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Getting to know you Bingo
(Need Bingo handout)
Crossword connections

This activity includes visual symbols of connection and self-introductions.

The teacher prints their name on the board leaving some space between each letter and tells the class something about herself. Then they pick a student to come to the board, tell something about themselves, and print their name crossing the teacher's as in a crossword puzzle. Students take turns telling something about themselves and adding their names. Volunteers copy the completed puzzle as a poster. To save time, the puzzle could be written on paper taped to the board and left up in first draft form.

This activity can be extended by asking each student to write their name and a statement about themselves on a sheet of paper. The teacher can then use the statements as clues for a class-names crossword puzzle which can be made with crossword puzzle software.

TP Surprise

Students will know you are full of fun with this one.

The teacher welcomes students at the door while holding a roll of toilet paper. They instruct students to take as many sheets as they need refusing to explain the purpose. Once class begins, students are instructed to write one interesting thing about themselves on each sheet. When students are finished, they introduce themselves by reading their TP.

Variation: Students write one thing they hope or expect to learn in the course this year on each sheet.

Birthday Lineup / or alphabetical roll call
Students are instructed to line themselves up around the perimeter of the room according to their birth date. The challenge is to do it without speaking or writing.

	


Part 2:
Word Chain

Suggest a word. 

Write on the board.

Start a second work using the last letter in the first word.

Chain Spelling (Shiri-tori)

Level: Easy to Medium 

The teacher gives a word and asks a student to spell it, and then a second student should say a word beginning with the last letter of the word given. The game continues until someone makes a mistake, that is, to pronounce the word incorrectly, misspell it or come up with a word that has been said already, then he/she is out. The last one remaining in the game is the winner. 

This game can be made difficult by limiting the words to a certain category, e.g.. food, tools, or nouns, verbs, etc. 

Submitted by: Huang Shufang 

Abstract Picture

[image: image1.jpg]Abstract picture

Describing and vocabulary practice.

Procedure: Draw a big rectangle on the board. Draw in the rectangle a
variety of squiggles, doodles, shapes (and colours if you have them)

Ask the class what they think the picture represents. Assure the
students that there is no right or wrong answer and encourage them to
use their imaginations.





delphic Dictionary
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Reading and discussing.

Preparation: You need at least one copy of an English—English
dictionary for this activity.

Procedure: Ask the class to list on the board, from their own experience,
some typical student problems. For example:

- having enough money

- relating to a ‘difficult’ person in the family

- deciding what to do in the future

- managing to do all the college work and have a good social life

Show the dictionary to the class and ask a student to help you. They
must put the dictionary on a desk, close their eyes, let the dictionary
fall open at any page, spin their forefinger around in the air and then
let it fall randomly on the open page of the dictionary. They should
then read out the word and its definition to the class. Ask the class to
suggest how the word and definition could be the basis of advice for a
student who has the first problem.
For example, ‘having enough money’:

A student lets the dictionary fall open, spins her finger round and
drops it on ‘macaroni’. She reads out, ‘Italian pasta (= food made from
flour mixed with water) in the shape of thin pipes, cooked in boiling
water.” Another student says, ‘She’s so poor that she must eat
macaroni every day.” Another student says, ‘She works in an Italian
restaurant in the evenings to make some money.’ NN
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How many things Can you Think Of?

[image: image3.jpg]52 Domino story

Linguage Narrative.

Skills Listening and speaking.

Control Free.
Level All

Time At least 20 minutes.

Materials Picture dominoes (see Preparation).

Preparation

You or your learners must make the dominoes. (See illustration.) The
wsiest and fastest method is to use simple drawings. It is not necessary
ot you to try to produce pictures which link together in one clear story.
However, it does help if the characters remain the same.
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Build a story 
[image: image4.jpg]Story games

to0 a certain type of listener, for example, a young child, an elderly
person, a policeman, a friend, a teacher, a doctor, an employer, a
customer: some of these will be appropriate, some may not.

48 Build astory

Language Narrative and descriptive language in a past or a present
tense. Giving instructions (imperatives), €8 Draw. . .,

Put . . . . Linking devices, e.g. and then . . ., after
that . .., next . .. Jfinally . . . -

Skills Listening and speaking.

Control  Guided.

Level Intermediate/advanced.

Time 20 minutes.

Materials Chalkboard or OHP.

Preparation

It would be a good idea for you to try sketching out a picture and
imagining some possible ways the story might develop.

Procedure

Class work.

This activity does rather depend on your (or one of your student’s)
ability to draw quickly. The drawing does not need to be good!

Essentially, you begin to draw a large picture on the board or OHP-
From the moment you begin, invite description and interpretation of
what you are doing. If you remain totally silent the effect, though
somewhat bizarre to begin with, can be impressive. The learners fee
responsible for the story. You can mix your role: you can confirm a
suggested interpretation as if the story already exists in your mind or
you can accept another interpretation which will lead the story away
from the one you had planned. Also, sometimes you can add a piece to
the drawing and then ask the learners to interpret it; on other occasions
you can ask (through gesture only!) what you should add next.

When you and the class feel the story is complete you can speak!

Story games

g
Congratulate them. Then ask each student to reconstruct the story and

pr cellic :
person experie: ced the story diffcrently

Example

ittle glrl goes to wo m €r wWorries ack clouds come / mother
od / mott d

I d / black d t

desperate, goes into dark wood / drag(m comes along ar d bur /lS house

to the ground / mo her finds little glr ovely house in dark wood and
they live there hap D ly ever after.

AFTER ABBUT 5 MINUTES
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Chain Story
Build a Story

[image: image5.jpg]How many things can you think of
that...?

Vocabulary revision.

Procedure: In groups, students try to think of and note down as many
things as they can that fit a given definition and that they know in
English. For instance, you might tell them to think of as many items as
they can that are small enough to fit into a matchbox. After two or
three minutes, pool all the ideas on the board, or have a competition
to see which group can think of the most items. See the BOX for more
ideas for definitions.

BOX: How many things can you think of that...?

.. are bigger than you are?
. are rectangular?
.. are round?
.. are long and thin?
.. make a noise?
.. work on electricity?
.. are made of paper/wood/glass?
.. people enjoy looking at?
.. have handles?
.. you can use to sit on?
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