The Flyswatter Game

Procedures

Write the names of 20-30 review terms on your board. The terms should
not be written in rows or columns, but written randomly and tilted
diagonally.
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o Write enough terms on the board so that each student has a least
one chance to participate in a round.

Divide the class into 2 feams and have them move to different sides of the
classroom.

Explain the rules. (See below)

Ask for one volunteer from each team to start the game.

o | have found that most students are enthusiastic about playing and
students love to go up against their friends. |let students choose
their match-ups, with the understanding that a student cannot go
twice unless all students have already had a turn.

o Itisunderstood that all students must participate or lose points on
their participation grade for that day. This is typically not a problem,
as students tend to cheer on their teammates.

Ask a question whose answer is a term or phrase written on the board.
The first student to slap the correct answer with his/her flyswatter wins a
point for his/her team.

When students are finished with their round, they must pass the flyswatter
on to someone in their team that hasn't gone.

Play continues this way for as long as necessary. | typically did enough
rounds so that each student got at least two chances to play.

The winning team receives candy or bonus points on a quiz or test.

Students must face away from the board and cannot turn around until |
finish reading/saying the question.

Students get one slap at a time. If the student slaps the wrong answer, he
must wait until the opponent slaps a term before he can slap again. If the
opponent is right, the round ends. If the opponent is also wrong, then

Copyright © 2016 Lauren Anderson
www . letsteachhistory.com



either can slap again, until someone is wrong. (The key here is to penalize
a student for slapping a wrong answer. When | first started playing this
game, students would get it wrong and just keep randomly slapping terms
to try to guess the right answer before the opponent could hit

anything.) Confinue the round until one of the students slaps the correct
answer. If it is obvious after several slaps that neither student knows the
answer and it is slowing down the momentum of the game, just have the
class yell out the correct answer after so many chances.

e Any student who uses physical force to block an opponent loses the
round.

e Any student who hits his opponent with the fly swatter automatically loses
the round. (This rule and the previous one are particularly necessary when
dealing with high school boys.)

e Students who inappropriately criticize other students in the class lose a
point for their team. (This prevents a lot of those outbursts of, "Gosh, you're
so stupid! | can't believe you didn't know that!")

e Students who try to give clues to their teammates and/or cheat will cause
their team to lose the round.

Other Tips
e |typically didn't have questions written down. 1just looked at the terms on

the board and made up a question on the spot.

o If you do this, be aware that some students eventually try to watch
your eyes and see where on the board you are looking in order to
figure out where to slap. To avoid giving away the answer, simply
look at various parts of the board each time and don't look at the
answer word right before you say the question.

e Some terms can be the source of multiple questions, which can enable
you to do more rounds in a game, even though your list of terms may be
limited. For example, the term "John Adams" may be on the
board. Throughout the game, you can ask several different questions for
which he is the answer.

e Students tend to get close to the board, thinking this will help them slap
the answer first, but it actually limits their field of vision. Encourage
students to take a few steps back from the board so that they can see alll
of the terms at once.

e Use two different colors of fly swatters so that it will be easier to see who
slaps first.

e Students who are often hesitant or don't know much material typically
tend to go towards the end of each cycle. If necessary, modify the
questions to meet the needs of the students in that round (ask easier
questions for students who need them).

e Be aware of student height and arm length when you pick a term. If you
have a short student going up against a tall student, pick a term that they
can both reach easily.

Copyright © 2016 Lauren Anderson
www . letsteachhistory.com



e If, for some reason, you miss a slap, students will often be able to tell you
who slapped first. If the class cannot come to a consensus as to who
slapped first, redo the round with the same two students, but ask a
different question.

e The first time you play this, it may take a lot of work trying to enforce the
rules. However, once the rules are established and students become

used to abiding by them, subsequent games become much easier to
manage.
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Terms of Use

Thank you for your purchase! By
purchasing or downloading this
resource, you are agreeing that the

contents are property of Lauren LEt ’S Te a C h

Anderson. This license is for you only B
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Wha’r You Can Do
Use this item for your personal use
Print, copy, and use this product in your classroom with your students
E-mail to your students/students’ family as needed for your class
Share my TPT store or website link with others who wish to purchase
and use this product
Use this product in your Google Classroom, learning management
system, or private equivalent that is PASSWORD protected and only
accessible to you, your students, and their guardians

Wha’r You Can’t Do

Make copies of this product for others

Email or otherwise share with others (in part or whole) except for the
allowances listed above

Post this item online anywhere on the internet as a download or copy
including personal sites, school sites, news lists, shared databases,
etc.

Share Google drive links with people other than your students or their
guardians

Use any part of this product to create products for sharing or selling
Use any part of this product on Outschool.com or any other
commercial education site

Remove the copyright notice from files

Find me on TPT as

: Questions? !
- Feel free to e-mail me! letsteachhistory@gmail.com
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