GAMES COLLECTION

1. Beat the Clock

2. Bingo

3. Categories

4. Chinese Whispers

5. Cold, Colder, Warm, Warmer

6. Dominoes

7. Father Johnny is Coming to stay

8. Favourites Bingo

9. Flashcard Chain

10. Fruit Salad

11. Gladiator 

12. Guess the Film

13. Guess the Place

14. Hangman

15. Jobs and Emotions

16. Jump Over the Line

17. Kim’s Game

18. Kpu Kpun Kpu Ogene

19. Lightstepper

20. Lip Reading

21. Listen, Run, Write

22. Magic Eyes

23. Magic Pen

24. Man in the Moon

25. My Grandmother Had a Party

26. Odd One Out

27. Okoso

28. Parrots

29. Pelmanism

30. Peter, Mark, Luke and John

31. Pictures Everywhere

32. Rattlesnake and the Hunter

33. Ring the Number

34. Scissors, Stone And Paper

35. Simon Says

36. Slowly, Slowly

37. Snap

38. Spinning Flashcard

39. Stand Up!

40. Stop!

41. Team X

42. Threes

43. What is It?

44. What’s Missing?

45. Where Did Curro Go?

46. Who is Who?

47. Who’s Got the Flashcard?

Beat the clock

The aim of this game is to practise pronunciation. A stop-watch or watch with second hand is needed.

The students are given a list of words or sentences. Each student will have 6-10 words of their own to use for the activity. 

The students move their desks into a circle. They are allowed some time to practise their own particular group of words. The teacher uses the stop-watch to time the students as a group. When one student has finished reading their words aloud, the next student begins and so on, until all students have completed their assigned words. If a student mispronounces a word, he/she must go back to the beginning of their list and start again. The time reading should be from the moment the first student begins to when the last student finishes. 

Write the time on the whiteboard, and then repeat the activity. Students will instinctively want to improve their time, and with each repetition of the activity, the group time should get lower and lower. As a collective, the students have "won" when they beat a time decided by the teacher. 

Bingo

The students fill in a grid, e.g. choosing numbers, colours, pictures, words... from a list given by the teacher.

There are different ways of filling in the chart, e.g. by writing or drawing into the blank boxes; by placing small cards; by playing with ready-to-use handouts...

The teacher calls out a number or word and the students cross out the things they have in their grids when they hear and recognise them.

Categories (History categories)

The class is divided in teams. The teacher gives a category: e.g. “tools”, “jobs or occupations”, “food” and a period of time. Each team has to write in one minute as many words as possible. They get one point per correct word; two points in case they are the only ones who have a particular word.

Example:

T: “Write names of tools people used in the Middle Ages”

	
	Ancient Times
	Middle Ages
	21st Century

	Tools
	
	Hammer, Arrows
	


The same procedure can be followed with many other word fields: food, drinks, toys, buildings, body organs-body systems…

Chinese Whispers

The class is divided into even rows.

The  last member of each row is taken out of the classroom. A “key” letter, word or sentence (depending on the level) is given.

The students run back inside the classroom and whisper the key piece of language to the first student in their row. The sentence or word is whispered down through the row until the last member writes it (or draws) it on the board.

The first student to write it correctly on the blackboard is the winner!

Cold, Colder...Warm, Warmer...

The teacher starts by writing on the board “cold, colder, cool. cooler, warm, warmer, hot, hotter” and, if necessary, explaining their meanings to the class. 

Then a student takes a pencil case or some other object. Another one closes his or her eyes. The object is hidden somewhere in the classroom. Then the second student gets up and searches for the object directed to it by all the rest of the class shouting hints. 

They shout "cold" when the searcher is far away, "colder" when the searcher moves farther away, they shout "cool" and "cooler" as the searcher gets a little closer, "warm" and "warmer" as the searcher gets nearer and finally "hot" when the searcher is right on top of the hidden object. After finding the thing, the searcher chooses the next player, hides another object and the game continues. 

Dominoes

A set of domino cards is required. Each card has two parts: a picture and a word, two numbers, colours, ... One of the cards has the word START written on the left part; another one has the word FINISH on the right.
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The teacher hands out a domino card to each student.

The student with the word START begins.

	[image: image2.png]


Example:

· S1: House

· SX: House and Fountain

· SY: Fountain and River...


	· S1: I don’t like apples.

· SX: I like apples, but I don’t like pears.

· SY: I like pear, but I don’t like....


Father Johnny is Coming to Stay

Four or five volunteers stand in front of the rest of the class. Example of dialogue:

S1: “Father Johnny (or Mother Maggie/Uncle Jimmy...) is coming to stay”.

S2: “What is he like?”

S1: “He’s got a mouth like this” (twisting mouth in an amusing way).

S2: (Turning to S3) “What is he like?”

S3: “He’s got a mouth like this (repeating gesture) and a nose like this (adding a new amusing gesture)”

 The players try to make the others smile by making funny faces, but the ones who smile or laugh are out and new players join the game.

Favourites Bingo

Each child is given a grid of four squares by four squares with each one numbered 1 to 16. The teacher then decides what the 'favourites' category for each square will represent, to which the students will write their answer in the corresponding square.

For example: square one-favourite colour; square two-favourite movie; square three-favourite TV show etc.

You can make up your own.

Once all 16 have been filled up, the student must then find someone else in their class with a corresponding answer to match theirs. For example if the favourites category for square one if "favourite colour", and the child's favourite colour is green, they have to find someone else whose favourite colour is also green. This student will then sign that square of the newly met person and vice versa.

Once finished, a completed grid will have 16 different peoples' signatures on it who have the same answers as them.

The only rule - no repeated signatures, each of the 16 must be from different people. when they hear and recognise them.
Flashcard Chain

The class sit in a circle.

The teacher starts the game by passing around a flashcard (e.g. carrot) and asking the child who first receives it if he or she likes carrots (e.g. Do you like carrots? / Yes, I do / No, I don’t)

The children pass the card around to the student on their left and ask the same question.

When the card reaches the third or fourth student, the teacher introduces a new item.

Fruit Salad 

The teacher gives each student one word from the same semantic field (food, drinks, animals, actions…) Two or more students share the same word. As the teacher calls out one or more words, the children who identify their words stand up and have to change places as quick as possible.

“Family” version:

Students sit in a circle. The teacher assigns one of five family categories to each child. (e.g. father, mother, uncle, cousin, aunt). Then, the teacher or some student calls out one, two, three, four or all the categories in the following way:

T: “I want my mother, uncle and aunt to come home”

The children who belong to the mentioned groups stand up and try to sit in a different chair from the one they had. 

New family members are added until some student can’t remember everything and a new “party” is commented.

“Whirlwind” version: 

The procedure of the well-known “Fruit Salad” game could be useful for revising vocabulary related to weather (tornado, hurricane, wind, storm, rain, …) Each student mimes his or her word while moving from a place to another.

The person leading the game calls out the elements by using this kind of language: “The weather today is sunny in the morning, with tornadoes and rain in the afternoon” 

Gladiator

It can be played by six or more people. It needs a playground chalk marking as shown below:
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The two end sections are “safe” areas and the central area becomes the “arena”.

· The game leader, who is known as the “gladiator”, stands in the central area.

· All the players stand in one of the safe areas.

· The players shout “Gladiator, may we run to the arena?” and the gladiator replies, “not, unless you’ve got the colour…/ glasses…

· All players wearing the clothing with the chosen colour or item may cross freely to the other side.

· The remaining players must then try to cross and the gladiator should try to touch them. All players that are touched join the middle and help the gladiator.

· The game continues until one player remains. The last player then becomes the new gladiator for the next game.

· Different conditions may be used: e.g. “has a birthday in June”, Has the letter S in the first name, has an older sister…

Guess the Film

This is a simple miming game. 

One student thinks of a film (or TV programme, job, historical period, English word, classroom activity, etc.) 

He or she tries to communicate his or her idea without using written or oral language. 

The teacher decides if symbols and pictures are allowed.

Guess the Place

All the children sit in a circle. One player thinks of a famous building. The other players ask him or her questions like this:

S1: ”Is it in Africa?” 

S2: “No, it isn’t” 

S3: “Is it in the United States?” 

S2: “Yes, it is” 


The game ends when someone guesses the name of the famous building.

The same game can be played with names of towns or cities, things that can be seen in picture books, etc.

Hangman

One student thinks of the name of a famous building. He or she checks what the right spelling for that name is, goes to the blackboard, writes down its first and last letters and places a mark for each of the missing letters in the middle of them.

The rest of the students, in turns, call out a letter. If the word contains that letter it is written over the corresponding mark/s; if not, the student who leads the game draws a rope (in the first place), a head, a body, etc. until completing the gallows. When the hangman is complete, the players try to guess the word with no more hints.

The student who guesses the right word leads the next game.

Jobs and Emotions

The teacher writes occupations and emotions on slips of paper. 

The students pick two of them and try to describe the emotion and the job on their slips of paper without using any words. 

The rest of the class must guess the emotion and the job (e.g. "Happy Postman," "Sad Hunter", “Angry Farmer”, etc.)

Jump Over the Line

The teacher draws a line on the floor and marks one side true, one side false.

He or she holds up a card or says a sentence while pointing to something, if necessary (e.g. “This is a bottle” when pointing to a book).

If the sentence is true, the students jump forwards to the true side. If the sentence is false, they hop into the other side.

Kim’s Game
The teacher sticks eight or ten flashcards on the blackboard.

The children are allowed some minutes to observe them and try to memorise what they are.

The teacher puts the flashcards away and the children in pairs try to fill a list of all the words they can remember.

Kpu Kpun Kpu Ogene

Procedure similar to that of Oranges and Lemons game. Source: Ebele’s Favourite. A book of African games by Ifeoma Onyefulu. Frances Lincoln Publisher.

For this game, you need 8-14 players, lined up in pairs with their hands joined and raised making a “roof”. To win, each pair takes it in turns to try and walk under the roof to the end of the row without touching anyone. While the children are playing, they sing the following rhyme:

	Igbo
	English

	Kpu kpun kpu ogene

Ogene ogene nta

Onye na cho ogene

Ogene ogene nta.
	Let’s crawl through the passage,

A tiny, tiny passage,

Who is looking for the passage?

A tiny, tiny passage


Lightstepper

One player is a “deer” and stands blindfolded in the middle of a circle of children (“hunters”). 

The leader points to a hunter who takes one step forward towards the deer. If the deer hears the step he or she points to where the sound originated. 

If he points at the hunter, that person takes three steps back. The game continues in the same way. 

When someone successfully reaches the deer without being caught (heard) he or she becomes the deer.

Lip Reading

A set of flashcards is placed on the blackboard or a wall.

The teacher (or a student) chooses one and says the word it represents by moving his or her lips but without uttering any sound.

The rest of the group try to guess what it is. 

Listen, Run and Write
Materials:  Chalk, blackboard, word lists. 

The teacher divides the students into two teams of roughly equal size and ability. 

Draw a line down the centre of the blackboard, marking one side "Team A" and the other "Team B". Students then sit on the side of the classroom that corresponds with their own half of the blackboard, and there should be a clear corridor of space through the middle of the classroom. 

The teacher stands at the back of the classroom - opposite the blackboard. One student from each team comes and stands in front of the teacher and takes a piece of chalk. The teacher then says one word from the aforementioned word list. The first student to run to their side of the blackboard and write the word with correct spelling and clear writing, and then return to the teacher and spell the word orally is the winner of that particular round. They get one point, which is marked on their side of the blackboard. 

The other students on each team are free to help their team-mates by yelling out letters etc. 

Magic Eyes

The teacher places a set of not more than six flashcards in a line.

The children name the objects they represent in the right order. They repeat the series a number of times.

The teacher takes out the last one. The children repeat the series as before.

The same procedure is repeated until the class names the series of words without seeing the actual cards.

The Magic Pen

This activity involves the whole class creating a story together. The story is not written down, and is made up spontaneously by individuals in the class.

1) Find a suitable pen (or other object) which can be passed around the classroom easily.

2) Tell the children that the pen / object which you are holding up is M A G I C because people who hold it can tell wonderful stories.

3) Explain that no one is allowed to talk unless they are holding the pen (that includes the teacher!).

4) Start off a story.

5) When you have finished the introduction, give the pen to another child and ask them to continue the story for a few sentences.

6) When they have finished their part of the story, ask them to pass the pen on to someone else who will continue.

7) Carry on passing the pen around until someone decides to finish the story.

Man in the Moon

All the class sit in a circle. Each student is given a number, a letter, a word… to identify him or her. Each one takes a piece of paper out of a bag. Only one of the scraps has a hat drawn on it, but nobody must notice who has got it.

The teacher begins: “The man in the moon has lost his hat; some say this and some say that, but I say that Number 3 has got it”

Number 3: “No, I haven’t”

Teacher: “Who’s got it?”

Number 3: “The man in the moon has lost his hat; some say this and some say that, but I say that Number 10 has got it”

……

My Grandmother Had a Party

The players sit in a circle or semicircle and start a sentence chain in this way:

S1: “My grandmother had a party and invited Uncle Peter”.

S2: “My grandmother had a party and invited Uncle Peter and Cousin Rose”.

S3: “My grandmother had a party and invited Uncle Peter, Cousin Rose and Sister Mary”

Odd One Out

Write a list of say four or five numbers or words in a line. They should all be answers related among them with one exception which should be the `odd one out`.

The children need to find the odd number or word and be able to say why.

Example with times tables:
16, 64, 27, 8, 32
The odd one is 27 as the others are in the 8x table. 

This can be as easy or hard as you like according to the age and ability of the children. 

Okoso

(A spinning game from Nigeria). Source: Ebele’s Favourite. A book of African games by Ifeoma Onyefulu. Frances Lincoln Publisher.

For this game you need at least two players and an old-fashioned spinning top. To win, you have to keep the top spinning longer than anyone else. In the classroom the children can play the game in threes or fours and measure the time by counting numbers (from a given number forwards) or the calling out alphabet.

Parrots

The teacher points to an object or flashcard and says a sentence.

If he or she says something true, the students have to repeat it after him or her, as if they were parrots.

If the teacher says something false, the children must keep quiet.

Pelmanism

The students, in groups of four, have a set of cards with pictures of famous buildings and cards with their names written on them. 

All the cards are laid face down. 

Each player, in turn, turns over any two pictures. 

If they show a building and its corresponding name, the cards are kept by this player; if not, the cards are placed face down again and it is the next child’s turn.

Peter, Mark, Luke and John

The children sit in a circle and the teacher assigns a name to each one. S1 becomes “Peter”, S2 will be “Mark”, S3 “Luke”, S4 “John” and each of the remaining children will be given a number.

Peter is the top position in the game. The aim is to become “Peter”.

S1: “Peter to John”

S4: “John to 7”

S11: “Seven to Luke” ...and so on.

The sentences are said rhythmically. The rhythm is helped by clapping hands.

If a player misses his or her turn or makes a mistake, she/he takes the highest number position. The other players move along one number or name. So, if John 

 makes a mistake, he/she moves to the last position, S5 becomes John and all the players after him/her move a position forward. 

Pictures Everywhere

Pictures are placed on walls around the classroom. The students walk around. 

One student, the game master, covers his or her eyes. 

Music is played. When the music stops, the children have to sop under one of the pictures. 

The game master calls out the name of something represented in a particular picture, e.g. “toy car”. 

The children under that picture sit down. The game goes on like that until there’s just one child left (the winner).

The Rattlesnake and the Hunter

Materials: A rattle and a blindfold.

Two children represent the rattlesnake and the hunter. They stand in the middle of the circle of children. The circle is the environment of the forest, and can change - at the beginning it is quiet.

The rattlesnake has to constantly shake its rattle when it moves. It can only stand still for a few seconds and must keep moving around inside the circle trying not to be touched by the hunter. The hunter is trying to catch the rattlesnake by listening to the rattle and locating where the sound is coming from.

The rest of the circle has to be very quiet and make sure that the rattlesnake and the hunter do not go out of the circle.

The game ends when the hunter touches the rattlesnake. After a few rounds the environment can participate: the forest can become noisy - how does this affect the game?

Ring the Number

The teacher puts numbers or words all over the board.

The children are organised in teams.

When the teacher calls out a number or word, one student from each team must stand up and ring it as quick as possible.

The first one to ring the right number or word gets one point.

Scissors, Stone and Paper

This is a fast-moving hand game from Japan, originally named Jan Ken Pon, meaning paper, sword, fist. 

The aim of this game for two is for each player to beat the other I a quick show of hands. 

Two players sit opposite each other. Both players clench a fist and chant Jan Ken Pon or Scissors, Stone and Paper. On the last word both players display a hand in one of the following three positions:

A clenched fist represents stone.

Two fingers represent scissors.

A flat hand represents paper.

Simon Says

The teacher stands in front of the students and calls out an action.

Example:

Teacher: “Simon says ‘Stand up’”

Children stand up.

Teacher: “Simon says ‘Touch your head’”

Children touch their heads.

Teacher: “Touch your nose”

Children stay still.

The children should not do anything unless “Simon tells them to do it so”. Students that obey an order not given by Simon get out of the game. The games goes on until only one child is left in the game.

Slowly, Slowly 
The teacher covers a flashcard with a piece of cardboard. 

He or she starts sliding it down so the image is revealed little by little. 

The children try to guess what the picture is as soon as possible.  

Snap

The students get in twos. Each pair needs a pack of mixed cards of numbers, written words, colours, pictures related to a topic…

There must be four or more sets of the same number, picture, … in each pack.

Each student in a pair gets half the pack.

Both of them turn a card over at the same time and place them on the table. If both cards are the same, the first student to say “SNAP” wins all the cards in the middle.

The winner is the player who gets all the pack or the one with most cards when the time is over.

Spinning Flashcard

The teacher shows the students a flashcard by holding it by its sides with his or her forefinger on the upper face and thumbs and middle fingers on the other face and making it spin as quick as possible.

The children observe it and try to guess what it represents.

Stand Up!

The class is divided in two teams.

The teacher places four or five flashcards for each team on the blackboard.

Next, he or she calls out the words represented in the flashcards at random.

The members of a team should stand up every time they hear one of their words.

Stop!

The teacher places a flashcard on the blackboard or wall.

The students say the name of the object represented there.

The teacher shows cards with different words written on them.

If the children identify the name of the object in the flashcard, shout Stop!  

Team X

Draw up two columns on the board and label them Team X and Team Y. Tell the class that they are all members of Team X and you are the only member of Team Y. Draw a sad face on the top of the Team X column "because they are going to lose the game" and a happy face over Team Y "because I am going to win." You will immediately get howls of protest which will motivate the children to try harder. 

Now tell the children that you are going to read them something and then ask some questions about what you have read. If someone answers the question correctly, they score a point. If they are incorrect, you score a point. If anyone talks, you will also score a point. 

Warn them that you hate losing and if they are getting too many points, you may try to get someone to talk by asking irrelevant questions. (They love this bit, so if you are getting behind, suddenly put the book down and say something like "Rebecca, do you like netball?") You will have a lovely quiet class for 10-15 minutes and they might learn something as well. 

Threes

Three flashcards are placed face down on the teacher’s desk.

The class is divided in two teams.

The children see what the pictures are. The teacher turns them over again and changes their position.

A student from one of the teams tries to guess one of the flashcards. If his/her guess is right his/her team scores one point. If not, it is the other team’s turn.

What is It?

A series of six or eight flashcards are placed on the blackboard or wall.

The teacher or a student chooses one of them and gives a description.

Eg. “It is a small animal. It’s got eight legs. It runs...” (Spider)

The children try to guess what it is. 

What’s Missing? 

The teacher sticks a series of flashcards on the blackboard.

The class observe them and close their eyes for a while.

The teacher conceals one of the cards and asks the students to open their eyes.

The children have to guess what is missing.

Where Did Curro Go?”

A paper star indicating North, South, East and West is placed on the floor, in the middle of the classroom. Students in turns go out of the classroom for a moment. 

A paper cut-out figure of “Curro” or a plastic doll is hidden somewhere. Students take turns to follow instructions and walk around the classroom to find the doll.

Example of language: “Take three steps northwards, three steps south...” 

Who is Who?

All the children stand in a circle. One player thinks of a person in the group. The other players ask him or her questions like this:

S1: ”Is it a girl?” 

S2: “No, he is a boy” (all the girls sit down)

S3: “Has he got blue eyes?” 

S2: “Yes, he has” (all the boys with brown or green eyes sit down)

The game ends when only a person is left and S2 admits that he or she was the one S2 thought of.

Who’s Got the Flashcard?

The students stand in a circle with their hands at their back.

One student stands in the middle.

The teacher picks up a flashcard (eg. sweater), shows it to the class and gives it to one of the children in the circle.

Music is played while the children in the circle pass the card around.

When the music stops the child in the middle has three goes to guess who’s got the card by asking three students “Have you got the sweater?”. 
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