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Grade level this kit is intended for: 2nd Grade

Utah Social Studies State Core Curriculum or NCSS Link:  NCSS Standard 4: Individual Development and Identity  

Lesson Objective:  The students will understand the importance of accepting yourself and others.  

Key Concepts: Acceptance, consequences, greed, respect 

Background Knowledge:  The literacy lesson plan is to be taught first, because the social studies lesson plan requires a strong understanding of the storyline.  

Anticipatory Set/Invitation to Learn:  Give a small prize or treat to only the students who have summer birthdays.  Justify this action by explaining how you have a summer birthday and only play with people who have similar birthdays.  Let this sink in for a minute, and then ask the children who did not receive a prize to describe how they feel.  After this short discussion, be sure to give the remainder of the students a treat.  

Listening Focus:  As they listen to the story, the students will focus on the consequences of not accepting yourself and/or others.  

Method for Sharing the Book:  Read You Are Mine during the Schema Orientation step of the lesson.  Before reading, remind the students to look for ways that Punchinello and the others characters in Wemmicksville could not accept themselves or others.  Halfway through the book, stop and have the students list the ways the characters are not being accepting.  Some possible questions to prompt the students are, “Why does Punchinello keep buying boxes and balls?” and “What do you notice about Splint and Lucia?”  These questions will help students recognize that Splint and Lucia accept Punchinello for who he is, even though he doesn’t have the most boxes or balls.   These questions will also help the students realize that Punchinello’s greed was a result of him not accepting or respecting himself.  While reading the book, hold off on big discussions until the entire book has been read aloud.   
Instructional Process and Activity:

Materials:

· Small mirrors for the entire class 

· Copies of You Are Mine by Max Lucado 

· Concrete Object 

· Situation cards for the role-play

Schema Orientation:  Begin by asking the students to silently think about times when they felt unaccepted by their peers.  After a few minutes, ask for volunteers to describe those feelings (i.e. sadness, loneliness, anger) and make a list on the board.  Next, have the students silently think about times when they were the ones not accepting others.  Explain how it is important to not only accept yourself, but to be accepting of others despite their differences.  Brainstorm with the class things that can arise from a lack of acceptance (i.e. greed, insecurity, disrespect).   To cement this new knowledge, hand out a copy of the book to every student.  Refer to “Method for Sharing the Book.”  

Activity Orientation:  After reading the book, explain to the students that they will be involved in an activity where they will have to apply what they learned from You Are Mine.  

Activity:  Split the class into groups of 5.  Give each group a different situation, and allow enough time for the groups to discuss the situation and come up with a way to solve the problem that promotes acceptance.  Once a solution has been decided, each group will act out the situation in front of the class.  Each member of the group must be involved in the role-play.  

Possible situations: 

· There is a new student in class today.  How would you make this student feel accepted? 

· During recess, you see someone standing alone who looks lonely.  What do you do? 

Response:  After the presentations, have the students go back to their desks.  Hold a class discussion on their impressions from the book, and their opinions of the presentations.  Ask the students to discuss whether or not they agree with the solutions, and why.  Afterwards, introduce the Concrete Object, and explain how it works.  Pick out a student who has done a great job at accepting others, and give him/her the object first.  

Closure:  Pass out a small mirror to each student.  Have them each take a few minutes to look in the mirror and write down two things that they like about themselves.  Then have them turn to the person sitting on their right and write two things that they like about that person; briefly share those two items.  Have the students keep that list inside their desks to remind them of this lesson.  

Evidence of Student Learning:  The role-play presentations will be the evidence of student learning.  How the group has decided to solve the given problem will inform the teacher of the students’ understanding of acceptance. If further instruction is needed, reread the last few pages of You Are Mine and discuss Eli’s message.  Following the discussion, have the students record their feelings in their journals.  

Literacy Learning Plan: Story Grammar

Book Kit Title: You Are Mine

Author and Publication Date: Max Lucado 2001

ISBN#:  0-439-43676-1

This book kit was planned by: Adrianna DeBeikes 

Grade level this kit is intended for: 2nd Grade

Utah Language Arts State Core Curriculum: Standard 7: Objective 3a: Identify characters, setting, sequence of events, and problem/resolution.
Lesson Objective:  The students will learn the elements of story grammar (i.e. characters, setting, sequences of events, and resolution) and identify them in the book You Are Mine.  
Key Concepts:  Characters, setting, plot (sequence of events and resolution)

Background Knowledge:  The literacy lesson plan is to be taught first.  Prior to beginning this lesson, the students should have a solid understanding of the basic concepts of reading and be ready to improve comprehension levels.  

Anticipatory Set/Invitation to Learn:  Set the top hat and magic wand on a table in the front of the class.  Explain that creating stories is like magic, and when you write or read a story, you become a part of the magic through the characters, setting, and plot.  Explain that today the students will learn what these terms mean, and will be able to locate them in You Are Mine.  
Listening Focus:  As the students listen to the story, they should focus on identifying the characters, setting, and plot.  

Method for Sharing the Book:  The story will be presented after the formal instruction on characters, setting, and plot.  Each student will have a copy of You Are Mine, and will follow along as the teacher reads aloud.  As they listen, the students will be identifying the characters, setting, and plot on a separate piece of paper.  As it will be their first experience with these terms, stop occasionally to check for understanding.  Stop reading after the first page and ask questions about the characters and setting, such as “Who are the main characters in the story?” “Where does this story take place?”   Be careful not to give these answers away, but make sure the students are thinking deeply about these questions and are aware of where to find the answers.  If needed, reread the first page.  Halfway through the book, remind the students to look for the main problem in the story, and to look for how it is resolved.  While reading the book, hold off on discussions until the entire book has been read aloud.   

Instructional Process and Activity:

Materials:

· Top hat
· Magic wand
· 1-3 pictures of famous book characters
· 1-3 pictures of exotic or fun places 
· 1-3 pictures that illustrate real or imaginary problems/challenges that children or grownups might face
· A piece of paper for each student with the words “Character”, “Setting” and “Plot” numbered down the left side of the paper
· Copies of You Are Mine by Max Lucado 
Instruction/Modeling:  After the anticipatory set, tap the brim of the hat with the magic wand and pull out the character pictures. Show the pictures to the class and explain who the people are.  These people we read about in books are called the characters.  Explain that not only do stories let you magically become the book’s character, but when you write stories you can choose to become whatever character you want.  
Tap the hat again and pull out a picture of one or more of the fun or exotic places, and then explain that stories can magically whisk you away to far away places. These places are called the story’s setting.  When you write a story you can transport yourself and your reader to any place or setting that you want. You can let your readers feel like they have really traveled to that setting by describing what it looks like, or even how it smells, feels, sounds, or tastes like.

Ask the class if a character and setting are all that is needed for a story. After the responses die down, state that most stories start with a problem or challenge that the character must resolve.  Tap the hat again and pull out a picture of one of the challenges/problems.  Explain that a story’s problem can be any kind of problem; an ordinary everyday problem or an extraordinary problem.  It just needs to make the story interesting and somewhat believable. The main part of the story will be the character trying to solve the problem—this is known as the plot.  The journey the character takes to try to solve the problem, and the ultimate resolution of the problem all comprise the story’s plot.  

Guided Practice:  Give each student a copy of You Are Mine and have the children do a brief picture walk without reading the text.  Ask the students to think about the characters, setting, and plot based on the pictorial clues.  Call on a few of the students to voice their opinions and write these predictions on the board.  This is a good time to make sure the students are familiar with these terms before moving on to the next step.  

Independent Practice:  Hand out the pieces of paper and ask the children to try to identify and write down the character, setting, and plot while the story is read aloud.  Refer to “Method for Sharing the Book” for a complete description of this step.   After the entire book has been read aloud to the class, give the students a couple of minutes to finish writing their responses.  Collect these papers.  
Closure:  Hold a class discussion of the characters, setting, and plot of You Are Mine.  Allow time for the children to express their thoughts and impressions of the story, and then turn the time back to the teacher.  Reiterate the importance of characters, setting, and plot.  

Evidence of Student Learning:  The teacher will know if the students understood the concept taught based on the papers collected during the Independent Practice.  If the students still need further instruction, lead the class in a spontaneous story creation exercise.  Ask the class to suggest a character.  After the character is decided on, ask for a setting and then for a potential problem. With the problem decided on, ask the class for ways for the main character to solve the problem.  

Concrete Object

Set the boxes on the corner of your desk.  Each time you look at them, think about how the Wemmicks in You Are Mine had a hard time accepting themselves and each other.  Remember that it is important to always accept yourself and everyone around you, even though they may be different.  Then give the boxes to someone you see accepting others.

Stations

Station 1:  Conversation Station 





Teacher or parent help needed: Yes


Students can talk in small groups of 6-8 with a teacher or parent present.  They can discuss different ideas related to the book such as the following: 

How did the book make you feel?  Have there been times in your life where you were/weren’t accepted?  How did that make you feel?








Bloom’s Level: Synthesis

Station 2:  Drawing Station







Teacher or parent help needed: No


Draw a picture of an image you are left with after reading You Are Mine.  Afterwards, discuss your image with your group members.  








Bloom’s Level: Knowledge


Station 3:  Letter Station







Teacher or parent help needed: No


Write a thank you card to someone in the class who has been a good friend and accepted you.  Thank him for his friendship and tell that person two things that you like about him.








Bloom’s Level: Application 

Station 4:  Found Poem







Teacher or parent help needed: No


Create a found poem that shows your impression of the book.  Select any 4-6 phrases in the book, and arrange them in an order that reflects your thoughts.  Write one phrase on each strip of paper and manipulate them until you like what you have.  Share and discuss your thoughts as you work.  








Bloom’s Level: Evaluation 

Station 5: Game Station 







Teacher or parent help needed: No


Play the Acceptance game.  If needed, divide into teams so that every member of the group is included.  








Bloom’s Level: Application 

Station 6: Evaluation Station 







Teacher or parent help needed: No


Please answer these questions silently.  You may look back in the book for help.  When everyone is finished, discuss your answers with your group.

· Why do you think the Wemmick’s kept buying more boxes and balls?

· What do you think the main message of the story is?

· How can this story relate to how some people behave today?








Bloom’s Level: Evaluation 

Station 7: Listening Station 







Teacher or parent help needed: No


Please listen to the recording of the book, while following along with your own copy.  Listen for times when Punchinello is not being accepting of himself or his friends.  Afterwards, discuss with your group ways that Punchinello could have acted differently.   








Bloom’s Level: Analysis 

Game Instructions

Accepting Responsibility

2 Players

Materials:

· One cube

· Game board (open file folder with 20 spaces)

· Two tokens 

Setting Up:

· Place the pink and blue situation cards face down in their designated area on the game board. 

· Place the two game tokens on the START square.

How to Play:

· Roll the cube to see who goes first.  The player with the highest number starts. 

· Roll the cube.  If it rolls a 1, 3, 5, or 6, then draw a pink card and follow the instructions.  If the cube rolls a 2 or 4, then drawn a blue card and follow the instructions.  It is now the next person’s turn.  

· The first person to reach the FINISH square is the winner! 

Situation Cards for the Game 

(Blue cards = Go back / Pink Cards = Move forward)

You get a new box, but are too proud.  You strut up and down the street showing off your new box


Go back 3 spaces

You spend all of your money on boxes and balls. 


Go back 1 space

Your friend gets a new toy, and you are jealous.  


Go back 1 space

You care more about having boxes and balls than about having friends. 


Go back 1 space

You judge someone based on his or her possessions.


Go back 2 spaces

You see someone accidentally drop his or her ball on the street, and you don’t stop to help.  


Go back 1 space

You are greedy and want to have more toys than your friends. 


Go back 1 space

You disrespect others and hurt their feelings.  


Go back 2 spaces

You think you are better than someone because you have more possessions. 


Go back 1 space

There is a new student in school today.  You and your friends decide not to talk to him.  


Go back 2 spaces

You see a girl sitting by herself at lunch, and you decide not to sit by her.  


Go back 1 space 

You run into your friend at school, and you notice that he is sad.  You decide to give him your new toy to make him feel better.  


Move forward 3 spaces

You see an old friend sitting by himself at the lunch table.  You and your friends decide to sit by him to cheer him up.  


Move forward 2 spaces

You bring your new toys to school to share with your friends.


Move forward 2 spaces

Your friend is teasing a new student.  You tell your friend to stop because it isn’t nice to tease others.  You then go over a talk to the new student.


Move forward 3 spaces

You realize that it is important to be nice to others because everybody is special. 


Move forward 2 spaces

Someone trips in the hallway.  You stop to make sure they are okay. 


Move forward 2 spaces

