Introducing the unexpected into the classroom

Talking Points

1. Every teacher is advised to have something «up his sleeve» in case the lesson (sometimes a carefully planned lesson!) falls flat. What kind of material do you think should be held back in reserve for this kind of situation?
2. What do you think of language games to be introduced unexpectedly into the classroom?
3. What other techniques and materials do you think can be used to motivate children to learn?
Test Your Power of Observation and Memory
Making the learners use their power of observation and memory is one of the ways of introducing interest into the teaching-learning process. The following game is a good example of this.

The game is used for practicing words that have already been introduced. The teacher gives the learners a one-minute glimpse of about 15 objects or pictures whose names they know. Then he covers the objects or puts them away. The learners must write or say the names of as many of the objects as they can remember.

In another version of the game, the teacher uncovers about 15 words that he has previously written on the blackboard. After one minute, he covers the words again. Then he asks the learners to write the words in their notebooks in the same order in which they appeared on the blackboard. This gives practice with the forms of the words.

Putting time-pressures on the students is one way of arousing interest. E.g., the teacher may give the learners only one minute to look at the words. Using the spur of time-pressure, the teacher can make a simple job such as copying the new words in their notebooks more interesting by telling the learners that they have only 30 seconds to do it in.

A Guessing Contest (Of Whom Does This Remind You?)

The class is divided into two groups and each side prepares a test for the other. When both groups are ready, the leaders on each side will take turns reading the items gathered by their side to see if the members of the other group can write (give) the correct answers. The side having the most papers with all answers correct wins. (e.g. Question – A glass slipper. Answer – Cinderella, etc.).

Shopping at the Grocery Store

All the players in the game should sit in the circle. One player begins the game by saying: «I am going to the grocery store. I’ll buy a sack of flour». The next says: «I’m going to the grocery store. I’ll buy a sack of flour and a box of matches». Each player repeats everything that has been said by the players before him and adds one more thing. The first player who forgets something in the list is out of the game. The player who is in the game longest is the winner. (It is possible to make up another game line, e.g., Taking a trip in which you use the names of cities and countries you would visit on the trip.)

A Story Without Adjectives

The teacher offers the class a story in which the adjectives are left out. The players offer various adjectives one after another. The teacher fills the blanks in the same order. Then the story is read to the class.

Who Am I?

The game «Who Am I? » is an excellent way of practicing all kinds of question forms, e.g. present, past, with and without auxiliary. The teacher tells his class that he is going to pretend to be a famous person. He can be male, or female, dead or alive. By questioning him, the students have to guess who he is or was. Questions such as «What do you do? » or «Where do you come from? » are not allowed as these give the game away too quickly, but questions such as «What do you do in your spare time? » and «Do you travel a lot? » can be permitted. After 6 or 7 questions have been asked, the teacher stops them and asks one of them to sum up what they know about him so far. The student will say: «So far, we know that...», etc. Then they try to guess «Who I Am».

Sustained Speech Exercises

In the following games students speak on a variety of topics for a short time, so that there are regular breaks, giving the student immediate knowledge of mistakes and a chance for language practice.

A subject is drawn out of a «hat» and the names of two students out of another, the first to speak in defense of the subject (e.g., «Travel to the Moon») and the other against it, for one-and-a-half minutes; one minute’s silent preparation helps them to assemble their ideas and after the main speakers and 2 or 3 others have spoken the matter is out to the vote. Each «mini-debate» lasts about 6 minutes and before another «motion» is dealt with, there is an opportunity to correct any mistakes and practice the correct form in its original context.

The games adapted from the radio can also provide an opportunity for sustained but controlled speech. The class can form the audience, questioners and panel for an «Any Questions» session with one member of the panel of 4 being changed after each question has been dealt with and after errors have been rectified as before.

In another panel game, «Just a Minute», members of the class are asked to speak for one minute on a subject given by the teacher. The rest of the class listens for 4 things: «ums» «ahs» repetition, or other drawbacks and errors. If anyone hears one of these things, he interrupts the speaker, is awarded one point – or 2 for spotting a language error – and is asked to continue until he, in turn, is interrupted. The student speaking when 60 seconds of speaking time, excluding the interruption, has elapsed is also awarded one point.

«Who’s Who? ». A microphone and tape-recorder can create an interview atmosphere and also give the students a chance to hear their mistakes.

Reinforcement Games

Contrastive statements can be practiced with 2 pictures alike in all but a few minor details. As well as eliciting patterns with «while», «whereas», «however», «on the other hand», «not only, but also», «the other one», those pictures can be used on other occasions for contextualized practice.

Many structures can be enjoyable reinforced after presentation or revision, by simple question-and-answer games, or other.

Scoring

Any exercise can be made enjoyable by scoring right answers and penalizing wrong ones in an entertaining way: a question-answer drill can be turned into a game of football or tennis. The class is divided into two teams. A correct answer is a «goal».

