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Introduction

This little book provides teachers and home-schgolparents with an
assortment of fun activities to help teach and tmwagrammar and vocabulary
skills.

Most of the games are active and require plentgpaice. The school hall, the
playground or other open area would be ideal.

At the end of a formal lesson, when children maygbting restless or losing
concentration, these learning activities will astaareward for hard work, or for
keeping restless children’s minds active whilethat same time, allowing them
to let off steam.

Several games are very useful for ESL teachers mhyg wish to practice

vocabulary and listening comprehension with theSLEstudents. All of the

games require the children to listen and concentcatrefully on words and

instructions that the Games Leader calls out, dnldiren who need practice
with following instructions, and concentrating ose&t task, will be strengthened
by these exercises.

If children do not have the knowledge required lkmypa particular game, then
the Games Leader (teacher or parent) can givesarlesn the topic before
starting the activity. By concentrating on the tessthe children will be
rewarded with the fun of a game at the end of tb#arts.

The directions for quite a few of the games in thi®k involve “team” or
“group” play, but these instructions can be easibdified for smaller groups of
players. For home-schooling families of just twotlree children, where the
directions for a game use the word “team” or “grpypst substitute the word
“‘player”, so that instead of having, say, threemsacompeting against each
other in a race, you will have three players ra@agh other. In a relay where
each member of a team may run once, ask the indiVigdlayers in a small
group to run two or three times instead. With mafsthe games in this book,
single players can also enjoy the activities withparent, and instead of
competition between children, these single playars play the games just for
the sheer pleasure of having fun and learning.

The second half of the book contains signs and enskeets that will be
needed to play the games. Just photocopy the @gesquired for the games
you choose to play.

The activities are suitable for children betwé®e ages of seven and thirteen.
There are fifty games in all. Have fun and gnjee book.



Game #1)

Alphabet Sounds
Give the children two or three letters of the alpdtato remember, and ask them to
sit in a circle on the floor. Tell the players tlyaiu are going to say a word, and
that they must listen to see if the word startdhvahe of their letters. If it does,
they must get up, run around the circle clockwase try to be the first to sit back
down in their place. The first one sitting down i®=0a point. The children should
keep their own scores and at the end of the gageewho the winner is. Examples
of words that could be called out are:
apple, ant, boy, bee, coat, cat, David, drum, egphant, frog, fox, goat, girl, hen,
hill, ink, igloo, jug, Jack, koala, kite, lemongifi, moon, mother, octopus, ox, pool,
pan, queen, quiet, rain, rabbit, snake, socksnp,tiaee, uncle, ugly, van, vase,
whale, wet, X-ray, xylophone, zoo, zebra.

Game #2)
Noun Types

Prepare three signs (from page 38 of the appenekch with one of these words:
Common, Proper or Abstract. Stick them on thretedkht walls of the room and
point them out to the children. Tell the playerattiiou are going to call out some
nouns, and the children are to decide whether thiel ws a common, proper or
abstract noun. As soon as they know, they shouidtauthe correct sign on the
wall. The first child to reach the correct sign wia point. Children should keep
their own scores to find a winning player at thed esf the game. Possible
examples of words to use could be:

Common Proper Abstract
Desk Jack Love
Chair Mr. Brown Sadness
Ant Korea Hunger
Cup Dr. Smith Heat
Dog New York Noise
Game #3)

Verb Tenses

Sort the children into pairs and ask each paiittd@vn on the floor, facing each
other, in a line with all the other pairs. Ask thlayers to stretch their legs straight
out with feet touching their partner’'s. Tell theytrs that once the game starts, it is
very important for them to keep their knees dowd #eir legs still and straight, or
they might get trodden on. Give each pair of playewerb tense, either present,
past, perfect or future.

To play the game, read out a simple sentenc&ven just say a verb in a
particular tense. The players representing thaetemust get up and run down to



the end of the line, stepping between each pdegs as they go. Then they must
run behind their side of the line, back to the o#ved and then down between the
legs and back to their places. The first playesitdack in his place wins a point

for his side of the line. Continue the game untiéryone has run two or three

times, and see which side of the line has scoredntbst points. Examples of

sentences to call out could include:

a) Mary loves her dad. (Present)

b) Peter goes to school. (Present)

c) David fell over. (Past)

d) Anna jumped onto the chair. (Past)

e) | will go to church on Sunday. (Future)
f) We have written some stories. (Perfect)
g) John looks happy. (Present)

h) Sam has ridden his bike to the shops. (Perfect)
1) Emma went to Jane’s house. (Past)

)) Adam will fly his kite. (Future)

k) Ben has been to town. (Perfect)

Game #4)

Nouns, Verbs & Adjectives
Draw three big circles on the floor with chalk. lehlmne circle “Noun”, another
one “Verb” and the third one “Adjective”. Tell thehildren that you are going to
say a word and they must decide if it is a noumb & adjective. As soon as they
have decided, they should run and stand insidedhect circle. Those who go to
the correct circle, and can fit inside it, are sdfiekose who go to the wrong circle,
or who are too late to fit into the right one, &Bead”. “Dead” players should
stand next to the Games Leader and can help bygakins to call out words from
the list. Keep playing until the circles can holldtlae remaining players. These are
the winners. Words for the list could include:

Noun Verb Adjective
Cat Run Pretty
Tree Jump Soft
Girl Go Red
Jenny Have Five
Tom Is Slow
Australia Make Hot
New York Do Sad
Mrs. Jones Swim Happy
Pencil Sing Fast
Noise Were Quiet




Game #5)
Adverb Types

Place the children into three groups and give egidup a set of three signs
labeled “Time”, “Manner” and “Place” (from page &9 the appendix). Sit the
children on the floor, in their groups, in front ybu, and tell them that you are
going to say an adverb (or a sentence with an adweit). The players must
decide whether it is an Adverb of Time, Manner tacB, and quickly hold up the
correct sign. The first group showing the corregh scores a point. Keep track of
team scores until there is an obvious winning groEgamples of adverb
sentences, with adverbs italicized are:

a) Todayl turn nine. (Time)

b) Peter fellover. (Place)

c) You spealquickly. (Manner)

d) I will come homesoon (Time)

e) Mrs. Evans talkgjuietly. (Manner)

f) James jumphkigh. (Place)

g) Getup and gooutside (Place)

h) Jack rundast (Manner)

1) Tomorrowis Monday. (Time)

]) Eat your dinnenow. (Time)

k) | lookeddownand saw a snake. (Place)

[) Peter talkdoudly. (Manner)

Game #6)

Case of Pronouns
This game is especially for ESL pupils. Give eabiidctwo signs, one saying
“‘Right” and the other saying “Wrong” (from page 40 the appendix). Sit the
players on the floor in front of you and tell theéhat you are going to say some
sentences containing pronouns. Sometimes the sestewill be right, and
sometimes one of the pronouns will be in the wroage. The children must listen,
and then hold up one of their signs to show the €abeader if the sentence was
right or wrong. Correct answers score a point aamchechild can keep his own
score to find a winner. Examples of sentences coeid
a) John gave a book ker. (Right)
b) This isshe’sshoe. (Wrong)
c) That ismine (Right)
d) Here ishim toy. (Wrong)
e) Heris a tall girl. (Wrong)
f) Theyare coming home soon. (Right)
g) Themare his. (Wrong)
h) 1 went withhe (Wrong)
1) Wendy gavausa present. (Right)
J) The pen ider. (Wrong)



