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Water Buckets 

 
 

Activity 9 (April 1st & 28th, led by Sarah & XXXXXX? ): In this activity kids used 
sponges to transport water from the buckets into their water bottles.  The second time 

we did it, there were holes in the bottles. 
21) How much did YOU like WATER BUCKETS overall?  

 

Not at all  A little    Some   Very Much  
 

22) How much do you think THE KIDS enjoyed WATER BUCKETS overall? 

 
Not at all  A little    Some   Very Much  

 
23) To what extent do you think WATER BUCKETS helped THE KIDS practice 

problem-solving? 

 
Not at all  A little    Some   Very Much 

 
24) How likely would YOU be to do WATER BUCKETS again in the future? 

 
Not at all  A little    Somewhat  Very Much  

 

25) How comfortable would YOU feel leading WATER BUCKETS in the future? 

 

Not at all  A little    Some   Very Much 
 

Additional comments about WATER BUCKETS:  



 

142 

 

Shoe Search 

 
 

Activity 10 (April 9th & 23rd, led by Sarah & XXXXXX): In this activity kids pulled a 
situation out of a bag, read it, then talked with their partner about how they would 

solve that problem. We were outside for this one re: funeral. 
26) How much did YOU like SHOE SEARCH overall?  

 

Not at all  A little    Some   Very Much  
 

27) How much do you think THE KIDS enjoyed SHOE SEARCH overall? 

 
Not at all  A little    Some   Very Much  

 
28) To what extent do you think SHOE SEARCH helped THE KIDS practice 

problem-solving? 

 
Not at all  A little    Some   Very Much 

 
29) How likely would YOU be to do SHOE SEARCH again in the future? 

 
Not at all  A little    Somewhat  Very Much  

 

30) How comfortable would YOU feel leading SHOE SEARCH in the future? 

 

Not at all  A little    Some   Very Much 
 

Additional comments about SHOE SEARCH:  



 

143 

 

Don’t Spill the Beans 

 
 

Activity 11 (April 16th, led by Sarah): In this activity kids used a straw to carry beans 
from one side of the room to another. 

31) How much did YOU like DON’T SPILL THE BEANS overall?  

 
Not at all  A little    Some   Very Much  

 
32) How much do you think THE KIDS enjoyed DON’T SPILL THE BEANS 

overall? 

 
Not at all  A little    Some   Very Much  

 
33) To what extent do you think DON’T SPILL THE BEANS helped THE KIDS 

practice problem-solving? 

 
Not at all  A little    Some   Very Much 

 
34) How likely would YOU be to do DON’T SPILL THE BEANS again in the 

future? 

 
Not at all  A little    Somewhat  Very Much  

 
35) How comfortable would YOU feel leading DON’T SPILL THE BEANS in 

the future? 

 
Not at all  A little    Some   Very Much 

 
Additional comments about DON’T SPILL THE BEANS:  
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Who Am I? 

 
 
Activity 12 (April 21st & 28th, led by Sarah & XXXXXX): In this activity kids asked 

their partners Y/N questions to figure out whose picture they were holding up. 
36) How much did YOU like WHO AM I overall?  

 
Not at all  A little    Some   Very Much  

 

37) How much do you think THE KIDS enjoyed WHO AM I overall? 

 

Not at all  A little    Some   Very Much  
 

38) To what extent do you think WHO AM I helped THE KIDS practice 

problem-solving? 

 

Not at all  A little    Some   Very Much 
 

39) How likely would YOU be to do WHO AM I again in the future? 

 
Not at all  A little    Some   Very Much  

 
40) How comfortable would YOU feel leading WHO AM I in the future? 

 

Not at all  A little    Some   Very Much 
 

Additional comments about WHO AM I: 
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PASL Engagement Measure – Child Post-PASL 

Date: ____________________ Participant ID #:_________________________ 

Completed by: _________________   Site: ___________________________ 

I’d like to get your thoughts about PASL and how you think we can make it better. 

Here are pictures of all the activities we did during PASL. I’m going to show each one to 

you and describe what we did in that activity, to help remind you. 

Put these cards in order from BEST activity to WORST activity. BEST could mean 

whatever you want it to mean—it could mean you liked that activity the most, it was 

easiest to win, it made you a better problem-solver.  WORST can mean whatever you 

want it to mean—it could mean the activity wasn’t fun, you didn’t understand the 

directions, it made you get angry or upset.  

 

Rankings, with BEST starting at 1 and WORST ending at 12: 

1) __________________ 

2) __________________  

3) __________________ 

4) __________________ 

5) __________________ 

6) __________________ 

7) __________________ 

8) __________________ 

9) __________________ 

10) _________________ 

11) _________________ 

12) _________________ 
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1) Tell me about the BEST activities (point to top 4). What made them the BEST for 

you?  

 

 

2) Tell me about the WORST activities (point to bottom 4).  What made them the 

WORST for you?   

 

 

3) Lets talk about the Problem-Solving Cue Cards [show one]. Why do you think 

kids didn’t really use the Cue Card when a problem came up?  

 

 

 

4)  Let’s talk about the STOP-GO Card. Tell me about a time you used this card, and 

if it helped you and your partner solve the problem. If you never used it, why do 

you think you didn’t use it? 

 

 

5) Some weeks you liked your partner, some weeks you didn’t. Tell me why you 

think you were sometimes paired with kids who weren’t your friend?  

 

 

 How can we make the pairs work better? 
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6) Ok last question: My goal for PASL was to help kids learn to solve problems 

together.  How much do you think PASL helped you learn to problem-solve?  

 

 

 

 Would you recommend PASL to other kids like you? Why? 
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Social Network Mapping Measure 

Participant ID #: _________________  

CHILD’S NAME: __________________________________________________ 

 

DATE: __________________________________________________________ 

 

ADMINISTERED BY: ______________________________________________ 

 

DATA ENTERED BY: _____________________________________________ 

 

INSTRUCTIONS for RESEARCHERS 

Materials: 

 Site participant list 

 Pencil with eraser 

Interviewer 

Now, I am going to ask you about the other kids at Site. Remember, there are no right 

or wrong answers to these questions. Just say what you think.  

Look at this piece of paper. You see a list of the names of all the kids at Site.  I will 

read the list aloud. After I am done, I will ask you some questions. 

[Read list of names of children on the Site participant list.] 

I want you to think about the kids at Site who hang around together a lot. These 

groups can be all girls, all boys, or mixed girls and boys. Tell me the names of kids 
who spend time together a lot and I will write their names in box 1. Then, you’ll tell 

me the names of another group of kids that hang around together a lot, and I’ll write 
the names in box 2.  

 You can put the same name in as many boxes as you need.  

 We can use as many boxes as you need, but we do not need to use all of the 

boxes.  

 Some kids may not hang out with any other kids at Site, so it is okay if you do 

not use all of the names. I can write the names of the children who do not have 

a group on the final two lines at the bottom of the page. 

 You can put your name in as many boxes as you need. 
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FRIENDSHIP SURVEY 

Researcher: Use child numbers not names! Separate each by a comma 

GROUP 1 

 
GROUP 2 

 
GROUP 3 

 

 

 

 

 

 

 

 

GROUP 4 

 
GROUP 5 

 
GROUP 6 

 

 

 

 

 

 

 

 

GROUP 7 

 

GROUP 8 

 

GROUP 9 

 

 

 

 

 

 

 

Children who do not have a group: _________________________________________ 

_______________________________________________________________________ 
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30. This person doesn’t follow the rules and talks back to the teacher. 
 

____________________   ______________________   ______________________    
 

31. This is the type of person who helps others who are hurt, sick, or sad: they show a lot 
of concern for others. 

 

____________________   ______________________   ______________________    
 

32. Somebody you can’t trust – this person takes others’ belongings without asking, lies, 
and destroys other people’s things. 

 

____________________   ______________________   ______________________    
 

 
33. This is a person who bullies and picks on other kids. 
 

____________________   ______________________   ______________________    
 

 
34. Somebody who others listen to – this person has a lot of influence. 
 

____________________   ______________________   ______________________    
 

35. Even when others don’t mean to make them mad, this type of person overreacts and is 
easily pushed to anger. 

 

____________________   ______________________   ______________________    
 

 
36. This is a person who seems to have a lot of self-confidence (belief in himself/herself). 
 

____________________   ______________________   ______________________    
 

 
37. This is the type of person who can playfully tease other kids without hurting their 

feelings or making them mad. 

 
____________________   ______________________   ______________________    

 
 
38. This type of person has a lot of control – they decide who gets to be in the “in-crowd” 

or popular group. 
 

______________________   ______________________   ____________________  
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Peer Ratings Measure 

 

PEER RATING” INSTRUCTIONS:  

~Have the child complete the sample item, then record their ratings.  

~Say, “Now I would like to know how much you like the kids at XXX. Each kid’s name is 

listed, followed by a scale with the numbers 1-5, where 1 means you really like that kid, 

and 5 means you really don’t like that kid.” 

 

EXAMPLE  

       ☹ 

 

How much do you like apples?  1  2  3  4  5  

 

If you really like to apples, circle the 1.  

If you like to apples, but they are not your favorite, circle the 2. 

If you do not like or dislike apples, circle the 3.  

If you do not like apples very much, circle the 4.  

If you really do not like apples, circle the 5. 

 

 

       ☹ 

 

How much do you like NAME?  1  2  3  4  5  

 

 

How much do you like NAME?  1  2  3  4  5  

 

 

How much do you like NAME?  1  2  3  4  5  

 

 

How much do you like NAME?  1  2  3  4  5  

 

 

How much do you like NAME?  1  2  3  4  5  
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Appendix B: Staff Training and Supervision Materials 
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B.1 – Peer-Assisted Social Learning (PASL) Staff Training Outline 

1. Partnering with Community Sites for Research 

a. Capitalize on what happens at after-school programs like Site  

b. Short-term goal: Don’t overburden site staff 

c. Long-term goals: Want PASL model to be self-sustaining & generalizable 

i. SS: Can’t rely on outside people to run activities—if they leave, 

the activities would go away too! 

ii. G: Want PASL to work at other ASPs, so other Sites can try it 

2. Why do we think Peer-learning might work? 

a. PAL model successful for reading, writing, math in K-6 schools and ASPs 

i. Biggest effects have been found in settings similar to Site 

b. Benefits to Kids 

i. They naturally learn from each other 

ii. They can develop ties with their “buddy”, giving less-skilled kids 

someone to look up to 

c. Benefits to Site 

i. Kids can complete activities independently, staff just monitor 

behavior 

d. What you’ll do 

i. Introduce the PASL rules (e.g., Stay in assigned area, Use cue 

cards, Share materials) 

ii. Read the activity’s directions out loud 

e. Role of adults 
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i. Staff will walk around and monitor behavior, awarding pairs a 

point whenever you see them following the rules.  

1. Point totals will be calculated at the end of each week and 

exchanged for small prizes, with a bonus prize for teams 

that get 7 of the week’s 10 points. 

ii. Awarding points for pairs 

1. Maybe I can make a point-tracking poster board? 

3. Demonstrate traditional PALs with Dr. Frazier’s book 

4. We’re replacing reading skills to do problem-solving activities instead. 

a. Show PASL cue card 

b. Hand out sample activities 

c. Depending on how the intervention goes, we may set a PASL Alarm, so 

that 3 minutes into the activity the pair is cued to go through the problem 

solving seq. 

5. Let’s role play/practice! 
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PASL Half-way Point Supervision & Feedback Session 3/17/15 

 
 

Day Activity 
Site Staff 
Present 

Location & 
Time 

Total 
Kids 

Total 
Pairs 

Accurate 
Pairs 

1 Introduction 

to Turnaround 
5 

Indoors, 

5:30-6 
26/37 12 8 

2 Grab Bag 
Prob-Solving 

3 
Outdoors, 

5:30-6 
22/37 11 7 

3 Drawing 

Together 
3 

Outdoors, 

5:30-6 

18-

20/37 
10 5 

4 House of 
Cards 

4 
Indoors, 
5:30-6 

24/36 12 9 

5 Charades 

 
5 

Indoors, 

5:30-6 
22/36 11 5 

6 Follow the 
Maze 

5 
Indoors, 
5:30-6 

22/36 11 5 

7 Crash Landing 
3 

Outdoors, 

5:30-6 
20/36 10 5 

8 Grab Bag  
(2nd time) 

4 
Indoors, 

4:45-5:15 
29/36 13 9 

9 Marshmallow 
Tower 

4 
Indoors, 
4:30-5 

30/36 14 11 
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PASL Half-way Point Supervision & Feedback Session 3/17/15 
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PASL Half-way Point Supervision & Feedback Session 3/17/15 
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PASL Half-way Point Supervision & Feedback Session 3/17/15 
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Appendix C: Peer-Assisted Social Learning (PASL) Activities 
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Session 1: Introduction to PASL 

1. What is PASL? 

a. You guys have been doing “Turnaround Tuesdays” for some time now—what 

are the kinds of things you talk about? 

b. The work we will be doing together will add to that.  

i. We want to give you chances to help each other learn how to solve 

problems when they happen, so that you can become better problem-

solvers. 

2. Turnaround Structure 

a. On Tuesdays and Fridays from 5:30-6:00PM everyone at Site will play a 

game or do an activity.  

b. Sometimes the activities will have you work as a team to build things or 

asking questions, while other activities will be games you already play at Site, 

like board games. 

i. Are there any games that you guys really like to play and want to do? 

c. You and your partner will earn points for following the Turnaround rules and 

helping each other solve problems that come up during the day’s activity. 

i. Points = Prizes! 

1. What kinds of prizes would you like? 

d. Ask for a volunteer to help you solve a problem. 

i. Model using the card with another kid. 

e. Any questions? 

3. PASL Rules 
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a. Stay in your area 

b. Share the materials 

c. Use your cue Cards 

d. Do today’s activity 

e. Support your teammate 

i. Ask kids for a positive and negative example of each rule 

4. Children will be introduced to their partners.  

a. Pairs will design a name card together.  

5. They will then practice transitioning into pairs, using their PASL Activity & Rules 

Cue Cards, and receive an introduction to the problem-solving sequence. 
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Session 2: Grab Bag Problem-solving Practice 

Goal: Familiarize participants with using the problem solving cue cards and guiding their 

partner through the problem-solving sequence. 

For this activity, each Turnaround Team will need: 

 1 baggie with pieces of paper, with different problems written on each  

 3-5 blank slips of paper on which they will write solutions  

1. Pair up with your Teammate! (2 minutes) 

a. Check to see that children have paired up appropriately. 

b. If a child is absent, form a group of 3.  If two children are absent, pair their 

partners together. 

2. Discussion of PASL Rules & Incentives (2 minutes) 

a. Solicit the rules of PASL from children  

i. Stay in your area; share the materials; use your cue cards; do the 

activity; encourage your partner 

b. Review procedures for earning PASL Points  

c. Review the current points for each pair on the point tracker 

3. Explain the Activity (5 minutes): Grab Bag Problem-Solving Practice 

This activity is designed to help students practice their problem solving skills. 

Read the following scenario:  

“You and your partner are going to practice solving problems today, so you’re 

ready to go when we start next week. Orange teammates will reach into the grab 

bag and pull out a piece of paper, then read the problem aloud. As a team, you 

will try to think up all the possible ways you could respond to the problem, 
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including good options and bad options. Yellow teammates will hold the cue card 

and help guide the Orange teammate through the problem-solving steps.” 

a. After two minutes, ring the bell. Ask pairs to put their choices in order from 

best to worst idea. 

 Which solution will get you what you want? 

 Which solution will get you in trouble? 

 Finally, which one would you probably do? 

b. Every minute or so, ring the bell and have the kids rearrange their pieces to 

respond to a new question. 

4. Monitor the activity (5 minutes) 

a. Move around the room, awarding points and encouraging pairs to use their 

cue cards.  Re-task or prompt children as needed. 

5. Switch it up! (2 minutes) 

a. Stop the activity, and have children switch roles. 

b. This time, Yellow Teammates pick the problem and Orange Teammates will 

help their partner come up with new solutions.  

c. Ring the bell at 2 minutes and prompt with the questions again. 

 Which solution will get you what you want? 

 Which solution will get you in trouble? 

 Finally, which one would you probably do? 

6. Clean up time! (3 minutes) 

a. Stop the activity and have children clean up their materials. 

7. Discuss the activity and tally up points  
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a. Sample questions 

i. “What were some problems you and your pal faced?” 

ii. “What kinds of strategies did you and your pal use to work together?” 

b. Collect cue cards and tally points; add activity points to their accumulating 

total 

c. Announce the Activity Top Team (most points in the activity). 
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Session 3: Drawn Together 

Goal: Kids learn how specific they have to be about giving directions. They need to learn 

to communication well and be specific about what they ask for. 

For this activity, each Turnaround Team will need: 

 Simple pictures kids will use to direct their partners  

o Samples at end of this activity (print enough for each child to have 2 pics) 

 Art supplies 

o Blank sheets of scrap paper 

o Crayons/markers/colored pencils 

1. Pair up with your Teammate! (2 minutes) 

a. Have children team up with their partners on their own. 

b. Check to see that children have paired up appropriately. 

i. If a child is absent, form a group of 3. If two children are absent, pair 

their partners together. 

c. Have children write both their names on their team cue card. 

2. Discussion of Turnaround Rules & Incentives (2 minutes) 

a. Ask kids to name the rules  

i. Stay in your area; share the materials; use your cue cards; do the 

activity; encourage your partner 

b. Remind kids how they earn Turnaround Points  

c. Review the current points for each pair on the point tracker 

3. Explain the Activity (5 minutes): Drawn Together 
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This activity is designed to help students practice their problem solving skills. 

Read the following scenario:  

 “You and your partner are going to practice drawing as a team today. The 

Yellow Partner [more skilled] will pick one of the pictures and look at it—DO 

NOT SHOW IT TO YOUR PARTNER! The Yellow Partner will then use their 

words to help the Orange Partner create a new version of their original picture. 

Use easy words to describe what the picture looks like, but you cannot tell your 

partner what the picture looks like.  

Get another staff member to model the activity with you, to show kids how the 

activity should look. For example, if your picture is of a house, you can’t tell your 

partner to “Draw a house.”  

If the Orange Partner draws a part of the picture that does not look like it should, 

your team must get a new piece of paper and start your drawing over. 

Yellow teammates—keep an eye out for signs that your partner may need to work 

through a problem will hold the cue card and help guide the Orange teammate 

through the problem-solving steps. 

4. Monitor the activity (5 minutes) 

a. Move around the room, awarding points and encouraging pairs to use their 

cue cards.  Re-task or prompt children as needed. 

5. Switch it up! (2 minutes) 

a. Stop the activity, and have children switch roles. 

b. This time, Orange Teammates pick the picture and use their words to get their 

Yellow Teammate to recreate their picture.  
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6. Clean up time! (3 minutes) 

a. Stop the activity and have children clean up their materials 

7. Discuss the activity and tally up points  

a. Sample questions 

i. “What were some problems you and your teammate had during the 

activity faced?” 

ii. “What kinds of strategies did you and your pal use to work together?” 

b. Collect cue cards and tally points; add activity points to their accumulating 

total 
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Session 4: House of Cards 

Goal: Kids learn to communicate and complete simple activities while attached to their 

teammate.  

For this activity, each Turnaround Team will need: 

 Pieces of fabric/bandannas  

o Enough for each pair to be tied at the elbow to their teammate 

 Decks of playing cards 

o Enough decks for every two pairs (split the deck)  

1. Pair up with your Teammate! (2 minutes) 

a. Have children team up with their partners on their own. 

b. Check to see that children have paired up appropriately. 

i. If a child is absent, form a group of 3.  If two children are absent, pair 

their partners together. 

c. Have children write both their names on their team cue card. 

i. Remember you can’t earn points if we don’t have your name! 

2. Discussion of Turnaround Rules & Incentives (2 minutes) 

a. Ask kids to name the rules  

i. Stay in your area; share the materials; use your cue cards; do the 

activity; encourage your partner 

b. Remind kids how they earn Turnaround Points  

c. Review the current points for each pair on the point tracker 

3. Explain the Activity (5 minutes): Sticking Together 
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This activity is designed to help students practice their problem solving skills. 

Read the following scenario:  

“You and your partner are going to get a little tied up today!  

 Yellow partners [more-skilled], take your piece of fabric and use it to tie 

your wrist to your partner’s wrist (one right and, one left hand per pair).  

You will work to build a house of cards. You take cards like this and try to make 

little tents. Start out simple and make it bigger and bigger. If you house falls 

down, start again. 

Yellow teammates— you are in charge of the design of the house. Tell your 

teammate what you need them to do. Be sure to keep an eye out for signs that your 

team runs into a problem.  If you do, use the PASLOUT Sign and the cue card to 

guide your teammate through the problem-solving steps. 

Orange teammates—you’ll be in charge next so pay attention to how your partner 

talks and plans, so you can do even better! 

4. Monitor the activity (5 minutes) 

a. Move around the room, awarding points and encouraging pairs to use their 

cue cards.  Re-task or prompt children as needed. 

5. Switch it up! (2 minutes) 

a. Stop the activity, and have children switch roles. 

b. This time, Orange Teammates will hold the cue card and help their teammate 

work through a problem.  

6. Clean up time! (3 minutes) 

a. Stop the activity and have children clean up their materials 
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7. Discuss the activity and tally up points 

a. Sample questions 

i. “What were some problems you and your teammate faced?” 

ii. “What kinds of strategies did you and your pal use to work together?” 

b. Collect cue cards and tally points; add activity points to their accumulating 

total  
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Session 5: Charades 

Goal: Communicating information and dealing with frustration. 

For this activity, each Turnaround Team will need: 

 Enough bags for each group 

 Pieces of paper with things they have to act out for their partner.  

1. Pair up with your Teammate! (2 minutes) 

a. Have children team up with their partners on their own. 

b. Check to see that children have paired up appropriately. 

i. If a child is absent, form a group of 3.  If two children are absent, pair 

their partners together. 

c. Have children write both their names on their team cue card. 

2. Discussion of Turnaround Rules & Incentives (2 minutes) 

a. Ask kids to name the rules  

i. Stay in your area; share the materials; use your cue cards; do the 

activity; encourage your partner 

b. Remind kids how they earn Turnaround Points  

c. Review the current points for each pair on the point tracker 

3. Explain the Activity (5 minutes): Title 

This activity is designed to help students practice their problem solving skills. 

Read the following scenario:  

 “You and your partner are going to play Charades today. In this game you will 

act out a word or phrase without speaking. Your team earns a point for each 

word/phrase your partner guesses successfully.   
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If you see your partner starting to get upset, pause the game and go through the 

Problem Solving Steps. During this pause, please do not tell your partner the 

word/phrase they’re trying to guess! 

 The Rules of Charades are  

1. No speaking when you’re acting 

2. You can act out clues about the word/phrase (show them how to do 

the signs for Movie, Song, TV Show, Book) or about the specific 

words (# of words, 1st word, Sounds like, little word, close, keep 

guessing!) 

Orange teammates will reach into the grab bag and pull out a piece of paper, 

then keep the phrase a secret. Act out the words for your partner to help them 

guess the phrase.  The yellow partner will be guessing. Yellow teammates will 

hold the cue card and help guide the Orange teammate through the problem-

solving steps.” 

4. Monitor the activity (5 minutes) 

a. Move around the room, awarding points and encouraging pairs to use their 

cue cards.  Re-task or prompt children as needed. 

5. Switch it up! (2 minutes) 

a. Stop the activity, and have children switch roles. 

b. This time, Yellow Teammates will act things out and Orange Teammates will 

try to guess the answers.  

6. Clean up time! (3 minutes) 

a. Stop the activity and have children clean up their materials. 
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7. Discuss the activity and tally up points  

a. Sample questions 

i. “What were some problems you and your pal faced?” 

ii. “What kinds of strategies did you and your pal use to work together?” 

iii. “Who thinks their team solved the most phrases?” 

b. Collect cue cards and tally points; add activity points to their accumulating 

total 

c. Announce the Activity Top Team (most points in the activity).  
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Session 6: Crazy Maze-y 

Goal: Learning communication by talking their partner though the maze 

For this activity, each Turnaround Team will need: 

 5-10 mazes per pair of increasing difficulty 

 1 blindfold pair 

 1 pencil per pair 

1. Pair up with your Teammate! (2 minutes) 

a. Have children team up with their partners on their own. 

b. Check to see that children have paired up appropriately. 

i. If a child is absent, form a group of 3.  If two children are absent, pair 

their partners together. 

c. Have children write both their names on their team cue card. 

2. Discussion of Turnaround Rules & Incentives (2 minutes) 

a. Ask kids to name the rules  

i. Stay in your area; share the materials; use your cue cards; do the 

activity; encourage your partner 

b. Remind kids how they earn Turnaround Points  

c. Review the current points for each pair on the point tracker 

3. Explain the Activity (5 minutes): Title 

This activity is designed to help students practice their problem solving skills. 

Read the following scenario:  
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“You and your partner are going to work through some puzzles today. Orange 

teammates will be blindfolded and holding the pencil. Yellow teammates will talk 

their partner through the mazes. Your team earns 1 point for every maze you 

complete. 

Remember, if you see your partner starting to get upset, TIMEOUT the activity 

and go through the Problem Solving Steps. During this Timeout, do not peek at 

the maze! 

4. Monitor the activity (5 minutes) 

a. Move around the room, awarding points and encouraging pairs to use their 

cue cards.  Re-task or prompt children as needed. 

5. Switch it up! (2 minutes) 

a. Stop the activity, and have children switch roles. 

b. This time, Yellow Teammates will act things out and Orange Teammates will 

try to guess the answers.  

6. Clean up time! (3 minutes) 

a. Stop the activity and have children clean up their materials. 

7. Discuss the activity and tally up points 

a. Sample questions 

i. “What were some problems you and your pal faced?” 

ii. “What kinds of strategies did you and your pal use to work together?” 

iii. “Who thinks their team solved the most phrases?” 

b. Collect cue cards and tally points; add activity points to their total 

c. Announce the Activity Top Team (most points in the activity). 
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Session 7: Crash Landing 

For this activity, each Pal Pair will need: 

 2 pieces of fabric/bandanas  

 8 -12 “aircraft pieces” (paper or plastic, cut up into a variety of medium to large 

shapes) 

 1 roll of tape 

1. Pair up with your Teammate! (2 minutes) 

a. Have children team up with their partners on their own. 

b. Check to see that children have paired up appropriately. 

i. If a child is absent, form a group of 3.  If two children are absent, pair 

their partners together. 

c. Have children write both their names on their team cue card. 

2. Discussion of Turnaround Rules & Incentives (2 minutes) 

a. Ask kids to name the rules  

i. Stay in your area; share the materials; use your cue cards; do the 

activity; help your partner 

b. Remind kids how they earn Turnaround Points  

c. Review the current points for each pair on the point tracker 

3. Explain the Activity (3 minutes): Crash Landing 

This activity is designed to help students practice their problem solving skills. 

Read the following scenario:  

 “You and your partner are the crew for a new type of test aircraft. The aircraft 

crashed on a tiny island in the ocean! The island has no clean, fresh water 
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source. You and your partner survived, but one of you lost your sight while the 

other lost the use of their arms. 

All that is left from the aircraft is one radio transmitter, one weather machine, 

pieces of the aircraft, and some tape.  

The weather machine just indicated that it is going to rain in 4 minutes and you 

and your partner need to use the tape and aircraft pieces to create cups that can 

catch the rainwater. If you and your partner are not able to catch enough rain 

water, you may not survive until the rescue team arrives.” 

a. Within each pair, blindfold the Orange Teammate (the “blind” one) and tie the 

arms of the Yellow Teammate behind their back (the one who “lost use of 

their arms”). 

b. Lay half of the “aircraft” pieces and the role of tape in front of the blindfolded 

child. 

c. Instruct students that they have 4 minutes to use the materials provided to 

work together and build something that will be able to collect rainwater. 

4. Monitor the activity (5 minutes) 

a. Move around the room, awarding points and encouraging pairs to use their 

cue cards.  Re-task or prompt children as needed. 

5. Switch it up! (2 minutes) 

a. Stop the activity, and have children switch roles. 

b. This time, Yellow Teammates will act things out and Orange Teammates will 

try to guess the answers.  

6. Clean up time! (3 minutes) 
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a. Stop the activity and have children clean up their materials. 

7. Discuss the activity and tally up points  

a. Sample questions 

i. “What were some problems you and your pal faced?” 

ii. “What kinds of strategies did you and your pal use to work together?” 

iii. “Who thinks their team solved the most phrases?” 

b. Collect cue cards and tally points; add activity points to their accumulating 

total 

c. Announce the Activity Top Team (most points in the activity). 
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Session 8: Marshmallow Tower 

Goal: Learn to adapt your plan when the chosen strategy isn’t working, to learn the 

iterative process of problem solving. 

For this activity, each Turnaround Team will need: 

 2 brown paper bags per team, each filled with 

o 50 toothpicks   

o 25 mini marshmallows (10oz was enough for 15 baggies of 25 

marshmallows)  

 Recommended: staple the bags shut before handing them out 

 Tell the kids some of the marshmallows fell on the ground, to 

discourage eating the activity supplies! 

 1 piece of paper 

 1 pencil 

1. Pair up with your Teammate! (2 minutes) 

a. Have children team up with their teammates on their own. 

b. Check to see that children have paired up appropriately. 

i. If a child is absent, form a group of 3.  If two children are absent, pair 

their teammates together. 

c. Have children write both their names on their team cue card. 

2. Discussion of Turnaround Rules & Incentives (2 minutes) 

a. Ask kids to name the rules  

i. Stay in your area; share the materials; use your cue cards; do the 

activity; help your teammate 
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b. Remind kids how they earn Turnaround Points  

c. Review the current points for each pair on the point tracker 

3. Explain the Activity (5 minutes): Marshmallow Tower Challenge 

This activity is designed to help students practice their problem solving skills. 

Read the following scenario:  

 “You and your teammate are going to build two towers using toothpicks and 

marshmallows. Each bag has the exact same number of supplies, so don’t eat any 

marshmallows or your team will have fewer supplies and won’t win! 

Yellow teammates will be in charge first; your job will be to come up with a plan 

to build the tallest tower you can, and then work with your teammate to build it.  

In 5 minutes, you will stop working on your tower and look at the design you 

chose. Spend two minutes talking with your teammate about your decisions—

What you think worked? What didn’t work? 

Orange teammates will be in charge of designing the second tower and building it  

with the help of your teammate second tower. Your goal is to work as a team to 

build a new tower that is taller than your first tower. 

Remember, if you have a problem or you start to argue, use the TIMEOUT hand 

signal and try to problem solve it on your own.” 

4. Monitor the activity (5 minutes) 

a. Move around the room, awarding points and encouraging pairs to use their 

cue cards.  Re-task or prompt children as needed. 

5. Stop the activity (2 minutes) 

a. After 5 minutes tell all teams to stop working and say, 
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Spend two minutes talking with your teammate about your decisions—What you think 

worked? What didn’t work? 

6. Switch it up! (5 minutes) 

a. Instruct children to switch roles and open their second bag of supplies. 

Ok, now Orange teammates are in charge. Remember, your goal is to build a new 

tower that is taller than your first tower. Design a second tower and work with 

your teammate to build it. 

7. Discuss the activity and tally up points  

a. Sample questions 

i. “What were some problems you and your pal faced?” 

ii. “What kinds of strategies did you and your pal use to work together?” 

iii. “Who thinks their team built the tallest tower?” 

b. Collect cue cards and tally points; add activity points to their total 

c. Announce the Activity Top Team (most points in the activity). 

8. Clean up time! (3 minutes) 

a. Stop the activity and have children clean up their materials. 
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Session 9: Pictionary 

For this activity, each Turnaround Team will need: 

 Paper & pens (or mini-white boards?) 

 Words on slips of paper for the kids to draw (see additional pages) 

o May want to make age-appropriate sets for younger pairs of kids 

 Optional Materials: Timers, “Score card” for each group of 4 

1. Pair up with your Teammate! (2 minutes) 

a. Have children team up with their partners on their own. 

b. Check to see that children have paired up appropriately. 

i. If a child is absent, form a group of 3.  If two children are absent, pair 

their partners together. 

c. Have children write both their names on their team cue card. 

2. Discussion of Turnaround Rules & Incentives (2 minutes) 

a. Ask kids to name the rules  

i. Stay in your area; share the materials; use your cue cards; do the 

activity; encourage your partner 

b. Remind kids how they earn Turnaround Points  

c. Review the current points for each pair on the point tracker 

3. Explain the Activity (5 minutes): Title 

This activity is designed to help students practice their problem solving skills. 

Read the following scenario:  

 “You and your partner are going to play Pictionary. Yellow teammates will 

reach into the grab bag and pull out a piece of paper—their job will be to draw 
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pictures to help their teammate guess the word before time runs out!  When the 

Orange Teammate correctly guesses the word, your team wins 1 point.  

Your team will be playing against another pair. Teams will take turns having their 

Yellow Teammate draw and their Orange Teammate guess.  

In 5 minutes we will stop the activity and ask your group to talk about what 

worked and what didn’t work.  Did any problems come up? After that, the Orange 

Teammates will draw and the Yellow Teammates will guess. 

Keep an eye out for signs that your team has a problem. If you do, flip the 

PASLOUT Sign and use the cue card to guide your teammate through the 

problem-solving steps. Remember, you’ll earn 3 bonus points!” 

4. Monitor the activity (5 minutes) 

a. Move around the room, awarding points and encouraging pairs to use their 

cue cards. Re-task or prompt children as needed. 

5. STOP THE ACTIVITY (2 minutes) 

a. Ask your Groups to talk about what worked and what didn’t work. 

i. Did any problems come up? 

ii. How were you able to help your partner guess the word? 

6. Switch it up! 

a. Have children switch roles. Now Orange Teammates will draw and Yellow 

Teammates will try to guess the answers.  

7. Monitor the activity (5 minutes) 

a. Move around the room, awarding points and encouraging pairs to use their 

cue cards. Re-task or prompt children as needed. 



 

188 

 

8. Clean up time! (3 minutes) 

a. Stop the activity and have children clean up their materials. 

9. Discuss the activity and tally up points  

a. Sample questions 

i. “What were some problems you and your pal faced?” 

ii. “What kinds of strategies did you and your pal use to work together?” 

iii. “Who thinks their team solved the most phrases?” 

b. Collect cue cards and tally points; add activity points to their accumulating 

total 

c. Announce the Activity Top Team (most points in the activity). 
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Session 10: Water Buckets 

For this activity, each Turnaround Team will need: 

 Pencils & printed out plans (see page 3) 

 2 large buckets/coolers filled with water 

 Sharpies, to mark the water level (to measure progress between rounds 1 and 2) 

 Plastic shopping bags will the following supplies, 1 for each team: 

o 1 or 2 Sponges  

o 1 Empty water bottle or other bottle with a narrow top 

o Optional things to include in the buckets: funnels for younger kids, 

laminated sheets of paper for big kids to engineer funnels, plastic 

bags/sheeting 

1. Pair up with your Teammate! (2 minutes) 

a. Have children team up with their partners on their own. 

b. Check to see that children have paired up appropriately. 

i. If a child is absent, form a group of 3.  If two children are absent, pair 

their partners together. 

c. Have children write both their names on their team cue card. 

2. Discussion of Turnaround Rules & Incentives (2 minutes) 

a. Ask kids to name the rules  

i. Stay in your area; share the materials; use your cue cards; do the 

activity; encourage your partner 

b. Remind kids how they earn Turnaround Points  

c. Review the current points for each pair on the point tracker 
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3. Explain the Activity (5 minutes): Water Buckets 

This activity is designed to help students practice their problem solving skills. 

Read the following scenario:  

“You and your partner are going to play Water Buckets. The goal of the game is 

to get as much water as you can into your team’s bottle in 3 minutes. If your team 

gets more water in Round 2 than you did in Round 1, you will win a prize! 

Water Bucket Rules:  

1. You can ONLY use ONE item from your bag at a time  

2. Only one teammate can be away from the bottle at any time 

3. If you do anything that stops other kids from playing the game, your team 

is automatically out of that round.  

a. This means NO blocking, pushing, shoving, tripping, or knocking 

over others’ bottles. 

4. If an adult notices your team is having a problem, they can stop your 

team.  

a. In order to rejoin the game, you have to tell the adult what the 

problem was and how your team decided to fix it. 

Yellow teammates will make the plan this time and they will decide who goes to 

get the water. 

Keep an eye out for signs that your team has a problem. If you do, flip the 

PASLOUT Sign and use the cue card to guide your teammate through the 

problem-solving steps. Remember, you’ll earn 3 bonus points!” 

4. Monitor the activity (2 minutes planning time, 3 minutes on the clock) 
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a. Re-task or prompt kids to use their planning time (2 minutes) 

b. Start the clock!  

5. STOP THE ACTIVITY & RESET (2 minutes) 

a. Yellow Teammates will bring their bottle back to the big bucket.  Staff will 

draw a line on their bottle to show how much they got in Round 1 (Write “1” 

by the line!)  

b. Kids pour water back into bucket and return to their partner 

c. Have Teams talk about what worked and what didn’t work. 

i. How their plans work?? 

ii. Did any problems come up? 

6. Switch it up! 

a. Have children switch roles. Now Orange Teammates will make the plan and 

Yellow Teammates will implement the plan.  

7. Monitor the activity (2 minutes planning time, 3 minutes on the clock) 

a. Re-task or prompt kids to use their planning time (2 minutes) 

b. Start the clock!  

8. Clean up time! (3 minutes) 

a. Stop the activity and have children clean up their materials. 

9. Discuss the activity and tally up points  

a. Sample questions 

i. “What were some problems you and your pal faced?” 

ii. “What kinds of strategies did you and your pal use to work together?” 

iii. “Who thinks their team solved the most phrases?” 
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b. Collect cue cards and tally points; add activity points to their accumulating 

total 

c. Announce the Activity Top Team (most points in the activity). 

Additional Materials Below: Flow chart to help kids plan if they want to. Print it out 

double sided so they can do one for round 1 and another plan for Round 2. 

  



 

193 

 

Session 11: Shoe Search 

For this activity, each Turnaround Team will need: 

 Pieces of fabric to tie kids’ legs to their teammate (tie tightly and above the knee!) 

1. Pair up with your Teammate! (2 minutes) 

a. Have children team up with their partners on their own. 

b. Check to see that children have paired up appropriately. 

i. If a child is absent, form a group of 3.  If two children are absent, pair 

their partners together. 

c. Have children write both their names on their team cue card. 

2. Discussion of Turnaround Rules & Incentives (2 minutes) 

a. Ask kids to name the rules  

i. Stay in your area; share the materials; use your cue cards; do the 

activity; encourage your partner 

b. Remind kids how they earn Turnaround Points  

c. Review the current points for each pair on the point tracker 

3. Explain the Activity (5 minutes): Shoe Search 

This activity is designed to help students practice their problem solving skills. 

Read the following scenario:  

 “OK, everyone take off their shoes and give them to an adult. Adults are going to 

take these shoes and scatter them around the room [Hint: do not put a shoe near 

its pair]. The goal of this game is to work with your partner to find each other’s 

shoes and put them on your teammate.  

Here are the rules of the Shoe Search Game: 
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1. You and your partner must be close enough to touch at all times. 

2. Each team can only touch one shoe at a time. 

3. When you find a shoe, your team must bring it back to home base 

4. Each teammate will put their teammate’s shoes on for them. This means 

you cannot put on your own shoes! 

Orange partners, put on the blindfold. Yellow partners, you are your team’s eyes! 

You will have to talk your partner through finding each of your team’s 4 shoes in 

the room, and guide them to and from home base. 

Questions? Ready, set, go!” 

4. Monitor the activity (5 minutes) 

a. Move around the room, awarding points & encourage pairs to use their cue 

cards.   

b. Re-task or prompt children as needed. 

c. If you see a pair breaking a rule: 

i. Not close enough: Tell them to freeze and try to touch their 

teammate—if they can’t touch, walk them back to the home base to 

do it correctly. 

ii. Team carrying >1 shoe: Return all shoes to the pile and walk the 

team back to home base. 

iii. Putting on their own shoe: Unless you feel their partner is not able to 

put the shoe on the teammate (i.e., doesn’t know how to tie shoes), 

take that shoe and return it to the pile. 
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5. Switch it up! (2 minutes) 

a. Remove blindfolds 

b. Teams returns to the home base 

c. Staff recollect all shoes and scatter them again 

 “In round two you both can see but your team will have only 3 legs! Take your 

blindfold and use it to tie your leg to your teammate’s leg. Be sure you’re facing 

the same way, with your inside legs tied, like you have only 3 legs.  

This time the Orange teammate will be in charge. It’s their job to decide where 

your team goes for shoes and which legs you use to walk. Once again the goal is 

to find each of your team’s shoes and put them on your partner. Ready, set, go!” 

6. Monitor the activity (5 minutes) 

a. Move around the room, awarding points & encourage pairs to use cue cards.   

b. Re-task or prompt children as needed. 

7. Clean up time! (3 minutes) 

a. Stop the activity and have children put on any missing shoes. 

8. Discuss the activity and tally up points  

a. Ask these questions: 

i. “What were some problems you and your pal faced?” 

ii.  “What kinds of strategies did you and your pal use to work together?” 

iii. “Which was harder, one person blindfolded or having only 3 legs? 

Why?” 

b. Collect cue cards  

c. Administer child engagement measure  
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Session 12: Don’t Spill the Beans 

For this activity, each Turnaround Team will need: 

 1 or 2 Bags of dried beans 

 3 straws per team 

 2 sets of chopsticks per team (plastic forks for younger kids) 

 3 bowls or cup for each team to deposit their beans 

 2 long pieces of masking tape to mark off the neutral zone (where no kid can 

step!) 

1. Pair up with your Teammate! (2 minutes) 

a. Have children team up with their partners on their own. 

b. Check to see that children have paired up appropriately. 

i. If a child is absent, form a group of 3.  If two children are absent, pair 

their partners together. 

c. Have children write both their names on their team cue card 

2. Discussion of Turnaround Rules & Incentives (2 minutes) 

a. Ask kids to name the rules  

i. Stay in your area; share the materials; use your cue cards; do the 

activity; encourage your partner 

b. Remind kids how they earn Turnaround Points  

c. Review the current points for each pair on the point tracker 

3. Explain the Activity (5 minutes): Don’t Spill the Beans! 

This activity is designed to help students practice their problem solving skills. 

Read the following scenario (see final page for diagrams of set up):  
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 “OK, the goal of this game is for your team to move as many beans as you can 

from this side of the room and into your team’s cup. As you can see, the room is 

divided by tape. This marks the neutral zone, where no kid is allowed to touch! 

Orange teammates will pick up one bean, drop it off in the neutral zone, and 

return to touch their wall. One the Orange teammates touch the wall, Yellow 

teammates pick up the bean and drop it in their team’s cup. The team with the 

most beans after 2 rounds wins!  

If a staff member sees you break one of these rules, they will take a bean from 

your team’s cup, or make you start over. 

Here are the rules of the Game: 

5. One partner must be touching the wall at all times. 

6. You can only move one bean at a time. 

7. Don’t touch the beans with your hands. 

8. Do not block other teams or take their beans. 

Remember, if there’s a problem you and your teammate can {STOP} the activity 

to meet in the neutral zone and problem solve a better strategy for your team. 

You’ll earn 3 bonus points! 

OK Orange teammates, stand on this side of the room (where the bags of beans 

are) and Yellow teammates go stand on that side of the room (by the teams’ cups). 

[Staff them hand out the straws to the players].  Ready, set, go!” 

4. Monitor the activity (5 minutes) 

a. Move around the room, awarding points & encourage pairs to use their cue 

cards.   
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b. Re-task or prompt children as needed. 

5. Stop the activity! (2 minutes) 

a. Collect the straws and have players switch sides 

b. Return any beans from the Neutral Zone to the beans’ starting point 

c. Hand out chopsticks/forks to the little kids 

 “In Round 2, you can carry as many beans as you want to the Neutral Zone 

BUT…teams will use chopsticks instead of straws to carry the beans 

(Kindergarten and First Graders will use a fork and one hand).  

You can use the chopsticks however you’d like, but this is how most people use 

chopsticks [demonstrate how to use chopsticks]. Take a minute to practice 

holding them and moving your hands, and talk to your teammate about how to 

make it work for your team. 

Ready, set, go!” 

6. Monitor the activity (5 minutes) 

a. Move around the room, awarding points & encourage pairs to use cue cards.   

b. Re-task or prompt children as needed. 

7. Clean up time! (3 minutes) 

a. Stop the activity and have children put on any missing shoes. 

8. Discuss the activity and tally up points 

a. Ask these questions: 

i. “What were some problems you and your pal faced?” 

ii.  “What kinds of strategies did you and your pal use to work 

together?” 
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iii. “Which was harder, using straws to move ONE bean at a time, or 

using chopsticks (or a fork) to move as MANY beans as you 

wanted? Why?” 

b. Collect cue cards & STOP/GO cards 

9. Administer child engagement measure 
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Session 13: Guess Who (or What) 

For this activity, each Turnaround Team will need: 

 30 or 50 Pictures of characters, movie stars, animals, or objects 

 1 Bag/envelope 

1. Pair up with your Teammate! (2 minutes) 

a. Have children team up with their partners on their own. 

b. Check to see that children have paired up appropriately. 

i. If a child is absent, form a group of 3.  If two children are absent, pair 

their partners together. 

c. Have children write both their names on their team cue card. 

2. Discussion of Turnaround Rules & Incentives (2 minutes) 

a. Ask kids to name the rules  

i. Stay in your area; share the materials; use your cue cards; do the 

activity; encourage your partner 

b. Remind kids how they earn Turnaround Points  

c. Review the current points for each pair on the point tracker 

3. Explain the Activity (5 minutes): Guess Who (or What) 

This activity is designed to help students practice their problem solving skills. 

Read the following scenario (see final page for diagrams of set up):  

“The goal of Guess Who (or What) is to figure out what picture you’re holding up 

to your forehead. You ask your partner a series of Yes or No questions to help you 

figure it out.  



 

201 

 

Both Teammates will take one picture out of the envelope/bag and hold it at their 

forehead, without looking. Your partner will be able to see your picture but you 

should not. Yellow teammates ask the first question, and then you will alternate 

turns. If your partner asks a question that cannot be answered with Yes or NO, 

they lose that turn. Whichever teammate guesses first wins that round and gets to 

go first in the next round. 

Here are some examples of Yes/No Questions: 

1. Am I alive? 

2. Am I a human? 

3. Am I old? 

4. Is my hair blue? 

5. Am I a cat? 

See, the answer to all of these questions can only be Yes or No. 

Remember, if there’s a problem you and your teammate can {STOP} the activity 

to problem solve. You’ll earn 3 bonus points! 

4. Monitor the activity (5 minutes) 

a. Move around the room, awarding points & encourage pairs to use their cue 

cards.   

b. Re-task or prompt children as needed. 

5. Stop the activity! (2 minutes) 

“In Round 2, you can only ask a total of 5 questions, so you need to think really 

carefully about what you want to ask. If neither teammate guesses who or what 

they are, then no one wins that round.  You can use this piece of paper to mark a 
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tally for each question you ask.  This time, Orange Teammates will get to ask the 

first question.”  

6. Monitor the activity (5 minutes) 

a. Move around the room, awarding points & encourage pairs to use their cue 

cards.   

b. Re-task or prompt children as needed. 

7. Clean up time! (3 minutes) 

a. Stop the activity and have children put on any missing shoes. 

8. Discuss the activity and tally up points 

a. Ask these questions: 

i. “What were some problems you and your teammate faced?” 

ii.  “Did you and your teammate work together as a team, or were you 

against each other?” 

iii.  “What was one question you heard your teammate ask that you 

also decided to ask?  

iv. Did listening and learning from your teammate ever help you win?” 

b. Collect cue cards & STOP/GO cards 

9. Administer child engagement measure  
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