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Sink or Swim! 
Ready for a fun review game that involves all of your students?  "Sink or Swim" was adapted for the language class from an idea I found on Teachers-Pay-Teachers. This game is conducted entirely in the target language and students love it!

Time: 

15-30 minutes

Level: 
Appropriate to any language or level

Materials: 
Teacher prepared questions

Set-up: 
No special set-up needed
Preparations:

After developing your review questions, divide the class into 3 or 4 equal teams. For example, a class of 30 might be divided into 3 teams of ten. If there is not an equal amount, there can be "imaginary" students to be used as a placeholder. Now, instruct each student to sit on top of his or her desk. Each student is now "swimming." The objective of each team is to have the maximum amount of students "swimming" by answering questions correctly. 

Each team appoints a captain to give their answer when called on.

Directions:

Ask the first team a question from the review questions that you have designed earlier. If the team gets it right, they can "sink" another student from another team. For my lower level classes, my students say "sink yourself," but for my upper levels, we might use more advanced structures like "I want you to sink."' Feel free to differentiate your phrases as it suits the level of your class. Once a student is "sunk," he/she must sit normally in the desk and cannot help his or her team unless they are "rescued."  
Next, ask the second team a question from the review questions. If that team gets the correct answer, they have two options: 1) sink a person from another team or 2) rescue a sunken member of their own team. 

The game continues for as long as you would like. The winning team is the team with the most people “swimming.”

Opportunities for differentiation include:

1) Teaching pop-up vocabulary words like "bubbles" or "lifeguard" or "save me."

2) Automatically "sinking" students who use English. This way, your class is conducted exclusively in the target language! 

Have a great time playing!
Krystin Braithwaite, COACH, 2015
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Pictionary Relay

If you’re not afraid of a little noise and you want to see your students truly have a lot of fun while reviewing vocabulary, this is the game for you! Pictionary involves, thinking, drawing, writing, movement and cooperation.

Time: 

20-30 minutes

Level: 
Appropriate to any language or level

Materials: 
Large index cards or construction paper, whiteboards or scrap paper, markers

Set-up: 
Arrange class in traditional rows, making an effort to keep them equal in length

1. Before class, write 15-20 vocabulary words on large cards. Try to pick words that can be drawn easily. You could also project the words or use a small white board slate and write as you go.

2. All students should be facing the front of the room, but ask the last person in each row to turn his/her desk around to face the back. This person is the artist.

3. Each artist gets a small whiteboard slate (or scrap paper) and dry erase marker (or pen/pencil).

4. Direct all of the students to face front (make sure you have taught needed phrases in the target language) and warn them that they may not speak during the relay. Teams that break the rule will be disqualified from that round. Establish “your” rules regarding use of words versus pictures, symbols, etc. Make sure everyone is generally familiar with the game Pictionary.

5. With great drama, show the first word (on a card) to all of the artists. Hold it so they can all see it at the same time.

6. Each artist now draws a picture of the word. If an artist seems clueless about the meaning of the vocabulary word, you may choose to whisper a clue.

7. As soon as the drawing is complete, the artist passes it over his/her shoulder to the next student. 

8. When the student at the front of the row (the writer) receives the drawing, he/she can a) run to the front board and write the word or b) write it on another small slate, jump up and hold the word so the teacher can see it.

9. The first row to get the word right gets a point. Sometimes, no one has the right word. You can choose to go on or to have them send the drawing back for a redo. There will be a lot of yelling when the first row wins. This is not the game to play when the class next door is doing oral interviews or taking a test!

10. Now it’s time to rotate. The writer runs to the back of the room and becomes the artist. All of the students move forward in the rows and the artist takes the last spot. The students get excited when they realize that everyone gets a chance to write and draw.

Prizes: Decide on your own system. I gave out small candies to each winning row as the round was won (while they were rotating). That system worked for me but you may want to have a point system.

Benefits: There are many!

· Multiple Intelligences: Clever artists will receive some positive attention

· Community: Classes can really bond during this game. Rows can create their own team cheer and high-five celebrations. 

· Laughter: Some of the drawings are so funny that they become famous. We once had artistic confusion between baby and burrito and it became the running class joke. 

Variations: 

· Scene change: With the use of individual white boards, this game could also be played outside with students sitting on the grass.

· Some classes could have a scorekeeper—a good job for a student in a leg cast or other special situation.

Cynthia Leathers/Tina Livingstone, COACH, 2015
