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COLLECT ALL 6 FLAGS OF TEXHS!

The first player to collect all of the 6 flags of Texas
is the winner. The SHOWDOWN! cards with

a W are aWILD card and can replace ANY flag.

COLLECT PIRS OR THE MOST OF ONE CARD!
The player who collects the most pairs of s or the
most of one wins. The SHOWDOWN! cards with a
W are aWILD card and can replace ANY flag.

WIN THE IROST POINTS!

Each flag is worth points (see 6 Flags points card)
according to the order by which each country
claims Texas. The player with the most points wins!

*COME HP WITH MORE WiAY5 ON YOUR OUIN, TOO!
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TO PLAYING FRECK!

2-8 players answer question or clue cards to build
a hand & try to collect as many flags as possible
within the chosen time limit. Basically, the person
who wins all 6 (or the most) flags of Texas or earns
the most points... is the winner!

T) SHIFFLE & PLICE DECK IN THE CENTER OF THBLE.

Discard pile is formed beside the main deck when
ACTION or TRAP cards are played.

2) 15T READER DRSS 1GIRD FROW DECK.,

READER responsibilities (game action) moves
clockwise around the table.

3) Puyers ansueR AT/NY TINE.
THEY OMLY GET ONE ANSWER PER CIRD...

&) THE READER KEEPS ANY INISSED CARDS...

if no one can answer a Money or an Action card!

**"BMBWN... head-to-head. The next card

is read by the same READER (if it's a Trap card, replace in
deck and use next card). Winner gets both cards. If neither
player gets it right, the READER gets both cards!



Fi6. 1

Each clue card (Fig. 1)
has a flag or W, a category
and 5 clues or 1 question.
Player reads 1 at a time
(pausing 3-5 secs). The answer
is at the bottom. Players can
answer at any time, even after Wi i fgr«#m:
the 1st clue. But, they can ONLY o 5 e
answer ONE time per card.

Iman American

My inventi,
o
the exgs ,,;",,?j’ [andhing

Usinessmap

Coffee.
barbx twisted g f"reare st

These have historic images players
use to answer a single question
on the card. Players place a finger
or thumb over the answer.
They read the question FIRST
and then show the card to the
table. The 1st to answer
correctly wins & keeps

the card.
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WenoN NN

Create a hand with these to use
in the game. These are a single
quick-fire question. Be the first to
answer right and get the card.

"HELP" 1 extra answer when a player needs it!
"DEFEND.’" Protect from GRAB, NOPE or a TRAP
"NOPE.’"Skip opponent for 1 round! (not 2x in a row)

"GRAB”" Take a card from any opponent!

"W Use as ANY flag in (in Game 1 or 2) or play
it on your highest point value flag in your hand
to double (2x) the points (in Game 3)!

The whole table must answer one

at a time, except the reader, starting

at the Reader’s left. If the table answers

the card, nothing happens (discard).

The first to miss the question must give

the READER one card! If the person who misses has
no cards, they cannot Read or answer the

next card. (lose a turn)



&
GO ONE ON ONE WITH SOMEONE!

Choose one player to ask the question.
If they get it correct, they keep the
card. If not, it's yours! The “W”
means the card is a WILD card

and replaces ANY flag you may
need in your set or (in Game 3) can
be used to double your highest point flag!

1. DRI THE TOP GIRD.

FIrsAa "all"a“,, announce the category and

NOT the at the top right and begin reading the clues
one at a time, pausing 3-5 secs after each clue.

lfﬂ'sﬂ”'m"m don'tannounce the type of

action. Just read the question & wait for an answer.

2. IF SOMEONE ANSHERS IT CORRECTLY,
THAT PLAYER GET5 THE GIRD.




3. FNOONE GIN ANSUERIT....

The reader keep the card or keeps the Action card
in your hand and hidden from other players (like
Go Fish or poker).

REMEMBER! DON'T TELLANYORE....
what kind of ACTION card you're about to read.
You want to keep it a secret, so it'll be a surprise to

others if you win it and use it on them!

"...THERE'S A TIE."

If two (or more) players answer at the same time —
and it’s hard to determine who answered first —

1. THE SAVE REDER DRIMS TOP GIRD.

Replace a TRAP card if it's the top card & redraw.

2. THE PLAYER WHO ANSUERS RIGHT FIRST WINS BOTH
awys!

3. REIDER GETS EOTH GIRDS IF NO ONE NSUERS IT
RGHT!




*"...| HAVE ZERO CIRDS TO GIIE."

It happens. If someone asks a TRAP card and you
give a wrong answer, you must let them draw one
card from your hand. If you don't have any cards...
YOU MUST SKIP THE NEXT CARD ROUND.

If you're the next Reader, you must skip being

the Reader AND not answer. Basically, you must
skip the next card entirely.

. "HOWPOTEYREMTEZ"

IN PIRS : 5-8 NS
UNITS: ALL
PURPOSE: Compare/Contrast card characteristics

WMCollaboration,

Movement, Writing

WmSelect pairs of cards stu-

dents can compare & contrast. 2 cards per pair of
students.



STEP-BY-STEF: Partners analyze cards and write

a comparison statement AND a contrasting
statement.

WMSIOM-’U Can be repeated in class. Partners
move to a different table to analyze a new card
pair. 2) Cover clues up during activity. 3) Add 1-2
cards to the set to compare & contrast. 4) Activity
can transition to #9 0PP NN OUT.

TABLE GROWPS : 10 MINS

ll’lﬂ?: Colonization, Revolution,
Republic, Westward, Civil War

PURPOSE: students sequence order of events
and draw connections between people, events
& places

Iﬂsm mCollaboration, Se-

quencing, Writing

Wmm Document camera w/ 5-8
EVENT cards, 1-2 PERSON/PLACE cards, 1piece of
butcher paper per table.
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STEP-BY-STEP:
1) Students sequence EVENT cards on the screen
in spiral, then collaborate to put on butcher paper.

2) Student tables are given 1-2 PERSON/PLACE
cards and must decide where each fits within the
events from step 1. Where they place the cards
must be justified on the butcher paper.

3) When finished, students rotate to another table,
leaving butcher paper and cards at the table for
next group to add/edit previous analysis.

4) The butcher paper is discussed after the activity

DIFFERENTUATION: Each table group is given 2-3

event cards and have to create a timeline on their
butcher paper putting the events in the correct
sequence. The set of cards rotate to another
tables and they have to place these events in their
timeline. The same pattern is then followed for the
people cards 1-2 at each table and rotate. Justifi-
cations should be written for the placement of the
people.



IN PAIRS : 20 MIN

PURPOSE: students identify the key events,

people, terms from the unit. They draw connections
between the cards and create a human time line
with the cards. This is a great culmination after

#1 How do they relate and #2 Where do they fit.

SWITEGIE: Collaboration, Movement, Writing,
Sequencing, Critical Thinking

TFJIGRFMMHOM: Almost none. Just have

cards ready to hand to students face down (if you
have more cards than you have students pick and
choose the cards you want to use for the activity)

1) Pass out one card per student (face down).
Instruct them not to look.

2) Tell them to hold the card up against their head.

3) They move about the room and find a partner.
Each Partner then can read a clue to help the other
student figure out who they are. This can be
continued for a few more rounds.

1
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§) Any student who still hasn't identified the card
can be helped by the class.

5) Students try to group similar cards. Example:
Boston Tea Party/Sam Adams/Sons of Liberty

6) Assist students who might be struggling. Some
cards can fit more than one group and that’s
okay...see where the students think they fit.

7) Have the groups return to a table and each
student will prepare a written explanation of who/
what their card is and how it fits with the group.
Have students collaborate with the group to tell
their “story”. Example:

Sam Adams “I'm a leading Patriot and | found the
Sons of Liberty”

Sons of Liberty “We are a group founded by Sam
Adams to protest taxes by Parliament and the King".

Boston Tea Party “I'm an act of civil disobedience
carried out by the Sons of Liberty in response to
the Tea Act”

8) Students can place themselves in one giant
human time line as a whole class. Then have each
student read his/her written explanation to show
the connection within the entire unit.



MODIFICATIONS: Create your own card grouping

after students have identified their cards in step 4.
Sentence stems could be provided to help students
begin to draw connections between cards.

SOLO/IN PAIRS / THBLE GROWPS : 15-30 MINS

PURPOSE: students demonstrate mastery of
concepts through writing

STRATEGIES: Collaboration, Critical Thinking and
Writing

TEACHER PREPARATION: 5-7 cards
STEP-BY-STEP:

1) 5-7 cards are placed at a table (stations) or
under a document camera (whole group).

2) Each student does a quick write using all terms.

3) Students pair up and are given time to
collaborate and add to their quick write, if needed.

4) Students are placed in table groups and make
any needed edits to quick writes.

5) These can be shared with the class.
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DIFFERENTUITION: Teacher could do the steps

independently and not use the progression from
individual to group.

EXTENSION: \ore cards can be added or the clues
can be covered up.

MODIFICATION: Use 3 cards to assist struggling

learners and/or provide sentence stems.

PAIRS / TBLE GROWPS : 20-30 MINS
HNITS: ALL
PURPOSE: students show differing viewpoints

STRATEGIES: Perspectives, Collaboration, Partner
Debates, Critical Thinking, Writing, Summarizing

TFJIGHMMHOM: 2 PERSON cards and 1 re-

lated EVENT card for each partner or foursome. Ex.
Calhoun, Jackson, The Nullification Crisis

STEP-BY-STEP:
1) Each person (pair) or each group of 2 (foursome)
take one the role of one of the two people cards.
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2) Create a Twitter conversation two people might
have had regarding the event, we typically exclude
the limitation of the number of characters.

DIFFEEMTMHON: 1) Teacher could limit them to

140 characters and/or have them create a hash
tag after each of their tweets. 2) Students could be
given the two people cards, but they could choose
their own event/issue to tweet about.

EXTENSION: Add a third person card to the
conversation or cover up the clues on the cards.

MODIFICATION: Have sentence stems ready for the

entire twitter conversation or first few tweets.

SOLO/IN PHIRS = 30 MINS

PIWDSE: Students create a word web to show
connections between people, events, terms, places

STRATEGIES: Writing, Critical Thinking, Drawing
Comparisons, and/or Collaboration (if in pairs).

WPMMMM: Two cards from the same

unit on separate ends of the student table.
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STEP-BY-STEP:
1) Students start at their own desk, write down on

their paper or in their spiral the name of the unit,
this bubble begins their word web.

2) Students then draw the first line for their word
web and use the word that is the answer to the card
on their desk. On the line that connects the two
terms they write how they may be connected.

3) Students then circulate around the room to find a
card that they think relates to or connects with the
previous word they wrote down on their paper.

4) They continue connecting the two words with a
line and writing how they think they are connected.

m’mTeacher can use cards from

different units to have students draw connections
between each and justify.

TABLE GROYIPS/WHOLE CLAS5 : 20 MINS
PURPOSE: Comparisons between a group of cards
STRATEGIES: Collaboration, Compare/Contrast
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TEACHER PREPARATION: sct of 4 cards at each table

group (stations), or ready for the document camera
(whole class activity).

STEP-BY-STEP:
1) Students analyze the four cards with group to
determine which one doesn't it with the others.

2) Students justify why the card doesn't fit and
write it down (groups) or share out (whole class).

EXTENSION: el all students that their answers are
incorrect and have them go through the process
again to select and justify another card.

WHOLE CLASS - 45 MINS

PURPOSE: Competitive game to assess content
knowledge

511WEGIE$= Competition, Pressure
WFMMHOII: Split class into teams; each

team needs one marker & space at the board.

STEP-BY-STEP

1) One player from each team is sent to the board.
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2) Teacher draws a card and reads one clue at a
time or question. First player to write the correct
answer wins points. 2x or 3x points each round.
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WHOLE CLASS = 10-15 MINS

PIWE: Students draw connections. Teacher
creates a new seating chart.

51”"%-’ Collaboration, Movement, Writing,
Sequencing, Critical Thinking

WMMHON: Prepare groups of cards

according to seats per table or desks in your room.

STEP-BY-STEP

1) The instructor meets students at the door to
hand them a card. Each card handed out relates to
other cards (depending on table group size).

2) Students move around the room, trying to figure
out which cards match their card.

3) When students arrive at where they think their
cards match, they must sit down and justify. The
class and instructor discuss and make corrections.
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