Diabetes
THE NUMBER FIVE KILLER IN NORTH CAROLINA

Your tribe must survive diabetes by using the tools of
education and action.

Your challenge is to create a game based on diabetes
and obesity information.

Survival Pl an: Dondot Ga
By Annette M. Harris and Caro

Central Carolina Community College

Background

To reinforce knowledge that students ¢
Survivor North Carolina challenged The Survey Says . . .0 we
created two games that are described on the following pages.

e Thefirstis a True/False Quiz Show with active consequences
for the losing team.

e The second is a board game called The Race to Prevent
Diabetes. It provides an opportunity for the students to
construct their own versions of the game for others to try.
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Level:

The True/False Quiz Show
By Annette M. Harris

My class consists of High Intermediate/Advanced
students, but this game concept can be satisfactorily
adjusted for other levels.

Objectives:

Time:

Materials:

Students test their memories and reinforce their learning
about diabetes by answering questions from the surveys
they previously designed (see the survival plan called The
Survey Says . . .).

Students reinforce their understanding about the
importance of physical activity in controlling obesity and
diabetes by doing some light physical activities.

Our class meets daily for three hours. As long as
students have copies of the survey gquestions and have
reviewed them, there is little teacher preparation time
required. You can take as much time as you want to play
the game. You can decide how many questions will be
asked, how many rounds will be played, and how long
students will have to answer the questions.

Your will need copies of the five sets of survey questions
and answers from the preceding survival plan entitled The
Survey Says . ... Each set of questions/answers will
have one of the identifying graphics below.
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Introduction
Give students some time to review their survey questions.

Warm Up
Begin this game show by doing a few stretches as our class shows
below:

Teams
Divide the class into two or more teams.

Moderator

As the instructor, | act as the game show moderator. | read all

guestions as true or false: this requires me to modify yes/no and

multiple-choice questons from t he surveys. It al



abilities to hear/understand and work with content information
presented in a slightly different manner.

The Rules
Students form two lines: team A and team B. The first person on
team A gets question #1; the first on team B gets the question #2.

1. Students may not help each other answer the questions.

2.Students have three seconds answer e
correct answer counts one point.

3. The group that has the most points at the end of the game wins.

4. The losing team must complete whatever light physical activity the
winning team chooses.
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Sample activity:
e March or walk around the room four times.
Run, walk, or march in place for 3 - 5 minutes.
Play music and do the twist for 3 - 5 minutes.
Dance for 3 - 5 minutes
Do the AChitXTnkneteso f or 3
Play Simon says: name different movements for 3 - 5
minutes.




The Rules (continued)
5. All students must do stretches at the end of the game.

Variations
Questions can be put on cards. Students from one team can read
the questions to students on the other team.

e Students can do more research and develop more questions for
the game.

e At the beginning of the game, students can decide how long they
want the losing team to do an activity.

e At the end of the game the whole class can do a dance. The Hora
and the Mexican Hat Dance are good, active circle dances.

Teacher 6s Not es

My students enjoyed this game, especially the end when the losing
team had to perform the physical activity. The game did reinforce
their information about diabetes and about their need for physical
activityd plus they laughed a lot!



