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Lesson Plan — Money and Shopping, Skill 3
Check Your Change
Social Skills Program  •  Ages 12–16  •  Special Education
Objective: Students will check your change, using the same wording every time.
Duration: 30 minutes, then reinforced in a set-up shop first, then a real one
Materials:
1. Do / Not Yet poster for this skill, where one exists
1. Staff phrase card — one per staff member
1. Skill tracker — one per student
1. The classroom shop — priced items, play money, a basket

	PHASE
	WHAT HAPPENS

	Warm-Up / Hook
5 minutes
	1. “Which One Is Right?”
Activity
Show the Do / Not Yet poster for this skill without saying anything.
Ask which one is doing it right, and how they can tell.
Let the group name the differences before you do.
Explain
Today we work on one thing: check your change.

	Direct Instruction / Modelling
10 minutes
	2. Check Your Change
What this means
1. Take the change before leaving the counter
1. Count it in front of the cashier
1. Know roughly what to expect back
1. Say something if it looks wrong
What the teacher can say
“Count it here, before you go.”
“About how much should you get back?”
“Does that look right?”
Note for staff
Rough is enough. He does not need the exact figure to notice something is off.

	Guided Practice
10 minutes
	3. Practise It Together
How to teach it
1. Review the value of each coin and bill.
1. Teach counting up from the price to the amount paid.
1. Practise the rough check: “I paid five, it cost four, so I should get about one back.”
1. Practise the sentence: “Excuse me, I think the change is wrong.”

	Independent Practice
5 minutes
	4. On His Own
Activity
Play money and a set of price cards.
1. Staff play cashier and sometimes give the wrong change on purpose.
1. One point for spotting it, one for saying the sentence politely.
1. Never make it a trick — tell the group in advance that some will be wrong.
Worksheet
Change worksheet — six problems: price paid, amount handed over, what change should come back.

	Wrap-Up & Review
5 minutes
	5. Review
What to look for
1. Student counts change at the counter rather than in his pocket.
1. Student can say roughly what he expects back.
1. Student speaks up when the change is short.
Key takeaway
Count it here, before you go.


Games
Pick one. Any of these can replace the guided practice or fill a second session.
1. Right or Wrong Change
Play money and a set of price cards.
1. Staff play cashier and sometimes give the wrong change on purpose.
1. One point for spotting it, one for saying the sentence politely.
1. Never make it a trick — tell the group in advance that some will be wrong.
2. Right or Not Yet
Staff demonstrate the skill several times, some correctly and some not.
1. Students hold up “Right” or “Not Yet” for each one.
1. For every “Not Yet”, a student names what would fix it.
1. Then a student takes the staff role and does it correctly.
3. Say the Phrase
Two teams. The phrase card for this unit face down on the table.
1. Teacher describes a moment; teams say which phrase belongs to it.
1. 1 point for the right phrase, 1 bonus for saying it in a calm voice.
1. Swap so both teams get equal turns.
This teaches staff wording to the students too, so the phrase stops sounding like a correction.
Notes for Staff
1. Set up a shop corner: priced items, a till or box, play money, a bag.
1. Run every skill in the classroom shop until it is easy, then repeat it in a real shop.
1. Use real prices from a local flyer so the numbers are familiar.
1. One skill at a time. Reading a price comes before paying; paying comes before change.
1. Let him hand over the money himself. Doing it for him teaches nothing.
1. Praise the step he got right even when the total came out wrong.
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