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Most appropriate for primary grades, this would be an enjoyable activity for any elementary school grade.

Activity Category: Music Education, Motor Skills and Movement

Objective: To have the students understand the basic rhythm pattern of four beats to a measure by interacting 
with the song.

This lesson introduces children to the concept of how syncopated rhythm sounds. Additionally, students will 
clap to the beat together as a class, interact with the Beamz controller and other peripherals. This addresses the 
application of gross motor skills to music.  

Song: My Goody Two-shoes Brother

Instructions: 
1. Teacher plays the song My Goody Two-shoes Brother and models clapping four beats to the measure in 

front of the class.

2. Teacher replays the song and directs the class to clap (and possibly sing along) with her to the beat. 

3. Teacher asks for student volunteers to step to the front of the room and individually demonstrate the 
skill, praising them for their accomplishments in using syncopated rhythm.  

4. Teacher visually demonstrates to the class how to place the fingers and hand into the laser beams on the 
Beamz frame to create instrument sounds. 

5. Teacher replays the song from the beginning and again directs the children to clap together to the 
beat of the music. If available, the teacher can pass out other percussion instruments to help keep the 
beat—maracas, tambourines, sand blocks, tom toms, etc.  In addition, she assigns children to join in with 
instruments on the Beamz controller, an iPad or an interactive whiteboard.  The class continues to clap as 
students take turns joining in with instrument play.

**note—students with physical disabilities can join in using single switches or alternative keyboards.

Further Applications: When working one-to-one with a student, the teacher may assign use of the Beamz 
independently. The teacher instructs the child on how to initiate the play of My Goody Two-shoes Brother 
by pressing the lower right button on the Beamz stand. The child then experiments with clapping and 
instrument variations, using his fingers and hands on the laser beams to create his own arrangement to the 
beat of the music.

Assessment
This lesson may be assessed by observing the enjoyment and enthusiasm of the participants throughout 
the activities.

Grade Level: K- 3 UK – Reception/Kindergarten Age’s 4/5

Beginning Rhythmic Patterns
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Activity Category: Music Education, Learning Concepts

Objective: Students will learn to identify the names, pictures, and sounds of 14 different musical instruments 
in the categories of string, brass, woodwinds, and percussion.

This lesson teaches basic knowledge of musical instruments. They will also develop a deeper appreciation of 
music and the various instruments involved in its creation.  The lesson is a productive tool for students who are 
preparing to choose an instrument they would like to play in the school band or orchestra.

Songs: Beamz Suite, RazzmaJazz, Bluegrass, Café Carnival, and Green Onions2. 

Instructions: 

1. The teacher prints and laminates the attached instrument flash cards.

2. The teacher writes category headers String, Brass, Woodwind, Percussion and Keys in four columns at 
the top of the blackboard (a pocket chart can also be used). She then asks the students what they think 
these words stand for, and what type of instrument would fall into each of these categories. A discussion 
follows.

3. The teacher places the 12 pictures on the blackboard ledge, and asks the students if they can identify 
each instrument by name. The instruments are: String, Brass, Woodwind , Percussion and Keys

4. The teacher involves the students by sending them to the blackboard to choose a picture card. Each 
student then sticks the selected picture card to the board under the correct category.        

5. The teacher demonstrates to the class how to use the Beamz laser controller and laser beams to create 
variations of musical sounds. 

6. The teacher implements the use of the six Beamz songs listed above, and plays the 12 instrument sounds, 
helping students to relate the sounds to the correct instrument.        

7. The teacher reinforces the lesson by giving different students the opportunity to play the instrument 
sounds on the Beamz. As each sound is played, a classmate is selected to walk to the board and identify 
the instrument which made the sound.

8. The teacher provides individual time for all students to use and experiment with the Beamz throughout 
the week during class activity time, additional music classes and available lunch schedules.

Assessment:
1. The teacher asks specifics about each of the 12 instruments to evaluate what they know about features 

and sounds.

2.  The students write a report or give an oral presentation about their favorite instrument.

Grade Level: 3rd through 6th UK – Junior Ages 8/11

Musical Instrument Appreciation
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This lesson plan is appropriate for students with disabilities and Autism. It can most successfully be applied in 
one-to-one or small group therapy sessions.

Activity Category: Motor Skills and Movement

Objective: To improve fine motor development in students by introducing them to the small hand and finger 
movements used in manipulating the Beamz.

Song: Beamz Suite, DJ Sound Sampler

Instructions: 
1. The teacher demonstrates how each instrument can be played by passing one finger, several fingers (like 

playing a piano scale) or by holding a hand continuously through each of the four laser beams on the 
Beamz controller.  Then the teacher must demonstrate how to toggle to the next the page to get more 
instruments choices (three pages total). 

2. The teacher asks the student to observe how changing finger and hand movements produces variation 
in sound patterns in the following activities:

a. The student uses the Beamz and begins by moving one finger slowly up and down in 
each of the four laser beams.

b. The student changes the speed of the sound by keeping one hand steady, waving the 
index and middle fingers alternately through the laser beams.            

c. The student waves the whole hand up and down through the beams, continuing to note 
how the instrument sounds vary with each change in movement.

d. The student experiments further by rotating one hand, alternating palm up, palm down, 
across the beams.

e. The student is directed to press the Swap Button to get new instrument sounds. 

3. The student encouraged to apply techniques from the above activity to create their own unique song 
arrangement.

4. Once the student feels confident, record the performance as a take away.  Recorded songs are sent to 
your Music folder in an MP3 format.  Students can share their songs with friends and family and can also 
post them to the internet! 

Assessment
The teacher observes improvement in eye-hand coordination with continued practice and use of the program. 
The child is provided with an opportunity to improve his self-esteem and communication skills by expressing 
himself through music and sharing his original songs with family and friends.

Grade Level: Age appropriate for any individual with a disability.

Music Therapy
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This lesson plan is appropriate for the general education classroom, but is especially useful for children with 
ADHD. In this lesson, children will be highly motivated to concentrate on using the computer mouse, which will 
enable them to produce original and exciting music pieces.

Activity Category: Learning Concepts, Motor Skills and Movement

Objective: To provide a motivating, delightful activity for distractible children by enabling them to successfully 
use the computer mouse on the computer screen to create music with the Beamz.

The therapeutic characteristics of music are that it captivates and maintains attention while stimulating and 
utilizing many parts of the brain. Music has been successful as a therapeutic intervention for children as well as 
adults of all ages with disabilities. Music provides a meaningful, enjoyable context for repetition.

Song: Student’s Choice

Instructions: 
1. The teacher shows the child how to place the right hand on the computer mouse, positioned so that the 

index finger rests on the upper left-hand corner of the mouse.

2. The teacher models the use of the computer mouse on a blank computer screen, moving the arrow up 
and down in various directions.

3. The teacher sets up Beamz to play the song of student’s choice, only using Beamz Player Software on the 
computer screen. 

4. The teacher demonstrates activating the rhythm track by pressing her right index finger on the mouse 
with one click. When the rhythm begins, she shows the child how to move the arrow onto each of the 
laser beam lines on the screen to initiate the different instrument sounds. She asks the child to observe 
how the color of the laser beam changes from purple to yellow when each instrument is activated.

5. The child performs the activities, starting with a blank computer screen. He practices the skills of 
relocating the arrow with the mouse, activating the rhythm control of the song with one click of the 
index finger, maintaining focus and attention while holding the arrow in the chosen place, activating the 
selected laser beam.

6. The child is instructed how to use the swap button in order to access, experience and experiment with 
the additional 8 instrument sounds in the selected song. 

7. Once the student feels confident, record the performance as a take away.  Recorded songs are sent to 
your Music folder in an MP3 format.  Students share their songs with friends and family and can also post 
them to the internet! 

Grade Levels: 3rd-5th  UK – Junior 8/10

Introduction to Computers



Further Application: The child may be encouraged to expand his use of the mouse on the Beamz by moving 
the arrow up and down across the red lines in time with the music beat, rather than holding it in one place. The 
child may perform his music for classmates while they respond to the song with dance and body movements.

Most importantly, after this initial introduction to computers, the child should be afforded the opportunity 
to use and apply learned computer skills in math, language arts, and other major areas of the curriculum for 
his grade.

Assessment
The teacher observes the degree of the child’s enthusiasm, attention, and positive response to the aim of the 
lesson plan.

Introduction to Computers (continued)
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This Lesson Plan can be used in self-contained special education classrooms, inclusive classrooms, as well as 
general education classes and can be customized by age group and objective. 

Activity Category: Motor Skills and Movement

Objective:  To provide regularly scheduled 5- or 10-minute periods of exercise after each standard 
curricular period.

Studies have shown that children who, (periodically throughout the day) ran or exercised for 15 minutes, cut 
hyperactivity and disruptive behaviors by half within the classroom. Also, the soothing, calming effects of the 
exercise usually lasted for two to four hours after the physical activity was completed. It has been shown that 
exercise affects many sites within the nervous system and sets off pleasure chemicals such as serotonin and 
dopamine that make the child feel calm, happy and euphoric.

Songs: Any of the upbeat songs will do—let song and exercise leaders pick the songs they will perform.

Instructions:
1. The teacher selects two students to lead the music activity with Beamz. 

2. The first student walks to the Beamz controller and selects the song he will play. He presses the rhythm 
button and initiates the beat of the song. He enhances the beat with rhythmic finger and hand motions 
across the laser beams.

3. The second student stands in front of the room before the class. When the music begins, he performs 
amusing, creative exercise and dance moves that his classmates have to imitate.

4. The teacher implements additional exercise sessions throughout the school day. She may choose to do 
this after each 45-minute period, or as needed when the students begin to display inattentiveness.

5. With each additional session, two other students are given the opportunity to assume the class 
leadership roles of working the Beamz and choosing actions related to the music beat.

 

Grade Levels: 1st-4th  UK – Junior 8/10

Exercise and Recreation
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This Lesson Plan can be used in self-contained special education classrooms (where age is inconsequential), 
inclusive classrooms, as well as general education classes and can be customized by age group and objective. 

Activity Category: Reward and Recreation

Objective:  To provide regularly scheduled 10-minute periods of reward activity after an instructional task or 
milestone has been completed or achieved.

Young children and children with mild to moderate disabilities often respond to a reward system.  Breaking tasks 
and assignments into manageable chunks, setting expectations with concrete outcomes and rewarding those 
incremental achievements, is a proven method for obtaining ongoing productivity with children of all ages.

Songs:  Students choose their own song.

Instructions:
1. The teacher outfits classroom / lab computers / iPads with headphones. 

2. The first time Beamz is used, the teacher demonstrates how each instrument can be played on an iPad 
or by passing one finger, several fingers (like playing a piano scale) or by holding a hand continuously 
through each of the four laser beams on the Beamz controller.  Then the teacher must demonstrate how 
to Swap to the next the page to get more instruments choices (three pages total).

3. The teacher demonstrates how to choose and play a song, or sets up a specific song for students prior to 
the activity (exposure to a wide array of genres can be achieved by queuing songs prior to the activity).

4. The teacher implements additional sessions throughout the school day—as students meet reward 
criteria, or as needed when students begin to display inattentiveness and distraction.

5. Once students become confident, record the performance as a take away.  Recorded songs are sent to 
your Music folder in MP3 format.  Students share their songs with friends and family and can also post 
them to the internet! 

Assessment
Teachers visually display reward framework, having students actively participate in their own progress 
monitoring by; adding stickers to a board, checking off completed tasks, etc.  

Grade Levels: Appropriate for all ages and abilities.

Incent and Reward 
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Objective: To introduce classical music into the classroom and integrate it into age-appropriate arts expression.

Classical music strictly defined means music produced in the western world between 1750 and 1820.  The 
initial response of most children to classical music is that it is boring and not interesting or fun. However, after 
listening to classical music pieces during quiet class periods and playtime, children have been recorded as 
responding with great enthusiasm.

Studies reveal students’ scores improved on spatial-temporal reasoning tests after listening to Mozart. 

It has also been found that classical background music played in the classroom helps to improve a child’s memory.

Songs: Beam Suite, ChambrConcerto, Classique

Instructions: 
1. The teacher discusses the primary instruments of classical music while showing the included picture 

flashcards (flashcards from Musical Instrument Appreciation unit must also be used in this activity) and 
classifies them into their instrument category. They are strings (guitar, violin, viola, cello and double 
bass), woodwinds (flute, clarinet, oboe and bassoon), brass (trumpet, French horn, trombone and tuba), 
percussion (tambourine, cymbal, triangle and drum) and keys (piano and organ).

2. The teacher sets up (or if age appropriate the student chooses) Beamz to play one of the classical song options.

3. The teacher selects a student to perform on the Beamz, and advises the child to swap sounds while he 
plays so that all 12 instrument from that song is incorporated into his presentation to the class.

4. The teacher distributes drawing paper, colored pencils, charcoal, crayons or markers (age appropriate 
utensils) to the other seated students. She instructs them to listen to the music for a time and then create 
a picture that describes how the music makes them feel. She gives examples with the descriptive words.

5. Once everyone is finished with their drawings, each child is invited to the front of the classroom to share 
their pictures and explain their reactions to the music.

6. Drawings are displayed about the classroom or hallway with song and artist name.

7. The teacher selects a second child to play the next classical piece, reminding the child to swap sounds 
while playing, so that all 12 instrument sounds are utilized.

8. The teacher changes the instructions for the seated students. This time they will listen as the music plays, 
and visualize in their minds other art mediums they might use to communicate their response to the music. 

9. Ideas are discussed voluntarily.

Assessment
The teacher monitors students’ appreciation and understand of classical music.

Grade Levels: K-12th   UK Kindergarten/Secondary School Ages 5/15

Response to Classical Music
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Objective: To identify quarter notes and eighth notes in a musical selection written in 4/4 time.

Background: In 4/4 time, there are four beats to the measure and the quarter note is one beat. Therefore, 
one measure of music will have four quarter notes in it. The symbol of a quarter note is a black dot on a line or 
space with a straight stem coming up from the side.

                     4 beats to a measure

                     1 beat for each quarter note

Eighth notes have half the durational value of quarter notes. One eighth note is half as long as a quarter note, 
so two eighth notes are played in the same length of time as one quarter note. Therefore, when listening to a 
song with eighth notes in it, the music seems faster. Here is one measure with eighth notes. So now there are 
eight notes being played in the same length of time as the four quarter notes illustrated above.

The symbol for an eighth note is a black dot on a line or space with a straight stem coming up, topped with a 
flag. Two eighth notes making one beat may be joined together at the top.  

                    4 beats to a measure

                    ½ beat for each eighth note

Instructions: 
1. The teacher sets up the Beamz to play Green Onions which has an easily recognizable 4/4 beat. The 

teacher displays two music staffs with illustrations, one with illustrations of quarter notes and one with 
eighth notes.

2. The teacher picks an instrument from the song with a slow, clear beat. She selects a child to put his 
fingers through that laser beam as the beat begins.  Good percussion choices are on page 3—cymbals, 
bass, kick and congas

3. The teacher points to the quarter note chart on the board. She begins to count aloud in time with the 
music, and asks the students to join her. The counting is 1 - 2 - 3 - 4, 1 - 2 - 3 - 4, repeatedly.

4. The teacher gives out a hand instruments (i.e. drums, tambourines, sticks and triangles to some of the 
seated students (like a drum circle). 

Grades: This lesson plan is appropriate for any age but designed to teach beginning music education.

The Basics of Reading Music in 4/4 Time



The Basics of Reading Music in 4/4 Time (continued)

5. The teacher asks the child on the Beamz to repeat playing the song. The other instruments join in and 
syncopate with the Beamz as the teacher and the rest of the class count  1 - 2 - 3 - 4, 1 - 2 - 3 - 4, etc. At 
this point, all children are participating together in the lesson, as this becomes an extremely interactive 
experience. 

 Counting quarter notes

6. The teacher shows the students how to count eighth notes aloud by using the eighth note chart on the 
board. Each eighth note that falls on a beat will get a number and the eighth notes that fall in between 
will be counted as “and”.

  Counting eighth notes

7. The teacher gives more students the opportunity to play Beamz and instruments.

8. The teacher then sets up the Beamz to play Funkytown, and selects a new student to play Beamz and 
new students to play instruments. .  Good percussion choices are on page 3—tambourine, bongoz, 
stompz and clapz.  

9. The children play together to the beat of the eighth note, while the teacher and the class count 1 and 2 
and 3 and 4 and, 1 and 2 and 3 and 4 and … etc.        

Further Application: The teacher enters notes on a staff on the blackboard, mixing quarter notes and eighth 
notes. She asks the students to count the beats aloud as demonstrated in the lesson.

Assessment
The teacher uses the further application exercise above to evaluate the students’ comprehension of quarter 
notes and eighth notes. 
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Activity Category:  Common Core Instruction

Standard: Understanding and applying the steps of the scientific method.

Song:  Green Onions 2 Jam using the Beamz (Make sure you have loaded version two.)

Objective:  Students will learn the steps of the scientific method, apply them in a simple experiment, and then 
memorize the six steps while playing the Beamz.

Instructions:  
This lesson is divided into three parts:

1. Introduction of the Scientific Method using the Beamz as a trigger to memorize each step.

2. Conduct a simple experiment using the scientific method with a paper airplane experiment(or any 
experiment that utilizes the scientific method.)

3. Memorize the steps of the scientific method using the Beamz.

Instructor introduces the concept of the scientific method by reading or paraphrasing the following:  (Refer to 
the attached vocabulary list to teach words/concepts that students are unfamiliar with.)

The scientific method is a way to ask and answer scientific questions by making observations and doing 
experiment.

In order for this process to be labeled scientific, the results must be measurable.

It is important for the experiment to be a fair test.  A “fair test” occurs when only one factor (variable) is 
changed and all other variables remain the same.

The steps of the scientific method are:

• Ask a Question of Make an Observation

• Do Background Research

• Construct a Hypothesis

• Test Your Hypothesis by Doing an Experiment

• Communicate Your Results

Grade Levels:  3rd-5th UK Ages 7/9

Learning the Scientific Method



Using Beamz to Introduce Sound Triggers to Learn the  
Six Steps of the Scientific Method

1. Hand out or project on screen/white board Scientific Method Sheet.

2. Load Green Onions 2 Jam on the Beamz.

3. Play the rhythm button and have the students snap their fingers to the beat of the song. Let the track run 
for 30-60 seconds encouraging everyone to “feel” the beat.

4. While the Beamz is on Unit One, “play” the four different sounds from each beam.  Hold your hand in 
front of each beam long enough for the sound to be heard – this can be as long as desired.

5. Repeat for units two and three so that all 12 beamz are played.  Note:  On unit 3, Kick is not an obvious 
sound on this track, so it will be less effective to use as a memory trigger.

6. Tell students that they will have memory aids to say/chant/sing in time with the beat, the six step of the 
scientific method.

 The first step is, “Ask a Question or Make an Observation” – using the ‘O’ from ‘observation’, 
correlate that with the Organ sounds from Unit One.  Show the flash card that has this first 
step printed on the front and Organ, Unit One printed on the back.  Play the organ for the 
students to hear.

 The second step is, “Do Background Research”.  Show the flash card with the second step 
printed on the front and Brass from Unit Two printed on the back. Play the brass for the 
students to hear.

 The third step is, “Construct your Hypothesis”.  Show the flash card with the third step 
printed on the front and Congas printed on the back.  Play the congas for the students to 
hear.

 The fourth step is, “Test your Hypothesis by Doing an Experiment”.  Show the flash card 
with the fourth step printed on the front and the Toms from Unit One printed on the back.  
Play the toms for students to hear.

 The fifth step is, “Analyze your Data and Draw a Conclusion”.  Show the flash card with the 
fifth step printed on the front and the Cymbals from Unit Three printed on the back.  Play the 
cymbals for the students to hear.

 The sixth step is, “Communicate your Results” which is a way of asking, “What were your 
results?”  Show the flash card with the sixth step printed on the front and the Wurlitzer from 
Unit Two printed on the back.  Play the Wurlitzer for the students to hear.

Now that the students have been introduced to the six steps of the scientific method, see the 
paper airplane experiment.

Learning the Scientific Method (continued)



Application of the Six Steps in Paper Airplane Experiment

To demonstrate how to use the steps effectively, the following paper airplane experiment is easy to 
replicate and requires minimal materials and set up time.  Teachers can hand out the worksheet to each 
student/group or project the worksheet on a screen or Smart board.

Explain to the students that they will see each of the six steps of the scientific method applied in an 
experiment comparing the flight lengths of two different styles of paper airplanes.

In advance, research (Google “How to make a paper airplane) two different styles of paper airplanes – one 
that has wide wings and one that has narrow, longer wings.

Ask the students which style of paper airplane flies farther – the airplane that has shorter, wider wings or 
the airplane with longer, sleeker wings?

The second step of the scientific method is the research step.  Students can do research via the internet 
why larger wing span cause longer flying distance.  This will help them formulate their hypothesis.

Note:  Airplanes with wider versus longer wing spans will travel farther.  The simple premise is that there 
is more “lift” because of wider area causing the plane to stay airborne longer.

Note:  The only variable is the size of paper.  All other components should be the same:  the weight of the 
paper, velocity of the throw and the conditions of the room e.g. no ceiling fan on, or window open.

Learning the Scientific Method (continued)



Learning the Scientific Method (continued)

Paper Airplane Experiment

By:

Date:

Question: 

Hypothesis: 

Materials: Tape measure
  One large sheet of paper
  One smaller sheet of paper

Procedure:
Step 1:  Fold the smaller piece of paper into a paper airplane.

Step 2:  Fold the larger piece of paper into a paper airplane.

Step 3:  Throw the smaller airplane and measure the distance it flew.

Step 4:  Throw the larger airplane and measure the distance it flew.

Step 5:  Repeat steps 1 through 4 two more times.

Data:

Results:

Conclusion:

Small Airplane

Large Airplane

Distance in feet.



Using the Beamz to Memorize the Steps of the Scientific Method

1. Refer students to the Scientific Method Sheet.

2. Load Green Onions 2 Jam on the Beamz.

3. Run through all six steps playing the sound that correlates to each of the steps while showing flashcards.

• Step One:  Ask a question or make an Observation – play the Organ.

• Step Two:  Do Background research – play the Brass.

• Step Three:  Construct your hypothesis – play the Congas.

• Step Four:  Test your hypothesis – play the Toms.

• Step Five:  Analyze data and draw a Conclusion – play the Cymbals.

• Step Six:  Communicate What happened – play the Wurlitzer.

4. Start the rhythm and have the students keep time to the beat by snapping their fingers.  Ask the students 
to say/chant/sing in time with the beat of the first step, “Ask a question, make an observation” while your 
hand (or a student’s) is held over the beam that plays the organ sound.  Repeat multiple times.

5. Introduce step two by first saying step one with the organ playing and then saying step two while 
switching to the brass sounds.  Use the flashcards as guides.  Repeat steps one and two of the scientific 
method multiple times.

6. Add step three of the scientific method after saying steps one and two, remember to switch between 
sounds with each different step.

7. Continue with this process until all six steps of the scientific method are being said/chanted/sung in a row.

8. Have students in groups or individually take turns repeating all six steps.  One student can be playing the 
Beamz and switching sounds between steps of the scientific method.

Learning the Scientific Method (continued)



Vocabulary Used in The Scientific Method

Analyze:  to study or break apart.

Hypothesis:  scientific question regarding the effect of the independent variable on the dependent  
variable in your experiment.

Observation:  an act or the power of seeing or fixing the mind upon something.

Scientific:  to ask questions in a manner that is consistent with the Scientific method.

Variable:  the dependent variable is the quality in an experiment that relies on the introduction of the 
independent variable to determine its change.  The easiest way to remember the difference between 
dependent and independent variables is to remember that dependent variables are dependent on the 
independent variables.

Learning the Scientific Method (continued)
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Activity Category:  Common Core Instruction

Standard Addressed:  Understanding and applying the concept of Fact Families in addition and subtraction 
while practicing math facts.

Song:  Funky Town Jam using the Beamz

Objective:  Students will learn the concept of Fact Families (A fact family is a set of three numbers, each of 
which is related through either addition, subtraction, multiplication or division.  Using the same three numbers, 
you can derive four equations.)  The Beamz can help in memorizing equations because of the “fun factor” of 
music sounds changing with each answer given.

Additionally, students will practice hand coordination using their left hand to trigger the sounds of the Beamz 
with the first two numbers of any equation, while their right hand will trigger a sound for the answer to the 
question.

The lesson will focus only on addition and subtraction although the format can be applied to multiplication 
and division.

Instructions:
This lesson is divided into three parts:

1. Demonstration of the Beamz using left/right hand to aid in addition and subtraction.

2. Writing number sentences on a worksheet using three numbers.

3. Students use the Beamz to memorize Fact Family equations.

Instructor introduces the concept of fact families in mathematics by reading or paraphrasing the following:

When adding two numbers together, the order of the two numbers you are adding does not make a difference in 
the answer.  For example, 1+2=3.  2+1=3 as well.  Instructor can use his/her fingers to demonstrate this concept.

When subtracting two numbers, you always put the largest number first.  3-2=1 or 3-1=2.  As in adding the 
order of the numbers you are taking away from the largest number does not matter.

Note:  Explain to the students that when you have double numbers (the same number added together) it is 
even easier.  1+1=2 and 2-1=1.

Grade Level:  K-1st  UK Kindergarten/Junior

Understanding Fact Families



Using the Beamz to Introduce Fact Families

1. Hand out or project on screen/white board Fact Family House worksheet.

2. Load Funky Town Jam on the Beamz.

3. Play the rhythm button and have the students snap their fingers to the beat of the song.  Let the track 
run for 30-60 seconds encouraging everyone to “feel” the beat.

4. While the Beamz is on Unit One, “play” the four different sounds from each beam.  Hold your hand in 
front of each beam long enough for the sound to be heard – this can be as long as desired.

5. Repeat for units two and three so that all 12 beams are played.

6. Fill in the clouds on the worksheet with the numbers 1, 2, 3.

7. At any point while the song is playing, using your left hand, cross any laser beam and say the number “1”.  
Allow several beats to play before saying, “plus 2” while crossing over a different beam.  Then using your 
right hand, cross over a third beam while saying, “equals 3.

8. Repeat the process switching the two addends.  (2 plus 1) Remember to always use your right hand when 
stating the answer.

9. Demonstrate subtraction using 3-2=1 in the same manner reminding students to start with the largest 
number first using their left hand to cross the beam (3), changing to a second sound for the number they 
are subtracting (2), and use their right hand to cross a third beam with the answer (1).

10. Demonstrate the equation 3-1=2 in the same way.  (Left hand crosses two different beams, one for each 
number, and the right hand crosses a third beam with the answer).

Creating Number Sentences with Worksheet
Using Fact Family House worksheet, fill in other fact families besides the initial 1, 2, 3 set.

Have students create four number sentences (two addition and two subtraction) by following the instructions 
on the sheet.  Students can be divided into groups of two or four where each student can come up with either 
one or two number sentences depending on group size.

Use the Fact Family worksheet for doubles to demonstrate the double concept of only being able to create two 
number sentences.

Once multiple fact families have been created, students are ready to use the Beamz to memorize each math fact.

Understanding Fact Families (continued)



Using the Beamz to Memorize Math Facts
1. Overview:  Divide students into pairs. One person is “in charge” of giving out the first pair of addends 

from the worksheet.  The second student provides the answer.  The first student checks to see if the 
answer is correct using the worksheet.

2. With Funky Town Jam loaded and the rhythm button started, student one uses their left hand to cross a 
beam and say the first number of the equation.  The same student crosses another beam (to change the 
sound) and says the other number of the equation.  

3. Using their right hand, the second student, crosses a different beam and says the answer to the equation.  
The students repeat this exercise up to five times while the song continues to play.

4. Have the students switch roles.

5. Then have student one change the order of the addends while student two provides the answer.  Repeat 
five times.

6. Have the students switch roles.

7. Using the same Fact Family, repeat process for the subtraction sentences reminding students that the 
subtraction sentence always starts with the larger number.

8. New student pairs repeat the process.

Variations
1. One or two students can be “running” the Beamz while the class provides the answers making sure to 

use the left and right hands as described above.

2. When students are comfortable with the concept of fact families, the Beamz can be used without the 
worksheets to work specifically on math facts.

3. The instructor can provide the addends and the class as a whole can provide the answer.

4. The instructor can set it up as a game, where students form a line.  One by one, students provide an answer 
to a math fact that the instructor has given all while using the Beamz as described above.  If they are correct, 
they go to the end of the line, if they get it wrong, they are out that round until there is a winner.

5. As students become proficient with adding and subtracting, the instructor can introduce multiplication 
and division using the same steps.

Tips
Explain to the students that it is okay if several beats go by before they provide the answer.  The key is that 
the student does not cross the beam until they are ready to give the answer.  After practicing each math fact 
several times, the answers should come more quickly.

Other songs can be used as well.  Funky Town Jam was chosen because of its quick tempo and variation 
within the song.
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Understanding Fact Families (continued)

Fact Family House
Write four number sentences inside your fact family house from the three numbers in the clouds.

Remember, you can only use these three numbers to make your number sentences.



Understanding Fact Families (continued)

Doubles Are Different 
Write two number sentences inside your fact family house from the three numbers in the clouds. Remember, 
you can only use these three numbers to make your number sentences.


