Date: ___________ Period: _____ 

 

Use your notes from class, your textbook, and the experiences in today’s 

reenactment to write a letter home to a relative in your home country that contains 

the following… 

 

Paragraph 1- Describe who you are… 

 Immigrant name 

 Home country 

 Three push/pull factors that made you come to America (Must be accurate 

for your home country) 

 

Paragraph 2 – Coming to America… 

 Describe the voyage to America.  Try to include the name of a ship and the 

amount of people. 

 What was it like seeing the Statue of Liberty in person for the first time? 

 What was it like seeing Ellis Island? 

 

Paragraph 3 – Ellis Island… 

 What was your experience like at Ellis Island?  Although you may and 

should use your personal experience in the reenactment, be sure to include 

facts about real experiences through the immigration site. 

 What were some of the tests? Name at least three and what you had to do for 

each. 

 

Paragraph 4 – The future… 

 What happened in your life once you made it through Ellis Island?  Name at 

least three things that happened.  Although these can be made up, use 

historically accurate events.   

 What are your hopes and dreams in America? 

 

** You must type this paper.  Remember that you need to have a minimum of four 

paragraphs but are allowed to have more.  Extra information is always welcome.** 
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Lesson Title:  Industrial Monopoly 

Strategy:  Educational Game  

Grade: 8
th

  

Time Required: 60 minutes spread over 1 day 

 

Statement of Purpose: 

The incorporation of educational games into a somewhat dry curriculum can help to spark 

interest and learning by the students.  By incorporating a classic board game such as monopoly 

and infusing it with facts about the industrial society, students will not only have a fun time 

playing the game but a fun time learning as well. 

 

Learning Goals: 

1. Students will know certain facts about the industrial society. 

 

Learning Objectives: 

1. Students will be able to share with one another the new information learned. 

 

Materials: 

 Monopoly (materials located under worksheet) 

 Dice 

 

Location/Arrangement: 

Classroom desks should be set up in groups for those playing the games together. 

 

Characters/People: 

All students will participate.  Students will be groups from 3 – 6 students. 

 

Thematic Instruction Possible: 

 

Lesson Plan: 

1. Have enough materials and game pieces for all the different groups. 

2. Have students read through the instructions of the game. 

3. Answer any questions that the students have. 

4. Allow students to play until they have been through all the Chance cards or until time runs 

out. 

5. Have players count their money.  The player with the most money has won the game. 

 

Assessment: 

1. Have students take a second to think about what they have learned.  Have each student turn 

to a partner in their group and talk about a few facts that they have learned that surprised 

them or that they didn’t know altogether. 

2. Have at least one person from each group share their thoughts on a fact that they talked about 

in their small groups. 

 

Source: 

Parker Brothers.  (1935).  Monopoly.  Hasbro. 
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Adaptations: 

 

Worksheets: 
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(Game Board) 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Visiting 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Phoenix Carriage Works 

 

 

 

 

 

 

 

Cost:  10.00 

Rent:  $ 0.50 

McCormick 

Harvesting Machine 

Company 
 

 

 

 

 

 

 

 

 

Cost:  9.00 

Rent:  $ 0.50 

Hospital 
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Dr. King’s Lucky Book 

 

 

 

 

 

 

 

 

 

Cost:  $ 7.00 

Rent:  $ 0.25 

Singer Sewing 

Machines 

 

 

 

 

 

 

Cost:  $6.50 

Rent:  $0.25 

Christmas Chimes 

 

 

 

 

 

 

Cost: $6.00 

Rent:  $ 0.25 
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Northern Pacific 

Railway 

 

 

 

 

Cost:  $9.00 

Rent:  $1.00 

Great Northern 

Railway 

 

 

 

 

Cost:  $ 9.00 

Rent:  $ 1.00 
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Southern Pacific 

Railway 

 

 

 

 

 

Cost:  $ 9:00 

Rent:  $1.00 

Transcontinental 

Railway 

 

 

 

 

Cost:  $10.00 

Rent:  $1.00 
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Steel Mill Road 

 
*Andrew Carnegie made 

his fortune in steel with 

the use of technology and 

efficiency* 

 

Cost:  $ 8.00 

Rent:  .75 

Silver Threads 

 

 

 

 

 

 

 

Cost:  $ 6.50 

Rent:  $ 0.50 

Kodak Developing 

 

 

 

 

 

 

Cost:  $7.00 

Rent:  $ 0.75 
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The Industrial Revolution 

began in England and 

spread throughout Europe 

and North America. 

 

Receive a your weekly 

pay as a labor of $ 2.00 

 

Community Aid 

 

*If you land directly 

on this space 

….collect all 

Community Aid 

Money 

Steel Mill Road 

 
*Carnegie’s steel mills at 

Braddock, Duquesne, and 

Homestead consisted of 

the newest equipment* 

 

Cost:  $ 8.00 

Rent:  .75 
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(Instructions) 

 

How to Play… 

 

1. Each person picks a player piece and put it on the “Industrial Revolution” green 

space.  Before beginning the game, designate a banker.  Give each player $ 2.00. 

2. Each person roles the dice.  The player with the highest number goes first. 

3. Player 1 rolls the dice and moves the correct number.  If the player has enough 

money, they can purchase the parcel of land and charge when other players land 

on it.  The charge is listed on the parcel.  If the player buys the land, his turn is 

over.  If the player does not buy the parcel, they may pick up a Chance Card.  

They must complete what is on the Chance card. 

4. If a player wants to purchase the parcel of land, place an owner’s chip on the 

space so other players know it is yours. 

5. Player 2 rolls the dice and moves the correct amount of spaces.  If someone 

owns the parcel, they must pay the appropriate amount of money due.  If no one 

owns it, you have the option of buying it.  If player 2 does not buy it, they may 

pick up a chance card. 

6. Continue with the other players playing the game.   

7. If a player does not have enough money to pay the rent or the chance, they may 

borrow it from the bank and pay it back before the end of the game. 

8. Each time a player passes the green “industrial revolution” space, they may pick 

up their weekly salary $2.00.   

9. If you end up in the hospital, you need to roll a “three” or use a hospital pass 

that are located throughout the chance cards. 

10. When time is called, all players must sell all their property.  The player with the 

most money wins. 

 

 

 

 

 

 

 

 

 

 

 

 



SIMULATIONS, REENACTMENTS, AND GAMES IN MS SS 155 

 

 

(Chance Cards) 

Congratulations Henry 

Bessemer!  In October of 

1855, he patented the 

“Bessemer Process” which 

removed carbon from cast 

iron with the introduction 

of air!  Collect the 

community aid! 

Eli Whitney invented the 

Cotton Gin.  To be able to 

pick up this community 

aid, explain to your fellow 

players what the cotton 

gin is. 

Congratulations James 

Watt on inventing the 

steam engine.  To be able 

to pick up this community 

aid, explain to your fellow 

players what a steam 

engine is. 

Oh no!  You’ve caught “Mill 

Fever” in your first week 

of work.  The 

contaminated work area 

left you with great 

headaches and sickness.  

Go directly to the 

hospital.  Do not pass the 

“Industrial Revolution” 

square or collect your 

weekly pay. 

The pollution at the 

factories often left 

workers with sickness.  

Tuberculosis, bronchitis, 

and asthma were often 

reported.  Go directly to 

the hospital.  Do not pass 

the “Industrial 

Revolution” square or 

collect your weekly pay. 

One hospital  reports 

nearly 1000 people 

treated in a year for a 

workplace accident.  Go 

directly to the hospital.  

Do not pass the 

“Industrial Revolution” 

square or collect your 

weekly pay. 
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By 1790, Britain had 

imported more than 31 

million pounds of cotton 

from both America and 

the West Indies.  

Congratulations on being 

one of the exporters!  

Collect $ 5.00. 

Andrew Carnegie was a 

businessman who 

undersold the competition 

and drove down costs to 

create cheap steel.  

However, cheap steel 

meant workers no longer 

had unions or control over 

their labor.  Lose a turn 

Steel helps to build 

skyscrapers and bridges.  

It also leads to more jobs, 

national prestige, and a 

higher quality of life.  

Carnegie’s business that 

created cheap steel led to 

lower wages, less job 

security, and the end to a 

more creative labor.  Lose 

$ 3.00 to the community 

aid. 

Your husband was injured 

at the steel mill.  His only 

protection against the 

molten metal was two 

layers of wool long-johns.  

Go directly to the 

hospital.  Do not pass the 

“Industrial Revolution” 

square or collect your 

weekly pay. 

Your immune system has 

fought off your infection.  

Get out of the hospital 

and take another turn. 

Animal skins are soaked in 

a lime solution and put 

through a teaser once 

dry.  The teaser shook 

out all the lime and dust.  

With so many 

contaminants in the air, 

workers usually came 

down with difficulty 

breathing or asthma.  

Luckily, a little fresh air 

cleared up your cough and 

you’re back at work.  Get 

out of the hospital and 

take another turn. 
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Often times, children 

were involved in factory 

accidents.  It was 

believed to be because 

they were often so tired.  

Donate $1.00 to a 

campaign for factory 

Legislation. 

One visitor to Manchester 

in 1842 said he saw so 

many people without arms 

or legs that it was like 

“living in the midst of the 

army” who “just returned 

from a campaign.”  Donate 

$1.50 to a campaign for 

factory legislation. 

Children who were late 

for work were severely 

punished and often had 

wages deducted.  You 

wages were deducted.  

Pay $ 3.00 to the 

community aid. 

To get to work on time, 

you need to buy a clock.  

This is essential to be 

able to make it to work on 

time.  Pay $ 2.5 for a 

working clock. 

Some children received as 

little as a penny an hour.  

Being late for work meant 

they’d take away their 

wage.  Lose a turn. 

Because of the long hours 

in the factory, child 

workers often became 

very tired.  Over lookers 

at the factory either beat 

the child or dipped them 

head first into a cistern 

of water.  Donate $ 5.00 

to support factory 

legislation. 
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People who were 

considered potential 

runaways would have iron 

chains around their waist 

and ankles to prevent 

them from running away.  

Doors were often locked 

as well.  Donate $ 5.00 to 

support factory 

legislation. 

You are a machinist.  

Collect your weekly pay of 

$ 4.00 

You are a laborer.  Collect 

your weekly pay of $ 2.50. 

You are a worker who has 

few skills at what you are 

doing.  Collect your weekly 

pay of 1.00. 

You are a landlord of an 

apartment building.  You 

charge each occupant 

$20.00 each month.  

Collect your weekly 

amount of $ 4.50 from 

each player. 

You are a landlord of an 

apartment building.  You 

charge each occupant 

$20.00 each month.  

Collect your weekly 

amount of $ 4.50 from 

each player. 
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(Money) 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

        $ 1.00 

    

 

$ 1.00 

        $ 5.00 

 

 

$ 5.00 

.25 .25 .25 .25 .25 .25 

.10 .10 .10 .10 .10 .10 .10 

.05 

. .05 .05 .05 .05 .05 
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(Renter Pieces) 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



SIMULATIONS, REENACTMENTS, AND GAMES IN MS SS 161 
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(Player Pieces) 
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Unit 8:  The United States as an Independent Nation in an Increasingly Interdependent World 

 

Goals:  This unit will: 

 

 Provide a deeper understanding of history and historical thought to the students. 

 Invoke questions within the student to increase their interest in social studies.  

 Promote knowledge gain and critical thinking skills within social studies. 

 Help students to learn about the events that built our nation. 

 

New York State Objectives:  Students will be able to: 

 

8.1.1 – Understand how and why the United States grew during the 19
th

 century 

8.1.2 – Recognize that American territorial and economic growth had wide spread economic, 

political, and social impacts both at home and abroad 

8.1.4 – Understand the relative importance of United States domestic and foreign policies over 

time 

8.1.5 – Analyze the role played by the United States in international politics, past and present 

8.2.1 – Understand how American relations with other nations developed between the end of the 

Civil War and the end of World War I 

 

Standards: 

 

Social Studies: 1, 2, 3, 4, 5 

Mathematics, Science, & Technology: 2 

English Language Arts: 1, 3, 4 

The Arts: 1 

 

 

Active Learning Strategies: 

 

Simulation – Treaty of Versailles 

Reenactment – Zimmerman Telegram 

Educational Game – WWI Strategy Game 
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Lesson Title:  Treaty of Versailles 

Strategy:  Simulation 

Grade: 8
th

  

Time Required:  60 – 120 minutes spread over 1 – 2 day 

 

Statement of Purpose: 

Oftentimes students do not understand how complicated actual life compromises may be until 

they actually have to be a part of one.  By simulating the experience, students will get the 

experience they need to understand the new knowledge and better understand how to make 

compromises later on in their life. 

 

Learning Goals: 

1. Students will learn about the Treaty of Versailles. 

 

Learning Objectives: 

1. Students will be able to negotiate for their team in hopes of achieving what they want. 

 

Materials: 

 Computer with internet access 

 Textbook 

 

Location/Arrangement: 

Have students desks set up in a three clusters set up like a triangle. 

 

Characters/People: 

All students will be broken up into three groups. 

 

Thematic Instruction Possible: 

 

Lesson Plan: 

1. Provide students with the necessary background information about World War I.   

2. Have students break into groups of three.  One group will represent France, America, and 

Britain. 

3. Explain to students the simulation.  Each group represents that’s country’s negotiators at 

Versailles.  They are all striving for peace, however, they also want to achieve the best deal 

for their country.  Pass out the Briefing sheet for each respective country located under 

worksheets.  This is what will be discussed at Versailles.  Students need to research for their 

country arguments and compromises that they can use to help them achieve the best deal for 

their country.  Each briefing sheet describes potential outcomes that can happen at the 

Versailles.  There are scores attached to each outcome to designate how much the country 

wants it. 

4. After students understand what their country must do, have them group with their respective 

countries to talk about a strategy that would like to use and what their country wants.  Groups 

may need time to research their wants as well. 

5. Allow students time to negotiate on person-to-person basis.  This is where they make deals 

with each other to help them achieve their overall goal.  Allow approximately 15-20 minutes 
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for the negotiation phase.  A few minutes before the negotiation phase ends, tell students that 

all decisions need to be unanimous for them to pass. 

6. Have students elect a chairperson to help direct conversation, or pick a reliable student.  

Have the chairperson go through the decision page where they let each country talk for a few 

seconds to say their vote and why.  They are to help make the decision unanimous.  It may be 

necessary to skip some of the decisions and come back at a later time in the class for them. 

7. You should act as the secretary and write down the final decisions.  (See decision page 

located under worksheet).  You may consider having the conference phase where they settle 

on a decision for one whole class period so it won’t be interrupted. 

8. After decisions have been made, have students count their points and declare the country 

with the most points the winner. 

 

Assessment: 

1. Have students complete a think-pair-share with a partner to discuss what they have learned 

about the Treaty of Versailles.  Have them also talk about what they learned about 

negotiating.  Have a class discussion to follow to talk about the negotiations.   

 

Source: 

Clare, J. D. (2003).  Treaty of Versailles Negotiation Game.  Retrieved from 

http://www.schoolhistory.co.uk/forum/index.php?showtopic=2054 

 

Adaptations: 

 

Worksheets: 

http://www.schoolhistory.co.uk/forum/index.php?showtopic=2054
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(Briefing – France) 

Guilt – You want this because it will give you the right to harm and punish Germany.  Include 

the clause  “Germany is responsible for all the damage of the war.” 

Score:  (+5 if agreed) ( -10 if not agreed) 

 

Army – Remember that Germany needs some soldiers to stop internal rebellion.  But remember, 

you still want this number to be as low as possible.  Your goal is to make Germany weak.  Set 

the number of men and planes allowed in the Germany army. 

Score:  (- 5 for each 100,000 men agreed) (-5 for each 100 airplanes) 

  

Navy – You want this number as low as possible as you are trying to make Germany as weak as 

possible.  Set the number of battleships and submarines allowed in the German navy. 

Score: (-5 for each ship more than 6) ( - 5 for each submarine) 

 

Rhineland – You want Germany as damaged as possible.  Choose one… 

Score:         - Germany split up into many tiny states. (+ 10 if agreed) 

                   - Rhineland made an independent state. (+ 5 if agreed) 

                   - Rhineland demilitarized. (+ 2 if agreed) 

 

Reparations – What size should you set reparations:  £______ bn.  You want Germany as 

damaged as possible. 

Score:  (+ 1 point for each £ 1 bn of reparations over £ 3 bn) 

 

Territory -  You want Germany to be as damaged as possible.  Choose all that apply… 

Score:              - Alsace Lorraine to France (restore 1870) – (+4 if agreed) 

- Saar to France (get the coalmines) – (+ 5 if agreed) 

- Malmedy to Belgium (get the coalmines) – (+1 if agreed) 

- Eupen to Belgium – (+ 1 if agreed) 

- North Schleswig to Denmark – ( + 1 if agreed) 

-West Prussia and Upper Silesia to Poland – ( +1 if agreed) 

- Danzig a ‘free city’ – ( + 2 if agreed) 

- Memel to Lithuania – ( + 1 if agreed) 

- German colonies became ‘mandates’ of the League of Nations. – ( + 4 if agreed) 

- Silesia to Poland – (+0 if agreed) 

- Bavaria to Hungary – (+0 if agreed) 

- Saxony to Czechoslovakia – (+0 if agreed) 

- East Prussia to Poland (makes Poland too strong) – (-2 if agreed) 

- Ruhr to Belgium (makes Belgium too strong) – (-2 if agreed) 

- Bremen to Holland (makes Holland too strong) – (-2 if agreed) 

 

League of Nations – You think that discussions will allow Germany to get away with too much.   

Score:  (-5 if agreed) 

 

Anschluss – You want Germany weak.    Score:  (+3 if agreed) 

 

Baltic States -   This decision is irrelevant.   Score: (+0 if agreed) 
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(Briefing – America) 

Guilt – You do not want this because the Germans in America will be angry. 

Score:  (-2 if agreed) 

 

Army – You agree that Germany shouldn’t have a large army but accept that they need some 

soldiers to stop internal rebellions.  Set the number of men and planes allowed in the Germany 

army. 

Score:  (- 5 for each 100,000 men more than 100,000 agreed) (-5 for each 100 airplanes) 

  

Navy – You agree that Germany shouldn’t have a large navy but do not want Britain to control 

the seas.  You believe that submarines are an underhanded form of warfare. 

 Score: (-2 for each ship more than 6 but also -2 for each ship under 6) ( - 5 for each submarine) 

 

Rhineland – You do not want Germany destroyed.  Choose one… 

Score:         - Germany split up into many tiny states. (- 10 if agreed) 

                   - Rhineland made an independent state. (- 5 if agreed) 

                   - Rhineland demilitarized. (+ 5 if agreed) 

 

Reparations – What size should you set reparations:  £______ bn.  You do not want Germany 

destroyed because of Germans in America. 

Score:  (-2 point for each £ 1 bn of reparations over £ 1 bn) 

 

Territory -  You do not want Germany destroyed but you agree with the principle of self-

determination.  Choose all that apply… 

Score:              - Alsace Lorraine to France (self-determination) – (+1 if agreed) 

- Saar to France (Germans live there) – (- 5 if agreed) 

- Malmedy to Belgium  – (+3 if agreed) 

- Eupen to Belgium – (+3 if agreed) 

- North Schleswig to Denmark – ( +3 if agreed) 

-West Prussia and Upper Silesia to Poland – ( +4 if agreed) 

- Danzig a ‘free city’ – ( + 0 if agreed) 

- Memel to Lithuania – ( + 1 if agreed) 

- German colonies became ‘mandates’ of the League of Nations. – ( -5 if agreed) 

*You do not agree with the French and British Empires 

- Silesia to Poland – (-2 if agreed) 

- Bavaria to Hungary – (-1 if agreed) 

- Saxony to Czechoslovakia – (-1 if agreed) 

- East Prussia to Poland  – (+ if agreed) 

- Ruhr to Belgium  – (-4 if agreed) 

- Bremen to Holland – (-4 if agreed) 

 

League of Nations – You want this the most.   

Score:  (+15 if agreed) 

 

Anschluss – Score:  (-2 if agreed) 

 

Baltic States -   Self-determination 

Score: (+5 if agreed) 
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(Briefing –Britain) 

Guilt – The public wants you to insert the clause “Germany is responsible for all the damage of 

the war.” 

Score:  (+5 if agreed)  

 

Army – You do not disagree with reducing the German army, but Germany needs some soldiers 

to help protect against internal rebellion.  Germany needs to be strong enough to stop Communist 

Russia from the east.  Set the number of men and planes allowed in the Germany army. 

Score:  (- 5 for each 100,000 men over 200,000 agreed but –5 for each 100,000 under 200,000)  

(-10 for each 100 airplanes) 

  

Navy – You want to rule the seas.  Set the number of battleships and submarines allowed in the 

German navy. 

Score: (-3 for each ship) ( -10 for each submarine) 

 

Rhineland – You don’t disagree with reducing German power but know they need to be able to 

protect against Communist Russia from the east.  Choose one… 

Score:         - Germany split up into many tiny states. (- 10 if agreed) 

                   - Rhineland made an independent state. (- 5 if agreed) 

                   - Rhineland demilitarized. (+ 0 if agreed) 

 

Reparations – What size should you set reparations: £__ bn. The public demands some reparations.   

Score:  (+ 1 point for each £ 1 bn of reparations up to £ 6 bn but -1 for each £ 1 bn over £ 6 bn) 

 

Territory -  You want Germany to be as damaged as possible.  Choose all that apply… 

Score:              - Alsace Lorraine to France  – (+5 if agreed) 

- Saar to France (will make France too strong economically) – (+0 if agreed) 

- Malmedy to Belgium (an ally) – (+5 if agreed) 

- Eupen to Belgium – (+5 if agreed) 

- North Schleswig to Denmark – ( +0  if agreed) 

-West Prussia and Upper Silesia to Poland – ( -1 if agreed) 

- Danzig a ‘free city’ – ( -1 if agreed) 

- Memel to Lithuania – ( -1 if agreed) 

- German colonies became ‘mandates’ of the League of Nations. – ( +20 if agreed) 

- Silesia to Poland – (-2 if agreed) 

- Bavaria to Hungary – (-4 if agreed) 

- Saxony to Czechoslovakia – (-4 if agreed) 

- East Prussia to Poland  – (-4 if agreed) 

- Ruhr to Belgium  – (-4 if agreed) 

- Bremen to Holland  – (-4 if agreed) 

 

League of Nations – You aren’t hostile but think it’s a waste of time.   

Score:  (+0 if agreed) 

 

Anschluss – Decision will not affect you.  Score:  (+0 if agreed) 

 

Baltic States -   This decision is irrelevant. Score: (+0 if agreed) 
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(Decision) 

 

Guilt – Should you include the clause:  “Germany is responsible for all the damage of the war.”?  

Yes or No 

 

Army – What size should Germany’s army be: ______________ men 

  How many airplanes is Germany allowed: ___________ planes 

 

Navy – What size should Germany’s navy be: ____________________ battleships 

              How many submarines is Germany allowed: ______________ submarines 

 

Rhineland – Choose one… 

       - Germany split up into many tiny states. 

                   - Rhineland made an independent state. 

                   - Rhineland demilitarized. 

 

Reparations – What size should you set reparations:  £______ bn 

 

Territory -  Choose all that apply… 

- Alsace Lorraine to France 

- Saar to France 

- Malmedy to Belgium 

- Eupen to Belgium 

- North Schleswig to Denmark 

-West Prussia and Upper Silesia to Poland 

- Danzig a ‘free city’ 

- Memel to Lithuania 

- German colonies became ‘mandates’ of the League of Nations. 

- Silesia to Poland 

- Bavaria to Hungary 

- Saxony to Czechoslovakia 

- East Prussia to Poland 

- Ruhr to Belgium 

- Bremen to Holland 

 

League of Nations – Will you set up a League of Nations? 

 

Anschluss – Are you forbidding Germany to unite with Austria? 

 

Baltic States -   Should independent countries of Lithuania, Latvia, and Estonia be created? 
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Lesson Title:  Zimmerman Telegram 

Strategy:  Reenactment 

Grade:  8
th

  

Time Required: 60 minutes spread over 1 day 

 

Statement of Purpose: 

Allowing students to interact with history is a great way for students to gain knowledge.  The 

integration of primary sources allows students to see history for themselves while learning for 

themselves. 

 

Learning Goals: 

1. Students will know the background to the Zimmerman Telegram. 

 

Learning Objectives: 

1. Students will decipher a coded message containing part of President’s Wilson war message. 

 

Materials: 

 Copy of Zimmerman Telegram 

 Activity Telegram 

 Pencil 

 

Location/Arrangement: 

Any desk arrangement in the classroom will work. 

 

Characters/People: 

All students should participate. 

 

Thematic Instruction Possible: 

ELA – Explain to students that at one time, using a telegram was the fastest way to communicate 

with others in different areas of the country.  Read a story that uses telegrams, letters, or another 

source of communication to help cement the concept. 

Math – Create coded math questions similar to the Zimmerman Telegram. 

 

Lesson Plan: 

1. Provide necessary background information on WWI. 

2. Explain to students the different participants that were in WWI. 

3. Explain to students about the Zimmerman Telegram.  Show students a copy of the 

Zimmerman Telegram (located under worksheets).  German Foreign Secretary Arthur 

Zimmerman sent an encrypted telegram to Ambassador Bernstorff who then forwarded the 

message to Von Eckardt in Mexico.  Germans wanted to form an alliance with Mexico and in 

return, Mexico would receive the territories lost in the Mexican-American War.  The British 

had intercepted the message and started to decipher it.  Ultimately, pushing the USA into the 

war. 

4. Pass out the activity page (located under worksheets).  Instead of using numbers, these 

activities just use letters.  Instead of trying to decipher the code, students are given a key.  

There are three different versions; easy, medium, and hard.  The easy version of the message 
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is just a one-letter code.  Each coded word is separated by a space.  The medium version of 

the message is a two-letter code.  Each coded word is separated by a space.  The hard version 

of the message is a two-letter code, which is the same as the medium version.  The letter is 

broken up into five characters and then a space.  Students will have to be careful as they pick 

out specific letters and then determine where the space between the words will be. 

5. Ask students to decipher whichever code is appropriate for them.  You may consider handing 

them out if you want students to try different ones. 

6. Have students read the deciphered code and research to find out who said it. 
 

Assessment: 

1. Pass out the assessment (located under worksheets) to gauge students knowledge on the 

content that they have been learning.  This will be an ongoing assessment, as it assesses more 

of the affect of the Zimmerman Telegram than the Telegram content itself. 

 

Source: 

Alexander, M. & Childress, M.  (April 1981).  The Zimmerman telegram.  Social Education 

45(4);  p. 266. 

Hickman, K.  (2012).  World War I:  Zimmerman telegram.  Retrieved from www.about.com 

National Archives & Recorded Administration.  (1917).  Zimmerman Telegram. 

WWI Document Archive.  (2009).  Wilson’s War Message to Congress.  Retrieved from 

http://wwi.lib.byu.edu/index.php/Wilson%27s_War_Message_to_Congress 

 

Adaptations: 

Have students create a coded copy of President Wilson’s war message and have a partner try to 

translate it. 

 

Worksheets: 

 

http://www.about.com/
http://wwi.lib.byu.edu/index.php/Wilson%27s_War_Message_to_Congress
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(Zimmerman Telegram) 
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(Activity) 

 

Difficultly Level:  Hard 

 

WULPW AEHHT 64984 59834 BZKCW APVDQ AFWAE HCGDQ PVOWK CBZJD 

WUPVE HKCJD OWCGW AAFWU DVWUJ DZROW IJWUH THTWU JDZWP VDQAF 

LPWAE HRLEH HTAFC GAFKC BZIJA FJDAF RLAFW AUOSM DQAFW AAFPV 

KCYED QKCKC OWAFP VDQAF EHWAS MWUUO KCBZH TEHBZ AFWUJ DZRKC 

BZKCX SAFZR EHAFJ DYEAF PVDQA FSMKC WAHTZ RIJQK OWPVX SAFIJ WUZRA 

FOWWU BZAFB ZKCWA ZRAFI JKCYE WAWUY EUO 

Key 
A B C D E F G H I  J K L M N O P Q R 

WU XS YE ZR AF BZ CG DQ EH FX GI HT IJ JD KC LP MB WA 

S T U V W X Y Z 1 2 3 4 5 6 7 8 9 0 

OW PV QK RL SM TY UO VN 98 64 85 40 94 42 34 17 45 0 

 

 

Difficulty Level:  Medium 

 

WULPWAEHHT 64 98459834 BZKCWA PVDQAF WAEHCGDQPVOW KCBZ 

 JDWUPVEHKCJDOW CGWAAFWUDV WUJDZR OWIJWUHTHT WUJDZW PVDQAF 

LPWAEHRLEHHTAFCGAF KCBZ IJAFJD AFRLAFWAUOSMDQAFWAAF PVKC 

YEDQKCKCOWAF PVDQAFEHWA SMWUUO KCBZ HTEHBZAF WUJDZR KCBZ 

KCXSAFZREHAFJDYEAF PVDQAF SMKCWAHTZR IJQKOWPV XSAF IJWUZRAF 

OWWUBZAF BZKCWA ZRAFIJKCYEWAWUYEUO 

Key 

A B C D E F G H I  J K L M N O P Q R 

WU XS YE ZR AF BZ CG DQ EH FX GI HT IJ JD KC LP MB WA 

S T U V W X Y Z 1 2 3 4 5 6 7 8 9 0 

OW PV QK RL SM TY UO VN 98 64 85 40 94 42 34 17 45 0 
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Difficulty Level:  Easy 

 

A B C D E F G H I  J K L M N O P Q R S T 

Z Y X W V U T S R Q P O N M L K J I H G 

U V W X Y Z 1 2 3 4 5 6 7 8 9 0     

F E D C B A 0 1 2 3 4 5 6 7 8 9     

 

Zkiro 1 0801 

 

Uli gsv irtsgh lu mzgrlmh tivzg zmw hnzoo zmw gsv kirorotv lu nvm vevibdsvie gl xsllhv gsvri  

 

dzb lu oruv zmw lu lyvwrvmxv.  gsv dliow nfhg yv nzwv hzuv uli wvnlxizxy 
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(Assessment) 

 

 

Affect of 
Zimmerman 
Telegram on 

Participants in 
WWI 

Mexico 

Britain 

North America 
Germany 

What is a summary of the coded message you 

translated? 

Did you like this reenactment?  Comments or 

Suggestions? 
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Lesson Title:  WWI Strategy Game 

Strategy:  Educational Game 

Grade:  8
th

  

Time Required: 30 – 120 minutes spread over 1 period-2 periods. 

 

Statement of Purpose: 

An excellent way for students to comprehend new material is for them to test their knowledge in 

a strategic manner.  By allowing students to try different options and discover the consequences 

of their choices, they are more likely to understand the concepts and the topic as a whole. 

 

Learning Goals: 

1. Students will know the basic facts of warfare in World War II. 

 

Learning Objectives: 

1. Students will be able to describe the basic facts of warfare in World War II. 

 

Materials: 

▪ Computers with internet access. 

 

Location/Arrangement: 

Any desk arrangement will work for this educational game. 

 

Characters/People: 

All students should participate in this educational game. 

 

Thematic Instruction Possible: 

ELA – Using the experiences that the students have had in the educational game, write a journal 

about what it would be like to be a WWI soldier. 

Math – Create math problems that use the actual number of soldiers that fought in WWI on the 

different sides. 

 

Lesson Plan: 

1. Provide students with the necessary background information about WWI. 

2. Ask students what they think it would be like if they were a WWI soldier.  What would be 

some necessary equipment needed for a soldier. 

3. Introduce students to an online educational game through BBC.  Be sure to explain to 

students the rules to computer use in the school and in your classroom. 

4. Have students get to the appropriate website.  There are two different strategy games that can 

be played depending on the student’s interest.  

a.  Trench Warfare allows students to select what equipment they think would be 

important as well as provide an explanation of what the equipment does.  After the 

student picks the piece of equipment they think is appropriate, the game has a visual 

and explains the outcome of the choices made.  Either the troops make it through the 

battle or they lose too many soldiers to continue.  The game ends when the player 

makes it through all the battles. 
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b. World War When is an interactive quiz for students on different facts about World 

War I. 

5. Allow students to work their way through the game of their choice, or if you are only 

allowing for one game at a time, then the game of your choosing. 

 

Assessment: 

1. Assess students on the strategy game they played with an assessment.  (See Assessment 

located under Worksheets) 

 

Source: 

Trench Warfare.  (2012).  BBC.  Retrieved from 

http://www.bbc.co.uk/schools/worldwarone/hq/trenchwarfare.shtml 

World War When.  (2012).  BBC.  Retrieved from 

http://www.bbc.co.uk/schools/worldwarone/hq/worldwarwhen.shtml 

 

Adaptations: 

▪ Instead of having students work individually on this game, allow students to work in pairs.   

▪ Consider using one of the two games as an assessment tool as well.  Play the game as class 

and discover the consequences as a class. 

 

Worksheets: 

 

http://www.bbc.co.uk/schools/worldwarone/hq/trenchwarfare.shtml
http://www.bbc.co.uk/schools/worldwarone/hq/worldwarwhen.shtml
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(Assessment) 

 

 

Name: _________________________ Date: ____________________ Period: ____ 

 

 

 

1. Which strategy game did you play? 

 

 

 

 

 

 

 

 

2. What are some of the facts that you learned from the game? 

 

 

 

 

 

 

 

 

3. What did you learn about consequences on choices you make? 

 

 

 

 

 

 

 

 

4. Did you like this educational game?  Comments or suggestions? 
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Unit 9:  The United States Between Wars 

 

Goals:  This unit will: 

 

 Provide a deeper understanding of history and historical thought to the students. 

 Invoke questions within the student to increase their interest in social studies.  

 Promote knowledge gain and critical thinking skills within social studies. 

 Help students to learn about the events that built our nation. 

 

New York State Objectives:  Students will be able to: 

 

9.1.4 – Classify major developments into categories such as social, political, economic, 

geographic, technological, scientific, cultural, or religious 

9.1.5 – Understand how people in the United States and throughout the world are both producers 

and consumers of goods and services 

9.2.2 – Understand the economic, political, and social changes that took place in the world 

during the 1930s 

9.2.4 – Understand how scarcity requires people and nations to make choices that involve costs 

and future considerations 

 

Standards: 

 

Social Studies: 1, 2, 3, 4, 5 

Mathematics, Science, & Technology: 2 

English Language Arts: 1, 3, 4 

The Arts: 1 

 

 

Active Learning Strategies: 

 

Simulation – Soup Kitchen 

Reenactment – Meeting of the Minds 

Educational Game – Online Stock Market 
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Lesson Title:  Soup Kitchen 

Strategy:  Simulation 

Grade:  8
th

  

Time Required: 120 minutes spread over 2 days 

 

Statement of Purpose: 

Sometimes student cannot grasp certain concepts because they do not have the necessary 

background knowledge.  Although times are changing, some students do not fully grasp the 

concept of poverty.  It is understandable at a young age when they have everything they need and 

always have; therefore, they have no experiences with not getting what they want.  By simulating 

the experience, students will be able to incorporate the feelings that they felt with the knowledge 

they are taught to help them understand. 

 

Learning Goals: 

1. Students will know about the Great Depression. 

 

Learning Objectives: 

1. Students will be able to journal about their feelings of having to be at a soup kitchen. 

 

Materials: 

 Soup in Crockpot 

 Spoon 

 Disposable bowls (Consider using reusable bowls from the cafeteria) 

 Tray 

 Bits of bread 

 Paper 

 Pencil 

 

Location/Arrangement: 

Possibly consider completing this outside because there is more room.  This will work in the 

classroom as well.  Set desks around the outside of the room. 

 

Characters/People: 

 

Thematic Instruction Possible: 

ELA – Read a non-fiction piece about the Great Depression. 

Math – Create math problems that have to do with economy of the time period. 

Community Service – Consider volunteering to help at a local food pantry or start a food drive at 

your school to help support those in the community. 

 

Lesson Plan: 

1. Provide necessary background information on the Great Depression.  Begin to talk about the 

families struggle for survival and what poverty is. 

2. Ask students to try to think of an example of poverty.  Have them begin to think of the 

simulation that will take place tomorrow.  They need to create a story of how they ended up 
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at the soup kitchen.  Consider offering students extra credit if they dress up for the 

simulation. 

3. Day 2 – Allow students time to get dressed if they want.   

4. Have students stand quietly outside the “soup kitchen.”   

5. Allow student to enter the room and have a little bread and soup. 

6. Consider having them videotaped and allow them to beg for food.  You are not trying to 

embarrass any student but allow them to see what it feels like, what people have went 

through, and what people today are going through as well. 

 

Assessment: 

1. Instead of having students take a test on what they learned, have them complete a journal 

entry.  Consider using the following prompt: 

 

“You have now experienced a small taste of what life would have been like in the 1930s.  Write 

about your experience.  Be sure to include your family’s background, what happened that you 

came to the soup kitchen, how you feel about it all, and how you hope to help your family out of 

their situation.” 

 

Source: 

Beiter, A. (2010).  Immigration and the industrial revolution.  Springville-Griffith Institute. 

 

Adaptations: 

 Consider combining this simulation with other social studies classes throughout the school or 

other classes in general.  This is an excellent simulation that helps many students understand 

a concept they may not know yet. 

 

Worksheets: 
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Lesson Title:  Meeting of the Minds 

Strategy:  Reenactment 

Grade: 8
th

  

Time Required:  120 – 240 minutes spread over 2 – 4 days 

 

Statement of Purpose: 

According to Dale (1969), students will remember 90% of what they say and do in school.  By 

allowing students to research and participate in a reenactment where they assume a historical 

identity, students will be more likely to come out of the experience with both meaningful and 

long-term understanding. 

 

Learning Goals: 

1. Students will know a variety of historical figures from the 1920s. 

 

Learning Objectives: 

1. Students will be able to teach their classmates and take part in a Meeting of the Minds 

simulation. 

 

Materials: 

▪ Computers/Research 

 

Location/Arrangement: 

Classroom desks should be arranged in groups for easy working together. 

 

Characters/People: 

All students will participate.  Students will be broken into their historical figure group.  Each 

group will pick a historical figure to research and assume their identity.  Students will be broken 

into their learning groups to teach the students about their identity. 

 

Thematic Instruction Possible: 

ELA -  Read a novel that was written in the 1920s era. 

 

Lesson Plan: 

1. Provide necessary background information on “The Roaring 20’s.” 

2. Introduce the “meeting of the minds” reenactment.  Explain that each student will be put into 

a group.  As a group, they may pick one famous person from the 1920’s to research.  Each 

group will have today and tomorrow to gather and organize their information.  After 

researching, groups will be reorganized so there is an expert in each group.  Students will 

individually present on a 1920’s person to their learning groups. 

3. Assign or have students pick a group in which they will become an expert on.  Have them 

sign up on the ‘Groups’ worksheet (located under worksheets).  All groups need to have an 

equal amount of students.  If there are extra students, assign them to a group and they will 

partner present their information. 

4. Allow each group to sign up for one famous person in the 1920’s.  A few good examples 

would be Coco Chanel (Fashion Designer), Zelda Sayre (Flapper), Charles Lindberg 

(Aviator), Marcus Gravey (Civil Rights Activists), or Albert Einstein (Scientists).  Other 
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good examples would be Louise Brooks (Dancer/Movie), Gloria Swanson (Movie Star), 

Greta Garbo (Movie Star), Charlie Chapman (Director), John Gilbert (Actor), F. Scott 

Fitzgerald (Author), Babe Ruth (Baseball), Jack Dempsey (Boxer), and Duke Ellington 

(Musician). 

5. Once students have chosen a person, allow them to begin their research.  Have each student 

complete the research outline (located under worksheets). 

6. Allow students time to research their person.  For homework,  have the students highlight the 

key talking points and practice their lesson (optional). 

7. If students need another day to research or prepare for the activity, if there is time, allow for 

it.  Encourage students to create fun lessons when ready to present. 

8. As they are preparing to present, remind them that they need to stay in character and present 

the information in a new and fun way.  When it is their turn to question other students, they 

must also stay in character.  You may want to offer extra credit if students attempt to dress up 

for their presentation. 

9. Allow groups to spread out during the presentation.  All number 1s should go into their new 

learning groups.  Members of Group A should present first to save any confusion.  One 

person will present at a time in each group.  Each member should take about (7 – 10 minutes 

maximum).  In that time period, be sure that students had a chance to ask the presenter any 

questions.  You may wish to announce the five-minute mark and again at the eight-minute 

mark that would allow students to have time to answer questions.  Around the ten-minute 

mark or an equivalent time period for your specific class, have students switch presenters and 

the person from Group B will present on their chosen person.  Again, try to inform the group 

at the halfway point and the question point.  Continue with the presentations until all group 

members have presented. 

10. For each presentation, students should be completing their own research outline about the 

historical person for their own records. 

11. After all presentations have taken place, open the floor up to any extra or unanswered 

questions in an attempt to have other presenters be able to answer them.   

 

Assessment: 

12. Before the end of the period, allow for students to complete the assessment (located under 

worksheets) 

 

Source: 

New York State Education Department (2009).  Social studies core curriculum part 1.  Retrieved 

from http://www.p12.nysed.gov/ciai/socst/pub/sscore1.pdf 

 

Adaptations: 

▪ If you have a smaller class or would like to take up more time, have each student pick a 

famous person from the 1920s and allow them ten to fifteen minutes to present to the whole 

class. 

 

Worksheets: 
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(Groups) 

 

       Period _______________ 

 

Group A - ____________________________ 

1. ____________________________ 

2. ____________________________ 

3. ____________________________ 

4. ____________________________ 

 

 

Group B - ____________________________ 

1. ____________________________ 

2. ____________________________ 

3. ____________________________ 

4. ____________________________ 

 

 

Group C - ____________________________ 

1. ____________________________ 

2. ____________________________ 

3. ____________________________ 

4. ____________________________ 

 

 

Group D - ____________________________ 

1. ____________________________ 

2. ____________________________ 

3. ____________________________ 

4. ____________________________ 
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(Research Outline) 

 

Name: ____________________________ Date: _______________ Period: ___________ 

 

 

Historical Person: _______________________________________ 

 

Real Name: _______________________________________ 

 

Date of Birth/Death: _______________________________________ 

 

Famous For: ___________________________________________________________________ 

______________________________________________________________________________ 

______________________________________________________________________________ 

______________________________________________________________________________ 

 

Job: __________________________________________________________________________ 

______________________________________________________________________________ 

 

Contributions to the 1920s:  _____________________________________________________ 

______________________________________________________________________________ 

______________________________________________________________________________ 

______________________________________________________________________________ 

 

Everlasting contributions or changes? ____________________________________________ 

______________________________________________________________________________ 

______________________________________________________________________________ 

______________________________________________________________________________ 

 

How would the world be different today without this person? 

___________________________________________________________________ 

______________________________________________________________________________ 

______________________________________________________________________________ 

______________________________________________________________________________ 

 

Additional Information: 

___________________________________________________________________ 

______________________________________________________________________________ 

______________________________________________________________________________ 

______________________________________________________________________________ 

___________________________________________________________________ 

______________________________________________________________________________ 

______________________________________________________________________________ 

______________________________________________________________________________ 
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(Assessment) 

 

Name: ________________________  Date: ______________ Period: _______ 

 

1. Who were all the people from the Roaring 20s  that you learned about.  Name all four and 

their major contributions as well as how they helped change society… 

 

______________________________________________________________________________ 

______________________________________________________________________________ 

______________________________________________________________________________ 

 

______________________________________________________________________________ 

______________________________________________________________________________ 

______________________________________________________________________________ 

 

______________________________________________________________________________ 

______________________________________________________________________________ 

______________________________________________________________________________ 

 

______________________________________________________________________________ 

______________________________________________________________________________ 

______________________________________________________________________________ 

 

 

2.  Did you like this reenactment?  Comments or Suggestions? 

______________________________________________________________________________ 

______________________________________________________________________________ 

______________________________________________________________________________ 
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Lesson Title:  Online Stock Market   

Strategy:  Educational Game 

Grade: 8
th

  

Time Required: 1 week – 10 weeks 

 

Statement of Purpose: 

Too often, in social studies, students fail to see the real-life connection with the material.  At a 

younger age, students might not understand the stock market and the great affect that it can have.  

In history, when the stock market crashed, it affected many different people.  By having students 

better understand the stock market, they will be more likely to understand the affect that it can 

have on people. 

 

Learning Goals: 

1. Students will know how the stock market functions and the affects that it can have on people. 

 

Learning Objectives: 

1. Students will be able to explain how the stock market can easily affect their life. 

 

Materials: 

▪ Weekly newspapers (Optional) 

▪ Computers 

 

Location/Arrangement: 

Any desk arrangement in the classroom will work. 

 

Characters/People: 

All students will participate. 

 

Thematic Instruction Possible: 

ELA – Read a story on the crash of the stock market.  Keep a journal as to how you would feel 

or how it affected you and your family. 

Math – Create math problems that use the stock exchange prices to reinforce the real life 

experience the students should be having. 

 

Lesson Plan: 

1. Log onto Smart Stocks and create a class account. 

2. Let all students have simultaneous access to computers with internet access. 

3. Have each student create an account on Smart Stocks and join the group designated for their 

class. 

4. Explain to the students that each “stock broker” is given one million dollars to invest into the 

market.  They need to research and buy/trade stocks.  There will be a short assessment 

towards the end of assessment. 

5. Depending on the amount of time that you want to dedicate to this educational game, you 

may simply allow students to get a taste of the stock market in as short of a week or allow it 

to run for the whole semester.  If you want this educational game to run longer, you may 

consider setting up expectations such as:  Week 2 – ½ invested, Week 5 – All invested. 
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6. Explain to students how Smart Stocks work.  Students need to research the stock that they 

want to invest in and how much they want to buy.  They then need to insert in the ticker 

name and how much of the stock that they want to buy and click “buy” or “sell” for whatever 

they want. 

7. The stock prices will automatically update with the actual prices of the current stock market.   

8. Allow students enough time to be able to buy stock and make the trades that they want. 

9. You may also consider bringing in newspapers so students can see how the stock prices are 

printed in them as well. 

10. When there is extra time during class time, allow students to go on and buy/sell stocks.  They 

may also do this during their free time during study halls as well. 

11. Be sure to have periodic class discussion on their strategies to buying and selling, as well as 

what stocks they are buying and how the stock market can affect their life. 

12. Continue allowing the students to buy/sell stocks as long as time allows for throughout the 

year/semester. 

 

Assessment: 

Because this can be a long-term game, you can administer the quick assessment to gauge student 

learning throughout the whole strategy.  (See Assessment located under Worksheets) 

 

Source: 

Beiter, A. (2010).  Immigration and the industrial revolution.  Springville-Griffith Institute. 

Smart Stocks.  (2012).  Retrieved from www.smartstocks.com. 

 

Adaptations: 

▪ If Smart Stocks doesn’t work or with your school’s filtering system, there are other websites 

that are very similar such as www.virtualstockexchange.com 

 

Worksheets: 

 

http://www.smartstocks.com/
http://www.virtualstockexchange.com/
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(Assessment) 

 

 

Name: ___________________________ Date: _______________ Period: __________ 

 

 

1. What are some of the stocks that you have recently bought or sold?  Why? 

 

 

 

 

 

 

 

 

2. What strategies have you been using in this simulation? 

 

 

 

 

 

 

 

 

3. How quickly can changes in the stock market affect people? 

 

 

 

 

 

 

 

 

4. How does changes in the stock market affect people? 

 

 

 

 

 

 

 

 

5. Did you like this simulation?  Comments or suggestions? 
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Unit 10:  The United States Assumes Worldwide Responsibilities 

 

Goals:  This unit will: 

 

 Provide a deeper understanding of history and historical thought to the students. 

 Invoke questions within the student to increase their interest in social studies.  

 Promote knowledge gain and critical thinking skills within social studies. 

 Help students to learn about the events that built our nation. 

 

New York State Objectives:  Students will be able to: 

 

10.1.1 – Understand why World War II began and how it changed the lives of millions of people 

10.1.6 – Describe historic events through the eyes and experiences of those who were there 

10.2.3 – Understand the relative importance of United States domestic and foreign policies over 

time 

10.2.4 – Analyze the role played by the United States in international politics, past and present. 

 

Standards: 

 

Social Studies: 1, 2, 3, 4, 5 

Mathematics, Science, & Technology: 2 

English Language Arts: 1, 3, 4 

The Arts: 1 

 

 

Active Learning Strategies: 

 

Simulation –  D-Day Talk Show 

Reenactment – WWII 

Educational Game – Imperialism Jeopardy 
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Lesson Title:  D-Day Talk Show 

Strategy:  Simulation 

Grade: 8
th

  

Time Required:  60 – 240 minutes spread over 1 – 4 days 

 

Statement of Purpose: 

Although the material of social studies can be considered boring by students, what really turns 

them off is how the material is taught.  By allowing students to interact with the materials, a 

student’s interest will already rise.  Allowing students to learn the material in ways they haven’t 

before, like a talk show will keep them interested in the material. 

 

Learning Goals: 

2. Students will know facts from different viewpoints about what happened on D-Day. 

 

Learning Objectives: 

2. Students will be able to describe the different viewpoints about D-Day. 

 

Materials: 

 Computer with internet access 

 Textbook 

 

Location/Arrangement: 

Any arrangement will work for the research.  When it comes time for the simulation, have the 

desks set up like a talk show with a host, guest, and audience. 

 

Characters/People: 

All students will participate within this simulation.   

 

Thematic Instruction Possible: 

 

Lesson Plan: 

9. Provide students with the necessary background information about D-Day and WWII. 

10. Have students pick an assignment to fill.  (See assignment sheet located under worksheets) 

11.  Have each student research his or her historical characters’ involvement in D-Day.  (See 

Research, Audience, Host located under worksheets).   

12. If they are a member of the audience, have them complete the audience sheet to be able to 

ask questions during the talk show.  Each student needs to have at least one relevant question 

for each historical character. 

13. Once they are done researching, arrange the room in the correct order. 

14. Have the host introduce the show’s first segment – on the eve of D-Day.  Each guest has one 

to two minutes to tell the audience about how they prepared for D-Day.  Make sure that 

students stay in character at all time.  The host should then direct audience questions about 

the preparations for D-Day to the appropriate guests. 

15. Introduce the next segment – D-Day.  Each guest will have a maximum of 2 minutes to 

describe what he or she was doing on D-Day.  The host should direct audience questions 

after each guest has had time to talk. 
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16. Introduce the third segment – The Day after D-Day.  Each guest should give their reaction to 

D-Day and have the audience ask questions. 

 

Assessment: 

1. Have students complete the assessment (located under worksheets). 

 

Source: 

National WWII Museum (2012).  The D-Day Talk Show:  Producing a D-Day Talk Show.  

Retrieved from www.nationalww2museum.org/learn/education 

 

Adaptations: 

 If you have a larger class or want to have students complete an extra assignment, have 

students form groups and create commercials for the talk show.  Have the commercial be 

related to the United States Home Front during WWII.  You may wish to have them research 

the following question:  In what ways did the government rally support for the war effort? 

 Consider videotaping the talk show for future classes. 

 

Worksheets: 

http://www.nationalww2museum.org/learn/education
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(Assignment Sheet) 

 

D-Day Talk Show Assignment Sheet Period 

Talk Show Host  

Roosevelt  

Eisenhower  

Rommel  

Rosie the Riveter  

Andrew Higgins  

U.S. GI  

French Resistance Spy  

Churchill  

German Soldier  

Audience  

Audience  

Audience  

Audience  

Audience  

Audience  
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(Research) 

 

Name: ________________________________ 

 

Character Name - 

_____________________________________________________ 

 

Character Description –  

______________________________________________________________ 

______________________________________________________________ 

______________________________________________________________ 

______________________________________________________________ 

 

What did your character do to help prepare for the D-Day operation or to defend 

against it in the months leading up to June 6, 1944? 

______________________________________________________________

______________________________________________________________

______________________________________________________________

______________________________________________________________

______________________________________________________________

______________________________________________________________

______________________________________________________________

______________________________________________________________ 

What was your character doing during D-Day? 

______________________________________________________________

______________________________________________________________

______________________________________________________________

______________________________________________________________

______________________________________________________________

______________________________________________________________ 

______________________________________________________________ 

What did your character do after D-Day? 

______________________________________________________________

______________________________________________________________

______________________________________________________________

______________________________________________________________

______________________________________________________________

______________________________________________________________ 
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 (Audience Sheet) 

Name: _____________________________________ 

 
Directions:  Research D-Day history and compose at least one question for each of the following 

characters.  Be sure to ask specific questions about their participation before, during, or after D-Day. 
 

Roosevelt 
__________________________________________________________________________________ 

__________________________________________________________________________________ 

__________________________________________________________________________________ 

 

Eisenhower 
__________________________________________________________________________________ 

__________________________________________________________________________________ 

__________________________________________________________________________________ 

 

Rommel 
__________________________________________________________________________________ 

__________________________________________________________________________________ 

__________________________________________________________________________________ 

 

Rosie the Riveter 
__________________________________________________________________________________ 

__________________________________________________________________________________ 

__________________________________________________________________________________ 

 

Andrew Higgins 
__________________________________________________________________________________ 

__________________________________________________________________________________ 

__________________________________________________________________________________ 

 

U.S. GI 
__________________________________________________________________________________ 

__________________________________________________________________________________ 

__________________________________________________________________________________ 

 

French Resistance Spy 
__________________________________________________________________________________ 

__________________________________________________________________________________ 

__________________________________________________________________________________ 

 

Churchill 
__________________________________________________________________________________ 

__________________________________________________________________________________ 

__________________________________________________________________________________ 

 

German Soldier  
__________________________________________________________________________________ 

__________________________________________________________________________________ 
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(Host) 

 

Name: ___________________________________ 

 

Directions:  Research D-Day and prepare a brief description of the preparations, engagement and 

aftermath of the invasion.  Be prepared to lead the class into a discussion of D-Day during your 

talk show. 

 

Preparations for D-Day 
__________________________________________________________________________________ 

__________________________________________________________________________________ 

__________________________________________________________________________________ 

__________________________________________________________________________________ 

__________________________________________________________________________________ 

__________________________________________________________________________________ 

__________________________________________________________________________________ 

__________________________________________________________________________________ 

__________________________________________________________________________________ 

__________________________________________________________________________________ 

 

D-Day 
__________________________________________________________________________________ 

__________________________________________________________________________________ 

__________________________________________________________________________________ 

__________________________________________________________________________________ 

__________________________________________________________________________________ 

__________________________________________________________________________________ 

__________________________________________________________________________________ 

__________________________________________________________________________________ 

__________________________________________________________________________________ 

__________________________________________________________________________________ 

 

Aftermath of D-Day 
__________________________________________________________________________________ 

__________________________________________________________________________________ 

__________________________________________________________________________________ 

__________________________________________________________________________________ 

__________________________________________________________________________________ 

__________________________________________________________________________________ 

__________________________________________________________________________________ 

__________________________________________________________________________________ 

__________________________________________________________________________________ 

__________________________________________________________________________________ 
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(Assessment) 

 

Name: _____________________________ 

 

Write how D-Day affected each character in the simulation. 

 

1. Roosevelt 

 

 

 

2. Eisenhower 

 

 

 

3. Rommel 

 

 

 

4. Rosie the Riveter 

 

 

 

5. Andrew Higgins 

 

 

 

6. U.S. GI 

 

 

 

7. French Resistance Spy 

 

 

 

8. Churchill 

 

 

 

9. German Soldier  
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Lesson Title:  WWII 

Strategy:  Reenactment 

Grade: 8
th

  

Time Required:  120 – 240 minutes spread over 2 – 4 days 

 

Statement of Purpose: 

An interesting concept when it comes to historical events is not specifically the event, but the 

effects that it has on the people involved.  By having students research and enact their 

information, all of the class will have a greater view of the event as a whole. 

 

Learning Goals: 

1. Students will know different viewpoints about WWII. 

 

Learning Objectives: 

1. Students will be able to teach their classmates and enact a piece of history. 

 

Materials: 

▪ Computers/Research 

 

Location/Arrangement: 

Classroom desks can be arranged in any way. 

 

Characters/People: 

All students will participate.   

 

Thematic Instruction Possible: 

ELA -  Read a novel that was written about WWII. 

Math – Create math problems that relate to the amount of troops from each country that entered 

WWII. 

 

Lesson Plan: 

13. Provide necessary background information on WWI. 

14. Have students sign up for a role to take on.  Students may choose from a soldier, a wife of a 

soldier, a student in high school, or an elected official.  There will be multiple students per 

role.  (See Groups located under Worksheets). 

15. Have each group research their role.  They need to know what the person thought, how they 

acted, did they agree with the war, were they scared.  The point to the research is to be able 

to seamlessly reenact their role in an interview setting. 

16. When students have researched their role, allow them time to create a dialogue or a plan for 

their presentation. 

17. For the presentation, have one group come up.  Each person in the group represents a 

different person with the same role.  For example, it is four different soldiers that entered the 

war. 

18. Allow students to talk about their daily life and their thoughts on the war.  Allow the students 

to ask questions as if it were an interview.  Have students keep notes on the presentation (See 

presentation located under worksheets). 
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19. After one group has presented, allow for a change and the next group to present.  Each group 

should have about 10 minutes to present. 

 

Assessment: 

20. Before the end of the period, allow for students to complete the assessment (located under 

worksheets) 

 

Source: 

New York State Education Department (2009).  Social studies core curriculum part 1.  Retrieved 

from http://www.p12.nysed.gov/ciai/socst/pub/sscore1.pdf 

 

Adaptations: 

▪ One adaptation is for each student to research a specific soldier (that can still be alive) and 

enact their life and thoughts on WWII. 

 

Worksheets: 
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(Groups) 

 

       Period _______________ 

 

Group A -  Soldiers 

5. ____________________________ 

6. ____________________________ 

7. ____________________________ 

8. ____________________________ 

 

 

Group B -  Wife of Soldier 

5. ____________________________ 

6. ____________________________ 

7. ____________________________ 

8. ____________________________ 

 

 

Group C -   Student in High School 

5. ____________________________ 

6. ____________________________ 

7. ____________________________ 

8. ____________________________ 

 

 

Group D -   Elected Official 

5. ____________________________ 

6. ____________________________ 

7. ____________________________ 

8. ____________________________ 
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(Presentation) 

 

Name: ____________________________ Date: _______________ Period: ___________ 

 

 

Soldiers 

 

______________________________________________________________________________ 

______________________________________________________________________________ 

______________________________________________________________________________ 

______________________________________________________________________________ 

______________________________________________________________________________ 

______________________________________________________________________________ 

 

Wife of Soldiers 

 

______________________________________________________________________________ 

______________________________________________________________________________ 

______________________________________________________________________________ 

______________________________________________________________________________ 

______________________________________________________________________________ 

______________________________________________________________________________ 

 

High School Student 

 

______________________________________________________________________________ 

______________________________________________________________________________ 

______________________________________________________________________________ 

______________________________________________________________________________ 

______________________________________________________________________________ 

______________________________________________________________________________ 

 

Elected Official 

 

______________________________________________________________________________ 

______________________________________________________________________________ 

______________________________________________________________________________ 

______________________________________________________________________________ 

______________________________________________________________________________ 

______________________________________________________________________________ 
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(Assessment) 

 

Name: ________________________  Date: ______________ Period: _______ 

 

1. What were the views of each person on WWII?  What did they think?  What did they want?   

 

Soldier 

______________________________________________________________________________ 

______________________________________________________________________________ 

______________________________________________________________________________ 

Wife of Soldier 

______________________________________________________________________________ 

______________________________________________________________________________ 

______________________________________________________________________________ 

High School Student 

______________________________________________________________________________ 

______________________________________________________________________________ 

______________________________________________________________________________ 

Elected Official 

______________________________________________________________________________ 

______________________________________________________________________________ 

______________________________________________________________________________ 

 

 

2.  Did you like this reenactment?  Comments or Suggestions? 

______________________________________________________________________________ 

______________________________________________________________________________ 

______________________________________________________________________________ 
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Lesson Title:  Imperialism Jeopardy 

Strategy:  Educational Game 

Grade:  8th 

Time Required: 60 minutes spread over 1 day 

 

Statement of Purpose: 

The incorporation of games into an educational setting helps students to see that learning is a fun 

concept.  The use of an interactive jeopardy game helps students to both gain the knowledge 

learned in a competitive group setting. 

 

Learning Goals: 

1. Students will know the imperialism vocabulary. 

 

Learning Objectives: 

1. Students will be able to describe the terms used to explain imperialism. 

 

Materials: 

 Computer 

 Projector 

 Coin 

 

Location/Arrangement: 

Classroom desks should be put into two groups that will compete against one another. 

 

Characters/People: 

All students will participate in two competing groups. 

 

Thematic Instruction Possible: 

 

Lesson Plan: 

1. Have students come into the classroom. 

2. Divide students into two different groups and have them sit on their appropriate side of the 

classroom. 

3. Flip a coin to see which group goes first. 

4. Have the leader of the first group pick a category.  Read the question that they picked.  Allow 

students time to answer the question.  When they have come to answer, have the leader say it.  

If they are correct, add their points to the scoreboard.  If they are incorrect, subtract their 

points and allow the other team to try to answer.  Add or subtract their points depending on if 

their answer is correct or incorrect.  (See Jeopardy located under worksheets). 

5. Show the answer and have a small class discussion on it before moving to the next question. 

6. Have both groups compete in final jeopardy.  They may bet as many points as they want. 

7. Once you have allowed time for the term, have both groups reveal their answer and calculate 

their points. 

 

Assessment: 
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1. To assess student’s knowledge, have them turn to a partner and discuss any vocabulary 

words that they were not still sure on, words that they need more examples on, or words that 

they got right.  By allowing students to talk about the words that they have just learned about, 

there is a greater chance that this knowledge will be remembered. 

 

Source: 

Griffin.  (1964).  Jeopardy.  Sony Pictures Television. 

Oswego City School District Regents Exam Prep Center.  (2011).  Retrieved from 

http://regentsprep.org/Regents/global/vocab/topic.cfm?topic=i 

 

Adaptations: 

 One adaptation of this lesson would be for all the students to complete this individually as an 

assessment to the vocabulary of the unit. 

 

Worksheets: 
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(Jeopardy) 
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Unit 11:  The Changing Nature of the American People from World War II to the Present 

 

Goals:  This unit will: 

 

 Provide a deeper understanding of history and historical thought to the students. 

 Invoke questions within the student to increase their interest in social studies.  

 Promote knowledge gain and critical thinking skills within social studies. 

 Help students to learn about the events that built our nation. 

 

New York State Objectives:  Students will be able to: 

 

11.1.1 – Understand that the period immediately following World War II was a prolonged period 

of prosperity with a high level of public confidence in the United States 

11.1.2 – Investigate key turning points in New York State and United States history and explain 

why these events or developments are significant 

 

Standards: 

 

Social Studies: 1, 2, 3, 4, 5 

Mathematics, Science, & Technology: 2 

English Language Arts: 1, 3, 4 

The Arts: 1 

 

 

Active Learning Strategies: 

 

Simulation – Understanding the Supreme Court 

Reenactment – Martin Luther King’s Speech 

Educational Game – The Game of Life 
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Lesson Title: Understanding the Supreme Court 

Strategy:  Simulation 

Grade:  8
th

  

Time Required: 60 minutes per day for 9 – 10 days 

 

Statement of Purpose: 

The United States government operates under three branches of government:  the legislative, the 

executive, and the judicial branch.  The judicial branch helps to review our laws and decide if 

they are constitutional or not.  Students have completed a simulation previously with a court, 

with this simulation; each student will have an opportunity to be an attorney or a Supreme Court 

justice and to understand the inner workings of the judicial branch. 

 

Learning Goals: 

1. Students will know the function of the judicial branch. 

 

Learning Objectives: 

1. Students will be able to participate in a simulated experience using a historical case to 

understand the judicial branch. 

 

Materials: 

 Computers/Research 

 Name Tags 

 Graduation Robes (Optional) 

 

Location/Arrangement: 

Align desks so there is a row of nine (or more if there are extra students) for the Supreme Court 

judges.  Have the other desks in two groups (for prosecution/defense) facing the judges. 

 

Characters/People: 

All students will participate in this simulated experience.  All students will have an opportunity 

to be an attorney or a Supreme Court justice. 

 

Thematic Instruction Possible: 

ELA – read a novel that relates to the government or the choices of right and wrong. 

 

Lesson Plan: 

Day 1 

1. Provide necessary background information on the Supreme Court and the Bill of Rights.  The 

Bill of Rights should be a review as it was discussed the previous year. 

2. Explain that the students will be taking part in a multi-day simulation of the United States 

Supreme Court through some of its most controversial court cases.  Each student will get to 

be an attorney or on the Supreme Court at least once. 

3. You may want to connect with student’s ability to talk themselves out of trouble.  Most 

people are natural lawyers and have that ability.  Have students discuss strategies of how they 

may be able to get a court to rule in their favor.   

4. If there is time in class, continue to teach/review the Judicial Branch. 
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Day 2 

5. Briefly review how the simulation will run.   

6. Introduce to the students what it means to be a lawyer and successful strategies that they use. 

7. Introduce the different cases that you will be working with and assign students to the cases.  

Explain to students that there will be three attorneys for the prosecution and three attorneys 

for the respondent.  Other students will act as the Supreme Court judges.  Assignment Sheet 

is located under Worksheets. 

8. Pass out the Student Guide worksheet (located under Worksheets). 

9. Go over different strategies that may benefit the prosecution/defense when it comes to trial.  

Have students begin to review their cases in their respective teams. 

 

Day 3 & 4 

10. Give students time to research and prepare their case with their teammates. 

11. Be sure to give students enough time for them to meet and rehears their cases in their 

appropriate groups. 

12. Allow groups to discuss what was done well and what could be improved. 

13. Pass out the Supreme Court Justice packet (located under Worksheets). 

14. Assign Tinker vs. Des Moines for homework. 

 

Day 5 

15. Call the court to order.  Have the lawyers present the Tinker vs. Des Moines case.  Follow 

the brief agenda stated in the Student Guide worksheet.   

16. Allow the justices to step into the hall to make their decision.  The Chief Justice will explain 

the decision and how they came to it. 

17. Debriefing:  Class discussion on how the case was presented and why the court ruled the way 

it did.  Compare results to the actual case. 

18. Assign Gideon vs. Wainwright for homework in the Supreme Court Justice Packet. 

 

Day 6 

19. Call the court to order.  Have the lawyers present the Gideon vs. Wainwright case.  Follow 

the brief agenda stated in the Student Guide worksheet.   

20. Allow the justices to step into the hall to make their decision.  The Chief Justice will explain 

the decision and how they came to it. 

21. Debriefing:  Class discussion on how the case was presented and why the court ruled the way 

it did.  Compare results to the actual case. 

22. Assign Miranda vs. Arizona for homework in the Supreme Court Justice Packet. 

 

Day 7 

23. Call the court to order.  Have the lawyers present the Miranda vs. Arizona case.  Follow the 

brief agenda stated in the Student Guide worksheet.   

24. Allow the justices to step into the hall to make their decision.  The Chief Justice will explain 

the decision and how they came to it. 

25. Debriefing:  Class discussion on how the case was presented and why the court ruled the way 

it did.  Compare results to the actual case. 

26. Assign Vernonia vs. Acton for homework in the Supreme Court Justice Packet. 
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Day 8 

27. Call the court to order.  Have the lawyers present the Vernonia vs. Acton case.  Follow the 

brief agenda stated in the Student Guide worksheet.   

28. Allow the justices to step into the hall to make their decision.  The Chief Justice will explain 

the decision and how they came to it. 

29. Debriefing:  Class discussion on how the case was presented and why the court ruled the way 

it did.  Compare results to the actual case. 

 

Day 9 

30. As a class, we will briefly review the cases, main points and the Court’s decision.   

31. If there is time, watch a quick video on the Supreme Court. 

32. Assess the students. 

 

Assessment: 

1. Create an assessment (see Assessment located under Worksheets) that will check student 

knowledge on the simulation as well as use their critical thinking skills to write how each 

case has affected the world that we live in today. 

 

Source: 

Karb, J. & Beiter, A. (2005).  Supreme court simulation.  Retrieved from 

http://www.springvillegi.org/webpages/cspan/supreme.cfm 

 

Adaptations: 

▪ This simulation is designed for an ideal class of 15 students.  Three students being the 

lawyers for the defense, three students being the lawyers for the prosecution, and nine 

Supreme Court justices.  When possible, keep the Supreme Court Justices to an odd number, 

because there is a majority needed when they vote.  If there are extra students, you may 

consider reorganizing the structure of the simulation, possibly only having two lawyers for 

each side or increasing that up to four or five for each side depending on your class size. 

▪ Depending on the amount of time you have in your class, you may need to adjust the agenda 

for each case, offering more or less time as needed. 

▪ In the debriefing exercise, after the discussion of cases, a teacher may consider watching a 

short video clip of the case or the background of the case or the ruling on the case through a 

site such as YouTube or one through a DVD. 

 

Worksheets: 
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(Assignment Sheet)       Period ________ 

 

Tinker vs. Des Moines School District 

 

(Petitioner)  – Attorneys for the Tinkers… 

1. ______________________  2.  _____________________  3. ______________________ 

 

(Respondent)  – Attorneys for the Des Moines School District… 

1.  ______________________  2.  _____________________  3. ______________________ 

 

 

 

Miranda vs. Arizona 

 

(Petitioner)  – Attorneys for Miranda… 

1.  ______________________  2.  _____________________  3. ______________________ 

 

(Respondent)  – Attorneys for the State of Arizona… 

1.  ______________________  2.  _____________________  3. ______________________ 

 

 

 

Gideon vs. Wainwright 

 

(Petitioner)  – Attorneys for Gideon… 

1.  ______________________  2.  _____________________  3. ______________________ 

 

(Respondent)  – Attorneys for the State of Florida… 

1.  ______________________  2.  _____________________  3. ______________________ 

 

 

 

Vernonia vs. Acton 

 

(Petitioner)  – Attorneys for Acton… 

1.  ______________________  2.  _____________________  3. ______________________ 

 

(Respondent)  – Attorneys for the Vernonia School District 

1.  ______________________  2.  _____________________  3. ______________________ 
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(Student Guide) 

 

Name: ________________________________ Period: ___________ 

 

 

 

 

To prepare your case… 

 

Introduction 

 Briefly explain to the court what you will prove or show during the trial. 

 One possible way to begin your case would be…“Mr./Ms Chief Justice, May it please the 

Court.  In the Case of...” 

 

Argument 

 Build your case around two or three key arguments 

 Use examples…“For example…” 

 Put the justices in the place of the client…“How would you feel if…” 

 Use a dictionary to define the key words 

 Use the Constitution!  Use specific passages in your arguments 

 

Conclusion 

 Summarize the major parts to your arguments. 

 

Rebuttal 

 Respond to the argument that was presented by the other side.   

 

Agenda 

 

The Court will be announced by the Marshal. 

Chief Justice will ask the Marshal to read the case. 

 

Lawyers for the Petitioner will present their case (5 minutes maximum) 

Lawyers for the Respondent will present their case (5 minutes maximum) 

 

Rebuttal by the lawyers for the Petitioner (2 minutes maximum) 

Rebuttal by the lawyers for the Respondent (2 minutes maximum) 

 

The Supreme Court will deliberate in the hall (3 minutes maximum) 

The Chief Justice will express the decision made by the Court. 

Each Justice will share his/her opinion with Court.  (3 minutes maximum) 

 

As a lawyer, dress up for extra credit! 
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(Supreme Court Justice) 

 

Name: __________________________________ Period: ____________ 

 

Confidential 
 

 

 

 

 

 

 

 

**Before a Supreme Court Justice hears a case, they do research.  Use your textbook to research 

the following questions** 

 

Case # 1 – Tinker vs. Des Moines 

 

Question Presented:  According to the Constitution, should the Tinkers have the right to wear 

the armbands to school or should the school district have the right to stop the wearing of 

armbands? 

 

1.  Who is involved in the case? 

 

 

 

2.  When and where did the case occur? 

 

 

 

3.  What were the charges against the defendants? 

 

 

 

4.  How does the 1
st
 amendment relate to this case? 

 

 

 

5.  Should schools be able to enforce a dress code? 

 

 

 

6.  What is your initial opinion of the case? 

 

 

 

Characteristics of a successful Supreme Court Justice… 

 have good listening skills 

 know the U.S. Constitution and Amendments 

 Be professional!  Remember to rule based on convincing arguments, not because of 

friendships. 
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Case # 2 – Gideon vs. Wainwright 

**In this case, you are not deciding if Gideon is guilty of the crime, you are deciding if Gideon 

should receive a new trial with a lawyer. 

 

Question Presented:  Did the state court’s failure to appoint a lawyer for Gideon violate his 

right to the assistance of counsel as protected in the Sixth amendment? 

 

 

1. Who is involved in the case? 

 

 

 

2. When and where did the case occur? 

 

 

 

3. What were the charges against the defendant? 

 

 

 

4. Why didn’t Florida appoint Gideon a lawyer? 

 

 

 

5. How does the 6
th

 amendment relate to this case? 

 

 

 

6. How does the 14
th

 amendment relate to this case? 

 

 

 

7. What is your initial opinion of the case? 
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Case # 3 – Miranda vs. Arizona 

**In the Miranda case, you are not deciding if Miranda is guilty of the crime; you are deciding if 

Miranda should receive a new trial. 

 

Question Presented:  Did the State of Arizona violate Miranda’s constitutional rights under the 

5
th

 and 6
th

 Amendments when the police questioned him without advising him of his right to 

remain silent and have an attorney present? 

 

1.  Who is involved in the case? 

 

 

 

2.  When and where did the case occur? 

 

 

 

3.  What were the charges against the defendant? 

 

 

 

4.  How does the 5
th

 Amendment relate to the case? 

 

 

 

5.  How does the 6
th

 Amendment relate to the case? 

 

 

 

6.  How does the 14
th

 amendment related to the case? 

 

 

 

7.  What is your initial opinion of the case? 
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Case 4 -   Vernonia vs. Acton 

 

Question Presented:  Does random drug testing of Athletes violate the reasonable search and 

seizure clause of the 4
th

  Amendment? 

 

1.  Who is involved in the case? 

 

 

 

 

2.  When and where did the case occur? 

 

 

 

 

3.  Why did the Vernonia School District  begin drug testing? 

 

 

 

 

4.  What were the charges against the defendant? 

 

 

 

 

5.  How does the 4
th

 Amendment relate to this case? 

 

 

 

 

6.  What is your initial opinion of the case? 
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(Assessment) 

 

Name: ___________________________ Date: _______________ Period: ___________ 

 

Tinker vs. Des Moines 

1. What Amendment was violated?  What does this Amendment protect? 

 

 

2. How did the Court rule? 

 

 

3. How does this help protect us in today’s society? 

 

 

Gideon vs. Wainwright 

4. What Amendment was violated?  What does this Amendment protect? 

 

 

5. How did the Court rule? 

 

 

6. How does this help protect us in today’s society? 

 

 

Miranda vs. Arizona 

7. What Amendment was violated?  What does this Amendment protect? 

 

 

8. How did the Court rule? 

 

 

9. How does this help protect us in today’s society? 

 

 

Vernonia vs. Acton 

10. What Amendment was violated?  What does this Amendment protect? 

 

 

11. How did the Court rule? 

 

 

12. How does this help protect us in today’s society? 
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Lesson Title:  Martin Luther King’s Speech 

Strategy:  Reenactments 

Grade:  8
th

  

Time Required:  30 – 60 minutes spread over 1 day 

 

Statement of Purpose: 

One excellent way for students to better understand history is by using primary sources.  By 

allowing students to interact with history, they have a greater chance of comprehending the 

material.  Having students read and dissect a speech to understand its meaning is an excellent 

skill that will benefit them through their life.   

 

Learning Goals: 

2. Student will know the basic meaning to Martin Luther King’s Speech. 

 

Learning Objectives: 

2. Students will be able to describe the basic meaning of Martin Luther King’s Speech.   

 

Materials: 

 Copy of Martin Luther King’s Speech 

 Paper 

 Pencil 

 

Location/Arrangement: 

Students will stay in the classroom with the desks in any arrangement 

 

Characters/People: 

All students will participate. 

 

Thematic Instruction Possible: 

 

Lesson Plan: 

17. Provide necessary background information about Martin Luther King. 

18. Have each student look at a copy of Martin Luther King’s speech. 

19. Have students take turns, either in small groups or as a class, reading the speech. 

20. Have students write down any vocabulary words they meet that they do not understand to 

look up later in the class. 

21. Create class discussions after each section to help cement the concepts presented.. 

 

Assessment: 

4. Have students complete the assessment to be able to comprehend their understanding.  (See 

Assessment located under Worksheets) 

 

Source: 

New York State Education Department (2009).  Social studies core curriculum part 1.  Retrieved 

from http://www.p12.nysed.gov/ciai/socst/pub/sscore1.pdf 

 

http://www.p12.nysed.gov/ciai/socst/pub/sscore1.pdf
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Adaptations: 

 

One possible adaptation of this lesson would be to rewrite the speech into a modern translation to 

help understand what Martin Luther King was trying to accomplish trying to accomplish.   

 

Worksheets: 
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(Assessment) 

 

 

 

Name: _______________________  Date: ________________ Period: ______ 

 

 

 

 

What did Martin Luther King hope to accomplish with this speech? 

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________ 

 

What was the result?  What happened because of this speech? 

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________ 

 

What impact did this speech have on the United States?  

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________ 

 

Was this recreation helpful?  Comments or Suggestions? 

______________________________________________________________________________

______________________________________________________________________________

______________________________________________________________________________ 
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Lesson Title:  The Game of Life 

Strategy:  Educational Games 

Grade:  8
th

  

Time Required:  60 minutes spread over 1 day 

 

Statement of Purpose: 

When students are young, they tend to be oblivious to life’s unexpected problems because as 

children, they are taken care of by adults.  By allowing students to see that life can have its 

problems thrust upon them, playing a board game like an adapted version of life, may help them 

to better understand what lies ahead.  Seeing that this is a board game, it will obviously not 

simulate actual life experiences but it will help to show potential problems they may have in life.  

This game is not designed to scare the students about what lies ahead but merely open their eyes 

to the possibility of problems arising. 

 

Learning Goals: 

1. Students will know different problems that can rise in their future lives. 

 

Learning Objectives: 

1. Students will be able to devise and write a plan that may help them through future problems 

 

Materials: 

 The Game of Life (located under Worksheets) 

 Dice (for each group) 

 

Location/Arrangement: 

 Put student desks into groups of three or four. 

 

Characters/People: 

 All students will participate and should be put into groups of three or four. 

 

Thematic Instruction Possible: 

 

Lesson Plan: 

1. Print off and laminate all materials located under worksheets. 

2. Put students in groups of three or four.  Have the students read the instructions on how to 

play the game.  This is very similar to the game of life board game by Hasbro. 

3. Have students play the game until they finish or until time runs out.  This is a condensed 

version of the original board game so it should be able to be completed during a class period. 

4. When students have finished the game, allow them to quickly take the assessment. 

 

Assessment: 

Although this topic has less to do with social studies, it helps the students to see what their future 

may be like.  Have students complete the assessment. 

 

Source: 
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Bradley, Milton.  (1860).  The game of life.  Hasbro. 

 

Adaptations: 

 

Worksheets: 
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(Game Board) 

 

 

 

 

 

 

 

 

 

 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Parking 
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Marker # 1 

Pay Day! 

Pay Day! 
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Marker # 3 

 Pay Day! 
 

Pay Day! 

Pay Day! 

Pay Day! 
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Marker # 2 

Pay Day! 

Pay Day! 

Pay Day! 
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(Game Pieces) 
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(Instructions) 

 

How to Play: 

 

1. Each person picks a colored car as his or her game piece.  

Begin the game with only person in the car. 

2. Put all player pieces at home. 

3. Roll the dice to see which player goes first.  The player 

with the highest score begins. 

4. Once player order has been established, have one person be 

the banker who will be in charge of all the money.  Each 

player receives five $ 1.00, five $ 10.00, and ten $ 20.00. 

5. Have player one roll the dice.  Move the correct number of 

spaces.   

6. When you reach a red/blue/purple space, you must stop.  

Read the specific colored card and complete what it says.  

Do not pass the space. 

7. Follow the board and choose whichever path you would like. 

8. When you pass a Pay Day, be sure to collect your salary. 

9. When you land on an orange or green space, pick up the 

game cards, and read what it says.   

10. When it tells you to donate money, put the money back in 

the bank. 

11. Once all players have reached the retirement home, pay 

back the loans, sell your house, and count all your money!  

The player with the most money has won. 
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Red Space!! 

 

Congratulations on your graduation from High School.  It is 

now time to go out and look for a job.  There are many 

different jobs that you have been looking into.  Some require 

four years of college and some require more.  Have a player 

put the Career Cards (face down) on a flat setting and 

randomly pick out three.  From those jobs, pick one that you 

would like to have as your career. 

 

Once you have picked a career, look at the color of the card.  

Have the same partner put the salary cards face down that 

match the same color and randomly pick out one card.  That 

is your salary throughout the game. 

 

  Keep both the salary and career cards. 

Blue Space! 

 

Congratulations on your new bundle of joy! 

 

Upgrade your car to include your new arrival! 
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Purple Space! 

 

You have decided to get married and buy a house!  

Congratulations! 

 

Upgrade your car to include your spouse. 

 

Have a partner put all property cards face down and pick 

your house! 
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(Career Cards) 

Teacher 

 
Take out 3 loans to pay for 

college! 

Athlete 

 
Take out 3 loans to pay for 

college! 

Flight 

Attendant 

 
Take out 3 loans to pay for 

college! 

Dentist 

 
Take out 3 loans to pay for 

college! 

Marketing 

 
Take out 4 loans to pay for 

college! 

Engineer 

 
Take out 4 loans to pay for 

college! 

Lawyer 

 
Take out 4 loans to pay for 

college! 

Nurse 

 
Take out 4 loans to pay for 

college! 

Psychologist 

 
Take out 4 loans to pay for 

college! 

Sales 

Director 

 
Take out 5 loans to pay for 

college! 

Anesthesiologist 

 

 
Take out 5 loans to pay for 

college! 

Actor 

 
Take out 5 loans to pay for 

college! 
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(Salary Cards) $
3

9
,0

0
0

.0
0

 

$
4

2
,0

0
0

.0
0

 

$
4

6
,0

0
0

.0
0

 

$
 4

7
,5

0
0

.0
0

 

$
4

9
,0

0
0

.0
0

 

$
5

0
,0

0
0

.0
0

 

$
6

0
,0

0
0

.0
0

 

$
6

1,0
0

0
.0

0
 

$
6

5
,0

0
0

.0
0

 

$
7

0
,0

0
0

.0
0

 

$
7

5
,0

0
0

.0
0

 

$
7

7
,0

0
0

.0
0

 

$
9

0
,0

0
0

.0
0

 

$
10

0
,0

0
0

.0
0

 

$
115

,0
0

0
.0

0
 

$
17

0
,0

0
0

.0
0
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(Property Cards) 

Congratulations on 

your new house.  

Your house costs 

$70,000.  Take out 

three loans to cover 

your house 

expenses! 

Congratulations on 

your new house.  

Your house costs 

$95,000.  Take out 

four loans to cover 

your house 

expenses! 

Congratulations on 

your new house.  

Your house costs 

$100,000.  Take out 

four loans to cover 

your house 

expenses! 

Congratulations on 

your new house.  

Your house costs 

$125,000.  Take out 

five loans to cover 

your house 

expenses! 

Congratulations on 

your new house.  

Your house costs 

$150,000.  Take out 

six loans to cover 

your house 

expenses! 

Congratulations on 

your new house.  

Your house costs 

$200,000.  Take 

out eight loans to 

cover your house 

expenses! 
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(Money Cards) 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

$ 25,000.00 Loan 
 
*It is your responsibility to read and understand how to pay back your loans.  This loan is for 

$25,000.00. 

 

Pay back Schedule 

Marker # 1 - $30,000.00    Marker # 2 - $42,000.00    Marker # 3 - $50,000.00 

        $ 1.00 

    

 

$ 1.00 

        $ 5.00 

 

 

$ 5.00 

        $ 10.00 

 

 

$ 10.00 
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        $ 20.00 

 

 

$ 20.00 

        $ 50.00 

 

 

$ 50.00 

        $ 100.00 

 

 

$ 100.00 
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(Game Cards) 

 

Global warming is 

contributing to 

glacial melting and 

loss of frozen 

habitat in the arctic.  

You create a local 

fundraiser which 

you will donate.  

Collect $ 1000.00 

from all players 

including yourself 

and donate it. 

You’ve helped to 

save a tree in the 

rainforest!  

Donate $100.00 to 

the fundraiser. 

You took a trip to 

France to see the 

Eiffel Tower.  Pay 

$ 1000.00 for each 

person in your car. 

You’ve opened an 

art gallery to 

showcase your 

photography 

hobby.  Collect $ 

100.00 admission 

from each player. 

You’ve hit a 

pothole and owe 

the garage $ 75.00 

to fix it. 

After a routine 

dentist visit, you 

were told that 

your children need 

braces.  Pay $ 

500.00 for each 

child. 
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After enormous 

odds, you’ve won 

the lottery.  You 

share the prize with 

21 other people, but 

still manage to 

collect $ 15,000.00 

After allowing 

your teenager to 

drive your car, he 

gets in an accident 

and it is totaled.  

Buy a new car for 

$20,000.00 

You have opted 

for a new career 

and have went 

back to college.  

Take out two 

loans and select a 

new career and 

salary. 

You and your 

spouse are 

celebrating your 

wedding 

anniversary!  

Congratulations! 

Collect $ 100.00 

from each player 

After a surprise in 

the economy, your 

worksite 

downsized and 

you lost your job.  

Luckily, you 

quickly found a 

new job.  Pick out 

a new job and 

salary. 

An unexpected 

medical bill costs 

you $ 500.00 
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You have reached a 

new milestone at 

work and received a 

bonus!  Collect 50% 

of your annual 

salary. 

You have reached a 

new milestone at 

work and received a 

bonus!  Collect 50% 

of your annual 

salary. 

You have reached a 

new milestone at 

work and received a 

bonus!  Collect 50% 

of your annual 

salary. 

You have reached a 

new milestone at 

work and received a 

bonus!  Collect 50% 

of your annual 

salary. 

You have reached a 

new milestone at 

work and received a 

bonus!  Collect 50% 

of your annual 

salary. 

You have reached a 

new milestone at 

work and received a 

bonus!  Collect 50% 

of your annual 

salary. 
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With a rise in the 

stock market, a 

long-term 

investment rose.  

You cashed in your 

shares and received 

$1000.00 each.  Roll 

the dice to see how 

many shares you 

had.  Collect your 

money. 

Bonus 

 

Collect $ 100.00 

Bonus 

 

Collect $ 1000.00 

Bonus 

 

Collect $ 5000.00 

Bonus  

 

Collect $10,000.00 

Bonus  

 

Collect $20,000.00 
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(Assessment) 

Name: __________________________ Period: ________ Date: 

_______________ 

 

Life can come with unexpected problems.  Loss of job, change in economy, or 

accidents can thoroughly change your original plans for your life.  Playing The Game 

of Life should have helped you to see potential problems that may arise in your life.  

Take a few minutes to think and list at least three ways that you are going to 

prevent problems that can arise and list three ways that you might be able to fix a 

problem once it occurs. 

 

Proactive Strategies… 

 

1.  

 

 

 

 

2. 

 

 

 

 

3. 

 

 

 

Reactive Strategies 

 

1. 

 

 

 

2. 

 

 

 

3. 
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Discussion 

This project has come a long way since the beginning of the semester in Fall 2011.  

Although this wasn’t the original project I intended on proposing, this was the project that chose 

me.  There have been many changes to this curriculum project as I have progressed through the 

Spring 2012 semester; however, the final project is a resource that will stay with me throughout 

my teaching career. 

Reflection on Process 

 When I started this to research for my thesis topic, I had no idea where I wanted to start.  

I began with wanting to complete a study on afterschool activities, but something in the topic and 

research was lacking.  Looking back at the end of this project, my own interest and passion was 

the missing piece to that project.  I liked that topic because of past experiences, but I just liked it.  

At the suggestions of my professor, I began to look into the topic of social studies and why did I 

want to teach it.  I realized then that that was where my passion was.  I needed to create a 

resource that would benefit myself in the future but also positively affect the students that I will 

teach.  My social studies curriculum project, as first planned in the fall, has veered slightly from 

its original design at the beginning of the semester.  As I started this project, I had intended on 

creating one simulation, reenactment, or educational game for each of the eleven units in the 

two-year American history course.  Because the research has shown that all three activities can 

be beneficial to the student, by changing my design and inserting one simulation, reenactment, 

and educational game in each unit, the teacher has a greater option of teaching tools to choose 

from. 

 Another change to this curriculum project would be the lesson plan design.  Instead of 

taking a specific lesson plan design, as I was writing up the lesson plans I would insert the 
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needed categories and reorganize them to make it cohesive.  Although it might have been easier 

to find a lesson plan and just adapt the information into it, I wanted to make sure that all the 

important information is in it.  After I adapted a few lesson plans, I had the design that I wanted 

to use with rest of the lesson plans complete. 

 The last major change made to this curriculum project would be how I created the 

activities.  Initially, I had planned to create most of the activities either from the specific content 

or ideas given by the New York State key points and then just adapting a few internet sources.  

After researching ideas, I discovered the vast amount of activities created already.  I decided that 

since there were so many already created, I would identify, review, choose, and adapt already 

available lesson plans.  With that new plan, I found many different simulation, reenactment, and 

educational game ideas and lessons that were already created.  Some were not for the specific 

grades I needed, so I used the idea and adapted the lesson with the specific content from seventh 

and eighth grade social studies.  

 While reviewing possible lesson activities for this curriculum project, I used many of the 

ideas given in the New York State key points.  Sixteen of the 33 activities were in some way 

presented by New York State, whether it was the specific document to use or the idea itself.  Six 

of the educational games are adapted from household games such as Jeopardy or Monopoly; 

however, they are all adapted to the content of social studies.  The last major source of lesson 

activities and ideas came from Mr. Beiter or Mr. Karb and Mr. Beiter.  Some of these lesson 

ideas from these two came from the internet while others came from packets and observations 

while I was in Mr. Beiter’s classroom in 2010.  By having observed student interaction in the 

different activities, it was clear to see that the students enjoyed the activeness of the lesson.  The 
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other simulations, reenactments, and educational games came from different individuals that I 

encountered during my research. 

For this current project, I reviewed approximately 75 to 100 activities.  For each of the 

three components (simulation, reenactment, and educational game), I reviewed three possible 

activities at least.  As I looked through the potential activities, the most important factor to 

include revolved around the experience on behalf of the student.  Some students will easily 

participate without knowing what is required of them.  There are other students in the class who 

are less likely to participate.  By having activities that allow for many different jobs and 

experiences, even the most reluctant students will participate because the level of involvement is 

matched to their comfort level.  As the course progresses, students should become more 

comfortable with the active components and their level of participation should increase.   

Another factor that I looked for in the activities was the complexity involved.  As a 

teacher, options are necessary in a classroom.  By creating a resource of multiple options, a 

teacher has greater ease of preparing the students for upcoming years, tests, and their lives in 

general.  Because teachers are under a time constraint, the options that a teacher needs should 

vary.  As I reviewed the activities, I checked to see the level of involvement that would be 

needed.  I tried to keep the activities for each unit diverse.  I also tried to vary the involvement 

needed; adapting an easy lesson such as a reading of a document to a research project that could 

take a week to complete.  By creating different lessons, teachers have the ability to pick a lesson 

that best fits the content, the needs of the students, and the time constraints that they may feel in 

their classroom. 

I also looked to see if the activities were age appropriate.  If they were not, I checked the 

adaptability of the lesson in a different grade or different subject.  There are many different 
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lessons that are already created at different levels or subjects.  By simply using the idea and 

integrating the social studies curriculum, teachers have a longer list of activities to choose from. 

The last major factor that I looked for when choosing the lesson was if this was an 

activity that would fascinate students.  Middle school students are at an intriguing age where they 

are constantly subjected to peer pressure and difficult decisions (Carnegie Council on Adolescent 

Development, 1989).  Therefore, I tried to include lessons that would interest the student, no 

matter what phase they were in in their life.  I also included lessons that allowed students to 

interact with one another.  I hoped that by allowing students to participate in group work or 

activities that are dependent on their peer’s participation, that they can build morale and 

encourage one another to participate. 

Relationship to Established Literature 

 This curriculum project follows the established literature for active learning strategies.  

Not only is it proven that students learn well when they are actively engaged and completing an 

activity, but it is also how they want to learn.  By having multiple components to many of the 

activities, the teacher is allowing the students to have more choice in their own learning.  This 

not only helps students who usually participate but also those who sometimes do not participate 

because they get to pick what they are doing.  It also allows for a lot more group activities that 

allow students to be more active and rely on others. 

 All the simulations, reenactments, and educational games presented in this curriculum 

project include an assessment piece.  Although the literature did not call for an assessment, it 

does recommend a debriefing session.  A debriefing session can last just a few minutes or a 

whole class period, but it is where students take the time to integrate their new knowledge with 

what they have already learned.  They get to process the information and determine the effect 
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that it may have on their own future or with future content yet to be presented.  By allowing 

students to reflect on what they have learned, there is a greater chance that they will remember 

their newfound knowledge and be more likely to participate in future active learning strategies.  

For this curriculum project, I used the debriefing sessions as an assessment piece.  For most of 

the lessons, there is a discussion component either as a class, group, or partners.  By allowing 

students to discuss or debrief from the activity, students are able to synthesize the knowledge 

they learned with what they previously knew about the content.  This discussion allows students 

to cement the knowledge and be able to discuss and use it with future activities and content yet to 

be presented.  Along with the discussion, most of the lessons presented in this curriculum project 

also have a writing component.  The writing component is a concrete example of proof of 

learning for both the teacher and the student.  Within the lesson, students have the ability to 

participate and learn the information before they discuss the content.  Students then have the 

opportunity to reinforce the content by answering questions and physically writing about the 

material.  Not only can this writing be used as an assessment piece to inform instruction but be 

also be used as a refresher for the student when they are reviewing the content for summative 

assessments. 

Limitations 

 For this curriculum project, one limitation may hinder the usefulness of the activities 

provided.  That limitation is that although I am certified to teach middle school social studies, I 

am not currently teaching the material that I am using in the project.  By not being a current 

teacher of the content, I am not aware from experience where the best place to insert an active 

learning strategy into the social studies units may be.  Also by not being a teacher, I am not sure 

how plausible some of the actual active learning strategies may be in a classroom.  Although 
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these limitations may hinder the curriculum project, any good teacher will take what is presented, 

synthesize it with what they know, and deliver lessons that will best address the needs of their 

class.  Also by adopting and adapting activities that have already been created, there is a better 

chance that the activities will flow smoothly into the classroom.  Teachers need to look at this 

curriculum project as a resource of what they can use to gain ideas from and adapt it where need 

be to fit their students and established curriculum. 

 Also, by not teaching the content currently, it is hard to determine the student’s interest in 

the activities.  For almost all of the activities included in the curriculum project, there is a 

question on the assessment that asks their thoughts on the activity.  By asking students if they 

liked the activity, it allows the teacher to either keep or adapt the activity for upcoming years.  

Also by having students write their own suggestions to the activity, it might make the activity 

more interesting for future classes because they came from students and might not have been 

something that the teacher has thought of. 

 Another limitation to this project is that it was not designed for a particular school.  This 

project can be generally used in a New York State seventh and eighth grade classes.  However, 

had it been designed using tools from a specific school including lesson plan templates, 

worksheets, assessments, and textbooks, it may have a greater potential to be used in that specific 

school. 

Further Implication 

 This curriculum project is narrowly designed for middle school social studies, 

specifically for New York State; however, it can easily be used in any middle school American 

History class.  In addition, with a few adaptations of the activities and content, this can be easily 

made appropriate for any social studies class. 
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Another possible implication would be the general idea of creating a central place for a 

list of options that a teacher has in a different subject.  Simulations and reenactments are very 

effective in a social studies classroom.  However, an English teacher could take the idea and 

create their own resource that uses simulations, translation (of documents to modern text), and 

interactive readings.  By having teachers use this as a stepping-stone to create their own lessons, 

this curriculum will affect a greater change that originally intended. 

By completing this curriculum project, I have learned the importance of a central 

resource of lesson plans for teachers.  After all the research and writing, I have determined a few 

factors that I would do differently, if I was to create a resource like this again.   

One factor that I would complete differently would be the way I chose the activities to 

include.  If I were to complete this project again, I would create either a checklist or a rating 

system that allowed me to compare and have a written record of the different activities and their 

scores.  I would be sure to include adaptability, age appropriateness, student interest, depth of 

content to be completed, level of student involvement, and complexity of projects to be 

completed.  I would also complete more research before looking at the activities to determine 

what are good components to look for in the activities.  Because there are many other lesson 

plans already created and readily available, more detailed research on how to pick the activities 

would have only benefited my project. 

Lastly, if I were to complete a project similar to this again, I would try to work with a 

school district when creating the activities.  Not only would it align with the lesson plans and 

specifics of that school, but it would allow student input into the activities.  It is very hard to 

gauge student interest in activities that they have not participated in, but by having them review 
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at least the idea of the activity, the resource created would be more student-focused than without 

their input. 

I came into this experience with a specific idea and a plan that I intended on following.  

Looking back, I can see how many changes were made and how far I diverged from that original 

plan.  The lessons presented in this curriculum project are adapted versions from lessons created 

by other teachers or by ideas presented by the New York State key points.  I will take this project 

with me in any job that I have because I know the potential that it holds.  Not only is this a guide 

for middle school social studies but an idea of what can be done with materials already created.  

There are so many ideas already out in the educational world that teachers have the ability to 

adapt ideas to their specific classrooms and student needs.   

Although looking back, there are some things that I would change with this project if I 

were to complete it again, I feel very proud of the work that I put into this curriculum project and 

the finished product.  The idea of the project came out my own experiences in school and 

knowing the potential affect that I can have as a middle school social studies teacher with this 

project as a resource makes me know that this is the perfect career and the best project that I 

could have done. 
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