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H I T S and H O T S

PART A Introduction

Games and quizzes
All nine of the games and quizzes
Memory Games
can be classified as either HITS
or HOTS and, in most cases, as
both. The quizzes also provide a
framework for students to review
and consolidate previous learning
in a fun way. All the games and
quizzes require students to play in
teams, either in pairs or as part of
a small group that contributes to
a collaborative classroom culture.
There are samples of some of the
games on the CD, which create
opportunities for whole-class instruction and for teams to compete in a whole-class game.
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What’s in this resource

Part D : Games and Quizzes

Steps

Purpose

1

Memory
Cards

In the first game, students compete in pairs to turn over and match the most cards. In the second game,
students compete in pairs to identify what has been removed from a collection of words, pictures or
objects they have been looking at.

Ages 7–16
8–16

To develop and expand students’ understanding of a topic

Summary

In groups, students negotiate to decide on their responses to six different topic-based questions written
on large sheets of paper organised as a circuit around the room with six stations. On a given signal,
groups move to each of the stations. Each group, using a different pen colour, must write responses to the
questions that are different to responses already written by other groups.

Optional: Number Selector and Timer teacher
tools on the CD

Helps the group to decide on their best answer after checking with
everyone. Ensures that everyone feels included and heard.

Makes sure (in a friendly and non-bossy manner) that the group moves
quickly to the correct next station when the Timer goes.

Social skills

Teaching ideas

Examples of questions/tasks on station sheets:
Natural disasters circuit brainstorm: Name
one kind of natural disaster; Write down the
name of a place where a natural disaster
occurred and indicate what kind it was;
Name a natural disaster and one of its effects
on a community; Name an organisation that
gives assistance after a natural disaster has
occurred.
Literature circuit brainstorm: For a specific
text: Name one event in the story that
made a difference; Name one character and
describe him/her in two words; Describe one
setting and what happened there; Record
one item and its significance in the story;
Record one problem that a character had
in the story; Name a book or movie with a
similar theme.
Nouns circuit brainstorm: Give an example of
an abstract noun/collective noun/common
noun/proper noun/possessive noun/
compound noun.

For What’s Missing?, prepare one of the following
on the topic, depending on the age of the
students:
A tray of between ten and 20 small items
Cards or a sheet containing between ten and
30 words or pictures. Prepare a second sheet
containing the same list of words/pictures
but with a number of them missing (between
three and ten items, depending on the age
of the students) and in a different order and
position.
Optional: Memory Games teacher tool set on the
CD, which includes demonstration games and
a timer

Time Checker Makes sure the task is done in the given time.

Strategy steps
Step 1

Organise groups of four. Number each group from 1 to 6,
and each group member from 1 to 4. Allocate roles and
explain them to students.

Step 2

Explain that groups will each be visiting all of the six
stations. Each group uses a different colour pen to write
one negotiated group response to the question at each
station. The response must be different to any other
ACHE
response already recorded.
CD
Example: Animal circuit brainstorm: Write the name of one mammal and its
habitat; Write the name of an occupation where someone works with animals; Record one
way in which animals contribute to the quality of human life; Write down the name of an
animal and its offspring; Write a collective noun that describes specific animals.

Step 3

Each group starts at the station that corresponds to their home group number. Groups
can only move to the next station in the circuit at the given signal. Use the Timer (set for
4 minutes per station) on the CD.

Step 4

Debrief after the activity, with the Reporter from each ‘home station’ reading out the six
answers on their sheet.

Respecting all players
Avoiding putdowns
Taking turns
Playing by the rules
Being a good winner or loser
Applying the rule that ‘a good game is a fast game’

TE

Organise students into pairs and then organise two
pairs into a group of four. One pair will compete
against another. If a display of items or pictures is
used, ask some students to say the correct name
for each display item in turn to ensure that everyone
knows what each one is.
ACHE
2 Use the Timer on the CD to give students 3 minutes
CD
(or whatever is appropriate for their age group) to work with their partner
and strategically plan how they will remember the display or list. The secret to
successful remembering in this situation is cooperation, categorisation (i.e. using
similarities) or making links between things.
3 Let all students see the objects, words or pictures. Use the 1-minute Timer as
their ‘memorisation’ period. They cannot write anything down while they are
doing this, but whispering between partners is OK if pairs are well separated
from each other.
4 Remove three to ten of the 20 objects (depending on age). (If words are used
rather than objects, display the second sheet with words arranged in a different
order and without the missing words.)
5 See how many of the missing objects, pictures or words each pair can remember
correctly. This is their score. The pair that can identify the most missing items,
pictures or words wins the game.
Alternative, play the What’s Missing? demonstration game on the Memory Games
teacher tool set on the CD.
As a class, debrief the strategies used by different pairs to remember.

18 pictures and 18 matching starting letters
(none repeated)
18 countries and 18 matching capital cities
18 words and 18 matching definitions
18 simple maths problems and 18 matching
answers. Make sure only one problem card
can be matched with each answer card.

What’s
Missing?

What’s Missing? can be used with most aspects
of the curriculum.

Variations

Give pairs of students the challenge of making
sets of memory cards whenever an opportunity
arises. They could also make sets to work with
students in lower year levels.
Instead of removing a few items, words or
pictures, ask pairs to remember as many of them
as they can after 1 minute. Each pair’s score will

be the number of items they can remember.
Repeat the activity over time with more and more
things to remember.
Both of these games can also be played by two
pairs in a group of four as part of an educational
games tournament (see page 110).
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R

Number each sheet and write one key question
on each one. Attach a numbered question sheet
to the wall at each station.

Reads out all the answers written on their group’s home sheet at the end
of the activity.

Decision
Coordinator

HITS

A station and a very large sheet of paper
per group
Different colour felt-tipped pens, one for
each group

Decide on a key topic-related question for each
station. Ensure that each question has at least six
to eight possible correct responses (to allow each
group to give a different answer).

Reporter

TE

HITS

Materials & preparation

Each student has at least one turn at writing the group’s answer on the sheet. Students also have specific roles
as described below.

Sheepdog

Classroom organisation: Groups of four

Games
& Quizzes

Purpose

For Memory Cards:

Introduction

Part B : High Impact Teaching Strategies

Individual responsibility

Teaching ideas

For Memory Cards, make a set of 18 matching
cards (i.e. a total of 36 cards) that is appropriate
for the age of the students and the concepts the
teacher wants them to revise. Ensure there is only
one match. Students can assist in making the
cards.

Games
& Quizzes

H I T S and H O T S

Materials & preparation

R

Introduction

The HITS in the title of this resource
Circuit Brainstorm
are fourteen High Impact Teaching
Strategies that actively engage and
motivate students and enhance
their learning. The strategies
are built on combinations of
cooperative learning, peer teaching,
reciprocal teaching, cooperative
games and quizzes with academic
content, formative assessment and
feedback, authentic group projects
and student reflection. Each HIT
strategy suggests which social skills students can practise during the activity.

1

Classroom organisation: Pairs

HITS: High Impact Teaching Strategies

R

Summary

TE

Ages 5–12

To review and consolidate topic-related vocabulary, concepts, terminology and facts; to provide an
opportunity for students to practise strategies for remembering information (especially identifying
similarities and differences and categorising)

To play the game using cards prepared by the
teacher or students, organise students into pairs
and then organise two pairs into a group of four.
ACHE
One pair will compete against another.
CD
2 The 36 cards are mixed up and placed face down on a table. Each pair turns
over two cards and if there is a match, they keep the pair and have another go.
The winning pair is the one with the most cards at the end of the game. Students
need to be reminded to replace the card face down in its original position.
Alternatively, play one of the Memory Cards demonstration games on the Memory
Games teacher tool set on the CD.
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Variations

Social skills

Groups sit at tables and pass the sheets from
table to table instead of moving from one station
to the next. Again, it is essential that sheets are
passed on only when the signal is given.
For younger students: Use a simpler version
where each of four students at the table has one
sheet with a different question on the top (e.g. for
a Food ‘round table’: Write the name of a fruit;

Sharing workload and discussion space
Positive tracking
Active listening
Avoiding putdowns
Negotiation
Being responsible in a friendly way

Write the name of one food that we get from a
cow; Name a food that is made from flour; Write
the name of a food that we have at celebrations).
Each student writes an answer then passes the
sheet (clockwise) to the next student who writes
their answer below and so on, until all four
students have written an answer on each sheet.
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Teaching social skills with the HITS, HOTS,
games and quizzes

23

HOTS: Higher Order Thinking Strategies
The HOTS in the title refer to fifteen
Comparison Matrix
Higher Order Thinking Strategies
that require students to think
critically and creatively about key
curriculum concepts and issues
at the levels of Analyse, Evaluate
and Create, using Bloom’s Revised
Taxonomy. As Hattie (2009, p. 27)
has pointed out: ‘If the students
are not doing enough thinking
there is something seriously wrong
with the instruction’. These HOT
strategies focus on a range of thinking skills and processes such as brainstorming and
evaluating, summarising, identifying similarities and differences, creating new products,
classifying and sorting, exploring controversial and contemporary issues and situations
through multiple (e.g. local, national, global and futuristic) perspectives, generating criteria
for evaluating ideas, and identifying and considering ethical dilemmas that arise from the
diverse perspectives of the different people involved.
H I T S and H O T S

Part C : Higher Order Thinking Strategies

Individual responsibility

Each student completes the matrix individually before pairing up with another student.

Purpose

AgesAges
5–Adult
8–16

Classroom organisation: Individually or in pairs

HOTS

Choose a topic-related focus for the matrix.
Decide whether you want students to simply
compare or make a judgement about the ‘best’,
the ‘most’, etc. Students may need to participate
in relevant experiences or undertake research
before completing the matrix.
Decide the things to be compared and/or the
criteria or characteristics that will be used (or
engage in a whole-class discussion about the
relevant criteria at the start of the activity).
Examples are provided on the CD.

Select three to seven different examples of the concept
you have chosen to focus on.
Prior to the lesson, brainstorm as a whole-class activity
the different criteria or characteristics that each could
be compared on, and
whether the matrix (and sections of it) will be
completed with descriptive words, a simple tick or a
cross, the words YES, NO or MAYBE, or a rating score (e.g. out of 5).

Step 2

Look at the examples on the CD and prepare a matrix with the criteria
or features you wish to include and print one copy for each student
(if individual) plus one for each pair.
Example: Name five pets most suitable for a family with two children
under 5 living in a very small house with a small backyard. Options might be:
cat, dog, goldfish, guinea pig and bird. Criteria could be: cost to buy, cost to
feed, cuddliness, need for exercise and attention, safety.

Step 3

Each student completes as much as they can of the matrix.
Example: Under ’Fish’ and ‘Cost’, the student could write ‘fish are cheap to
buy but tank can be expensive’.

Step 4

Students form pairs, share their incomplete matrix with each other and
then put their ideas together to negotiate one paired matrix.

Step 5

Follow up in an appropriate way for your purpose (e.g. display each matrix,
collect them for assessment purposes, or ask students to post them around
the room and look at those from other pairs).

Teaching ideas

Four characters in a text. Features to be
compared could be: personality, courage,
kindness, importance to the story, key words
to describe them
Five energy sources (e.g. solar, nuclear, coal,
ethanol and wind). Features to be compared
could be: cost to produce, cost to consumers,
renewability, availability, safety, effect on the
environment
Types of houses (after reading ‘The Three
Little Pigs’). Choices could be: brick house,
straw house, wooden house, tent, caravan.
Criteria could be chosen from: warmth, cost
to build, strength in wind or storm, fire safety

Further ideas are on the CD.

Social skills

Sharing the work, sharing the discusion space and taking turns
Respectful disagreement
Active listening
Positive tracking
Including others
Suggesting and persuading (instead of bulldozing and bossing)
Negotiation
Expressing an opinion in a friendly way
Avoiding putdowns
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Step 1

ACHE

R

Materials & preparation

Strategy steps

CD

HOTS

Students develop a matrix to compare a number of similar concepts. They identify (or apply) significant
characteristics or criteria that can be used for comparison and, in some cases, make judgements about
quality.

TE

To develop and expand students’ understanding of a topic; to provide an opportunity for students to
practise analytical and critical thinking skills; to use as a formative and summative assessment task

Summary

Variations

A whole-class matrix can be developed, with
students working in groups or pairs to research
one of the examples of the product (e.g. one
group can research coal, another solar energy,
a third nuclear energy, etc.).
A comparison matrix can be used by students
as the basis for writing an essay, a presentation,
poster or debate.

Some students will be able to independently
generate their own criteria for comparing
and/or evaluating the concepts.
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The HOTS encourage students to go beyond surface learning and develop a deeper
understanding of complex concepts and issues. They provide effective scaffolds to
assist students to develop good problem-solving and decision-making skills, to create
a project or large piece of work that addresses given criteria or to produce an original
work or product. All the HOT strategies are underpinned by many of the components of
cooperative learning and, like the HITS, they are also supported by suggestions as to which
social skills students can practise while they are participating in the activity.

4

Schools are social centres and students’ academic engagement and success depend on
their capacity to develop positive relationships with peers and their teachers. A student’s
level of social competence and their friendship networks are predictive of their academic
achievement (Caprara et al. 2000; Wentzel & Caldwell 1997). Hattie’s meta-analysis (2009)
identified that teaching social skills also makes a significant positive contribution to
learning outcomes and student achievement.
Social skills allow students to actively participate and engage in any group work or
learning activity that involves cooperation with their peers. The social skills referred to in
the resource’s subtitle are those that can be described as ‘learning-related’ as these skills
‘enable’ effective student learning—that is, they make the learning more likely to occur.
Both the HITS and HOTS sections focus on social skills in working with others, or teamwork
skills. These specific skills have been identified via a range of previous research studies,
through studies conducted by the authors and the authors’ extensive experience in
working directly with schools and students. They include active listening, positive tracking,
respectful disagreeing, negotiation, avoiding putdowns, expressing an opinion in a
moderate way, suggesting and persuading others rather than bulldozing or bossing them,
and being responsible in a friendly way. There are also social skills that can be readily
learned and practised in games and quizzes, such as playing fairly, respecting all players
and being a good winner and loser. In addition, this section provides suggestions for
effective ways to help students develop these skills, which include using explicit teaching
and drama as a starting point, conducting games tournaments and using tools such as
X-Charts, Do’s and Don’ts and self-reflection rubrics.
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