Scoot games allow students to get up and moving while they learn!

Use the answer key to quickly gage sfudent knowledge — before or after they
learn about the fopic.

Students will look af different scenarios, and see how the fopic presents itself in
various ways.

Cut out each of the 30 question cards, and post them throughout the room.

Each student will receive a grid, and travel from spot to spot answering the
question at their spot and recording it in the corresponding block.

After about 30 seconds, the teacher will yell “SCOOT!” which means that the kids
move on fo the next spof.

This game is intended to be fast-paced to keep kids moving and inferested!

After the kids finish each station, you can review the answers as a large group,
or they can turn in their papers so that you can get a better idea of their
understanding!




Students will fravel throughout the room looking at the scenarios
and deciding whether they are examples of posiftive self talk or
negafive self talk.




Positive Or Negative Self Talk What Is Self Ta JL@N

Scoot Game Answer Key
SELF TALK CAN 7 \\ SELF TALK CAN
BE POSITIVE! = BE NEGATIVE!
POSITIVE SELF TALK : ‘ / NEGATIVE SELF TALK
TS ENCOURAGING AND TS DTSCOURAGING AND
HELPFUL. ) \ o

THESE THOUGHTS TRY TO TURN THESE
ARE GREAT TO NEGATIVE THOUGHTS
LISTEN TO! INTO POSITIVE ONES!
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Students will record their answers Poster can be used during

in the answer grid as they work activity or displayed in your
fhrough the task cardsl! classroom or officel




