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Note from the Authors

We are excited about sharing these grammar games with you. Created specifically to
encourage students to practise discrete grammar points, these games keep students focused on
English language production. In teaching monolingual EFL classes, we have found that
students tend to revert to their native language if the task is not specific enough. For this
reason, our grammar games require students to use specific language skills. These games are
valuable in a hetero-linguistic ESL environment as well, because the common language is still
English.

In addition, there is a built-in adaptability component to these games. In our teaching
experience, we have often searched through game books for an activity to review grammar
elements, only to find that the prepared game doesn’t emphasize exactly what we have
taught. With our book, you can use the game provided or play one of the suggested
variations. Also, for many of our games we have provided templates, which allow you to make
your own versions.

We hope that these games will assist you in the classroom, and provide many hours of
enjoyable learning for your students. We would love to hear about your experiences using
them.

Notes on Preparation

Many games can be made “permanent” by laminating the boards and cards or mounting them
on cardboard. For place markers, you can use coins, bottle caps, buttons, coloured plastic
pieces or coloured paper clips.

If you do not have dice, you can use number boards instead. When it is a student’s turn to roll
the die, the student closes his eyes and points his finger (or a pencil) on the board. The
number he is touching is the number of spaces he moves. The other students in the group
watch to ensure the student is not “choosing” the number he wants. When a student lands
between numbers, the other students in the group judge which number is closest. Give one
board to each group instead of a die. Change the boards from time to time. We have included
a sheet of number boards for photocopying.
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Quantifier Quest {13

oooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooo

Learning objective: To display knowledge of quantifiers by selecting the appropriate quantifier
for the sentence on the game board.

Game objective: To be the first player to use all his/her cards or to arrive back at the Start
square after going once around the board.

Organization: Played in small groups.

Preparation:
1. Copy one deck of cards and one game board for each group.
2. Provide a die for each group and a place marker for each student.

Description of the game: The deck of cards is shuffled, and each player receives six cards. In
turn, each student throws a die and moves the corresponding number of spaces. He/She then
tries to complete the sentence on the game board using one of the quantifier cards he/she has
in his/her hand. If the sentence is correct, the student takes a new card from the deck, and play
passes to the next student. If the sentence is incorrect, or a logical sentence cannot be made,
the student takes two cards from the deck as a penalty. Play continues until all the cards have
been played, or until no further correct sentences can be made.

Rules:

1. Deal six cards to each player.

2. The first student to play rolls a die, moves the corresponding number of spaces and tries to

make a sentence using one of his/her quantifier cards.

. If you make a correct sentence, take a new card from the deck and let the next student play.

4. If the match is incorrect, take two new cards from the deck as a penalty, and let the next
student play.

5. You can challenge a sentence made by another student. If the sentence is incorrect, the
student returns to the original square and takes the two cards as a penalty.

6. Play continues until all the cards are played, no correct sentences can be made, or a player
arrives back at the Start square after going once around the board.

w

Note: Blank boards have been provided on pages 10 and 11 for you or groups of students to
create new Quantifier Quest boards.
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Quantifier Quest — Cards
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ooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooo

Learning objective: To make sentences with adverbs of frequency.

Game objective: To try to guess correctly how often other students in the class do things. The
student with the most matches wins.

Organization: Played in small groups of 3-4 students.
Preparation: Copy one survey sheet for each student.

Description of the game: Students fill in the chart labelled Self by ticking the box under the
appropriate adverb of frequency. Each student should keep his/her answers a secret by folding
the top of the paper over so no one can see what he/she has answered. Then the students fill
in a similar chart for each member of the group by guessing. They do not ask the other
students at this time. |

After the students have filled in the charts for all members of the group, they take turns telling
the others how they answered for the other members of the group. For example, everyone
explains how they answered for Chris by saying, / think Chris always takes a shower because he is
always clean, etc. After the students in the group have explained how they answered for Chris
(using a sentence with an adverb of frequency), Chris tells the group how he answered for himself
(again using a sentence with an adverb of frequency). When a student guesses correctly for
another member of the group, he/she wins a point for each sentence he/she guessed correctly.

Rules:

1. Fold the top of the paper on the fold line so no one can see your answers for the Self box .

2. Put an X in the box under the adverb that is true for you.

3. Guess about the other members of your group. Do not ask them! Place your answers in the
other charts.

4. When everyone has filled in all the charts, share your answers.

5. Choose one student. Everyone in the group tells the other students what answer they gave
for one student. For example, tell Chris, / think Chris always takes a shower because he is
always clean. And Chris never eats chocolate because he is so thin.

6. After all the students tell what answers they gave for “Chris”, Chris tells the group what
answer he really has. If you guessed correctly, you win a point.

7. Do the same for all students in the group.

8. The student with the most correct guesses wins!

Variation:
® There are blank boards on pages 14 and 15 to write in different verb phrases or different
adverbs of frequency.

ooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooo

: WARNING: What makes this game fun is the potential teasing students can do with each
other. The more controversial the questions, the more fun students have. However, it also has
potential to hurt sensitive students’ feelings. Therefore, this game can only be played in a

: supportive classroom environment, and it is better if students can make their own groups
rather than assigning them, even if it means more groups of smaller numbers.

ooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooo




How Often Do You Think About Me? f2

.....

oooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooo

usually sometimes  rarely

always

have a shower

eat chocolate

call my mother

spend money

make mistakes

study English
Student 2:

always usually sometimes rarely never

has a shower

eats chocolate

calls his/her mother

spends money

makes mistakes

studies English

Number correct:

Student 3:

always usually sometimes rarely

has a shower

eats chocolate

calls his/her mother

spends money

makes mistakes

studies English

Number correct:

Student 4:

always usually sometimes rarely never

has a shower

eats chocolate

calls his/her mother

spends money

makes mistakes

studies English

Number correct:

Photocopiable #




How Often Do You Think About Me? - Template 22

ooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooo

e e m A E LSS D e m———————— e e s IR
Self:
Student 2:
Number correct:
Student 3:
Number correct:
Student &:

Number correct:
Photocopiable
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............................................... ( fqlg_li_n_e_)______________________"_““_"-“"““""-“
Self:

Student 2:

Student 3: | Number correct:
Student &: Number correct:

Number correct:
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You're It, Aren’t You? {3

Learning objective: To practise adding the correct tag question to a statement.

Game objective: To play all of the cards in a student’s hand before other students play their
cards.

Organization: Played in small groups of 3-5 students.

Preparation:
1. Copy a board and a set of tag ending cards for each group.
2. Provide a die for each group and a place marker for each student.

Optional: Copy the rules sheet for each group or put the rules on the board.

Description of the game: Each small group of students mixes the tag ending cards and
distributes them equally to each student in the group. Extra cards are set aside. Each student
places his/her place marker in any shaded corner space. In turn, each student rolls a single die
and moves in any direction, looking for a square that will allow him/her to play a tag ending
card from his/her hand. The first part of the question is in the squares on the board. The
second part is on each card. The sentence must be correct grammatically. For example, to play
a card that reads aren‘t they?, the student may land on the space marked The children are cute
or They are hungry. If a student lands on a space where he/she is unable to play a card, he/she
forfeits his/her turn. The first student to play all of his/her cards wins.

Rules:

1. Begin by placing your marker on any one of the four shaded corner spaces.

2. Roll the die and move in any direction. The space must touch horizontally or vertically — not
diagonally.

3. You must land on the space in an exact die roll. If you roll ‘3’, you must move three spaces,
not two or one.

4. If you do not have a card to finish the sentence begun in the space, you must wait for your
next turn to play again. :

5. If you have a card to finish the sentence begun in the space, read the complete tag question
and place your card face down on the table.

6. If you make an incorrect tag question and the other students tell you, you may not put your
card down and you lose your next turn. :

Variation:
e There are three different boards with matching tag ending cards.
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You're It, Aren't You? - Rules
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You're It, Aren’t You? — Cards
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Checkerboard Chatter {4}

Learning objective: To practise forming the comparative and superlative forms of adjectives.

Game objective: To move the students’ playing pieces to the opposite side of the board,
retaining as many playing pieces as possible (as in standard checkers).

Organization: Played in pairs, or teams of two players.

Preparation:

1. Copy one board for each pair or group of students.

2. Provide 12 playing circles and a coin for each side. (Playing pieces are all the same colour for
one side, and the two sides have different colours.)

Description of the game: In turn, each side moves a playing piece diagonally. After selecting the
square, the player tosses the coin. If the coin lands on “heads”, the student must form the
comparative form of the adjective on which he/she has landed. If the coin lands on “tails”, the
student must form the superlative form of the adjective. If the form is correct, the player takes
another turn. (The maximum number of consecutive turns is two.) If the form is incorrect, the
player returns to the square from which he/she moved, and play passes to the other side. A player
can jump a playing piece of the opponent by jumping and then making the applicable form of
both the jumped square and the landing one, based on the coin toss. (Both forms must be correct
in order to claim the square and remove the opponent’s playing piece.) Play continues in turn,
until all the pieces for one side have reached the other end of the board. The side with the most
playing pieces remaining is the winner.

Rules:

1. Only one side plays at a time.

2. In turn, move a playing piece diagonally. After selecting the square, toss the coin.

3. If the coin lands on “heads”, form the comparative form of the adjective on which you have
landed. If the coin lands on “tails”, form the superlative form of the adjective.

4. If the form is correct, have another turn. (The maximum number of consecutive turns is two.)

5. If the form is incorrect, return to the square from which you moved - play passes to the
other side.

6. You can jump a playing piece of the opponent by jumping and then making the applicable

form of both the jumped square and the landing one after the coin toss. (Both forms must

be correct in order to claim the square and remove the opponent’s playing piece.)

The other players judge the correctness of the form. (The teacher can judge, if necessary.)

After a maximum of two turns, play passes to the other side.

9. Play continues in turn, until all the pieces for one side have reached the other end of the
board. The side with the most playing pieces remaining is the winner.

o N

Variations:
¢ Have students make sentences with the word forms.
* Use the blank checkerboard template to practise any formation you choose.
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Comparing Cards {5

Learning objective: To practise making comparative sentences.

Game objective: To play all of the cards in a student’s hand.

Organization: Played in small groups of 3-5 students.

Preparation: Copy and cut a set of cards for each group.

Description of the game: Each small group of students mixes the cards together and distributes
them equally to each student in the group. In turn, each student places a card from his/her
hand and says a sentence comparing his/her card with the previous card. For example, if one
player places elephant, another student can place car and say A car is faster than an elephant.
Each adjective can only be used once within a group. So, once faster is used, it cannot be used
again by anyone in the group. Play continues until there are no more cards left to play.

Rules:

{3

Use the cards in your hand to make a comparative sentence. Compare your card with the card
the student before you played.

. One person in the group should write down the adjectives each player uses.
. Each adjective can only be used once in a group. If someone else says faster than, then

nobody else in the group may use faster.
If you cannot think of a sentence, you must pass your turn and not place a card.

Variations:

Add a racing element by telling students they have five seconds to place their card and make
a sentence. The other students time each other or have a timer. If a student cannot make a
sentence in five seconds or repeats an adjective, he/she cannot play a card. The first person
to play all of his/her cards wins.

Give each small group the cards and have them make three-sentence sets with an adjective,
comparative and superlative. For example: A lion is big. A giraffe is bigger. An elephant is
the biggest. The team with the most correct three-sentence sets wins.
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Model Modals {6}

Learning objective: To practise asking and answering questions with modals.

Game objective: To be the first to reach the end of the trail while asking and answering
questions along the way.

Organization: Played in small groups of 3-5 students.

Preparation:
1. Copy one board for each group.
2. Provide a die for each group and a place marker for each student.

Description of the game: Students place their markers on the Start arrow. In turn, each student
rolls the die and moves along the board. Students read the questions they land on. They must
either ask a question, answer a question or ask another student to do something Could you do
me a favour?. Students must use modals in their questions and answers.

Rules:

1. If you land on a question, you must answer the question using a modal.

2. If you land on a May | ask you a question? space, ask any student a question using a modal.

3. If you land on a Could you do me a favour? space, ask any student to do something for you
(staying within the classroom), using a modal. Be polite!

Variation:
* Photocopy the board into an extra-large size or use an OHP to play the game in a small class.
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What can
you do to
help your
family?

What must
you do to
pass this
class?

What would
you do with
a horse?

How should
you treat a
lady?

What will
you do this
weekend?

‘ you do next
year?

* When you land on May | ask you a question?,
you may ask anyone else a question.

* When you land on Could you do me a favour?,
you may ask anyone to do something for you.

Roll the die and move your marker.
When you land on a space, read the
question aloud and answer it honestly.

should you
eat more?

What can a i

person see £l How should May1ask (L MoV could What can

e VOZSFOP you punish > you a ? person you do
studying a child? ~  question? earm really well?

hometown? &nglish? faster?

What could
you do to

have more
money?

How could
you help
your

country?

How must
you act at
work?

Why should
you take

this game
seriously?

How could
a person
stay happy?

What could
you do
tonight?

v

How might
you improve
yourself?

Where will
you eat
dinner
tomorrow?

What must
amandoin
a family?

What would
you do with
a new car?

Could you Q What must What must
> domea you do in domea : worndn
favour? your job? 7 favour? o na

family?

How could

. ek How must What will
might you zen / a teacher you do
go after ol / next week?

act?

/
/
class? person? \/

What might
happen in
the next
class?

What do
you wish
you could
do?

To whom
could you
be nicer?

What can
you do that
is funny?

What should
a son do for
his father?

Where
would you
live if you
were rich?

Who may
beyour  /
friend after /
this class? *

Use a modal in your answers and questions!
*You should be nice ... you never can guess
where your classmate will land next!

How could Where What will What might What might Who may
you be a might you you do if help you stop you from |  get the best
better /| livein10 7| you pass reach your achieving grade in
student?®/ years’ tin\“/g.f this class? goals? your goals? this class?
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Talking Tenses {7

.....

Learning objective: To practise a variety of verb tenses.
Game objective: To be the first person to play all of his/her cards correctly.

Organization: A group of 4-5 students is best, to maximize the number of turns and allow for
adjudication of student answers, but you can work with a smaller or larger group, if desired.

Preparation: Copy the card sheets provided, giving one complete deck of cards to each group.
(The deck consists of cards displaying various verb tenses.) There are also Change Verb Tense
cards in the deck that allow the student to change from the current verb tense to another, if
desired.

Description of the game: Each student is dealt five cards, face down. The remaining cards are
placed face down in the middle of the circle, and the top card is turned over. This becomes the
first verb tense to be played. If a Change Verb Tense card is turned over, the dealer can
determine the first verb tense to be played. The student to the right of the dealer plays first. If
the student has a verb tense card that corresponds to the verb tense in play, the student puts
the card on top of the played cards, and makes a sentence using the verb on the card. The
subject can be chosen by the player, provided it fits the verb form on the card (e.g., correct 3rd-
person singular for the present tense). If the verb tense is correct, the subject matches the form,
and the sentence is correct, the student draws another card and plays again. When the student
has no more cards for that verb tense, no Change Verb Tense card, or makes an error, play
passes to the next student.

Rules:

1. Deal four cards to each player, face down.

2. Place the remaining cards in the middle of the circle.

3. Turn over the top card on the deck to determine the first verb tense and put it beside the
deck. :

4. The student to the right of the dealer plays first. Only one student plays at a time.

5. If you have a verb tense card in your hand that corresponds to the verb tense in play, put
the card on top of the play card beside the deck, and make a sentence using the verb on
the card. You can choose a subject to fit the verb form.

6. The other players judge the correctness of the sentence. (The teacher can judge, if
necessary.)

7. If the verb tense is correct, the subject matches the form, and the sentence is correct, draw
another card and play again. If the sentence is incorrect, withdraw the played card and
take a penalty card from the deck. '

8. You can use a Change Verb Tense card at any time to change the verb tense that is in play.

9. When you have no more cards.for that verb tense, no Change Verb Tense card, or make an
error, play passes to the next student.

10. Play continues until a player has no more cards left.

Variation:
* You can limit the verb tenses used in the game by eliminating one or more of the verb card
sheets, based on the level and ability of the students.
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will ask
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Getting across the Board 8
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Learning objective: To practise forming the past tense from present tense verbs.

Game objective: To be the first to get across the board by changing the sentences into the past
tense. Players make a trail across the board, either horizontally or vertically. The boxes must be
touching, e.g.:

Organization: Played in pairs, or teams of 2-3 players.

Preparation: Copy one board for each pair, or so that two small teams have one board
between them.

Description of the game: Hand out one board between two teams. Teams (or pairs) are divided
into Team A and Team B. A team wins a cell by calling the block they want (e.g., A2 or C4). One
student from the team must then change the sentence into the past tense correctly. If the student
is correct, the team may put its letter (A or B) in the block. The other team can challenge if the
sentence is correct or not. If one team makes an incorrect sentence, they may not place their letter
in the cell. The teacher arbitrates any disputes. Each team tries to get across the board, but also
tries to block the other team from connecting their sides. Teams block by winning a cell in the way
of the other team’s path. In the following example, B wins.

A|B
A

AR

> | toied | >

A
¢
©

Rules:

1. You may call any cell on the board that does not already have a letter on it.

2. You win a cell by correctly changing the present tense sentence into the past tense.
3. Try to block the other team from reaching the other side of the board.

4. Cells must be touching to form a line across the board.

Variations:

e Divide the class into two teams. Copy the board onto a transparency. Play the game with the
teacher acting as monitor.

e Any kind of transformation activity could be written into the blank board.
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Learning objective: To recognize verb patterns and practise answering questions in the past,
present and present perfect tenses.

Game objective: To match all of the correct answers to the questions.
Organization: Played in pairs, small groups or as a class.

Preparation: Copy a question board and a set of answer cards for each group. This could be
pairs, small groups or one board and a set of cards for a class of 28 or less.

Description of the game: Students try to place the answer cards on the question board so the
answers match the questions both logically and grammatically. This could be a race to see
which team successfully matches all the questions and answers first, but it doesn’t need to be
a race.

Rules:

1. Place the correct answer cards on top of the questions on the board. Be careful of verb
tenses!

2. When you have finished, ask your teacher to check your answers.

Variations:

e Make an overhead transparency of the question board. Work as a class to match all the
answers. Cross the questions off the board as the answers are found.

e Bus Stop: Give each student an answer card. All students start standing. Read the questions
slowly. When a student thinks his/her question has been read, he/she shouts Stop the bus.
He/She reads his/her answer. If his/her question and answer match, he/she may get off the
bus (He/She can sit down).

e Cut the answer cards and the question board so that both sheets are card sets (without a
board). Take only enough matching question and answer cards for members of your class.
For example, if you have a class of 16, have eight answer cards and eight question cards.
These eight questions and answers should match each other. Give the cards out randomly to
your class. Students walk around reading their cards until they find their matches. This is a
good way to form pairs for another activity.



What Did You Do Last Night?
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Question Board

1. What did 2. Where do 3. Where did 4. Has she
you do last you go she go this been to
night? every week? weekend? Europe?

5. Where 6. What did 7. What does 8. How many
were you you do for she do every brothers
yesterday? him? night? does she

have?

9. Where are 10. Where 11. What time 12. How long
you now? was she do you eat? have you

yesterday? lived there?

13. What has 14. What do 15. Where 16. What does
she taken? you do have you she do

every been all every
morning? afternoon? morning?

17. When did 18. What do 19. How long 20. What time
you tell you do has she does she
him? every lived here? leave work?

evening?

21. Where is 22. What did 23. Where did 24. Where does
she? she do for you go this she go

him? weekend? every
week?

25. Have you 26. What did 27. Where has 28. What
visited she do last she been classes
Europe? night? today? have you

taken?
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What Did You Do Last Night?
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Answer Cards

sleep. 5“

| called my Every Sunday, | | She visited her | She’s gone to
grandmother go to my mother this France since
yesterday sister’s , ﬁ weekend. she was
evening. house. E % a girl. ﬁ
| was at the | bought him a She puts her She has five!
office all day cake. children to

yesterday.

I’'m at home.

Yesterday she
was in the

beauty sal%

At noon, | eat

unch B

I've lived there

for two years.

She’s taken the

| eat breakfast.

I've been at the

She goes to

)

2
E. "D
&=

since 2000.

book. doctor’s surgery | school every
for three morning. ==
@ @ hours!
O===0
S’ =
| told him on | cook dinner She’s lived here | She goes home
Thursday. for my family. at 4:00.

&

She’s at the

She made him

This weekend |

She goes to the

R

[ ]

mall. a birthday cake | went to the gym every
(& last year. 4 44, | zoo. Saturday.
= ol D
I've visited Italy | Last night, she She’s been at I've taken
twice. watched the cinema all many art
television. day. classes.
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How Good Have You Been? {10’

ooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooo

Learning objective: To practise answering present perfect questions.

Game objective: To reach the end of the trail by answering questions and following where the
answer leads.

Organization: Played in pairs or small groups of 2-4 students.

Preparation:
1. Copy one board for each group.
2. Provide a place marker for each student.

Description of the game: Students begin in the first space: Have you ever been scared? If the
student says Yes, he/she moves his/her marker in the direction of the Y. If the student says No,
he/she moves his/her marker in the direction of the N.

For lower-level students, simply answering Yes, / have or No, | haven't is sufficient. For more
advanced students, they should discuss each answer, rather than just saying Yes or No.
(Remember that students may begin the answer with Yes, / have or No, | haven‘t, but the
discussion following the question will often be in the past simple tense.)

Rules:

1. Answer the question in the square. If your answer is No, | haven't, follow the arrow with the
N to the next question. If your answer is Yes, | have, follow the arrow with the Y to the next
question.

2. Tell the story of what happened.

3. Be honest. No one is perfect!

Variations:

* After playing the game in class, have students write their own questions on a blank board.
Play again with the students’ questions.

* Create a class board by asking students what questions they would like to ask their :
classmates. Brainstorm questions the day before, then provide a game for them the next day
by writing their questions on the blank board.

WARNING: This game asks questions that may be taboo in some societies. It is intended to

: initiate conversation. However, only you as a teacher can determine if the questions are too
controversial in your classroom. If this is the case, make your own board, using the blank

: board provided on page 52.



How Good Have You Been?

Have you Have you
ever been ever smoked
scared? cigars?

Have you
ever broken
someone’s
4 heart?

Have you
ever
apologized
in English?

Have you Have you
ever had ever lied to
a big party? Y | afriend?

b4 N

Have you
ever lost
N money?

ave you
Have you ever H Y
ever made
forgotten to someone wait
call a friend? V'4

a long time?

Have you

ever done

N something
really brave?

Have you
ever been
angry at a
friend?

Have you
ever been in
a fist fight?

N
Have you Have you Have you
ever given
ever been ever helped s o
in the army? an old lady? y

beggar?

Have you
ever done
N work for

free?

Have you
ever cleaned
the house

by yourself?

Have you
ever cooked
an entire

meal?

Have you
ever fixed
a car?

Have you Have you
ever missed ever forgotten
an &English y |Your

class? homework?

Have you
ever passed
a very
difficult test?

Have you Have you
ever been ever fallen
b4 late for work? asleep in
class?

b4 N
Have you
. 4 Have you Have you Have you
Sk ned ever sung in ever told ever been
on a stage? N the shower? a bad joke? to Europe?
b4
Have you Have you Have you
y
YOt_J have learned the ever eaten ever done
finished! present sweets for something
perfect? dinner? stupid?

If you don’t believe your partner’s answer, challenge him or her!
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How Good Have You Been? — Template 0.3}

N

If you don’t believe your partner’s answer, challenge him or her!
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Learning objective: To recognize the correct verb tenses.
Game objective: To collect cards with the correct verb tenses of an irregular verb.
Organization: Played in large groups.

Preparation:

1. Prepare one series of verb cards for each player. (A series of verb cards is the four 3rd-person
singular verb tenses for one verb, e.g., buys, bought, has bought, and is buying.)

2. There are 16 verbs. So if you have 12 players, only prepare 12 series of cards. If you have
more than 16 students, duplicate some of the series.

Hint: This game works best with groups of 16 or smaller. For large classes, consider dividing the

class into two groups, e.g., for 24 students, divide the class into 12 and 12, and copy two sets of

cards with 12 series of verb cards each.

Description of the game: Each large group of students mixes the pack of cards and deals them
face down to each student. Each student in the group should have four cards. Students look at
the cards they receive and decide which verb they will collect. This may change as the game is

played.

At the same time, all students pass one card that they do not want to the left and pick up a
new card from the person on their right. All students will have four cards at all times -
discarding left and picking up right. Note: /t is easier to say Change or Pass at the same time so
all students are in sync.

Students look at their new card and decide if they want to keep it or not. If the student likes it,
he/she puts it in his/her hand and chooses another card to pass. If the student doesn’t want
that card, he/she can keep it and pass another card or pass the same card to the left.

A student tries to get all four correct forms of the verb. When a student has all correct forms of
the one series of verb cards, he/she calls out Verbs and shows the cards face up for the other
students to see. If the student has all four correct forms, he/she wins a point. If the student
makes a mistake, he/she loses a point. All other students do not win or lose. The pack is
reshuffled and the students play again until one student has five points.

Rules:

1. Do not show anyone your cards. Decide which verb you want to collect. (This may change.)
Do not tell anyone.

Pass a card you do not want face down to the left.

Pick up the new card from the right.

If the new card is one you want, place it in your hand and pass another card to the left.
If it is a card you do not want, you can keep it or pass it to the left.

When you have all four correct forms of the verb, shout out Verbs, and place your cards
down so everyone can see them.

. If you have all four correct cards, you win a point.

If you have a wrong card, you lose a point.

9. Play again and again until one student has five points.

L O B

0 N
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Variation:
e This game is an educational version of Spoons. You can also play it like the game Spoons.

For each large group, place spoons in the middle of the group. You should have the number
of players minus one spoon, i.e. if you have 12 players, you should have 11 spoons. When a
student has all the correct cards, instead of shouting Verbs, the student takes a spoon. Other
students who see this, race to also take a spoon. The student without a spoon loses a point.
The person who loses five points is out of the game.

Note: If a student grabs a spoon first but does not have the correct cards, he/she loses

two points.
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Spoons — Cards
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Gerunds and Infinitives Game {12}

Learning objective: To recognize verbs that require a gerund or an infinitive.

Game objective: To play all of the cards in a student’s hand before other students play their
cards.

Organization: Played in small groups of 3-5 students.

Preparation:
1. Copy a board and the gerund and infinitive cards for each group.
2. Provide a die for each group and a place marker for each student.

Optional: Copy the rules sheet for each group or put the rules on the board.

Description of the game: Each small group of students mixes the gerund and infinitive cards
together and distributes them equally to each student in the group. Extra cards are set aside. Each
student places his/her place marker on the Start star space. In turn, each student rolls a single die
and moves in any direction, looking for a square he/she can complete using a card in his/her hand.
The first parts of the sentences are in the squares on the board. The second parts are on the cards.

The sentence must be correct grammatically, as well as being logical with regard to meaning. For
example, if a student lands on My mother enjoys, he/she may complete the sentence with going
shopping or visiting family, but none of the infinitive cards are acceptable. Some combinations may
be challenged. For example, it is questionable that the student’s mother enjoys cleaning the house!

If a student lands on a space where he/she is unable to play a card, he/she forfeits his/her turn.
The first student to play all of his/her cards wins.

Rules:

1. Start on the star. Roll the die and move in any direction.

2. Complete the sentence by reading aloud the words in the box and choosing one card from
your hand. The card must match the box with correct grammar and meaning.

3. If the other students agree that the card matches, place the card in the box marked Place
used cards here.

4. If you cannot make a sentence with your cards, or your sentence is not correct, you must keep
your card and the next student may roll the die.

5. The first student to play all of his/her cards wins.



Variations:

e Add an element of competition. If a student catches another student making a mistake, the
student who gave the wrong answer must pick up all the discarded cards.

e There is one board with the answers in the middle of the board and one without.

e You may put your own sentences in the blank board provided in order to practise using
gerunds and infinitives that you are studying in your class.
Note: This may mean you have to change some of the gerund and infinitive cards to ensure
the sentences are logical in meaning.
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Gerunds and Infinitives Game
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Gerunds and Infinitives Game - Template i
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Gerunds and Infinitives Game - Cards
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Gerunds and Infinitives Game - Cards
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A Ladder Was Taken 113}

Learning objective: To practise forming passive and active voice sentences.
Game objective: To be the first to reach the end of the board (space 40).
Organization: Played in small groups of 3-5 students.

Preparation:
1. Copy one board for each group.
2. Provide a die for each group and a place marker for each student.

Description of the game: Students place their place markers on the Start arrow. In turn, each
student rolls the die and moves along the board. If a student lands on a grey square (odd
numbers), he/she must make an active voice sentence. If he/she lands on a white square (odd
numbers), he/she must make a passive voice sentence. If a student lands on a square with the
top of a snake, he/she must follow the snake to the lower square. If a student lands on a
square with the bottom of a ladder, he/she may follow the ladder to the higher square if
he/she makes a correct active voice sentence. If a student forms an incorrect sentence at any
time and the other students “catch” him/her, he/she must start again on the Start arrow. The
first student to reach square number 40 and make a correct sentence wins.

Rules:

1. Begin on the Start arrow. Roll the die and move the number on the die.

2. Make a sentence from the words on the board. If you land on a grey square, make an active

voice sentence. If you land on a white square, make a passive voice sentence.

If you land on a snake, follow the snake down to the lower square.

If you land on a ladder, you may follow the ladder up if you make a correct sentence.

5. If you make a wrong sentence, move your place marker back to Start. Check the other
students’ sentences. If they are wrong, send them back to Start!

R

Variations:

« Specify a particular tense as well as active and passive voice. For example, only past tense
active and passive voice sentences.

e Use the blank board to write your own words. Use the board for other types of sentences.
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Preposition Pyramid {14’
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Learning objective: To practise making sentences using a variety of prepositions correctly.

Game objective: To claim the most prepositions in the pyramid by using each one correctly in a
sentence.

Organization: Played in small groups of 3-4 students.

Preparation:
1. Copy one Preposition Pyramid board for each group.
2. Provide three or four different coloured pencils for each group, one for each student.

Description of the game: In turn, each student selects a preposition on the game board and
composes a sentence using that preposition. If the sentence is correct, the student claims that
triangle, colouring it with his/her colour. Play continues in turn until all the prepositions in the
pyramid have been claimed.

Rules:

1. Only one student plays at a time.

2. In turn, select a preposition on the game board and compose a sentence using that
preposition.

3. If the sentence is correct, claim that triangle by colouring it in with your coloured pencil. If
the sentence is incorrect, you cannot claim the preposition triangle.

4. The other players judge the correctness of the use of the preposition in the sentence. If
there are any disputes, the teacher will judge.

5. After each turn, play passes to the next student.

6. The player with the most triangles coloured is the winner.

Variation:
e Make a pyramid with adjective + preposition and verb + preposition combinations (e.g., full
of. afraid of, connect to, apply for).
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Places, Places! {15}

Learning objective: To display knowledge of prepositions of place by creating a sentence using
a noun-preposition combination that fits with a location on the game board.

Game objective: To be the first player to arrive at the Finish square or to use all his/her cards.
Organization: Played in small groups.

Preparation: Provide one deck of cards, a die and a game board for each group and a place
marker for each student.

Description of the game: The deck of cards is shuffled and each player receives eight cards (a
mix of noun and preposition cards). In turn, the students throw a die and move the
corresponding number of spaces. They then try to make a sentence using a noun card and an
appropriate preposition card with the location on the board. If the sentence is correct, the
student takes two new cards from the deck and play passes to the next student. If the sentence
is incorrect, or a logical sentence cannot be made, the student takes two additional cards from
the deck as a penalty. Play continues until a player reaches the Finish square, until all the cards
have been played, or until no further sentences can be created.

Rules:

1 Sitin a circle with the game board in the middle.

2. Deal eight cards to each player.

3. The first student to play rolls a die and moves the corresponding number of spaces and tries
to make a sentence using two of the cards in front of him/her.

4. If you make a correct sentence, take two new cards from the deck. If your sentence is
incorrect, take two additional cards as a penalty.

5. Play continues until a player reaches the Finish square, until all the cards have been played,
or until no further sentences can be created.

Variation:
e A student can use multiple cards in one sentence to decrease the number of cards in
his/her hand.
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Places, Places! — Cards
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Places, Places! — Cards
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Suffix Staircase ‘16
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Learning objective: To build correct extended words by adding suffix(es) to root words.
Game objective: To be the first player to use all of his/her suffixes correctly.
Organization: Played in groups of 3-4 students.

Preparation:

1. Copy a game board and a sheet of suffixes for each group.

2. Provide a glue stick for each group.

3. The suffix sheets can be cut into strips for each student, if desired, and the students can
separate them further during the playing process if you provide them with scissors. (The
suffixes can be printed on label paper, if the teacher wishes the students to be able to stick
them directly onto the staircase playing board.)

Description of the game: In turn, each student uses a suffix to create a new word on the game
board. The suffix must create a recognized word, spelled correctly. Multiple suffixes can be played
if they create an appropriate combination. For example, environ + ment + al + ly would be
acceptable combinations, if the spaces on the game board allow them. Play continues until all the
spaces on the board are filled, or until no further suffixes can be played.

Note: Some base words have underlined letters at the end, to indicate that a letter(s) has.to be
changed or dropped before a suffix is added to make a longer word.

Rules:

1. Only one student plays at a time.

2. You must add a suffix to an existing word to make a correct word.

3. Multiple suffixes can be played on a root word in further turns, if appropriate.

4. The other players judge the correctness of the match on the suffix board. The teacher can

judge, if necessary.

If a placement is correct, stick the suffix onto the game board.

. If a placement is incorrect, you must withdraw the played suffix, and play passes to the next
student.

. Play continues until a player uses the last of his/her suffixes.
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Suffix Staircase — Cards
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Picking Parts of Speech 17"
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Learning objective: To recognize the part of speech of a word based on common suffixes.

Game objective: To claim the most boxes on the board by correctly identifying the part of
speech of words.

Organization: Played in pairs or small groups of 2-4 students.

Preparation:
1. Copy a board for each group.
2. Provide a die for each group.

Description of the game: Students take turns rolling a die. If the die shows 1 or 4, the student
can claim any unclaimed box with a noun. If the die shows 2 or 5, the student can claim any
unclaimed box with an adjective. If the die shows 3 or 6, the student can claim any unclaimed box
with an adverb. A student claims a box by correctly identifying a word on the board with the part
of speech required and writing his/her name in the space with the correct part of speech. After all
the boxes have been claimed, count up the names in the boxes. The person with the most boxes
wins.

Rules:

1. If you think another student’s choice is incorrect, challenge him/her.

2. If the player is wrong about the part of speech, no student may write his/her name in that
box in this turn, and the first student may not choose another box. The turn is finished and
the next player rolls.

3. If the student rolling the die cannot find any more boxes with the part of speech needed,
the turn is finished and the next student rolls.

Variation:
* A blank board is provided to write words containing the suffixes you have studied in class.
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Picking Parts of Speech — Template
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POS-ominoes 18"

Learning objective: To display knowledge of parts of speech by correctly matching like words.
Game objective: To be the first player to lay down all of his/her triangles correctly.

Organization: A group of 4-5 students is best for the game, to maximize the number of turns
and allow for adjudication of student answers, but you can work with a smaller or larger
group, if desired.

Preparation: You can use the standard triangles provided (which include all the major parts of
speech) or have the students create their own, using the triangle template provided.

Note: If the students are creating their own set of playing triangles, this step must be
completed first.

Provide each student with six triangles. On each triangle are three different parts of speech,
one on each edge, facing out. For example, one triangle might contain a verb, a noun and an
adjective; another might have a noun, a preposition and an adverb. The number of parts of
speech you choose to include is your choice, based on the level of your students.

Description of the game: The students sit in a circle. Each student has six triangles, with a
different part of speech written along each edge. In turn, the students lay down triangles,
matching the parts of speech that touch. A noun can be laid next to another noun, a verb to a
verb, etc. A triangle can only be inserted into a spot touching two or more sides if the matches
are correct on all sides. A match can be challenged by another student; if it is incorrect, the
triangle is withdrawn and play passes to the next student. Play continues until all triangles have
been played.

Rules:

1. The first student to play lays down any triangle.

2. In turn, each player lays down a triangle against the existing triangles so that the words that
touch are the same part of speech.

3. If a triangle touches more than one other triangle, all the touching words must be identical
parts of speech.

4. The other players judge the correctness of the match in the triangle placement. (The teacher
can judge, if necessary.)

5. If a placement is incorrect, the student withdraws the played triangle, and play passes to the
next student.

6. Play continues until the last triangle is played.

7. When all the groups are finished, groups change places and each group reviews the matches
made by another group. If they find errors, any triangles following from wrong matches are
removed from the game.

8. The group with the fewest removed triangles is the winner.



Game
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Variations:

e You can restrict the parts of speech used in the game.

e You can either make triangles with a restricted number of parts of speech or have the
students create their own set, based on their level and ability.
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POS-ominoes — Triangles
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Learning objective: To recognize count and non-count nouns.

Game objective: To be the first player to correctly navigate the game board from Start to Finish,
identifying count and non-count nouns, as required.

Note: A few of the nouns can be count or non-count, depending on the context. Students
should be able to justify their choices.

Organization: Played in small groups.

Preparation:
1. Copy one game board for each group.
2. Provide a coin for each group and a place marker for each student.

Description of the game: In turn, each student flips the coin. If the coin lands on "heads”, the
student moves his/her place marker to the first count noun from the Start position. If the coin
lands on "tails”, the student moves his/her place marker to the first non-count noun from the
Start position. Subsequent play continues around the game board until the first student reaches
the Finish position.

Rules:

1. In turns, flip the coin to see if it lands on "heads” or "tails”. Each toss is one turn.

2. If the coin lands on “heads”, move your place marker to the first count noun from the Start
position. If the coin lands on "tails”, move your place marker to the first non-count noun
from the Start position. Play passes to the next player.

3. You can challenge any move you feel is incorrect. (For example, someone may have selected
the incorrect type of noun, or missed an earlier one of that type on the path.) If the
challenge is correct, the player making the error must go back to the Start and the other
players continue to play.

4. Play continues around the board. Players can choose the path they wish to take, around the
outside of the board or through the middle. ‘

5. The first player to reach the Finish position is the winner.

Variation:
e With more advanced students, each player is required to make a sentence using an
appropriate guantifier with the count or non-count noun before claiming the square.
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butter tree banana grass carrot
fish -
cheese vegetable
yogurt people
bean pepper
milk apple
potato vitamin A store friend
time mother
chair
book picture honey
rice teacher
glass
START
paper sand sandwich office
FINISH _ L
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Learning objective: To ask and answer questions with some and any.
Game objective: To collect the most pairs of cards.
Organization: Played in small groups of 4-6 students.

Preparation:

1. Copy two sets of cards for each group.

2. Mix the two sets of cards together to create one pack with 40 cards (two of each card).

3. Review the grammar for count and non-count nouns, asking and answering Have you any ...?
or Have you a(n) ...?, | have some ... or | haven’t any ...

Description of the game: Each small group mixes the picture cards together and distributes them
equally to each student in the group. students do not show others their cards. Students look to
see if they have any two cards that are the same and place them face up on the table for
everyone to see. Two identical cards equal one point. One student begins by asking any student
in the group for a card. For example, one student asks the person on his/her right: Have you any
milk? If the student he/she asked has a milk card, that student must answer Yes, | have some
milk and give his/her card to the first student. If he/she hasn’t a milk card, he/she must reply No,
| haven’t any milk. The play goes to the student on the left of the first student, who asks any
student in the group for a card. When students match two identical cards, they place them down
in front of them and they earn a point. The student with the most points wins.

Rules:

1. Do not show anyone your cards.

2. Ask any student: Have you anyl/alan ...? Try to find a card that will match a card in your hand.
3. If someone asks you for a card and you have it, you must give it to him/her.

4. When you get two cards that match, place them face up in front of you.

5. You may only ask one person one question in each turn.

6. The student with the most matched cards wins.
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The Tile Game 21

Learning objective: To distinguish between phrases and clauses.

Game objective: To be the first to reach the end of the trail while asking and answering
questions along the way.

Organization: Played in small groups of 3-5 students.
Preparation: Copy one board for each group.

Description of the game: Students write their initials on tiles with clauses on them. All students
begin at the bottom of the board (tiles 1-10). Each student chooses one tile which he/she
believes has a clause written on it. More than one student can write his/her initials on the same
tile. The students climb up the board by choosing another tile next to the tile they wrote their
initials on. The tile may be touching diagonally or vertically. Students who make it all the way
to the top of the board without ever touching a phrase win. There can be more than one
winner.

Rules:

1. Begin by writing your initials on one tile at the bottom of the page (1-10). Choose a tile
with a clause on it. More than one student may write his/her initials on the same tile at the
same time.

2. Now choose a tile in the next row (11-20) that is next to your tile. You may move diagonally
to the left or right, or straight ahead. You must choose a clause.

3. Continue moving upwards, writing your initials on your tiles as you go to the top of the
board.

4. When all the students are at the top of the board (61-70), the teacher will tell you which
tiles are phrases and which tiles are clauses. If you wrote your initials on any one phrase, you
are out. You did not win. Only students who did not write their initials on a phrase tile win!

Variations:

* This game lends itself well to a small class of fewer than 15 students. Photocopy the board
onto a poster-sized piece of paper or onto an overhead transparency and play as a class with
every student placing a place marker on the tile he/she chooses. Instead of writing initials,
students move their place markers up the board. For each row, the teacher tells students
who has landed on a phrase and is out of the game. Students who land on a phrase
withdraw their place markers and sit aside. They can help other players.

* Divide the class into teams. Play with an overhead transparency and one place marker for
each team. Have each team choose a tile in the bottom row (1-10). Play as a team trying to
move up the board. At each row, tell students which teams are eliminated because they
have chosen a phrase.

¢ Do not have a trail to the top. Students mark all the clauses on the board. See which
students can find all the correct clauses without marking any phrases.

* Any grammar points you would like to distinguish between can be written into the blank
board (past tense vs. present tense verbs; grammatically correct sentences vs. incorrect
sentences, etc.). Note: Be sure there is a possible trail from every “correct” tile!
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Pronoun Patterns {22

ooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooo

Learning objective: To practise placing the correct pronoun in a sentence.

Game objective: To be the first to place all of the dominoes correctly by matching the correct
pronoun for the blank in the sentence.

Organization: Played in pairs or groups of three students.
Preparation: Copy and cut up a set of dominoes for each pair or group.
Note: There are different sheets of dominoes depending on which version you are playing.

Description of the game: Students in pairs or groups of three mix the dominoes and deal them
out until there are no more dominoes left. The player to the left of the dealer places one domino
on the table face up. The player to the right places a domino from his/her hand to match the
domino played. This can either be placing a pronoun that will fit in the sentence on the already-
played domino, or placing a sentence that will take the pronoun shown on the already-played
domino. If the player cannot play a domino next to a played domino, he/she can play the domino
vertically.

For example:

=
(o]
3
o
M
~
M
>
ol
M
-J
DONT ARE
THEY UNDERSTAND. we COMING LATER.

Students play until one student has played all the dominoes in his/her hand. The teacher confirms if
all the plays are correct. If there are any mistakes, the group plays again or tries to find and fix the
mistake.

Rules:

1. Place a domino from your hand that will match a domino already placed on the table. You
can either place a pronoun that will fit in the sentence on the already-played domino, or
place a sentence that will take the pronoun shown on the already-played domino.

2. If you cannot place a domino next to a played domino, you can place the domino vertically.
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Variations:

e Give each pair or small group only 28 dominoes - only subject + object dominoes (2 sheets),
or only possessive pronouns + possessive adjectives (2 sheets) to practise only those
distinctions.

¢ Give each group 42 dominoes - the first sheet of subject + object dominoes, the first sheet
of possessive pronouns + possessive adjectives, and the sheet of transition dominoes to
practise all of those forms.

e When playing as pairs, give each player different coloured dominoes. (Copy one sheet on
pink and the other sheet on green, for example.) Then you can determine which students
placed their dominoes correctly.
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| ARE ! ARE YOU

i HE COMING | SHE TALKING TO
: LATER ! ?

| DON'T ! IS MY
. THEY | yNpersTanD. ! ME NEW CAR
PLEASE VISIT | ARE
&« NeXT i IT | HAPPY TO BE
WEEK ! HERE.

| ARE Al WHERE ARE
: U3 DOCTOR? ! We ?

; DO YOU KNOW:! SHE GAVE

: xov ? yau ITTO .
| | WILL GIVE !

. THEM THISTO | YOU DID YO Besk
: ISA

: STUDENT. '
. e e i e e R
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Patterns — Possessive Pronouns + Possessive Adjectives 3, ;-
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My THIS BOOK IS HIS IS THIS o
HAS ANYONE ' WE DROVE !
! THEIRS SEEN 1 YOURS CAR !
| ? TOoDAY.
THOSE ARE | THE PURSE IS !
 MINE KEYS. ! QUR :
| TAKE ITTO ! |
i HER E HERS DO YOU HAVE E
; CLASSROOM. ! ;
5 DO YOU HAVE ITIS NOT !
: THEIR MAP? | OURS :
A A R :
: | HAVE : :
i YOUR PHONE | HIS ‘.?Eai':ff«.':" :
E NUMBER. ! o
pDOoyou | BROUGHT
' HER | KNOW . ITS |
; NAME? . COMPUTER. |
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Patterns — Possessive Pronouns + Possessive Adjectives
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| YOURS
IHAVE !
NecKLAce. | Y
""" CANT ¢+ ]
BORROW |
BOOK,E THEIR
. PLeaser o ..
THE CHAIR IS Bakipegt
_______________ ,.
THIS 1S 5
price. | OUR
THAT WATCHE HIS
IS !
EXCUSE ME, IS !
THIS SEAT | OURS
?

EXCUSE M, |
HEAR
PHONE.

THAT ORDER
IS

"IN THE CITY.

---------------

THE MUSIC IS

I KNOW THOSE
TICKETS ARE

[| S ———————

---------------

IS THAT
DRINK?
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| SHE GAVE THE ! |
' His | scHepuLeTo | THem '3 THIS PERCIL
; | INVITE | | WALKED TO |
| HER | TO My HOUSE | YoU |
5 TONIGHT. | CLASSROOM. !
5 | THOSE CUPS !
| HAVE ;| !
! g A GARDEN. | We ARE !
HE WILL GIVE | THose !
i OURS | THEBOOKTO : SHE | JACKETS ARE |
e cans Eaaas St s eRRREREEEREE 4
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Wiy NUrse. | HM | coMPUTER IS |
i PLEASE VISIT | DON'T FORGET:!
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! DINNER. . UMBRELLA. !
| SHE WANTS i
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| MINE | TOTALKTO | M TS |
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coe ecsccce eecccccscccsosse eeccscccscccssce eeccccscne eececcccsccecscccscsce sescsce eeccssscccsccscce escccce essccccscsscce

Learning objective: To display knowledge of plural formation by correctly matching words with
their plural endings.

Game objective: To have the most sets of singular-plural card matches at the end of the game.
Organization: Played in small groups.

Preparation: Use the cards provided (which include examples of all the plural variations) or
create your own, using the card template provided. Provide each group of students with one
deck of cards.

Description of the game: The students sit in a circle. The cards are spread out before them, face
down. In turn, a student turns over any two cards, trying to match the singular form of the
noun with the correct plural ending required. (If the plural is irregular, there will be a specific
matching card with the full form.) If the match is correct, the student takes the cards and plays
again. If the match is incorrect, the cards are placed face down again in the same position, and
play passes to the next student. (Students must try to remember where specific cards are
located so that they can pick them up, if possible.) A match can be challenged by another
student; if it is incorrect, the cards are replaced and play passes to the next student. Also, if a
student replaces a correct match, another student should not point out the mistake, but try to
claim those correct cards on his/her next turn. Play continues until all the cards have been
claimed.

Rules:

1. Sit in a circle with the cards spread out in the middle, face down.

2. The first student to play turns over any two cards.

3. If the cards form a correct singular-plural match (a word with a correct plural ending or the
correct irregular noun singular-plural forms), you keep the cards and play again.

4. If the match is incorrect, place the cards face down again in the same location. Play passes to
the next student.

5. You can challenge a match made by another student. If it is incorrect, the cards are replaced
and play passes to the next student.

6. If a student replaces a correct match, you should not point out the mistake, but try to claim
those correct cards on your next turn.

7. You must try to remember where specific cards are located so that you can pick them up
during your turn, if possible.

8. Play continues until all the cards have been claimed. The student with the most cards is the
winner.



Variations:
* You can restrict the plural forms used in the game to those on which you wish to focus. The
blank template will allow you to create additional examples, if desired.

* You can play the game as a matching card game like Go Fish, distributing eight cards to each
student and then have them ask for a specific match or plural ending.
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What If? 124

Learning objective: To form conditional sentences.
Game objective: To use all the cards in correct sentences.
Organization: Played in small groups of 4-5 students.

Preparation:

1. Copy one set of cards (40 in total) for each group.

2. Make example sentences to show the students the range of sentences possible with the
cards.

Description of the game: Each small group of students mixes the picture cards together and
distributes them equally to each student in the group. In turn, each student thinks of a first or
second conditional sentence related to the picture cards. The cards are intentionally vague to
allow for many different combinations of sentences. For example, a student can use the rain
cloud card and the beach card to say: /f it rains tomorrow, we won’t go to the beach. Or the
student can use the beach card-and the card of the man eating fish to say: /f he goes to the
sea, he will eat fish tonight. The student can use the picture of the man eating fish and the
card of the person in bed to say: If the fish isn‘t fresh, he will get sick. The bed card can also be
used with the card of the house at night to say: /f it is night, | will sleep.

As students play the cards, they place them face up on the table and these cards are
finished. If a student cannot combine two cards, he/she may make a sentence with only one
card, but then he/she can only place one card down. When a student uses all of his/her cards,
he/she is out of the game.

Rules:

1. Use the cards in your hand to make an "if” sentence. Where possible, use more than one
card in a sentence.

2. It is possible to make positive or negative sentences. For example, we will go to the beach or
we won'’t go to the beach.

3. It is possibe to use a card in either half of the sentence. For example, /f we go to the beach,
we will read a book or If class is cancelled, we will go to the beach.

Variations:

¢ This can be a colloborative game. Have students work together in small teams. Each team
tries to write sentences using all the cards. The team with the most correct sentences wins.

e Have students use the cards that have already been placed on the table to create new
sentences.
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Learning objective: To determine when to add s and when to add ’ for possessives.

Game objective: To win the most points by being the first team to choose the correct possessive
ending and make a correct sentence.

Organization: Played with two teams.

Preparation: Copy and cut the cards so that each student has one ’s card and one ’ card.
Hint: You may want to mount on cardboard or laminate at least one s and one card.

Description of the game: Warm up by having all students hold up the correct possessive ending
as the teacher calls out nouns. For example, if the teacher calls out people, every student
should hold up his/her ‘s card. If the teacher calls out parents, every student should hold up
his/her * card. If the teacher calls out Charles, the students should hold up both the card and
the  card. The teacher checks to see all students are holding up the correct card.

Next, the class is divided into two teams. All the s and ‘ cards are collected and put away
except one of each card, which is left on a desk at the front of the classroom. One student
from each team comes forward. The teacher calls out a noun and the first team member to
grab the correct possessive ending card wins a point for his/her team. If that same team
member can make a correct sentence using that word, his/her team wins another point. All
students come to the front of the class at least once. The team with the most points wins.

List of possible nouns: teacher, mother, parents, nurses, doctor, brothers, sister, people,
engineer, father, uncles, aunt, cousins, children, students, neighbours, man, women, friend, or
any proper name. (Members of the class usually like it when you use their names.)

Rules:

Part One:

1. When the teacher calls out a noun, hold up the correct possessive ending card.

Part Two:

1. Each team sends one member to the front of the class at a time.

2. When the teacher calls out a noun, be the first student to grab the correct possessive ending
card. If you are first to grab the correct card, you win a point for your team.

3. Make a sentence using the possessive noun you have just made. If it is correct, you win
another point for your team.

4. Play until all students have gone to the front of the classroom.

Variation:
e Have students lose a point if their sentence is wrong.
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