COMPENDUIM OF LANGUAGE, GAMES AND ACTIVITIES
HANDOUT 1

THE ALPHABET

Knowledge required:

Alphabet

Equipment required:

Alphabet written on board or OHP

Classroom organisation:
Whole class

HOW TO PLAY THE GAME:

Participants chant the alphabet.

If the letter is made up of only straight lines participants must raise their right hand, when saying the letter.

If the letter is made up of only curves participants must raise their left hand, when saying the letter.

If the letter is made up of straight lines and curves participants must raise their right and left hands, when saying the letter.

VARIATIONS:

Participants read the alphabet and stand up for the vowels.

Participants read the alphabet backwards.

Participants read the alphabet at varying speeds.
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HANDOUT 2
TWISTER

Knowledge required:

Colours, body parts, left and right
Equipment required:

Twister mats and spinner






Enough floor space
Classroom organisation:
Possibly have the whole class playing twister, therefore you need several mats or have this as one game/ activity within a class of lots of other games
HOW TO PLAY THE GAME:

The spinner rotates and lands on a colour and informs the participants which body part to place on that colour.

The participant spinning the wheel should give the instructions in the foreign language.
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HANDOUT 3
SIMON SAYS

Knowledge required:
Body parts, left and right or commands such as sit down, stand up, listen etc…
Equipment required:

None, all verbal instructions
Classroom organisation:
Participants must have enough room to stand up and sit down safely
HOW TO PLAY THE GAME:

Practice the commands using gestures to help to illustrate the meaning e.g. putting you hand to your ear when you command listen.

Start each command with “Simon Says” and participants are out and must sit down if they follow a command that did not begin with “Simon Says”.
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HANDOUT 4
ONE KNEE, TWO KNEES
Knowledge required:

Numbers
Equipment required:

Soft ball
Classroom organisation:
Enough floor space to safely throw a ball. Move all valuable equipment.
HOW TO PLAY THE GAME:

Participants stand in a large circle.
Each participant is given a number.

Call out a number and throw the ball to the person with that number.

If the person drops the ball they must kneel down on one knee.

If they drop the ball a second time they must kneel down on both knees.

If they drop the ball a third time they must kneel down on both knees and have one hand behind their back.

If they drop the ball a fourth time they are out.
If at any point a participant caches the ball they reverse one step e.g. from two knees to one or from one knee to standing.  
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HANDOUT 5
THE NUMBERS GAME

Knowledge required:

Numbers
Equipment required:

N/A
Classroom organisation:
Enough floor space to run around. 
HOW TO PLAY THE GAME:

Participants start running around.

Call out a number and students get into a group of that number.

Participants who are left out of a group must sit out.
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HANDOUT 6
ALPHABETTI SPAGHETTI 

Knowledge required:

Numbers/ Alphabet
Equipment required:

Possibly floor mats
Classroom organisation:
Enough floor space. 
HOW TO PLAY THE GAME:
Call out a number and a letter of the alphabet.
Participants get into a group of that number and work together to make the shape of that letter of the alphabet. 

Participants can stand up or lay down to form shape
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E.g. 3, A


VARIATIONS: 

Form the shape of figures.
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HANDOUT 7
TRAFFIC LIGHTS

Knowledge required:

Fast, slow, stop/ colours
Equipment required:

N/ A
Classroom organisation:
Enough floor space. 
HOW TO PLAY THE GAME:
Red = Stop

Orange = slow (walk)

Green = fast (run)

Call out colours and participants run, walk or stop accordingly.

Participants are out if the react incorrectly to a command.

VARIATIONS:

Add other commands.

One-way system = all move in the same direction
Bridge = jump and carry on

Low bridge = duck down and carry on etc…
