


other. If there are more than 30 students in class, add “audi-
ences” o that no more than 15 students are in an “audi-
ence.” Review rules of “Who Wants To Be Healthy?”

Explain that “fastest finger” qualifying round alternates
between teams or “audiences.” Flip a coin to determine
which audience goes first. Students in the selected audience
are giver the opportunity {o participate in the “main round”
by correctly sequencing responses fo this question in the
fastest time. Students use scrap paper at their desks to write
answers to the “fastest finger” question in correct order, and
then they raise their numbered “auction-like” numbered
signs to indicate they are finished. The teacher and/or
“host” sequentially records the order in which students
raise their numbers. The student with the correct sequence
in the least amcunt of time advances to the mair round. If
no one has the correct order, ask students to raise hands if
they got the first response correct, second response, and so
on untii one student remains. In the event of 4 tie, flip a
coin o see who advances tc the main round.

Once advancing to the “main round,” students are asked
up to 15 multiple-choice guestions increasing in difficulty.
Each guestion is assigned a doilar value beginning with
$100 and ending with $1,000,000 (Figure 1). If they are not
sure of the correct answer, students may use one or more of
three “Lifelines” for assistance (Figure 2). Each “lifeline”
can be used only once. Student contestants can continue to
change their answers until the teacher or “host” asks if the
answer is their final answer. Once contestants indicate an
affirmative response, the answer is firal and cannot be
changed.

At any time, contestants can stop the game and accept 2

check for the amount of money corresponding to their last
correct response. If they correctly answer the $1,000 or
$32,000 question, they are guaranteed tc win $1,000 or
$32,000 even if they answer subsequent guestions incor-
rectly. Student contestants are given “checks” representing
their winnings. Since “audiences” are playing as ieams, the
team with the most money at the end of class wins.

Since televisicn and board games typically are adapted
from original versions for classroom use, be sure to take
time to clarify classroom rules and regulations before
beginning the game. Unclear rules can lead to conflict and
disrupt the learning experience. With classroom competi-
tion, students tend to get more excited and, occasionally,
may get unraly. To facilitate classroom management, be
sure to review ground rules before beginning the game.

Some students may cerrectly respond to “fastest finger”
questions in the least time period more than once, or the
same students could be selected for the “Phone-A-Friend”
option by multiple contestants. To increase the number of
potential students participating in the game, limit the
number of times an individual student can advance to the
“main round” or be selected as a “friend.”

The amount of time ailotted for answering questions in
the main round is not limited on the television game show.
In the classroom, however, consider setting time limits for
student responses to questions.

Figure 1
Sample of Game Set Up on Chalkboard
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Figure 2
“Lifelines” for Who Wants To Be HEALTHY?

56150
Students advancing to the main round may ask the
*host” to eliminate two of the possible choices, leaving
hirn/ her with only two choices-one of which is the
correct answer. The student then has 2 choice of
selecting one of the two answers, using another “lifeling”
if available, or stopping the game and leaving with
money hefshe has already won.

Ask the Audience
Students advancing to the main round may ask their
‘audience” which answer they believe is correct.
Members of their audience will indicate their choices by
writing the letter on scrap paper provided to them and
holding it up when asked. The “host” quickly tailies the
“audience” response and shares results with the student
contestant. He/ she then has the option of going with the
audience, selecting another response, using another
“lifeline,” i¥ available, or stopping the game and leaving
with money he/ she has already won.

Phone-A-Friend
Students advancing to the main round may call on a
“friend” for assistance (note: he/ she must be a member
of their “audience™. The friend has 30 seconds to select
an answer io the question. The student may select the
answer recommended by his/ her friend, use another
“lifeling” if available, or stop the game and leave with
the money he/ she has won.

Variations on a Theme

If a large percentage of students already are familiar
with the television game show, have stadent teams develop
“fastest finger” and “main round” questions. This process
of developing questions, in and of itself, can serve as an
authentic assessment. To develop valid guestions, students
must use critical thinking skills while analyzing available
health information. Once developed, student teams can
chalienge other teams using the game format.

In middle schools, where curricuium integration often is
emphasized, teacher teams could deveiop “fastest finger”

and "main round” questions around thematic units. This
approach supports studenis’ connections across disciplines;
more importantly, it facilitates integration of health educa-
tion concepts with other more traditional content areas.

Te increase parent invelvement, this television game can
be adapted for use at parent/guardian crientation nights or
parent/teacher association meetings. Parent/guardian teams
can compete to learn more about health needs and concerns
of their children.

In professional preparation programs, guestions devel-
cped by instructors/students can address functional knowl-
edge and competencies related to the roles and
responsibiiities of health educators. For example, “faster
finger” questions can be developed about the history of
healtk education or steps in a program planning model.
“Main round” guestions can address knowledge of health
education process {eg, Which of the following is not a vahid
source of health information?} or competence related to one
or more responsibilities {eg, After providing a short case
study, ask: What is the most appropriate method to collect
data in this situation?).
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