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LESSON PLAN 4: MOSAICS! 
 

Objective: 
 
To teach the students what mosaics are, and to reinforce the children’s retention of the 
various gods/goddesses. 
 
Mater ials: 
 
Chalk/Chalkboard    Glue 
1 plastic table cover    1 Foam board 
Crayons     Magic marker (black) 
Cut paper squares for mosaic activity  Scissors 
Mythology Twister Game   Transparencies 
Overhead projector     
 
Preparation: 
 
-Make a large illustration from the Medusa myth with a magic marker.  Cut it into 
squares and assign a greek letter on the back of each.  Create a grid on the large sheet of 
paper and label each box in the grid with the greek letter corresponding to the cut square 
that should be pasted there to complete the illustration. 
-Create the Mythology Twister Game.  Instead of colored circles, use a large sheet of 
plastic table cover with rows of symbols corresponding to gods/goddesses.  Make a 
spinner with names of gods/goddesses (therefore students must make the connection 
between the symbol and the god/goddess).  Instead of left/right and hand/foot, the spinner 
will say sinister,-tra/dexter,-tra and manus/pes. 
 -Create transparencies of mosaics. 
-Choose a quote that has something to do with mythology and write it on the chalkboard. 
-Determine what myth to read for the class period. 
 
Procedure: 
 
1. Greet the class with “Salvete, omnes!”   Students respond with “Salve, magister!”   
Present the quote on the board and explain the context/meaning to the students. 
 
2. Explain what mosaics are and show examples on the overhead projector.  Teach the 
basic elements of any mosaic: Base, Mortar (the glue), and Tesserae (the tiles). 
 
3.  Have the students pick up a random square piece of the mosaic (the tesserae) and color 
the picture on their square according to the code (Ruber-red, Cyaneus-blue, Flavus-
yellow, Ater-black, Brunneus-brown, Viridis-green, Purpureus-purple, Malum Persicum-
peach, etc.).  When the student finishes, ask them to look at their code on the back and 
match it with the code on the grid up front.  Have them paste it on to the corresponding 
grid box. 
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4. When the “mosaic”  has been pieced together, a colorful illustration should be revealed.  
Explain the myth of Medusa to the class. 
 
5. Have students play the twister game.  Teach what dexter/sinister and manus/pes mean.  
Teach the rules and have the children start the game.  The last student standing wins. 
 
6. Lead the students to a comfortable corner of the room.  Read aloud to the students a 
predetermined myth. 
 
7. Ask students if they enjoyed the story (why/why not?).  Create discussion with follow-
up questions from responses of the students. 
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Example of Mosaic
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Example of Mythology Twister Board
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Example of Mythology Twister Spinner 
 


