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Match units are materials oriented social
studies kits which provide from two to six weeks
of fairly intensive and exciting classroom activity
in six areas of social studies. Developed by the
Boston Children’s Museum, the kits are based on the
idea that much of what we would like children to learn
cannot be communicated through the printed page.
Learning takes place when the child is engaged
with concrete material, be it a model, an ancient
artifact, a pair of chopsticks, a game, a film, or even
another child. Match units have been designed to
make this nontextual learning practical in the
classroom,

Match units are supplied in rugged
suitcase-type containers for facility of movement
between classrooms. The comprehensive teacher's
guides provide learning objectives, detailed instruc-
tions, and helpful teaching hints,

American Science

and Engineering, Inc. ®
20 Overland Street

Boston, Massachusetts 02215

617-262-6500



Japanese Family

{Intermediate Grades)

This kit uses the family as the entry point
into the study of the Japanese. Each child inthe
class becomes a member of one of five different
Japanese families, with each family focussing on
different aspects of family life. Through role-play
and materials oriented activities, the children
develop the concept of the Japanese family struc-
ture and the basic possessions, manners, and
changing history of the people.

Overview

The class is divided into five Japanese families
with each child becoming a specific family member
(father, daughter, etc ). The father is provided a
Family Guide in order to lead his family through
the activities. After establishing the family, the
children “move into their house” in Musachimo, a
suburb of Tokyo. The house is represented by a Japa-
nese family room which will occupy a corner of
the classroom. The families are introduced to some
of the common objects found in a Japanese house-
hold and the sounds of Japan from a record album.

Each family then sets up house using its own
set of materials; each set contains the materials and
activities covering one aspect of the home, i.e. family
room, altar, dining area, etc. After leamning to use
their objects, children demonstrate proper usage to
the rest of the class. Then the children hold an open
house where each family describes its section of
the house to the other families.

The families study their family histories in
order to learn about traditional Japanese family
structure. A comparison of a Western culture family
tree with a Japanese family tree provides a keen
insight into this structure. An authentic Japanese
register and a photograph album provide models for
the registers of the five families, and a son of one
family marries a daughter of another with the family
changes recorded in the registers.

Another change takes place . . . the father
retires. Each family holds a short ceremony during
which the father passes the Family Guide and authority

. ontohis eldest son.

The final activity summarizes the unitas a
whole, and each family makes a scrapbook reflect-
ing its history and experiences. An optional film,
The Japanese, reinfarces the concepts developed
in the Kit.

The nine sets of activities will provide from
two to three weeks of classroom activity.



Contents

Religious Objects: Brass
bell, striker for bell, cushion,
incense burner, incense,
Buddha stalue, ancestor
lablet.

Clothing: Boy's kimono, girl's
kimono, obi sash and bow,
sash for girl's kimeno, hand-
kerchief, sash for boy's
kimono

Shoes: Geta (2 pair), slip-
pers (1 pair), boy's black tabi
(1 pair), girl's white tabi

(1 pair).

Decorative Materials: Flower
bowl, clay, dried flowers,
scroll, 35 calligraphy brushes,
calligraphy kit wilh instruc-
tion chart.

Table and Tableware: Soup
bowl with lid, pickle plate,
rice bowls (2), bean curd soup
packets (20), child's chop-
sticks in box, bamboo chop-
sticks (5 pair), wooden
chopsticks (44 pair), table.
Japanese Books: Magazine,
comic books, poelry book
with translations.

Family album: Reproduction
of authenlic Japanese photo album.
Record: 12" LP Sounds of
Japan.

5 Family Guides: Directions

to fathers for doing lessons and
role cards for family members.
15 Family Histories of the
Five Classroom Families.
Teacher’s Guide.

Price: ....... ......$495.00
Price with optional film The
Japanese (16 mm sound,

black and white) ... $770.00



The City

(Grades K-4)
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The City is about “'cityness’. It develops in
young children a concept of the form of the city, its
people, and their interactions. It does not teach spe-
cific facts about cities, but it makes children aware
that the form of the city and the life of the city are
related; that the city is a dynamic assembly of
people within their living and working environment.

Overview:

The unit begins with a film about cities and city
living based around the experiences of three children
in three different American cities. The class views and
discusses the film without sound. The film is shown
again, this time with sound, and new concepts appear
in a second discussion. Emphasis is on the city as an
environment. The kit activities that follow the film are
summarized below:

Small groups of children play with the city
model in an unstructured situation, and the aerial
photographs of the unit are introduced and related
to the model.

In the next activity, the class is divided into
two groups: the kids from the east side and those
from the west side. Each group has a set of pictures
of its own side of town. The two sides of town visit
each other to discover what they have in commen and
to learn more about the city in general.

The chitdren build picture sets based upon a
particular theme and then develop intersecting ideas
between sets. Itis a game, like Scrabble®, using pic-
tures instead of letters.

The teacher presents sets of picture “post-

cards” grouped according to a common idea, and the
children try to identify the idea.

The children take a walking tour of the schoal
neighborhood and build a model of the school
neighborhood with the blocks and magnet board.
Using the model of the neighborhood, the teacher
demonstrates how the model of the city can be trans-
lated into a map of the city. The children complete the
map and develop a key for it.

The next four activities involve aerial photo-
graphs: detecting and identifying elements; using
city road maps to find things in the photographs;
making a city map from the photographs; comparing
and interpreting the photographs.

The children again view and discuss the film
My City in terms of the lives of the three children in
it. Emphasis is on the nature, diversity, and gquality
of life in a city.

The children play a game in which a “magic
window" allows them to “see” what is happening as
it is placed over a section of an aerial photo. They
construct stories on what they “see.”

Using pictures from the picture peol, the chil-
dren build as large a story as they can about the city.

The children identify simple city sounds from
the record included in the unit; then they try to analyze
and interpret more complex sounds, and each child
draws a picture of one of the sounds.

The children stage an accident scene and, by
playing the roles of the people involved, develop a
sense of the many specialized roles and the inter-
dependence of people in the city.

To make children aware that people make and
change cities, groups of children work with the model
to plan and build a new city, Each group submits its
design to the rest of the class for discussion. Maps
can then be made of the various designs.

The final activity is designed to make the chil-
dren aware of the parsonal impact of growth and
change in the city and to give them a sense of the
problems involved. As individual residents within a
city neighborhood known as “Five Comers”, the chil-
dren try to solve the problem of how best to route a new
highway through their neighborhood. Parents help
their children develop personal solutions; then the
students try to arrive at a commaon solution,

The 16 sets of activities will provide two to three
weeks of classroom activity.



Contents 4Books: The Red Balioon,

Evan’s Corner, How to Read A
City Map, and The Looking
Down Game.

Picture Pool: 36 mounted
photographs (11"x 14).
Aerial Photographs:

(4) 40" x 50" views of Boslon,
New York, Los Angeles, and
Washington, D.C.

Magic Windows: (4) Children
use these to see what is going
on in the aerial pholos.

Record: 12" LP City Sounds
City Model and Chalkboard:
75 wooden buildings of
different functional types
Buildings magnetically attach
lo a tiltable table for class
viewing. Roads, elc. can be
drawn on the plate wilh chalk.
Teacher’s Guide.

Price: . .$357.00
Price wilh optional film,

My City (20 minutes, 16 mm
sound and color): . . .$557.00



Paddle-to-the-Sea

(Intermediate Grades)
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Paddle-to-the-Sea is old-fashioned story
telling combined with a study of the Great Lakes.
Holling C. Hollings' famous story tells of a model
canoe carved by an Indian boy and placed on a
snowy hillside in Ontario. The story follows the
canoe’s 4-year journey through all of the Great
Lakes, down the St. Lawrence, and out to sea.

While following Paddle and his trip to the
sea, classroom activities concentrate on mapping,
Great Lakes shipping, iron and steel, pollution, and
French and Indian trade.

Each activity begins with the teacher read-
ing a portion of Paddle-to-the-Sea to the class.
This story section provides a lead into the chil-
dren’s classroom activities. There is a major
continuing activity —the assembly of a Great Lakes
collage.

Overview:

The unit begins with the teacher reading the
first installment of Paddle-To-The-Sea to the class,
followed by an examination of a replica of Paddle and
discussion of dreams and where they lead us.

Then the class follows Paddle. Porcupine
quills and a beaver-cut log introduce forest animals,

beavers, dams, logging, rivers, and men.

When Paddle reaches Lake Superior, construc-
tion of the collage is begun. The class is divided
into six groups, five assigned 10 a Great Lake and one
group to the St. Lawrence Seaway. The children lrace
the cutline of their section on one 4’ x 8' piece of
homosote or cardboard and each group begins to
cover the map with pictures, objects, names, dates,
and anything that expresses meanings that the story
and the region hold for them.

When Paddle reaches Duluth, the children
examine samples of ore, copper, wheat, and coal and
view a film about the enormous ships that carry these
materials across the lakes.

The children use a mileage wheel to calculate

3 how far Paddle has {raveled and listen to an inter-

view with a retired Great Lakes sea captain. They

. Operate a model canal lock filled with water and figure

out how a model ship may be raised or lowered
without pumping water. When Paddle reaches Gary,
they view a filmstrip on making iron and steel.

Then, with Paddle in the middle of the lakes,
the children view a filmstrip on water quality which
describes some adventures that Paddle might
encounter today. The filmstrip depicts various types
of pollutants (e.g..Paddle turns green) and their sources.

The magic of the story returns when Paddle
becomes marconed as a caslaway. The children
examine some items that might be washed ashore
and write a story about where these items may have
come from.

Paddle is found by many people who decide
to help him on his way and not to keep him. The
children, through role-playing, make these value
decisions. When Paddle reaches Monlreal, the children,
in another role-playing activity, divide up into Chip-
pewas, Hurons, and Frenchmen and barter with each
other re-creating French and Indian trade.

Paddle reaches the sea, and there is promise.
If the class makes a paddle person and sends it to
the Children’s Museum, they will make certain {hat
the new voyageur is launched in the Atlantic.

The eleven installments will provide three to
five weeks of class activity.



Contents Five Fil;nstri;as: Paddle-

To-The-Sea lllustrations,
Captain Inches, iron, Logging,
Pollution (with cassette).
Film: Long Ships Passing,
16mm, sound, color, 30
minutes

Materials, Paddle’s Trip:
Hand carved Paddle model.
beaver-cut log, porcupine
quills, mode! canal lock

with small boat; samples of
hematite, copper ore, taconite
pellets, coal, wheat seeds,
flotsam and jetsam, pig iron.
Lake template set, 3 charts,
mileage wheel, 8 assorted
pamphlets.

Records: Voice of ihe North

Woods, A Conversation with

Captain Inches.

Trade Items: Ball headed
club, sweet grass basket, 2
bundles minipelts, 6 imitation
eagle feathers, crooked knife,
muskrat skir, ear of corn, 6
bear-claw necklaces, wam-
pum necklace, trade clolh,
brass beads, tomahawk pipe,
6 sashes, sunflower seeds,

6 trade mirrors. ribbon, 8
bunches seed beads, 9 role
cards, canoe card

Book: Paddle-To-The-Sea-

(2 copies, keyed to filmstrip).
Teacher’s Guide.

Price:.. ..... $525.00




Medieval People

{Intermediate Grades)

Medieval People brings life to medieval
times to remind students that all of history consists
of real events involving real people. It deals with
the fabric of life on a typical 13th Century French
manor and thereby provides an added dimension
to the understanding of the more factual aspects of
medieval history. The unit can stand as a portrayal
of a socio-economic system, and it is intended to
supplement a larger unit on medieval history.
Primarily, however, it is a unit for role-playing and
may be used as such without any association to
medieval history. Students play the roles of eight
characters on the manor of St. Pierre. ItisJuly
of the year 1250, and three major events take place:
a boar hunt, a poaching, and atrial. Students
learn about the people and the workings of St.
Pierre's social order by creative reenactments
based on these three events.

Materials in the unit include costumes and
props for the eight characters. Student booklets

which portray each of the characters contain a
collection of related illustrations to be used for
background and study. These illustrations are
photos of museum artifacts or reproductions of
museum paintings.

Overview:

The unit opens with Martin the Minstrel
approaching St. Pierre. Via a filmstrip and a record-
ing, students accompany Martin as he makes his
way across the manor lands, thinking and musing to
himself, revising an old song for Lady Elinor, noting
various landmarks, encountering old friends and old
enemies, planning his own strategies for his stay at
the manor, and finally entering the castle of Sir
William and Lady Elinor. This activity sets the scene
for the unit and introduces students to St. Pierre
and to the eight major characters.

Next the class is divided into eight character
groups, each to learn about one of the characters
through study of the character books. Then, through
pantomimes and playlets, each group presents its
character to the class. Costumes and objects used
by the characters are incorporated into the develop-
ment. A class discussion then centers on the contri-
bution of each character to manor life.

With the characters established, students
develop role-playing situations involving interactions
among the characters. First they listen to the story
of the boar hunt; small groups then create scenes
drawn from this event, giving the incident a human
aspect.

The culminating activity involves the entire
class in a portrayal of the manor court. The main
case is the poaching. All of the main characters are
there, each with his or her own moods, expectations,
apprehensions.

The nine sections will provide two to four weeks
of classroom activity.



Contents Artifacts and Props: Mirror

back with mirror, chain mail
sample, falconry lure, leather
pouch, 5 coins, beeswax
candle, leather seed pouch,
barley seed, wheat seed, 10
quill pens, parchment sample,
imitation parchment, psaltery
with music, instructions and
luning key, wooden cross,
panorama of St. Pierre,
picture of tomb rubbing
Costumes: Sir William—
tunic, silver belt, and scallop

shell; Lady Elinor— brocade
dress; Father Gregoire —
chasuble; Baliff Louis—
tunic; Minstrel Martin—tunic;
Marie — burlap dress and

hood; Jacques — burlap tunic;

Jean—felt cap.

Character Books: Four
copies for each of lhe eight
characters above, 3 scenario
ditto masters, script book
Filmstrips: Arriving at St.
Pigrre (with cassette), A Way
of Life

Tape Cassette: The Boar
Hunt, The Poaching, They
Called Me a Scold

Books: Age of Faith, Medieval
Village (4 copies), Role-Play-
ing Methods in the Classroom,
Cathedral, The Structure of
Medieval Society.
Pampbhlets: Life i1n a Medieval
Castle, Monks and Monas-
teries

Teacher’s Guide .

Price: .. $495.00



Indians Who Met the Pilgrims

(Intermediate Grades)

In Indians Who Met the Pilgrims, children
meet Wampanoag people of today and, through
them, learn about the history and traditions of
Wampanoag culture, simultaneously maintaining
continuity from a time hundreds of years before the
Pilgrims came, up to the present. Wampanoag
people participated in the design of this kit and
have contributed their sense of traditional culture,
their family experiences, and their concerns about
historical and contemporary events.

The unit is divided into sections based
upon the way life was lived in Eastern Massachu-
setts in response to the seasonal changes in the
land. The children use materials in a Wampanoag
way, create crafts based on Wampanoag designs,
cook seasonal recipes, evaluate historical situa-
tions from an Indian viewpoint, and role- play
through several decision-making sessions.

Overview:

Each set of seasonal activities begins with a
narration by a Wampanoag who describes life in
traditional times. The narrator offers the children a
selection of activities, both traditional and modern,
which are appropriate to that season.

The first activity introduces, via a filmstrip, the
people, the land, and the concepts that will be used

throughout the unit. Children then play the Environ-
ment Game, which describes the natural resources of
Eastern Massachusetts around 1620. The seasonal
activities follow.

Spring is the time when fish swim upstream and
fresh greens are available. Children haft a fish hook;
gather fresh greens using the Environment Game;
cook fish; set up a fish trap; plant beans, corn, and
squash in the Wampanoag way; weave Wampanoag
style baskets; and compare an accurate fish trap
model with an early settler's drawing.

Summer is the time to collect shellfish, catch
salt water fish, and tend gardens. The children col-
lect fish and set up a clambake using the Environ-
ment Game. They can make clam chowder or clam
fritters, identify Wampanoag foods served in a restau-
rant, evaluate a historical situation in which lobsters
are traded for beads, and make a Gay Head type pot.

Fall is the time to harvest foods and to hunt and
trap. Children set up models of animal traps and
read about early settler experiences with the traps,
make deerskin leather, try on Indian clothing, dry
foods, collect nuts and berries in the Environment
Game, cook berry dishes, and discuss the Indian
contributions to the First Thanksgiving and the mean-
ing of the Thanksgiving holiday today.

Winter is a quiet season. Children haftan
arrow, drill shells and string a necklace, listen to a
Wampanoag storyteller, prepare sassafras tea, play
the bowl game, and evaluate a historical situation
in which Pilgrims take corn from an Indian storage pit.

Social and political life are important during All
Seasons. Children learn about the role of the sachem
and his councilors and act out a council meeting,
listen to a description of contemporary political organ-
izations, and hold a meeting to make a decision about
a current problem affecting Indian people. Religicus
life is introduced in All Seasons. Children learn
about the traditional role of the Pow Wow and how the
meaning of this word has changed.

In a final evaluation children compare what
they now know and feel about Wampanoag pecple,
their culture, and their history with what they knew
and felt about Indians before they began.

There are 65 activities which will provide from
two to six weeks of class activity.



Printed Materials: Note-
book—Who Are We?, books—
Wampanoag Cookery (4
copies), set of 7 framed
photos, Environment Game,
Clambake Game, herring
trap overlay, map of Cape
Cod, museum exhibil cards
(11), study cards (20), menus

(3), instruction cards (15), per-

sonal statement cards (9),
historical documents (8),
basket palterns (4), silualion
cards (14).

Filmstrip: Who Are We?
Cassettes: (7) Who Are We?,
tape narrations: Spring,

Summer, Fall, Winter (includ-
ing Moshop legends), Alf
Seasons (including Indian
music), Farewell.

Seasonal Materials: Deer-
skin piece, ring and pin
games (2), clay pot, modeling
clay (4 Ibs.), dried oysters,

crow beads, morlarand pestle,

corn kernels, quahog shells
(5), carved fish hook, line,
fishing weighl, leather seed
bags (3) with comn, bean and
squash seeds, ash splint (140
ft.), oyster shells (5), leather

breech cloth, leather leggings,

leather bell, deadfall trap,

figure 4 trap trigger, yarn doll,
corn husk doll, sassairas tea,
sandstone, quahog shell bits
(100}, drills (3), soapslone bits
(100), seed beads, arrow sets
(3), ash splini basket, wood
bowl! game with disks and
counting sticks, leather scraps,
antler tip necklace.

Books: Wampanoags in the
17th Century, Mourt's Rela-
tion, Mashpee — Land of the
Wampanoags, Granny and the
Indians, Indians and the
Strangers.

Teachers Guide.

Price: .. ... .. ... $525.00



A House of Ancient Greece

(Intermediate Grades and High School)

The children then view a Tilmstrip, introducing
them to Dr. David N. Robinson and his actual dig
excavating the Villa of Good Fortune.

In the next activity, the children discuss the
process by which things get buried in the earth as
lime passes. and examine a pottery fragmentand a

coin that are over 2000 years old,

Now the core of the unit begins. The children
divide into six teams of archeologists, to study “finds”
from the six sections of the Villa. Each team works
independently. following its own set of Research

T Guides. Students examine reproductions and photo-

A House of Ancient Greece is the study of
everyday life in an ancient Greek household through
a simulated archeological dig. The class is
divided into six groups, each group "‘excavating”

a section of the Villa of Good Fortune. They “find”
reproductions of ancient artifacts and use photos
of other artifacts to reconstruct their sections of
the Villa. A seminar of all six groups then completes
the reconstruction of the Villa.

Overview:

The first two activities prepare the children to
think like archeologists. They excavate a waste-
paper basket and are introduced to “reading” objects
by discovering what a penny, a nickel, a dime, and a
quarter can tell about the United States in the
twentieth century.

: graphs of ancient artifacts trying to figure out what

each one is; they ultimately piece together a mental
picture of their section of the Villa and how it
was used.

To share their discoveries and to form a com-
posite impression of life in the Villa, the teams plan
presentations of their finds for an archeological
seminar, Each team presents its finds, the conclu-
sions it has reached about its section, and a brief skit
depicting an activity that would have occurred in the
section. Excerpts from Dr, Robinson’s notes on the
Villa and pictorial reconstructions help the children
to see how the Villa of Good Fortune probably looked.

A second filmstrip shows one of the authors of
the unit on a recent trip to Greece and includes a tour
through the remains of the Villa of Good Fortune.

The unit concludes with an activity to help you
assess what your class has learned about ihe process
ofarcheology. Based upon their classroom experi-
ence, the children assemble a time capsule by se-
lecting a number of household objects that will con-
vey to archeologists 2300 years from now a picture
of life today in the United States.

The eleven sets of activities will provide three
to four weeks of classroom activity,
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(:o : Fflmstrips: Destination
ntents Olynthus, Olynthus Revisited.

Printed Material: Set for
each of the six archeological
teams including photo find
booklets, research guides, and
archeological notes (sum-
marized from Dr Robinson's
notes).

Books: Archeclogists and
What They Do, Everyday
Things in Ancient Greece,
Classical Greece.

Artifacts: 2 pottery cups,
discus thrower plaque frag-

ment, metal sling bullet,

mosaic stones, mortar and
pestle, spoon, earrings,

chiton and sash, statue of
Athena, loom weight, fibulae (2),
fishhook. nail, lamp, coins (3),
lekythos, head of woman,
strygil, goat statue, aryballes.
horse, ring, wax tablet and
stylus, knuckle bones, authen-
tic coin and pottery shard
Sketches: 5 villa skelches
and a floor plan

Teacher’s Guide.

Price: . .. .. $525.00








