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I_ Introduction

Games for Grammar Practice is a carefully designed selection of
over forty games and activities for intensive and interactive
grammar practice with basic to advanced leamers of English.
Because it follows closely the grammar syllabus of most EFL/ESL
courses, it is a most useful complement to many course and
grammar books in use today.

THE IDEAS BEHIND THE ACTIVITIES

Cooperative learning You will probably notice that, in most
games, knowing the language is not the main factor that leads to

winning; actually, luck, strategy and creativity play important roles.

This has been done on purpose to foster a cooperative rather
than competitive atmosphere, and to make sure weaker learners
can also participate and win. Also, in some of the games there is
no winner at all.

Teaching, not testing The activities in the book are meant to
give learners an opportunity to practise and experiment with
language. For this reason many of them present a lot of input
while requiring relatively little production in the target structure.
This encourages learners to concentrate on processing the
meaning of target structures instead of pressuring them to
produce such constructions before they are ready to.

Self and peer correction Our experience tells us that self and
peer correction are often more effective than teacher correction
in helping students to take responsibility for their own learing.
Thus most of the game rules and activity procedures urge the
participants to monitor their own as well as their peers' language
production.

Practice The activities have been designed to make sure that
learners get plenty of practice in the target structures.
Personalization There is plenty of room for leamers to
establish rapport with their classmates by sharing their
experiences, values and beliefs.

Oral interaction All the activities are interactive to encourage
learners to attend to meaning and form as they interpret and
produce language.

Information gap If exchange of information is one of the basic
reasons why people communicate in real life, then dassroom
activities should also urge learners to seek and provide information.
Task-orientation As in real life, leamers will be using the
information obtained from others to accomplish tasks.

Variety You will find a lot of variety as to context, activity type,
type of interaction and materials, because novelty helps to
sustain interest.

Enjoyment Fun and pleasure in learning are probably the
strongest motivation factors. In our activities, they take the form of
challenge, humour and acknowledgement of learners’ creativity.

PRACTICAL TIPS

Re-using the material It is probably best to have the boards
and cards laminated. However, as this may turn out to be quite
expensive, you may instead photocopy the pages directly onto
cardboard or paste the photocopies onto sheets of cardboard. As
for the boards, another inexpensive solution is to keep them
inside plastic bags.

Sorting out sets of cards This task will be much easier for you
and your students if you distinguish the sets by colour. So, either
photocopy the pages onto coloured sheets or draw straight lines
right across or down the back of the sheets with coloured felt-
tipped pens before cutting up the cards. You may also want to
store them away in coloured envelopes or bags.

Substituting material In case you do not have enough
counters, use coloured paper clips instead. They are easy to find
and inexpensive.

Preparing for activities Read the instructions carefully and
make sure you have the necessary material. Either explain or
demonstrate how the game or activity works. Use L1 if necessary,
especially with beginners. Note that the vocabulary lists provided
in the instruction sheets reflect what we think might be new to
students. Always check the boards, cards, or grids for vocabulary
itemns, and pre-teach them if necessary.
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Games for
Grammar Practice

Map of the book

KEY: B =BEGINNER; E = ELEMENTARY; P = PRE-INTERMEDIATE; | = INTERMEDIATE; U = UPPER-INTERMEDIATE; A = ADVANCED

Activity Language focus Activity type Topic Level Time Page

(minutes)

UNIT 1 Present

1.1 Balloon tours Present simple of be Information pool Countries B 10-15 8

1.2 A day at home Present continuous Board game Activities done at home  E 10-20 10

1.3 Looking for a flatmate ~ Present simple Interview Habits and routines E 20 12

1.4 Lend a hand Present simple Problem solving Age, occupations P 20 14

3rd person singular and hobbies

1.5 Time and again Adverbials of frequency Betting game Activities and E-P 2030 16
events

UNIT 2 Past

2.1 Cotchal Simple past Questions and Activities and E 10 20

answers events

2.2 Everyday hazards Simple past/past continuous Story telling Funny accidents | 20 22

2.3 Sweet memories Used to Board game Growing-up memories  1-U 20-30 24

UNIT 3 Present perfect and past perfect

3.1 Around town Present perfect simple Board game Recent experiences -U 20 26
or events

3.2 Snooping around Present perfect simple Truth or dare Life experiences I-A 20-30 30

3.3 Before or after? Past perfect simple Card game Causes and I-U 15-20 35
consequences

UNIT 4 Future

4.1 What on earth...? Going to Board game Intended actions P 20 38

4.2 Make it snappy il Card game Unplanned decisions P- 10 40

UNIT 5 Mixed tenses

5.1 Easy rider Mixed tenses Board game Travelling P 15-20 43



Map of the book

Activity

Language focus

Activity type

UNIT 6 Conditional and wish constructions

Time

(minutes)

6.1 Nothing's perfect! First conditional Simulation Jobs | 20 47

6.2 Watch your step! Second conditional Snakes and ladders  Unusual behaviour | 20 50

6.3 Pick my good deed Third conditional Board game Justifying actions U-A 15-20 B2

6.4 The wish race Wish constructions Grid game Regrets and complaints  1-U 15-20 55

UNIT 7 Reported speech

7.1 Who's got my Reported speech Card game Telephone messages 15-20 57

message?

UNIT 8 Modals

8.1 Crazy cans Can for ability Crazy eights Abilities E 10-15 60

8.2 Let's go together Like v. would like Find someone who  Invitations E 10-20 62

8.3 Spinning ideas Modals (simple) Scattergories Constraints and P 15-20 66

possibilities

8.4 Tough luck! Modals (perfect) Debate Speculations A - 68

UNIT 9 Passive and causative

9.1 Something in Simple present and Trivia pursuit World knowledge E- 15-20 71

common past passive

9.2 Grown-ups! Passive + infinitive Discussion Growing-up experiences  |-A 20 73

9.3 Round the clock Causative with have Role-play Errands and services -u 20 75

UNIT 10 Questions and auxiliaries

10.1 Making friends Wh-questions with Find someone who  Personal information B-E 10-20 78
present simple

10.2 What's my answer? ~ Yes/no questions with Betting game Open B-E 15-20 80
present simple

10.3 All about us Wh-questions with Personal trivia Open/personal Any 20-30 82
mixed tenses

10.4 Unique me Auxiliaries too, either, Sharing Open/personal E-l 10-15 84

s0, neither



Map of the book

Activity Language focus Activity type Level Time

(minutes)

UNIT 11 Articles

11.1 Come one, come all  a/an v. some Board game Food B-E 15-20 87

UNIT 12 There and it

12.1 Pack 'n' go There be in present simple  Information pool Hotels E 10-15 90
12.2 Rain or shine It as subject Tic-tac-toe Weather conditions | 10-15 92

UNIT 13 Verb forms

13.1 Verb trap To v.-ing Crid game Open 15-20 94

UNIT 14 Prepositions

14.1 The preposition Prepositions of place Tic-tac-toe Open B 15 96
contest and time

14.2 You and | Adjective + preposition Sharing Personality and feelings | 15-30 98

14.3 Preposition checkers  Verb + preposition Chinese checkers Open u 20 100

UNIT 15 Comparisons

15.1 How do they Comparative forms of Dominoes Open 20 104
compare? adjectives

15.2 Three of a kind Comparative forms of Rummy Common nouns P 10-15 106
quantifiers

UNIT 16 Possessives

16.1 Family album Subject pronouns and Maze Family B 15 109
possessive adjectives
16.2 What a mess! Genitive -’s Information pool Personal belongings E 10 12



1.1

UNIT 1 Present

Balloon tours

Language focus Vocabulary
Present simple of be Names of countries: France, Spain, Australia, USA, Belgium, Mexico
in statements and Wh-questions: where, what
Wh-questions Prepositions: from, in, at
! Level
Beglomer Comments
o Type This game provides contextualized practice with statements and wh-questions contrasting 3rd person

Information pool

Countries
Interaction
Pairs
Time

10-15 minutes

L Material

Worksheets A and B

Topic )

singular and plural of be. Students are given a task which they can only accomplish by interacting
orally with classmates, that is, by requesting and providing information, and then making decisions
based on the information obtained.

Language output

A: Where is/are (name) from?

B: He/she/they is/are from (country).
A: What hotel is/are he/she/they in?
B: He/she/they is/are at (hotel).

Procedures

1 Before class, take copies of the worksheet and cut them in half as indicated. In class, give out
worksheet A to half of the class, and worksheet B to the other half. Pair off students with
worksheets A and B.

2 Elicit the questions and answers in Language output using the worksheets. If you like, write a
skeleton of the dialogue on the board.

3 Set the situation and the task by telling your students the following;: You work for Prime Balloon
Tours. The company has three balloons for tours over the city, and three tour guides: one speaks
English, one speaks French, and the other speaks Spanish. Your task is to decide firstly which
tourists should go in which balloon, and secondly how many hotels each guide needs to stop at
to pick up tourists. Talk to your partners first to get the information you need to do the task.

4 Doing the activity:

D Without looking at each other's worksheet, students ask and answer questions and complete
their respective charts.

D When they have finished, they answer questions 1 and 2 on their worksheets, together.

P Check their answers or decisions with the whole class.
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statements and questions

\

1.2

Language focus

UNIT 1 Present

A day at home

Vocabulary

Present continuous in

Level

Elementary

Type

Board game

Topic

~~

Activities done at home

Interaction
Pairs
Time
10-20 minutes
Material

Board (one per pair),
counters (four per
student)

Parts of the house: bathroom, bedroom, backyard, dining room, garden, basement, kitchen, attic,
living room

Verbs: referring to activities associated with the various parts of the house

Comments

Adapted from Achi, an African game which resembles tictac-toe but also incorporates movement, this
game is designed for intensive practice with the present continuous in wh-questions and statements
to describe ongoing activities. Because it provides a unified context, learners can integrate grammar
and vocabulary practice. Winning the game requires language accuracy, creativity and strategic skill.

Language output

A

What are you doing in the kitchen/backyard?

B: I'm doing the dishes/washing the dog.

Procedures

1

2

Pair off students, and give out the material. Note: If you don't have enough counters, cut out the
black and white squares below the board, and use them instead.

Go over the parts of the house shown on the board, and elicit activities that might be done in each
part. If you wish, write the vocabulary on the blackboard. Model the target language shown in

Language output, and demonstrate the game a couple of times.

Playing the game:

D Objective of the game: align one's counters in a horizontal, vertical or diagonal row of three,

D The game begins with student B choosing the spot where he or she wants to place a counter.
Then student A asks an appropriate question, as shown in Language output. If student B
gives an appropriate and correct answer, he or she may place the counter in the chosen spot.
Otherwise, no counter goes on the board.

Players take turns doing this until one of them forms a row of three with his or her counters, or
until all the counters have been placed on the board.

If no one has formed a row of three and all the counters have been placed on the board,
players can once more attempt to form such a row by moving their counters along the lines
into the empty spots, one at a time, and interacting as shown above. Note: They are not
allowed to repeat an answer that has already been given.

The game ends when either one manages to form a horizontal, vertical or diagonal row with his
or her counters. As this game depends a lot on the players’ strategic skills, it may last anything
from two to five minutes. Let them play several times for further practice.

Variations

1 To practise vocabulary related to other activities, replace the parts of the house on the board with

other places, e.g. bank, school, petrol station, post office, etc.

For practice with the various persons and subject-verb agreement, use the spare counters and

write on them: Your mother / You / Your sisters / Your grandpa etc. The language output will then

change to, eg. What's your mother doing in the kitchen? She's feeding the cats.
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Language focus

UNIT 1 Present

Looking for a flatmate

Vocabulary

Present simple in
statements and questions

Level
Elementary
Type
Interview
Topic )
Habits and routines
Interaction
Pairs
Time
20 minutes
Material

Worksheet (one per
student)

A

Verbs: have, cook, get up, take, go, get back, do

Nouns: pet, car, hobbies, shower, work, home, dinner, evening, activities, weekend

Comments

In this activity, students will have intensive controlled practice with the simple present in statements
and questions involving the 2nd person singular, plus statements in the 3rd person singular. This is an
excellent opportunity for elementary students to get to know one another and talk about themselves
while interacting to accomplish the task proposed.

Language output

Phase |  A: Do you have a pet?
B: Yes, I do. | have a turtle.
A: What time do you get up?
B: [usually get up at 7:00.

Phase ll  T: Who do you prefer as a flatmate?

St: | prefer (name).

T: Why?

St: Because he / she cooks / doesn’t have a pet.
Procedures
Phase |

1 Introduce the topic of sharing rooms or flats. Elicit problems that people might have, and what it is
important to check before choosing a flatmate.

2 Setthe context and the task by telling students: You are looking for a flatmate. You are going to
interview two friends to decide who will be your flatmate.

3 Hand out the worksheets, and elicit the questions associated with the cues given, Emphasize the
correct use of the auxiliary do. Encourage students to come up with other questions that are
important to them and allow them to omit any questions they do not consider important.

4 Doing the activity:

D Individually, students complete the first column of the chart with information about themselves.
D In pairs, students ask and answer questions to complete the second column.
P Students switch pairs, and repeat this last procedure to fill out the third column.
P Give students a few minutes to decide who they prefer as a flatmate and why.
Phase Il

1 with the whole dass, elicit some of your students’ choices and reasons. Use this opportunity to
introduce the 3rd person singular -s ending in statements.

2 Have students report their choices and reasons to the class.
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UNIT 1 Present

1.4 Lend a hand

Language focus \/ Vocabulary

P imple 3rd p Professions: reporter, cook, farmer, teacher
singular in statements and

Activities: cook the meals, wash the dishes, clean the bathrooms, take care of the little kids, entertain

) Juestions _ the teenagers, give swimming lessons, look after the horses, take care of the garden
“( Level ) Hobbies: (ge) swimming, (do) gardening, (go) horseback riding, (do) handicraft
Pre-intermediate
o Comments
L A
Problem solving This contextualized and task-oriented information gap activity asks learners to collect information and
,———————— Mmake decisions while providing them with an opportunity to practise asking and answering questions
L involving the present simple 3rd person singular. It can also be used to introduce or review
Age, occupations and collocations such as go swimming, and some phrasal verbs, e.g. look after.
hobbies
( Interaction ) Language output
Pairs A: How old is Sharon Miles?
- T ~ B: She’s28.
\L»" A: What does she do?
20 minutes B: She's a reporter.
(f Material /‘ A: Where does she work?
- Worksheets A and B "~ B: She works at/for MTV.

A: What does she do in her free time?
B: She goes swimming.
Procedures
Phase |

1 Before class, take copies of the worksheet and cut them in half as indicated. In class, hand out
worksheet A to half of the dlass, and worksheet B to the other half.

2 Set the context and the task by telling the dlass: You are organizers of a summer camp for
homeless children. You have a list of volunteers. Your task is to decide what you are going to do
and what the volunteers are each going to do.

3 Individually, students read the list of chores and write their names next to the two chores they
want to do.

4 Pair off students with worksheets A and B to find out what their partners want to do. Write What do
you want to do? f want to ... on the board if necessary. In case of conflicting interests, let them
sort it out with whatever language they can use.

Phase Il

1 Using the worksheets, elicit the questions and answers in Language output above.

2 In pairs, students get from their partners the missing information on the volunteers.

3 students then decide, in pairs and together, what the best chores are for each volunteer.

4 If you wish, regroup students so they can report on and discuss their decisions with other peers.
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1.5

Language focus

UNIT 1 Present

Time and again

Vocabulary

Adverbials of frequency Activities: Any activity students can think of for a given picture, e.g. picture 1 may generate: go
i Level ™ swimming, swim in the sea/a lake/a river, swim across the English Channel, etc.
1 )
Elementary or Adverbials of frequency: every day, more than once a day, quite often, almost every day, about once
pre-intermediate a week, sometimes, a couple of times a month, once or twice a year, not very often, hardly ever,
. seldom, never
Type )
Betting game Comments
Topic ) This game gives learners an opportunity to practise asking questions with how often, and answering

Activities and events

Interaction

Groups of three or four

Time

20-30 minutes

Material

Two sets of cards per
group

)

them with adverbials of frequency, while using a lot of vocabulary related to general activities and
events. It is quite challenging and fun in that players must be able to anticipate their opponents’
answers in order to lay down their cards and win the game. That means knowing their dassmates well
and being able to use their picture prompts creatively.

Language output

A: How often do you do your homework?
B: Iseldom do my homework

Procedures

1 Before class, cut out one set of picture cards and one set of frequency cards for each group.

2 Etlicit and model the language in Language output several times to make sure students are able
to formulate the questions and use the adverbials of frequency.

3 Divide the class into groups and hand out the material.

4 Demonstrate being student A, using different adverbials. Show them how they can use the picture
prompts creatively to generate the adverbials they want, e.g. How often do you go to the beach in
the summer? About once a week. How often does your grandmother wear a bikini en the beach?
Never. Note that some of the adverbial cards are quite specific, e.g. once or twice a year, while
others are underspecified, e.g. often. This will encourage discussion and help learners understand
that the meaning of some adverbials of frequency may vary according to the activity they refer to,
e.g. often in / often catch a cold (perhaps several times a year) and ! often have a holiday in the
Bahamas (perhaps once every two years).

8 Playing the game:

D Players shuffle the picture cards and place them face down in the middle. Then, they shuffle
the frequency cards and deal them out evenly.

The first player tums up a picture card from the pile and decides (a) which one of his or her
frequency cards to use, and (b) who the ‘How often ...7" question will be directed to. The
question must involve the picture on the picture card that the player has just picked from the
pile, and the purpose is to get an answer containing the adverbial on the selected adverbial card.
The player then formulates the question. If the respondent uses the adverbial on the selected

frequency card or some other adverbial that the group accepts as being equivalent, then the
first player may discard it. Otherwise, he or she keeps the card without showing it to the group.
The first player to get rid of all of his or her cards wins the game.
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Frequency cards

g 1¥r \ [ 3
§ more than )
every day : quite often
i| once aday
J g . J \ J
""""""""""""""" N e
| about once "
almost every day |: sometimes
; a week
\. J é . SN J
8 b § 4 4
a couple of |i| once ortwice
: ! not very often
times a month |; a year
. J § \ J J
4 ™ § 'q g
hardly ever | seldom never
. J § . J U J

From Games for Grammar Practice Cambridge University Press 2001 Egulld dir: 133




UNIT 2 Past

2.1 Gotcha!

: s e
Languat LOCus

Simple past of regular and
irregular verhs

Level
Elementary
Typr
Cmestions and answoers

1091

Activities and events

10 minutes

Material

Worksheets A and B, dice
{two per pait}

Vocahulary

Verbs: mee!, buy, see, arrive, gc. cefebrare eat, do Get up, come, vist, brush, read, (o, have,
spend, leave, wash, wear, give

Comments

The= Ob]Fdl\t“ ol this gamc 5 to SlvE learners plen:y uF wh-quesln:rns in the 51mple past as rnput, pius
an upporlunity 1o practise the simple past of regular and imegular verbs in statements. Even though
it1s quine contiolled, this activity urgss learners to talk about themselves, and to monitor their awn
language as well as thex peers, as lhey can only scors with accusate answers,

I.anguage output

A Where did you spend your lost hobday’
B: 1spent my lost holiday on my uncle’s form.

chl:edures

l Befare class, tak= copies of the worksheet and cut them in haH as Jﬂdtﬂ'Cd

2 tlicit and model the language output by asking sludents several wh-questions in the simple past
and requiiing their answers to be coredt, especially with 1egaid to verk form.

3 | 1and out worksheet A to half of the dlass, and workshest B 10 the other hall, Pair off students
vith vaorksheels A and B, and give two dice 1o gach pair.

4 Playing the game:

P The gama begins with student B casting the dice and adding the numbers rolled. Then
student A asks the question that cotresponds 10 that totzl on his or her own worksheet. For
cxample, f B rolls the dice and they 1otal 8, s\udent 4 asks question 8 on his or her
warksheet, which is: Where did you spend your fast huliday?

If student B answers correctly, he or she blasts that question from student As worksheer,

Cthenwise, that question semains active and can be asked again at somz ather tuin, depending

on the dice. In uther words, because incorent answers a1 rejected rether than corected

rmmediately, players are given an apportunily fo seli-conection at some ather poirt in the

game.

P Playess take turns doiog this. The lirst player to blast all of the opponents’ questons wins the
game.

Variations

if you want students to praduse forrnulatlng 1he quesnans rether than just reading them, replace the
questions an the worksheets with cues.

Note on material
if you are short of dice, hand cut one 1o each pzir anc have them roll it twice.
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Where did you meet What did you buy When did you first What time did you arrive
your best friend? last week? sea the sea? home last Saturday?
Who did you visit How many times did Where did you What did you eal

last weekend? you go to the tmovies celebrate your last Jast night?
last month? birthday?
What did you do What time did you How did you come
et up this morning? here today?

yesterday?
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Language logus

Simple past and past
continwous

lLavel

Intermediate
Type

Story telling
Topic

Punny accidents
----- craetior
Groups of three or four
Tim
20 minutas

vateral

Set of cards
{one par group}

[

UNIT 2 Past

Everyday hazards

Vocahulary

Verbs: hong arouna' m:n'-\ nio, Jook al, frqh. re(‘e f’ah’ Jmo, R OVES, gc ton :’cse J’enn over N
Nouns: imoped, pathole, tralfie officer, bike, jogger, ducks, pond, rail

Comments

In thls activity ieamers w:ll be prmhﬁng 1he snmplc r>ast and pas1 CONKNUOAS a5 well as soime ph |353|
verbs, as they compuse story lines with the bits of wnformatian given. Unlike meny other storyteling
activifies, there is ne fived story hne in this case. Leamers are free 1o ink the circumstances ard events
in any fogical way they wish in arder to create meaning.

I.anguage output

Fiena was hanging oround in the mo.'f last Scturday §be suddenly welked inte o huge Christings tree
right sn the muddle of o heoll, knocking down the tree and decorations, becouse she wos lookng ot
o people fighting and didn't see where she wes going. She quickly picked up the tree, and
pretended o be the moil's decoralor, because she felt everyone was looking af frer

Procedures

1 Belore da“ cut out one set of cards lur BVETy Broup oi 1hrce or ftru: ﬂudEf‘-ls

2 Bogin to model the language by tellng your class a funny acaident you have had, similar ty the
one in Language output. drawing attention to the simple past and past continuous forns in your
story, Then get 2 couple of students to tell their stories, and explore the detads with questions,
while encouraging the use of the correct verb toims,

3 Divide the class into groups and hand out the material.

4 Duing she actwity:

b Players shuffle the cards and deal them out evenly.

b Players take tuins laying down ther cards, one at a time, in the centre of the table 1o compase
four story lines. The storics belang to the entire group, that is, everyone may compose aid
change them,

P Rules of the game:

— Players may only begin a story ine if they have 3 characier card 1o Yay down.

— They may add cards to any existing siories on the table prowded that the stories eontinge 1o
make sense.

~ They may change the sequence of cards wathin any story line o move cards from one story
to another in order to accommodate new cards.

-» The player who warits to lay down a So .. The end card will have to invent its contern, that is,
the end of the story. This may be done at any time during the garc, and other players may
continue inserting other caids in the middle of the story, but By may not change:its ending,

— If & player cannot Tay down any of his or her cards, he or she says | pase.

B The winneq is the first player to getrid of all of his or her catds.

!‘ollow-up

Groups dhoose their fa'.rouute story and tell it o lhe rest oi the ciass
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Language focus

Used to
( Level )
Intermediate or
upper-intermediate
C Type )
Board game
Topic }
Growing-up memories
(_ Interaction )
Groups of two to six
Time /\:
20-30 minutes
( Material b

Board and dice (one per
group), counters (one per
student)

UNIT 2 Past

Sweet memories

Vocabulary

Verbs: grow up, fall down, break, fight with, fail, go on a trip, have a date

Nouns: childhood memory, toy, tree house, pet, (school) subject, complaints, idol, hero, date, curfew,
school dance

Comments

This game provides a lot of input and intensive practice with a wide range of verbs in the simple past
and habitual past with used to. Because the subject of childhood and teenage memories is so close to
everyone's heart, the game promotes a lot of conversation and better student rapport. As such, it
should be reserved for the more communicative end of the lesson and used for fluency building.

Language output

A: Who did you use to fight with when you were a teenager?

B: [used to fight a lot with my sister.

A: Why?

B: Well because she used to borrow my clothes without asking me first.
A: And who used to win?

B: She did, because my mother was always on her side.

Procedures

1 Prepare questions related to childhood and teenage experiences. Ask ane at a time, elicit answers from
the dass, and continue the conversation from there, as shown in Language output. Draw students'
attention to the meaning and use of used to, and contrast it with the simple past if necessary.

2 Divide the class into groups and hand out the material.

3 Playing the game:

D Players place their counters at the starting point (symbol of birth: the stork) on the board.

D They take turns casting the dice and moving along the board accordingly.

D Whenever a player lands on a square with a question in it, someone in the group asks him
or her that question, and the player answers. The group should then explore the topic with
further questions, answers, comments, etc. Encourage the appropriate use of the simple past
and used to.

D Whenever a player lands on one of the squares containing happy or unhappy events of life, he
or she must follow the instructions in them.

D The first player to get to (but not beyond) the finishing point (symbol of graduation: the
mortarboard) wins the game.

Variations

1 you are teaching teenagers, change the questions so as to suit their young age.

2 If you want to let your students decide what to talk about and formulate the questions themselves,
replace the questions on the board with prompts, e.g. GROW UP, SCHOOL, TOYS, GAMES,
DATING, MOTHER, BROTHERS & SISTERS, etc.

Note on class size

If students are playing in pairs or groups of three, use coins instead of dice. That way they will move

either one square (heads) or two squares (tails), and have more opportunities to talk.
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Present perfect simple

{ntermediate or
uppor-mtermediate

Boaid game

Recent experiences or
evenls

Groups of two 1o six
20 minutes

Board, set of cards, and
dice [one per group),
countgrs fona por student|

(28~

UNIT 3 Present perfect and past perfect

Around town

Vocabulary

Mostly prornpled by pictures

riords and express:ons on sttuation cards: run out of, ohsent-rinded, spilled, tough Juck, gone
through o red light, tine
Comments
This game has been designed 1o relate past events wilh present resufts, and 1o piovide much-reeded
practice of the present perfect simple 1o express such relationships. The activity is funin that it

slimulates Jeaners' imagination and acknowdedges their ndividual contributions,

Language output

A Whot's hoppened to Bilf
B He's i broke/degressed.

A: Why/How come?

8 Bucouse he has lost oll his money in the stock murket.
A: Gee, that's too bad. Whot's he going to do now?

B: 1 don't know. Never buy stocks again, | guess,

Procedures

1 Betore dass, aut oul pne set of cards for =ach group.
2 wiite Bill is depressed on the board. Elict possible causes and wite them to the left of the
' sentence, drawing students’ attention 1o the use of the present perfect simple, e.g. He hus fas? fus

Job/His girlfnend has left . ete Then clicit plausible future actions ihat Bill might take. Model

the target language with several students.

3 Divide the class into greups and hand out the matenal
4 Playing the game:

b Flayers place their counters at START, shuffle the cards and place them face down on the table.
Theie are two kinds of cards. The picture cards depict presens results which students must
inteipret (e.g. Maria is very happy) and think of causes for, using the present perfect sinple
(e.g. She has been pramoted to vice-presicient), The suation cards, on the other hand,
provide input on the present perfect simple, plus the luck element in the game, for they
contam situations and instructions that may lead the player back to the beginning of 1he board
or toss him or her closer to the FINISH paint.

The first player casts the dice and moves his or her counter accordingly, H it lands on a shop,

nothing happens, but if it lands on a house, she player picks a card and turos it face up so

everyone can see what is happening inside the house, ¥ i is a picture card, the peison ko the left

of the player begins ‘nteraction with him or her as shown in Longuoege output. On the other

hand, i # is a situafion card, she player simply reads it aloud and follows the instructions on a.

B Players take turns proceeding in this way. The first player 1o gel to (bul not beyond) the FINISH
point wins the game.

Nnte nn group size

It students are playng in pairs or grouns of three, use roins instead of dice. Thal way they vall rnove
one square (heads) or two squares (tails), and get more practice,



Around town m
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Nick

You've run out of petrol.
How can you be so
absent-minded?

Go to the nearest
petrol station.

You haven't eaten
anything all day.
Aren’t you hungry?
Ga to the coffee shop
for a sandwich.

You have spilled
coffee all aver your
new jacket. Take it
to the dry cleaner’s,

Your sister has just had
a baby. How about
getting her some
Mowers? Go to
the Morist.

Tough luck! You've
just misscd the bus.
Go to the taxi stand in
front of the post office.

You have just gone
through a red light.
What a shame!
Go to the bank
and pay the fine.

l
Your cat has fallen }
off the roof again. &

You'd better take it to H

the vel to make surc \
everything is OK. ;

Don'l forget you've
invited friends over for
dinner. Go to the
supermarket and get
something for dessert.

You haven't talked to
your mother today. She
must be worried! There

is a pay phone just
outside the chemist.
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UNIT 3 Present perfect and past perfect

: Snooping around

foeus Vocabulary
Present perfect simple Wiéords and EX;.I&SSIOH‘E dangenms q:om ot on sruge fgrq o’n:ss pGﬂ}/ fo;l confest, rg.l’ﬂe
with ever mugged, make a silfy mislake, have a crush on, feer out, get Lliind drunk, sneck ancy, jJump o gueue,
vl personal od, make ¢ hoax coll, cheat, search thiough, belongings, date. naxed, i, forge, peep

P PO N A through, keykole, bribe, forunc tefler.

Comments
Truth or dare The puipose here 1580 plwde plen:*, of lr\|..L.1 on 1he preseni per(eﬁ S mple +ever, 10 get Iearne:s o
understand how this 1ense cootrasss with the sichple past, and 1o practse a lot with bath. Despite the
g inimal controlled prompt, the activity invites learners to share life cxperen nd is theretore excellent
T — o prompd, the activity invites learners. to share life expenences and is thel excelle

for generating conversation and building fiuency.

Groups of two to six Language °“tp“t

A Hove you ever been 00 i‘m’nme te='!er7

£ Yes, ! have.

A Wy did you go there?

B: Wall [wonted to know when | would find o giifiend.

20-30 miuutes

Board, set of cards, dice
{ene per group), counters Plocedules

) 1 Thss game ll‘l’"LIdES :huee et D‘l ‘ards marked I to 3 contal nmg qu..est:ons graded from the lcast

ta the most controversial. So, lack through thern and pick the set or the cards that best sui(s) your

students’ age and culture. Then, cut out one setof 14 or more cards for each group.

2 liodel the language by esking your ciass Hove you ever. ., 7 guesiicns and developiag
cornversation from there. The am is to point out the use of the present perfec simole versus fhe
simple past

3 Divide the class into groups and hand out the material

& Paying the game:

b Players shuffle the cards, place them face dawn in the centre of the board, and distribute thes:
counters among the four comers.

B They take tums casting the dice and movng their counters accordingly 25 indicated by the
ariows. Whenever a player lands on a balloon, he or she wins the right to pick & card and ask
anyanc in the gloup the ‘nosy’ question on 1, plus one clher relaied question o satisfy his o
her cuniosity.

» Thewmaer is the first player le get back 1o his or her starting comes. Alternatey, you may let
them play for as long as they like or watil you think they have had encugh pracice.

(20
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Have you ever

eaten anything
usually considered.
strange?

Have you ever

acted. on stage?

Have you ever
fallen asleep at a

party?

Have you ever

written a poem?

Have you
ever tried any
dangerous sports?

Have you ever

gone to a fancy
dress party?

Have you
ever failed
& Ccourse or

important test?

Have you ever
done volunteer
work ?

Have you ever

lost your
docaments

Have you ever

missed & plane?

lecsvevrrvnasnnanan

Have you ever
made @ major
change in your

life?

Have you ever
written to a
newspaper or
magazine?

Have you ever won
anything in a
contest or raffle?

Have you ever
fourd. anything
valuable?

Have you ever
been robbed. or
mirgged ?

32
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Snooping around

Cards Z

Have yow ever

made o really sily

mistake?

Have you ever

followed. anybody?

Have you ever
torn out pages of
somebody's book
or magazine?

Have you ever
had a criush on
a teacher?

Have you ever
borrowed. anybody’s
clothes without
asking?

Have you ever
been blind, drunk?

Have you ever
broken anything
and, just sneaked

away ?

Have yor ever

Jumped. a quene?

Have you ever
lied about

your age?

Have you ever
replied to &
personal ad in a
hewspapey ?

Have you ever
written an
anonymous letter?

Have you ever
written o love
letter to anyone?

Have you ever
taken anything
from a hotel?

Have you ever gone
to a party without
being invited.?

Have you ever

made & hoax call?
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Have you ever
stolen anything
from a shop?

Have you ever
secretly searched,
through somebody’s
belongungs ¢

Have you
ever received too
much change and
kept it?

Have you ever lied

to your parents?

Have you ever:
cheated in an
exam?

Have you ever
dated. more than
one person al the
same tume?

Have you ever
gone swimming
naked,?

Have you ever
flirted. with o
friend’s date?

Have you ever
forged somebody’s
signature?

Have you ever
opened. somebody’s
mail?

Have you ever
written on o
bathroom pall?

Have you ever
changed. prices
in a shop?

Have you ever
peeped. through
& keyhole?

Have you ever
tried to bribe
anybod.y?

Have you ever
been to a
fortune. teller?

34 |
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Language focus

Past perfect simuple
Level

Intermediate or
upper-intermediate

Type
Card game
Topic
Causes and consequences
Interaction
Grouys of four ar five
Time
15-20 minutes
Ilaterial

Two scls of cards per
group

UNIT 3 Present perfect and past perfect

Before or aifter?

Vocabulary

Conjuncbions: os, since, becuuse 50

Wards ang expressions: be fired, fail, fat Lroke, koo vaur vay oround, fall osteep, oversheep, miss
tless, overdrawn

Comments

This game offers plenty of input contrasting the past perfoct simple and the simple past These are
visual clues as ke the relation between these tro tenses and the order of cvents on a time line in
cause-and-effect slaterments. The activity foruses on both meaning and form, while encouraging
learners to monitor their peeis and negotiate group consensus,

Lan uage out ut

As/;mce.’beccuse 1 hoan't slept oll mghr fwos very wred.
1 was very tired becouse | hadn't slept olf right
1 wigs very tired, so { fell asieep,

Prucedures

1 Befole tlase <ut out one se1 of sntuanon carce and one sel ci rause&and ccnssquences Ld!lf\ Inr
each group.

2 niodel the language by witing  had o fight vith my sister lost month on the board. Elict possible
causes, e.8. She had botrowed my bike and scrotched « and list thern on the left. Elieit possible
consequences or effects, eg. { didn't talk to her for three doys and het these an the nght. Have
students cembine the ideas into cemgound sentences with the right conjunctions, paying
attenbon to the use of simple past and past perfect simple

3 Dvide the dass into groups and hand out the material.

4 Playing the game:

D Players shuffle the situation cards and place them face down on the table. Then, they shufile
the causes-and-cansequences cards and deal these out evenly,

B One player trns up & situation card. Whoever 15 holding a card expressing a plausible cause or
consequence for that situation may place 1, accardingty, lo the let or nghi of the stuaton card,
and connects the ideas with the right cenjuncbion

B The gioup then decdes whether the connecion s plausible or not I itis, the card placed on
the table is considered discarded; if not, the player must take it back,

B For any given silwation, all players may discard as many cards as they like, povided the
connections are plausible,

B The fiist playe: to get rid of all of hs or her cards wins the game

Note on language

You may want to point cut to yeur students that, in spoken language, it 15 more common 10 invert the
clauses when the conjuncticn because is used, e.g. f was vory tred becouse [ hodn't slept off night
but the verb forms and meaming remain unchanged



srcuat:on cards

...................................................................................................

| 25 | was hungry.
very tired.
(John alread ,
| | was late |
RapeEte for school
be fired. '

_____________________________________________________________________________________________________

She falled | was
the test. flat broke.

,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,

: AT

I Couldnt | didn't
BEpRSHH i> recognize him #>
the cheques J 1

.....................................................................................................

| didn't [l couldn't get |, |
know my i> a room in a
| wayaround. |” ¥ { good hotel. }”

....................................................................................................
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Goling to

Level

Pre-intermediate or
intermediate

T

Board game
Intended actions
Interacts
Groups of two to sik
Tire
40 minutes
Board and dice (one per

gronp), counters (one per
student]

UNIT 4 Future

What on earth ...?

Vocabulary

Nouns: hat, apple, sacket, cup. maney, shopping bog, books, parcel, aspirin, blackboard, mask, prom,
potatoes, magnifying glass, suitcase, braom, bucket, penzd, flowers, popcom, envelope, bottle, bog of
flour, crogt card

Comments

This meractive board game gets leamers to assadate the expression of intentons wath the nghi future
form: going 1o, As 1t requices players 10 IMagine 2 variety of actions for each one of the objects
depicted on the hoard, the game can be very stimulaling and hurnorous.

Language output

A VWhat on earth are yau gomng to do with thot magnilying gic
B: f'm gaing to lock Jor my contact lenses

Procedures

1 Bring to class pictures of ohjects that arc large encugh lor the whole class to see. Give one of
them to a studenl, step back, and ask: What on earth ore you going to do wath that .. 2 Elcit an
answer lrom that studeit 2nd other pessible or funny answers from the rest of the class. Draw
students’ atrention to the use and mezning of gaing to. Repeat this pracedure lo make sure
students can use this form appropriately and understand he dea of the game

2 Duide the class into groups and hand out the material,

3 Playing the game:

P Players place their couniers at START,

D The first player casls the dice and moves his of her counter accordingly. if it lands on a squere
with an objec init, the person to his or her Ieft initiates interacuon wath him a1 her, as shown in
Longuage output. If the counter [3nds on a square with insteuctions in it, he or she must
follow thern.

B Players lake tums proceeding in Lhis viay. The first player to get to (but not beyond) the PMNISH
peint wans the game.

Variation
For intermediale sludents with goad vocabulary and to make the garme more challenging and
humorous, have them come up with unusual aciens for the chiects, eg.

Al (What on egrth are you going io do wath that magnifying glass?
8: f'm gaing to starl 0 camp fue i the gorden.



What on earth ...? m
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iage {ocus

Pre-intermediate or
intermediate

(481

Gard game

Unplanned decisions

tion

Groups of three or four
10 minutes

Twro sets of cards per
group

——n
{40

UNIT 4 Futare

Make it snappy

Vocahulary

Words ang expressions: ruin hard ﬂ'rr Lmke, mir'ry rise, sp!fr'ng heodothe s‘cf up, fred {r._ cze to
dexith, soaking viet, storm, bottow, get @ loan, coll in sick, arder, Fve fiod it!, change into something
warm

Commenis

Tu:s sLhwh, ‘kacusus on lhe use 01 Mﬂ for unplan;ied, spontanzaus demsmm f\llﬂcnugh |l dnes not
really requie languege production, this game does prowide a Iot of useful npul, and the quick pace
actuelly reinforces this meaning of witl here

I.anguage outpul

Az s your matherinlow's bm‘hday zodoy
8: Cosk, | clmost forgot. 1% send her som Howers/tH go ta wsit her then,

Procedures

1 Be!me claas cu1 out one set of sﬁuauan calds .md one sel oi re<ponqe cards lor edch gmup

2 Inclass, write o the board a few situations similzr to thase on the situation cards. Ask studenls
howe they would respond spontanecusly 1o each ane aof them, Clicit the responses and draw their
atterion 10 the meavung end use of v,

3 Divide the class into groups and hand out the matcrial.

& Playing the game:
B Players shuffle the swuabion cards ang place them face down an the table. Then, they shuffle

the response cards and deal them out evenly.

The filet player fips over the fiks1 stuation card end reads it aloud. Note: The situslion cards

hive been written the right way up and upside down so that cveryone can sce.

The firsl player Lo call sut an approphgte response (o he siluation gels rid of the comesponding

sesponse card that he ar she holds, Note: There are abways two possible responses 10 each

stuation, so players have to be quick.

» Players proceed in Lhis way until someone has discasded all of his or her response cards and
wins the game.



Make it snappy ¥4

Situation cards

X

“WII0JS B3 JO Jsnedaq JaM
Zuijeos WOy DAL NOA

‘Jendsoy vy st s50q o)

‘qolanoA agey noj

1DUUIP 10 J3A0
Suiurod s sayow snoy

You airive home soaking
wet because of the storm.

Your boss fs in hospital.

You hate your job.

Your mother is coming
over for dinner.

“yjeap o3 Suizasy o2 NOL

‘Aepol Aeplliiq
5 MNE|=L11-12UJ0U INOA € 3

"Pally UDSG 3A NOA

asnoy ay3
U1 pooj ou sl 13y |

You're freezing to death.

It’s your mother-in~law’s
birthday today.

You've been fired.

There i no food in
the house.

“pjod peq
Ajjcas 303 aA,noy

Aepy3aiq inoA 103 000C3
noA saa3 sapowpuesd Jnoj

*$52UISNY UMO
AnoA dn 335 03 Juem NoA

"J99435 3Y3 JO B|PPIW Y]
up umOp uafjey 330 9 noL

You've got a really
bad cold.

e

‘ayoepeay
Sumds ¢ saey no)

Your grandmother gives you
£3,000 for your birthday.

You want to set up your
own business,

You've just fallen down
in the middle of the street.

-asu Adgjes
8ig e 303 oA nop,

“H{0Iq 1)y 22 N0

‘paey Suiupes si 3y

You have a splitting
headache.

You've got a big
safary rise.

You're flat broke.

It is raining hard.

e L
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m Make it snappy

Response cards

I’Il take a taxi.

I'll borrow some
moaney from my

father.
. e RS
i"ll go back home i ?l probably
right now. get a loan from
¢ ) the bank.

Great! I'll buy a
new car,

I'll take an aspirin.

I think I'll take a
holiday in Tahiti.

I'It call in sick.

I'll go to the

own business.

; I'll start looking for I'li send her some I'l} take a
supermarket this A .
another job. flowers. hot shower.
afternoon.
Yom hadl iel I'll change into
Il order a pizza. I'll set up my I'll go to visit her. 5

something warm.

32 |
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Mixeod tenses

Level
Pre-intermediate
v DEPE:
Board game
Topic
Travelling
Interaction
Groups of {hroo or four
Time
15-20 minutes
Materiai

Board, set of vards and
dice (one per group).
counters (Cne per student)

UNIT 5 Mixed tenses

Easy rider

Vocahulary

Words and expressions: ke best obout, o dream holiday, scuvenirs, go abread, oversfeep, tounst
guide, roufetie

Comments

This game offers lea:nets an opponunity 10 reviesy and plractse mixed tenses {past, present and
future), plus some rmiedals, within a unified context and a fluency: building actwity.
Language output

A: Where did you spend your last haliday?
. Twent io the Greek Istonds/t sioyed at home/! visited my parents in the countryside.

Procedures

1 Before class, cut out one s21 of cards for each group.,

2 strike up a conversation vath the dass on therr last or next haliday to rncdel the target language.

3 Diice the rass into groups and hand out the matenal.

G Playing the game:

D Players place their counters on Lhe little asroplane on the board. Then they shullle the cards
and pife them fare dowa on the big suiicase on the board.

Players take lumns casting the dice and moving their counters accordingly,

P Whenever a player lands on a surtcase, the person to his or her right picks a card from the pile
and zsks him o¢ be: Lhe question on it of reads out the events and instmictions on the card, 1 i
is @ question, the first player answers, and the group may ask further questions cr share their
experiences on te topic. If it is an event plus instructions, the player follows them.

b The first player Lo gel back to the litle aereplane, that is, 10 go round the workd, wins the game.

43
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Easy rider EI

= ==

Where did you

spend your :
last holiday?

What did you like
best about your
last holiday?

N

Where do you
usually spend
your holidays?

Where are you

going on your
next holiday?

...................................................................

svwda

What can a
tourist do in
your city?

Where would you
like to spend a
dream holiday?

_____________________________________________________________________________________________________

What's your
favourite time

of year to go
on holiday?

What are good
souvenirs to buy
in your country?

What did you
buy on your
last trip?

-----------------------------------------------------------------------------------------------------

. What typical

| [[dishes do tourists
usually enjoy in
your country?

Did you try
any special food
on your last trip?

When did you
last take
a holiday?

Whevre do you How much is
usually stay ; a good hotel
when you travel? i in your city?

Wheve did you
stay an your
last trip?

& -
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EI Easy rider

What Kind of
clothes did you
wear on your
last holiday?

What are three

you going to
take your next
holiday?

things you
always carry
an your trips?

Il

<‘\,?§1{‘,“

|

What’s the bhest
place for a
tourist to visit in
your country?

How did you
travel on your
last holiday?

When are you
plamning to go
abroad?

e et mAEE e rE——maEjE--wEssssssssssramEssEEs--

_____________________________________________________________________________________________________

g

&
Grandpa has
sent you some
money.
Play again.

%
You find out you
still have some
money left. Move
on 3 squares.

You overslept
and missed
the train.

&=,
You fall in love
with a tourist
guide... Move
on 2 squares.

You can’t find
your wallet.
Go back 2
squares.

You’ve lost your
passport and can’t
continue your trip.

Miss a turen.

You win at; A friend gives
you a lift.

Play again.

The airport
is closed.
Miss a turn.

the roulette!
Play again.

B e e B et e T TR
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Larﬁﬁge focus
First conditional

Level
Interme ﬁtate
Type
Simulation
Topic
Jobs
Inieraction
Groups of three or six
Time
20 minutes
Material

Waorksheet (ane per
group)

UNIT 6 Conditional and wish constructions
Nothing's perfect! (I)

Vocabulary

Genetzted by stadents.

Comments

'!hls. acm.m, fucusmg on ’.Ize use of the first conditional is unique in 1hat itis emlre}y gef‘lEJrled tyy tI e
students. The discussion it stimuilztes imolves students’ personal beliefs and preferences, in a context
that they relate 1.

Language outpuf

A: 1 hove received these Ihnse pab offers. Which one should | toke?

B: i your toke job A you waf get an excellent salory:

C: Yeoh, but f you toke that jobs, you wif have to commute o waork cvery day. Now, if you iake job 8,
you will be able to wak o work,

Procedures

1 Be-ore dass wke onhe copy uf rhe work‘..hcet for every group of thres- or six studert; Cut eaLh
photaropy inlo three strips as indicated.

2 Divide the class into groups and gre out one stiip of the worksheet to gach sludent {if working
with groups of three) or pair {if working with groups of six} Just make sure that witfun each group,
each <'udent o7 pair will have a disina stip

3 Elicit from the dlass what they think a perfec/OK/lousy location, kind of wark ar pay would te. Tell
them to wnte down their opiviens under each nieading, either indiedualty or in paus, according to
the kind ©f job at the top of their stnip. Circulate in the dassioom and help them with arry
vocabulary they mighl need,

]

When they have linished, each student or pair tears up therr staps nlo sips, along the broken Ines

5 Then, the wicle group rearanges ther slips by letter so as 1o obtain: six shins marked 4, six shps
marked B, and six otner slips marked C.

[+2]

Students change the titles of the jobs to A, Band €

2 tach group then choases one of its members to play the role of the person teying to deade which
job to take:. The stucent thus chosen beging interaction by explaning the stuadorn and asking far
advice, &5 shown in Loniguege output, Students discuss the pros and cons of each one of the jobs
asing ¢ie frst conditiona), and ¢y to come o 5 consensiss a5 10 the best choiee [or ther dassimate

Variatian

If your class does ol aelalo to Ihe u:prc. use Mofhmg 5 pcrfcci" (If) whlch is bzsc-d ol hnhdah Fm!ow
the szame proceduies

47
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Socond conditional
5

lutevmedioto

Snakes and ladders

Unusual behaviour

Stiem

Groups of two or stx

20 minutes
o 1

Board and dice (one per
group}, counters {one per
student)

UNIT 6 Conditional and wish constructions

Watch your step!

Vocabulary

Words and cxpressions: deliberatcly, ont bl chonty, fast fverb), lamg post, bunch of flowers sr.reum_
{eor up

Crxmments

1 h-s boa rd game mute< Iearner's 10 Im2ging thc r€a50ns 1ar ve ry unusual Of Cven Nonsen S|ca|
behaviour to stimulate the use of second condidonals to 1atk about very unlkely siteations. It provides
practice and sheer fun.

Language output

A: b‘l-uuld you ever shiove your bead?
B: Yes, Iwould (shove my heod) if wete poud @ bt of money 0 do that,

or

8: No fwouldn't (shove my head), because if t did/shaved my heod, | would/right lase my job

Procedures

1 Wme 2 skeleton on the board far the dizlogue in l.anguage ou!pu.‘ Mode$ t‘:c Iznguage by
playing A5 part and elicting several responses riom your dass. Draw ther attention to the verb
forms and medals used

2 Divide the class info groups and hand out the matenal

3 Playing the game:

D Playes place their counters at STARY,
¥ They take turns roltng the dice and moving their counters accardingly.
» Whencver 2 playcs lands on a square with a question in i, some other player will direct a Worid
you gver .7 question to him ar her, &nd they interaci 2s shown in Lenguage aulpul
» Mlithe answer is corect and considered plausible by the group, the player moves farward three
squeres; othenvise, he or she will move back one square.

Whenever 2 player lands on a footpnnt, he or she must follow the oath, moving either up oF

down 211 the way to the end.

» The first plaver to get 1o (but not beyond) the [INISH point wins the game,

Uanatmn

H you want Ieam=l' 10 I'Ert-y tap mto [helr magmauon a.nd make t‘\e game even more humorous,
have them answer aflimatively to all the questions.
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6.3

Thivé conditional

Upper-intermediate or
advanced

Board game

Justitying actions

Groups of two or six
13-20 minutes

A" At e

Board, dice, and set of
cards [one pex group),
counters (one per student)

¥

UNIT 6 Conditional and wish constructions

Pick my good deed

Vocabulary

Words and eo.plcssmns rrJr‘ rrzan con aFard pneumarnie, boll (dorce), hove rhe hear: o, homework
ossgnment, bad merk, meke it io (& ploce), be wore out

Comments

Ths garne prowde:. p! cmy ol sumauons 1hai shmulate zhc use 01 ﬂ'urd cundutnonals Lven though it h:s
been devised 5o as to keep the condition staternent constant while cueing lezrmers to vary only the
cupression Of consequende, il can be easily adapted tar vanation in both pails of the conditional
sluriure

I.a,n uage output

Il Jean was o depressed, She n-:rd no crampuny for the: weekend,
8- Oh il I'd known (she had no tompany), I'd /1 would hove svited hicr 6ut 1o o mowie

Pmcedures

1 Usmg soime o! the situations on the (ards Pl icit end model 1he |anguag,e ;hou\n n f.anguoge
otrfput. Make sure you diaw your learmers” attention 1o the weaning of this steucture as well as 1o
the verb fonms and modals used

2 (Civide the class into groups and hand out the material.

3 Serthe context by telling your class: You ore off very nice peaple ond fove to help others,
Whenever you hear thol somoone has hod o problem, you express how sorey you ore for not
hoving been obic to help, and say whot you would hove done to kelp if orly you'd known!

4 Playing the garne:

B Players place their counters on the {our START comers of the board. Then, they shutfle the
cards and pile them face duwn in the contre of the board,

P Players take turns castng the dice and »newing their counters accordingly. Wherever a player
lands on & squarc with a ‘aiady-looking face’ init, the person to his or her left picks & card and
reads out the situation. The player then 1espands &5 shown in Longuage ouiput.

Note: Encourage neer monitoring to ensure acouracy. If the player lands in a square that has a
hand in it, he ar she must move fonvard ar backeard as indicated.

D The inst player 1o get 10 (but not beyand) the FINISH square wins the game.

Note on class size

IF students are playiog in groups of five or six, they can share the START corners on the board.

Vanahon

if you want your studenls 1 pracuse vanﬂng bm‘h pans of [he condmcnal struclure, ehm 5C~vcra£
possibiliies when you ntreduce the activity, c.g
A: Jeon was so depressed, She had no compeny for the weekend.
8 Yeoh I know If it hodr 't roined off weckend, 1'd hove invited her cuit for @ picnir,
It hodn T hod i work all weskend, I'd hove foken Fer ouf to dinner.
i I hod had Fer plhione number, I'd hove colied end osked her out to o movie.
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Pick my good deed \

from you during your

it s badly, she had
io go out and buy
another one.

there was nobody 1o
jake him 1o the qirpert.

wonder he was worn

Cards
- 7 DL | S N \ =
il i Jane is very upset
Yourcousin lody [ How come you let Joe said he went | with you. You didn
was in hospital lost [ Ann walk home all to visit you last invite her for the
week, ond you didnt || by herself after your Sunday, butyou weekend in your
everigotovisither. i party last night? i werentathome log cabininthe
b J i mountains.
g,..c}:._-----. A T .J.J:i. TR T T T ETEEETEEEE G e .K..*_.-r-------_._.-g.._.._._,-:-:a.-_--_-_-_-::-'* :.-------7{
S a TR £ N Ty
| Poor Bill couldntgoto i Your brother stayed Jean was so Douglas wenl out
the concer last week 1 ot home all weekend depressed. She had for lunch withoul an
because hecoutdnt |} because his car was no company for the || umbrella. Now heisin
afford aficket. : in the garage. weekend. i bed with pneumonia.
t fi 1
N ’,E\\ /t N s g
” '\5[/—' - ,/' ‘\.! |'/ Pt
, i Ray and Meg didn’t E I 4
Mary gotinio o Igl i gc‘:, out to celebrate || Greg didn1 go home 5 Amy was very upset.
of trouble because  |: . ) for Thanksgiving | g
<he couldnt finlsh :' their anniversary. because hedigny || NNone of her friends
. | They couldntget a | remembered her
Wpingihateperts baby-sitter for their Pova erkmgh ricméey birthday.
for the meeting. | e laie: for the plane ticket.
\ y; e ) )
e ‘E ( ~
Kathy broke her il Kimdidn't toke any Poor Gordon hos Keith invited 10 friends
| d ccidn kv i pictures on her last been wearing the for dinner tast night,
?ﬁ (}n b ahaclidinh | holiday. She didn' same shirt all week. but he'd never cooked
S i S || have a good camera, || His washing machine for so many people.
rome I cicks today L poor thing! is not working. J He was desperate!
X, J A A =
'd - v A 'SR k-
i Befty couldn't go iy
Because she didn't il away for the weekend, || Jusi beccuse he didn't C}P I‘g;iesucrj'dgr;yn?g;e
have anything nice ||  because she didn’t do his homework ni rf; begzuse s
o wear, Rabin couldn't [{  have the hearf to assignment, Brian N
o to the ball last Friday. i leave her five cats ol o bad mark R Yanow howto
g ¥ i g ‘ gel fo your house.
L L alone for so fong. J L
¢ N 7
7 N N g ™
Your mother was i You know tha dictionary Ray speni the whole
o i you borrowed? Harold missed his =
definitely vpset,  § Vi wscichi st - weekend painfing his
She didn't heor o word 3 P new apariment. No

L whole holiday.

Jh

)

L out on Monday!

-
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7Langgage k_;—cus

Wish constructions
‘ Level
[ntermediate or
upper-intermadiate
Type
Grid game
Topic
Regrets and complalnts
Interaction
Groups of twio to four
Time
15-20 minutes
Materiai

Grid {one per groupl.
counters (one per student}

\

UNIT 6 Conditional and wish constructions

The wish race

Vocabulary

Words and expressions: stuff, JnJ(rw wrthoumcwce gallon, oversleep, instont nonn"es hangover,
run out of

Comments

The objective here is to provide open-ended, but <tilt contolled, practice with various sars of wish
constiuctions, The game focuses on meaning and form in that it requires learnars to producs forms
(simple, perfect and/ar continuous) that are appropriate for the situation given.

Language output

1wish my mother werse not 5o nosy!
hodn't opened my mail
would fearn to respact iy privicy:

Procedures

1 on lne bDald wmedown a few situations [hal are snmllar 10 lhose on lhe grad EIIcvr :cspan ses 10
the sitvations with wish construciions, Draw students” attenticn to the elation between the verb
forms and the meaning they express

2 Divide the class into groups and hand out the material.

3 Playing the game:

D Players place their counters al A to D en the left-hand side of ihe gnd. Thoir objectivs 1s 1 be
the first to reach the comesponding end points on the opposite side of the gnd.

D Players may move honzentally or verliczlly across the grid, one circle 2t a bme, prowided they can
came up with a wish senience that s both comect and appropriate for the situation n the target
arcle. Note: You may want to encourage your lezmers to elaborate on theis statements, eg.
wish ey mother hodn’t npened my moil. | hate hoving i fight with her for my right fo prvacy!

# I a player wants to move into a cirde that has already been occupied by anather piayer, he or
she must produce a dfferent 'wish' sentence

¥ The dirst player 1o reach his of her end orcle wans the game.

Vanahon

Ifwu want io restrict th-= game toa smgle cal*gory of msh CONStruclion, just make sure the situations
in the circles wall generate the same kind of construction
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m The wish race
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Language incus

Reporied speech
Level
Interntediate
Ty
Card game

Top
Telephune messages
[teracting
Greups of three ta five
Time
15--20 minuates
Materia
Two sets of cards per
group

UNIT 7 Reported speech

Who's got my message?

vocamnary

Words end Cxpressions; snsurance Conpany, personncy, phys:orhomprsr o-,t-ndrmw ne;dmcdu’e
mocke ® to (i pioce), break doven

Comments

Thus card game prrmdes cornexlualized snd meracive ptacuce \m(h 1he lcpaned snecu:h of
statements, queshions ard requests, o6 used in a real dife siluation: that ot BRING FRERSARES, Learners
are given the corments of ¥elephone messages and asked 1o transform thert mle full repored speech
CONSIrUCtOnS.

Language output

A: Have you qol oy messaae e lor me from my lowyer?

B: Yes, She soid thot your documents veere/are resdy, ond Fsbod/wonts you to come and sign them
femosro.

ar

8: Sotry. Moybe someone else

Procedures

l [lefofe LlcSS cut oul phe set uf sender cards aud ane sel of meaﬂage Lulds for each group.

2 In class, wate on the board a fow messages similar to those on the cerds. Eliat and model the
langusge as shown in Languege output Note: You may want 1o stick to the verb agreement
prinuiple or shows that this principle ss, in leos, ovemdden by other fectors in speech, g She sond
th:t your documents ore recdy  tathesthan .. were ready

3 Omde the dass into groups énd hand o the matenal,

4 et the stuation by telling yosr class. The seoetories were cohsent from werk today. s0 evensbody
had to foke turns toking cown messiges fur everyone gise. However, e miessegas gol imeed
up. Find your messoges.

8§ Playing the gzme
D Players shufite and deal out both sets of cards and check tor any sender and message malches

If therz arc: any, thoy set themn aside.

B Players take luras Irging te guess whi has the message cards thal malch the sender caids that
they Mol Each plaver will do that by chomsing someone thai they think bas s large” message
rard, anc inehighing the corwersatiun in Longuage oufput wilh that person I the answer i
allirmative, the message s delivared and the player collects the: target message rard: otherense.
the player oily gels & negative answer

B The first player to collect all of his or her message cards wans the game.

Vanahnn

Ii you Wdﬁ! ln I'rxmnn u-»poml g either sialermenis, of questions of sequests dlone, devise yous own
message cerds accurdimgly.

Note on class size

When playping in groups of e, rermave one of the sender cards fron the pack, long -th the
correspanding message card, 5o that all the players will get the same numbar of ca-d<
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m Who's got my message‘?|

4 Se,nf{.e,_r card,_s

| from your || from the bank || from your
| sisters Laumyer 1 | dentist
L

from your 1 from your
| English teacher |  secretary

from your
parents

I [ ———

from your il from the \|f~rom the library | from the ‘
cousin Paul NsUrance

from your from your from your kids
| phusiotherapist grandma.

from personnel

T A kg T A O ¥ xR

-
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Who's got my message?

X

Message cards

FROM:
susters

MESSAGE:

Call a5 soon as
possible. Wil be at
Aunt Agathas.

Wn

FROM:
Lauyer

r

MESSAGE:
Documents are
ready. Come and

sign them tomorrow.

| Going to make :
special lasagna

bill. Call back before

Car hos broken

il down. Can't make it

:\.\.‘-_—_‘__—_:.—......___________E — —
==me=c = lr ---- R Emsssssresavrvrrv e
FROM:; P N FROM: 5
Jennifer :51 teacher
MESSAGE: i MESSAGE:

FROM:
bark

MESSAGE:
Account s
averdrawn. Make o

aeposit urgently.

MESSAGE:
! In bed. with the flu.
! Won't come the rest

FROM:
dentist

MESSAGE:
Appointment.
cancelled.. Call this
efternoon to
reschedule it.

MESSAGE:
Arriving tomorrow
morning. Pick them

authorizing the

you wanted.. Will

tomorrow . Bring | ke dlass today. Will of the wesk. up ab the airport at
S0Me. wine. il call tomorrow to set 6 a.m.
i I replacement class.
i \ '

E\ — 5 N, 21 ‘ |
FROM: P :: FROM: ’ FROM: , FROM: ’
Paut 3 MsUrance company Library repour shop

MESSAGE: :E MESSAGE: MESSAGE: MESSAGE:

Forgot to pay phone. 3| Documents Have got the book Haven't fixed. the

CD player yet. Will

photo. Brung ik in by

6:30. Will be at the ¥ repairs are ready. keep ik for two call when it is
office. i Can take car to any || days. | ready.
i 1 garage. .
o |
l FROM: » || FROM: . || FROM: , : FROM: ,
i persornel | physiotherapist grondmother kids
MESSAGE: ' MESSAGE: MESSACE: MESSAGE:
Need, a recent | Can schedule extra. || Needs hetp with Want to spend the ‘

the. ena, of the
week

'
'

'

~ .
N — . i 1

session the day

B after tomorrow. Call

and. confirm with
secretary.

new TV, Please stop
by tomorrow morming,
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Can for ability

Flementary

Crazy cights

Abilities

Groups of three ta four

10-15 minules

One set of cards per group

60

UNIT 8 Modals

Crazy cans

Veocabulary

Words and expessions: mothee, foter, best fnend, teccher, Mexcon, Spenish, mon, wornan, peoplc,
brdts, kangorco, flee, mankey, squure!, pongurn, duck, cal, awl, chid, paredt, eeroplone, Superrnen,
qun, kafe, coymputer, cok ek, turle, tree, Porsche, cheetuh

Comunta

Based on Ceary eights (commercially knovm as UNO), this g@ame gets olayers 1e think what (be pairs
of tems or <he cards have o comman in 1esms o skills or abilities (see Possible answers on pane
114), and express thal using con. They inus: also learn to use stralegy to van, but the wald cards may
spin the whale thing arqund!

Lanquage output

A: What cen o bird end Superrocn do?
8. Both con ffy

Procedures

wne set of cands fos each grovp.

1 Rcfore class, cut o
2 1o Cass, il & few padrs of derns simitar 1o those on the cards, and model the target language as
shewn in Language autput
3 Dnade the class inta groups and hand out the matenal.
4 Playingihe game:
¥ Plavers shutlie the cards anc deal them cut as shown below The wemaning cards are prled
face diwn in 1he addle.

‘ xu;b:m plavers 3 4 |
5

| Cards per player

o Cerds in lhe pile ‘5‘ A 1§

¥ The youngest in the group chocses one of his ar her cards, lays it on the Lable, and directs 2
question to the player on his cr hot nght, as shown in Langueye autput

» If the respendent gives an answer that is accepled hy the group, then he or she vine the ight

10 pick une el bis or her cards, lay & down and direct @ question 1o the next pleyer il the answ

u not accepled, then he or she is not allowed talay dewn anw of bis o1 her cards, bul 1he nest

plaver is, and the game proceeds from there

The REVFRSE, SKIP, BUY ONE, BAJ)Y TWG, and CHOOSE PLAYER cards can be used by any

player wiho holds them (o delay opponents at any point dunng the game. The player st says

oul loud SKIP!, REVERSE! c1c and the group must 1allow the asder (see helow).

B The fust player to got rd of all of his or kor cards wins the game.

Note on game rules

Explaiy 10 your students the meanings of the wild cards, which are the following:

b ROVERSE = the game changss dirsction

B SKP =1he player 10 e nght of the one hotding 1his card misses a tern

# BUY ONE 2nd BUY TWO = the next player must buy one or two cards trom the pite

¥ CHOOSE PLAYER = the pleyer holding this card may chaase 1he next plays: 1o have the nghl 1o lay
down 4 card and ask a question



Crazy cans;m

4 N N N7 N
: R
E
your mother [l a kangaroo ||an aeroplane v
& & & E
your father | a flea Superman R "
: E
M ) N N— /
a8 Y4 e Ta NT ™
your best s
. 1 a monkey a gun
friend : K
& i & & 1
- a squirrel a knife P
N AS P L AN y
4 Y4 N N7 ™
° B
: ; U
your teacher [| a penguin a computer Y
& : & &
you a duck a calculator ON
: E
\ AN VAN SN J
( i & N A
a Mexican | B U
man a cat a turtle Y
& & &
a Spanish | an owl a tree T w
woman o
\. N J\ % P,
4 ‘\éf &7 3 (¢ &
' H
people a child a Porsche P L 00
& & & s
birds a parrot a cheetah Y E
! L E
\ A AN _ R_J
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Eike v. would like

Elementary

Find someone who

Invitations

Mixer/mingle activity

10-20 minutes

Cards [one per student)

L62

UNIT 8 Modals

Let’'s go together

Vocahulary

Kinds of food and entertainrment. Some of 1he vorabularyg in tha matonat migy be neve to elemenmry
leamers, Lt itis net ntended for producuon. Jiust make sure they can exract from the 2ds the
wformaion 1hey will need 1o carry ol their task.

Commenls

Here |E‘dl[\Erb are gn.en a Lﬂ.k \{\ |m'|(e SQIMeone Uul and go arouUNG the classronm nteiacting
with peers in erder to accomplist: 4. The materel offers pleary of nput and vancsy, plus the context for
this hughly Interacve agmaty mvoling the use of ke vosould ble.

I.anguage output

A: Do yau ke i dd.'efmfﬁm fond?
B Well not reolly
A: Oh, O, moybe someone else

A Do you like Mdde-Fasieen food?

8- O, yes, | 6o

A Groot! Would you bke (0 go o Air's Restourent vith ime?
K: Sura I'd kne to. When?

A How chout forughi, of 87

8 Sounde fine, Sec you tlen

Prucedures

l Bs'h,re ridss cut oul 1he rnrds one 'w every <~mdent

2 i class, model the interaction above using the names of real places os events 1n town. Klc
modeling, encourage studenis i prachse deckning an invitancn as well

w

Hend out the cards.

4 Serthe coment by tellog your class: ¥ou want 1o go & the ploce on your cord, but pou also went
company invite your clussmeres o 9o swih pou fvery fume Someone oCteps, wine his of hier
nome wo the card, plus ihe dute ond vme.

5 Deing the actiity:

b Students move 2round tatkng to ther classmates. They rmiay accept as many inviations as they
wish, prowaded they are not for the same date and ume!

P Stopihe activity when you foel they have had enough prectice. Vind out from Ve class which
were the must popudar places or culings

Note on class size

li your class has morc than 18 students, spht i inio teo o thiee groups and have students interac

within their praups.

Vanatlon

You may r!u:n\f- o Loncentrate cna smgle n.pP oi out\ng, eg. carlng out, in wlurh case you stuauld
dnade the dass mto groups of six so that each student may have a diferent card, Students will then
interact within their groups,



Let's go together m

Vegetarian food
that tastes good

Cal! for reservations
275-3992

Lunch and Dinner Mon - Sun

Reservaiions Reservations

Best Middle-Eastern

| Snecial double burger: £1.50
food In town

tsheesehurger: £1.99

french Fries: S0p Open

Open 24 hours 11 am=11p.m,

Reservations

The Chinese Dehght i Frnzen I]reams

4205y 5,
All you can Q f% o
eat for £5 11

Don't miss our fantastic spring rolls The real ftalian ice-cream

Reservattons Rescrvations
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|
‘ Feel like you are in the heart
\ : | of fantastic New Orleans

Vivaldi |,

The Four Seasons

' Shows:9and 11 pm. /,‘.‘\h__s
24/
=L

I
# Fridays: 8 p.m. Sunday: 6o | 1| Tuesday to Saturday i
- [ | | S P o
Tickets t Tickets
ettt ettt it inlednintniuieialaly o o b A i s e

I's fun
ws wild

( Romance and fun all night long

Every Friday and Saturday ar The ofilt Shows: Tue 10 Sun 10 pim

Tickets lickets

and his romantic piano ’5_\(
in a recital to remember .,'M//

|

| LN
Holywell Music Room "2— This week only {

| Friday, Saturday and Sunday J

| al%: 30 pm ‘

|

———— — - . — [

Thursday, Frniday and Saturday at 7:30 pm

Tickets
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Let’s go together m

Tue Hanp oF DEATH

The spookiest horror film ever made.

The Everyman Theatre
Shows: daily at midnight

Tickets

Museum of
Modern Art

The great crlisls of the $0s

Hours: Mon-5¢1 10 amito 5 pra €

J/ ’J?/] ,‘\AiSS Saigon
L4

=

wiusical of the Year

Rovyal Festival House
Shows: Mon - Sat at 8 pm
Sun at 2 and 7 pm.

Tickets

The Most Acclaimed |

s

| The Nutcracker O\

San Francisco Ballet Company

‘I'be Grand National Theatre
Wed-Sat at 8:00 pm
Sun at 10:00 am

Tickels

D s o i R 7 R

The Puppy Show

sponsored by the lnternational Kennel Club

Great entertainment
for dog lovers

Hours: Friday - Sunday
9:00 am - 6:00 pm

Tickets
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lLanguage fricus
Modals (simple]

Leval
Pre-intermediate
Typu
Scattergories
Topic

Constraints and
possibilitics

Interaction
Teams of two to four
Time
15-20 minutes
Materal

Board and dice
|one for every two tearns}

Ge)

Spinning ideas

Vocabula;'y

Modals: cun, cont, should, shouldn, fiove to, don? hove to

Comments

Rased on a gaine commencially known gs Scatlergories, this game 15 meant lor ntensie practice with
mmodals 1o express possibility, necessity, obligation and advice. The game requires 1hat leerners focus
on the meaning of the mucdals and situalioss diaven on the dice, and produce semences Diat are
corret, meaningtul and appropriate. but at the same tine onginal, in arder 10w the gase.

Lanquagg_‘output

When you are on boliday you don’t usually hove 20 worry obout the birne,
i vou cre i ¢ loregn countsy, you should vy 10 foorn sitsple wards ond phrcses i the locol
fanguige.

Procedures

1 List the modals and wite the followng on the board:

\When you ore of vk,

Then elict [rom the dass vanous encings [or ths sentence using the madals hsted Craw their

aktention to meanng, loim and appropnateness.

2 Dwide the class into tearss, Dair off tearss, and hand out the matenal
3 PHlawng the game:

D Every by teams should appoint une player 1o keep the score and another player 1o time the

teams’ work.

B feam A casis the dice: once (o sot the situzicn according to the circle on the left side of the

board, end onee 10 ser the modal n ccordance vath the wicle on the nght.

} ‘ihen both seams have, let's say, one or iwo minutes 1o wate down &s many Sentences

contaning the modal as they can, for the situation draven.

} When the tme s up, 1he 12ams rzke tums eading out the sentences produced. They score one
point [or every ineaningtul and approprigie senlence, and twe points dor every such sentence
that 1s elsp onginal, Le. not thought up by ther apponents.

The t0 teams take tuins proceeding in this way until the end of the gaine, which 15
determined by the teacher. Thoy add up their scores, and the tearn wath the Jughest score wins
the game.

Variation

¥ou may vant (o replace the situations on the buard with the following, which are wore spenlic:
You are trying 10 save menay

You are unemployed

You are moving to a foreign counlry

You are scon 10 be mamed

You ase wisiling your in-laws for the first 6me

You badly want to lose same weight



Spinning ideas

Ina
_ restaurant

don’t
haveto
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fogus

Modals {perfcut]

Advanced

Speculations

Tt mrsricnn

Pairs
Unlimited

Aaleriad

Set of cards {one per pair}

Le8

UNIT 8 Modals

Tough luck!

Vocabulary

Modals: moy, mghz cuu."d m ust can't, cot..' nc

Wards and expressions: be furred down, fal, gifted, no motter what, show up, brcker-fiearied,
house-warming porty, call off, bie born with @ silver sponn in one’s mouth

Comments

] hls £AME PIvES eau:h pai o( Iearners o ends 01 a situation un\.ohmg lwo charaders mhn and Map,:
and chellenges them towerk out vhal may bave happened in the niddle, 1o preciise the perfent and
pertect continuous “ims of may, might, could, must, can’t and cowdon. The fast-moving pzce
requires Lhal Jearners exercise quick and maginative thinking to come up with arguments Lo justify
their ewn hypotheses and counter ther opponent’s,

Language output

Situalion: John imaled Mary over for dlnner Iasl mgl’ﬂ Mary \..enl over, bul no ong answeredthc door

A John might have follen astesp wiule waing for Mcry 1o show up.

8 o he couldn't hove Tolfen osiccp while worting for hor He's madly in love with ber and was 30
onks i see herf He must have gone out or on emergency <all He's o dodos, remember?
a, that couldn't hove been the cose | e wouldat have occepled being on call if e hod becn
planning tc spend the evening with fior. The intercom mwst have been broken.

A

Procedures

l Befare class, cul oul one sei ol c.au_1~ !ol EVENRY paur ui students and place the setsin bag< of
envelopes

2 On the brard, vite down 2 situation whaose ouicome 15 totally unespected, preferably vanh the

same format as Lhat shown en the cards. Then, list the modals an the board, Ekont from the class

whet inight have happened. Fos every hypothesis the class presents, work out a counterargument,
iustify it, and present a new hypothesis aleng with 2 justification jor the class to argue against, Do
this several times until the class has grasped the chain: hypothesis — countetazgument and
justification - news hypothesis and justification, and so on. Also, make sure students understand
the meaning of the modals and a:e able 10 use them correctly,

3 Pair off studens and hand out the bags or envelopes.

4 Playing the game:

B The first player diaws a card fram the bag or envelupe, reads out he situaton, and presents the
first hypathesis. His o Fer opponent must then come up with a counterargument, justfication
and a new hypothesis. They go on lke this until ane of them is loft with no more arguments
and gives up. The eppunent then vins the situaton caed. Note: Players may make up any fadts
abaut John and Mary 10 justify their arguments

B When you think the students have playcd enough, stop the game and have playses count their
cards. Whaever has the targest number of cards wins the game,

Note on class size and material

When working with a large class, hand oui sets of the cards on the Tist page 1o half of the paiis in
class, ardd sets of the cards on Lhe second page 10 Lhe olher half of pairs, When pairs with different
sets have used up all thair caids, have themn swap their sets. This should save you ime and work



Tough Iuck! m

John was the

i most experienced

candidate.
e —————

Mary studied like

i crazy for the exam.

John invited
Mary over for
dinner last night.

..................................

, Mary was away from
: home on holiday.

..................................

..................................

John was a gifted
piano player.

..................................

Mary said she would
come to the party
no matter what.
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..................................

He was turned
down for the job.

1]
[
.

Mary went over,
but no one
answered the door,

She got an incredibly t
high telephone bill.

He became an
engineer.

..................................

She didn’t show
up atall.

..................................



Mary was planning
to get married
next month.

..................................

Moary planned
a great house-
warming party.

..................................

John left home
. four hours before his
plane was supposed
to take off.

John was born with
a silver spoon in
his mouth.

Mary was very
excited about
her trip to Greece.

..................................

John moved to his
own apartment less
than a month ago.

Now she is
broken-hearted.

The party was
called off at the
last minute.

__________________________________

..................................

He ended up
missing the flight.

..................................

Now he can’t
pay for his beer.

__________________________________________________________________

..................................

She has decided
to stay at home
instead.

He is back in his
mother’s home.

__________________________________
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Language focus

Simple present and past
passive

Level

Elementary and
intermediate

Type
Trivia pursuit
(fopc
World knowledge
inteyaction
Teams of two orf three
Timne
15-20 minutes

arial

Sct of cards
{one per group)

UNIT 9 Passive and causative

Something in common

Vocabulary
Nouns: forks, coins, polor beass, praguins, bottl: opener, corkscrew, shower cip, credilt cord, t2nms,
squash, shoes, socks, paints, brushes, nevspapers, mogezines, colise, cotion, presents, gresting
cords, gloss, cement, stomps, Grletters

Comments

This game provides prachce wilh the simple present passive while challenging lcarmers to thank of
what the pairs of items have in common (see Possible answers on page 114). It focuses on
accuracy of form, encouages coopetanion within teams, and 1s sheer fun to play.

T

feam A: What do glass ond comznt have in commmon?
Tewrr: B Gloss and cerncat / Both cre made frui sand.

Procedures
1 Before class, cut out ene set of €ards for cvery o teams and place the sets in bags or envelopes
2 (i the board, ente doan 5 few pays of dems simifar 1o hose on the cacds, and elal whiat the
nerms Yiave n cormmon. il each pan of tems, madel and monitor the targes language.
3 Dwade the dass inlo 1eams of two or threr, pair off tcams, and hand cut the bags or ervelopes
4 Playng ihe game:
B tvery two leams must appoint one player 1o tme the game and keep the score
D Tfearn A dravss a card from the bag or ervelape and challenges Team B with Whordo . and
hove n commen? Team B has some (pre-cstablished) bme to discuss ameng themseles and
produce an ansver using the target Yanguage. If o 15 accepted by cveryone in tenns of meaning
and form, Team T collects the card. Othenvase, Team A gets the chance to find a good answer
and collect the card themselves.
Teams take turns proceeding in this weay until all the cards have been used. The tearn valh the
largest number of cards wins the game.

Variations

¥} Youcen use the same proceduies to pracise simple past passtze with peirs of tems such as those
suggested belowy, Just make sure you tallor the ileins 1o your studenls' age and culture by
including facts about popular music, entertamment, locat history, and so on, Remicaabier: gur aim 15
1o get feames W practise Ihe @arget language, the challenge is there to make the geme moce
wteresting, not ia test their world knowledge!

Pyramids and sphinxes
Jurossic Posk and T
! Yellow Submanne acd Yesterday

buill by the &ncicnt Egvphans.
ditecied by Sprelbrrg.
recorded by lhe Beatles

WEre

B You may elso want o encourage the use oi Bolhr ol / Nerher ... nor in the answers, in Bosh

versions of the: garme.
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m Something in common ’

X
4 Sp qF g
Forks Tennis Coffee
Coins Squash Coftion
N T .|
i QP \" | 4 A"
Polar bears | Shoes Presents
|
Penguins | Socks Greeting cards
B dh Adh 4
%4 Q¥ 9P \=
Bottie opener Paints Glass
Corkscrew Brushes Cement
h_ ah dh d
4 qP \" [ %4 g
Shower cap Newspapers Stamps
|
Creditcard || Magazines Airletters
b. Ain db__ d
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Lanyguage tocus

Passive + infinitive
Level
Interthodlate to advanced
Type
Biscussion
Topic
Grawing-up experiences
Interaction
Groups of three or four
Time
20 minntes
Material

Worksheets one per
student], sot of slips [one
per group)

UNIT 9 Passive and causative

Grown-ups!

Yocapuiny

verbs: asked, wid, taught, advise
suppased, forced

| brought up, encouroged, expected, worned, olfowsd, farbidden,

Comments

Thes fluency-buillding activity invites leamers 10 share and discuss their groving-up expenences while
prectising pessives fellowed by infinitives, as int wosnt alfowed ko smake. Tts design guarentoes that
everyone will have 2n equal cpportunily Lo prepare [or end initiete discussion. In addition te exposing
lcamers to a veriety cf verbs used in this censtiucton and locusing cn s meaning, 1S grear for
promoting class rapport

Language output

A Wher fwes o toonages; Twes askod to poy for part of cur houschold expenses,
B: Iwosnt asked o pay for any expenses, but | was expected to share in the Rouschold chores
Procedures
T Before class, tzke cepies of the warksheet, one for every student. Then, cut off the gnd a the
batom of the worksheets, and reserve ene for every group. finally, cut the gnds into shps and put
themn nto bags or envelopes, 2g2in one bag cf envelope for every graup. Such slips are meant
ensure that all students can paricipate equally i the actwity
Z On the beaid, warte down 2 fow of the verbs frem the warksheet and model the target larguage.
Eliewt froos the dass statements abour their personal provang Lp expenences, and wme thom an
the baarg as well Draw ther atiention to the targel struciure, Then, finalire with & brief discussien
a5 10 howe they feh anc whethier they Lhink their perenis/teachers were nghl.
3 Dwide the class nlo @oups and hand cut the matenal
4 Dong the activity:
D Individually, siudents Ellowt the chart on the worksheet by wiling one sentence about
themselves vath each one of the verbs given
B In cach group, swudents will decide whe will Be &, B, € énd 1, and vunte ther names nexs 1o the
rarresponding letiers just below the chart.
D The group picks a siip from the bag or envelupe. if, for example, the ship reads B2, then student
B reads cut bis or her sentence number 2, which must contain the veib told to. The athers
then ontibute wath their own expericnces, using the same vorb. Finally, they dscuss whether
they thuink thow parents/teachers. ele. were right, and whelber they wauld de thc same with
1heir child:en/siudents, elc.



mﬁrown-ups!

; When I was ... Iwas(nt) ... (not) to ...

1 asked

told

taught

advised

brought up

encouraged

expected

warned

allowed

10 forbidden

11 supposed

12 forced

.........................

_________________________
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Language focus

Causative with have
Level
Intermediate to advancred
Type
Role play
Topie
Errangs and services
Inlgraction
Groups of twe to four
20 minutes

'3l

Board, s=t of cards, and
coins fone per group).
counters {one per student)

UNIT 9 Passive and causative

Round the clock

Vocapulaxy

Places: cleaner’s, goroge, shoe sepair shop, photo shop, hair stylist, photacopy shop, transiotion
brrean: {cerbiied trenskations), aressmokestodor (olterctions), oprickin (eye care), focksmith,
elecyonics ropoy shop, chenmust

Werds and expressions: old-feshoned, sole, polistung, spifl, ink ston, siceve, hay fover, prescoption,
frecioricer, tight, insist on, school tronscript

Comments

In this task-onented activly, learness receive errands to run. They go to variaus places and engage n
full conversations 1o accomplich their tasks, using the causalive foim with have. The target siuctuie 1
thus contextuahzed and practised cormmuricaliely.

Language output

A: Good moaming.

B Gudd morming. Con | help you?

A Yes, ' ke to hove these shoes cepomed, and aont (o hove them polished too
Is; Yes s they showld be recdy o Maondey:

A Moenday?! Con't | ko ther regdy before thot? You see, they e miy fovoure

B: Wil jel’s see . Would this Thursdoy e Ok?

A Supe, pouch belicr, Should | poy vou pov:?

£ Gh na. Only when yau comc 6 pick them gp on Thueseday

A: Fine, then. Thunks 6 lot See you on Tuirsday

E: See vou. Huve u race goy.

Procedures

l Divide the d a;s nto groups and h'and out the malenal. o

2 Explan 10 your students that hey will be getung things done at cach one of (he places on the
board. Elict the kind of conversatian that usually takes place in cuch situations and demanstiate
the gamne a couple of tirnes by playing the role of student A, and then of student B.

3 Playing the game;

P Players shuffle the cards, deal thesn oul evenly, end place ther counteis at START on the board.

D The fust player iosses the con and roves s or her counter clockyise, one square for heads,
and twes squares for tails, If it lands on 3 place where he or she can run one of the erands on
his or her cards, the player begins interaction with the person ko Yas or her nght. When they
have finished, the lirst player discards the errand he or she has just run, Otherase, no
interaction takes placa

D Players take tums proceeding in this way unlil everyone has moved round the clock once

B Playcrs count the cards they are shll helding. Whoever has the sinallest number of cards, 1 e
has ran the lergest number of erands, wins the game
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Round the clock m

5>

Cards

You need 100 copies
of the new price hst -
hoth sides. Note: your
hoss wants them on
his desk by the end of
ghe afternoon.

There is a big hale in
the sole of your
favourite and most
comfartable shoes.
They also need

i polishing. Why not try
thal new shoe repair
shop down the street?

T T X TR I LN I R X L e T It P T e T Y T Y T T I AT LTI

Your hair is definitely
too long and old-
fashioned. You want
something more
modern and not

too short.

You and your best
friend have just got
back from a holiday in
Thailand, where you
took dozens of
pictures. You want two
copies of each picture:
one for you and one
far your friend.

Your car is making a
strange noise, and it
i5 not as econamical
as it once was. Nick
is supposed to be a
fantastic mechanic
and his prices are
not too bad.

Your nephew has
spilled ice-cream al!
Over your overcoat.
Better have a
professional take care
of it. Maybe they can
do something about
that old ink stain on
the sleeve, too.

Spring has finally
come, and so has your
| hay fever. Your doctor
S wants you to try a

| stronger prescription.
You need it before you
go away on business
tomorrow evening.

Your answering
machine is not
recording the
messages. Because
you are a freelancer,
you really depend on
it for contacts and
new clients.

Your two cousing are
coming te spend a
week at your place.
You'll be busy working
most of the time, so
they need to have a
copy of the front door
key.

You have been having

problems driving in the

evening. You think you

might need new

glasses. Some friends

have told you about

| Best Vision. They are
said to be very

| competent.
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The trousers your
sister gave you for
Christmas are a bit
tight and way too long.
They do a good job at
Perfect Fit, even
though you have to
insist on fast service.

You are applying for a
university course in
Australia. They insist
on having a certified
translaticn of your
school transcripts and
diplomas.

17



Beginner or elementary

Find someore who

Peysonal infoymation

Mixcr/wingle activity

10-20 minvtes

Werksheet (one per

f

Ll

Ve

e act

stodent)

10.1

Wh- questions with
present simple

013

UNIT 10 Questions and auxiliaries

Making friends

Vncahulary

Wh- words: what, M'.'en hﬁw maeny, uf\em -“nm ht‘w Did
\eibs: be, hove, lve, come

Nouns and adectives: phane number, lost rome, bidhiday, fovouite, knd (nown), feod, coloax,
toothbrush, number, brothers, ststers, class, porents

Cumments

You may use []ns, a,ﬁuuw o fEweyy wh qut-'slluns "J!U'a bw anc Llhez \'c:bs n the Dlsst‘nt smp!e anc.-'or 1o
help your learners 1o pecome benter acquanted with one ancther. h gees basic ezmers an opporunity 1o
inleract and seoulize with 3 arge numbe: of peers in Tnglhsh despie then rmited scope of cermmunmicabion

Language output

A; When 5 vour birthdy?
B My birhday is on June Sth
A: Really? My buthduy s 1n Jens too! / Oh, my futbdoy s i Apoi

Procedures

1 Hand out the werksheets and explain the objective of the actiaty by saying: You must find
dlassmotes who hove things ut common with you, thut 15, whe do ¢r have something the some
a5 pou.

2 (o aver each cne of the boxes and clict the questions students would have to ask to find out
who they have things in common with, & g When's your iihday? [ What coksur s pour
toethibrush? / Whot's your fovounte food? / How ol ure your parents? / Where do vou lwe? /
How rrony brathers ond sisters hove pou got? /7 What's youe lost name? / How do you tome 1o
class? / Whet's your phene msmber?

3 Damonstiae the dialogue n Language output Lo show the kind of language they may use.
Repeat this with some of the other cues in the squaics, playimg the oles of siydent A and B
altercately. Let the chess wark aul the language they vall aced 1o respond e ene another,

4 Duing the acivity
¥ Siudents fill out the chan with mfosmetion zboel 1hesnselves
¥ Studeats move around the <assioom, tatking to different clzssmiales o get the infaimation needed
3 Whencver they find sorncane wheo bas somcthing n commeon vath them, they must wnte thet

person’s name in the cosresponding square. Note: One diffcrent name persquere
¥ The first person to G all the squares vath different nares says Bingol, 2nd wins. Aheinztnely, stop
the acwity aficr a cestain oediod of time 2nd check who has filed the largest number of squeres.

Vanallon

‘mu may we:n 10 use lh|s dwwry G review dFW’ maieriat befere alest or as you begin a new level. The
quesnons need not be relzled to one specific 1opic of cover any spelic grammar poinl,
Note on class size

i you are wurking with fewer han ten sludents in tlass, 2llove them 1o repeat the names m the squaies
o of thiee ummes Atemanwely, 2t then work in paims 2nd soe which pai hes fhe mps: things in carmrmon,



Making friends

%ﬂ
birthday t colour of i favourite food
(month) toothbrush You
You: You: -
And: i And: |
v N

age of parents

You:

(age of one of them)

And:

last name
(number of letters)

You:

And:

place of residence | number of brothers

i (neighbourhood) | and sisters
You: You:

And: And:

i cometoclass i phone number

i (means of transport) | (the fast digit)
You: You:

| And: ' And:

...................................................................

&
\~/
N

;

Find people who have things in common with you:
P write your own answers

» talk to your classmates

How much do you have in common with the other students?
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Language focus

Yes/no questions with
present simple

Luvel
Beginner or elementary
Type
Behing game
Topic
Open
interaction
Graups of two to six
Time
15-20 tninutes
Material

Set of rards (one per
group}

l

UNIT 10 Questions and auxiliaries

What's my answer?

Vocabulary

Verb be and other mr,abulary ems gel |eral=d by iudem 5

COmme nts

Thls BAIME IS cwceilc«nl Ior lcarners 10 under;tand dnd md-;le: yesfno qucstaons wnh .be and Dlhel
verbg, plus shori answeers with aunlianes, with particular aliention on the be and do conrast. This
means they may ask and answer yes/no questions in the present simale, present continuous and/or
future wath gowng to. 1015 also a lot ok fun to play, because it involves betung and tests howe well
acquanicd learners arc with one anather.

Language output

Ar Are you on English :emhef?

B, Mo 'mnot.

A: Doyou go to the movies every week?
£ Yes, fdo.

Procedures

1 Behm: tlrzsr cutl out one set Gf LaldS f()l every ,Joup

2 Recap yes/no quesiions by winmg a few shon answers with e and do on the board, and eha ng
correct and eppropriate queshans for them.

3 Demonstrate the game by taking a card (e 2. Yes, we do) and asking the class a question that will
yield the answer on your card (&g, Do we hove class on (doy of The woek when you octually hove
tloss)?). When ey have given you the answer, show them the card and *ell them vou can discard
it. Then, pick another cerd (e.g. ¥os, we orc) and ask the class a question thal will not yield 1he
desired answer (eg. Are you English teochiers?). s they answer Mo, we oren’t, show thern the
card and tell thern you cannot discard n.

4 Divide the chass into groups and hand cut the matenal,

S Playing the game:

b Players shutfle and deal out the cards evenly, disregarding zny cards left aver,

» The first player picks one of hig of her cards, and thinks of a question that will yield 1he answer
on that card. He or she then tries to guess who in the group will give him or her the answer on
*he card, and direcs the question 10 thal person

i the sespondent produces a shan answer that equals the ane on the card, the player ray
ciscard #; if not, he or she kecps the card,

Players 1ake turns proceeding in this wey, The first playee to get nd of all of lws or het cards wiris
she game.

Varlahon

You may use this gsme to practise other corttras's, such as simp'e past v, present perfeci sumple All you
have te do is produce 3 new set of cards containing the appiopnate shan answeers with did, hove and hos.
Note on class size

The ideal graup size for plaving this game is four. M your class is very small, you may have students play 1
oy pais, bust it va'l net be as much fun. For a very large clazs, use groups of six and have them play it twice



What's my answer?m

Yes,lam. | Yes, heis. Yes, she is.

i
i
*
i
1
r
i
i
i
i
i
"

Yes, it is. :

i

i

1

i

i

4

i

i

i
— (]

Yes, we are. || Yes, they are.
e N - 4

Yes, | do. Yes, he does. || Yes, she does.

e —————

No, I’'m not.

Yes, it does. Yes, they do.

l
|
|
| SS—

— I. L
!
No, he isn’t. No, she isn’t. \ No, we ,!
i ’l " ‘ aren’t. =;
= ,_,_T_ a_ — .
No, they ,’ s No, he
aren’t. No, [ don’t. | doesn’t.
L |
No, she | : . No, they
doesn’t. No, it doesn’t. { don’t.
|
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Wh~ questions with
mixed tenses

Any
Personal trivia
P
Open/personal
e racting

Groups of three or four

20-30 minutes

Set of slips {one pex
group)

UNIT 10 Questicns and auxiliaries

All about us

Vocahulary

Wh words what, whr.u' .R:nr‘! mhuf fime, uhen where m.hn wh;,' hom hou, Jnng hom c:ftﬂn hou,
mony, how much

Commenls

’fhns PeIsan: Iured trivia purs utt can be IISF'l'J dt any Ievel Ior Intensive pracice Wlth wh queslmﬁ
lormation, as the quesiions are (olally genetated by the students. The whe words can be combined
with any vocabulary and verb farmis they have leamed. ILis therefere also excellent for reviewdng
purposes, Finally, it helps leamets to becorne bemter acquainted with one arolher

Language output

A: What kiid of mowes does (nome) ile?
#: tig/she lites wesicns ond thrilfers.

A How iong has (name) been morred?
& He/she hos Been marned for five years.

Pmcedures

l Before class o-i aut one sct ai shps for cvery gioup.
2 G0 over guestion [ormaton and model the languape several lines with the whole clzss
3 Pleying the game:
D Each group wntes questions ebaut the memnbers of one othe: group, plus the answers, n the

appropnate spaces on the slips, Then, they iold the bottam of each shp so as to conceal the
answiers, and pass them around followang the disgram below:

Mreparng the questions
o
A~
QGE'/ ) ?c_n\

? S *
@-\@/@ \m @

P Now players compete with one anathe: wathin tho groups, They take tuins dravang a slip and
teachng the guesion on il Whoever knows the answer puts then hand up and answers. The
answer 15 cheched against the ene wiilten at the bettom of the ship. i n is carrect, the
iespondent gers the slhip; if not, somecne cise may try. In case no one knows, the player who
icads cul the question discloses the answer and sets the slia aside.

Passnp the questions zround

A,

?G?
\

D ‘when all the queslians have been asked, players count therr slips. Whoever has the lergest
number of slips wans the game.

Vanalmn

If your -,tucenls are not \,efy well acqudlmed wnh one another, sel anmhﬁ. ey .|ext‘ e g 1arr|ous people
world knowledge, ete.



All about us m

-)-Cg

'

MHAL ot A S v ' WHEEE s T
Answer: founee |1 ATSWer fald here
................................................. ':r““""""“""““““'“"'““'“'"""‘ T
= 7 [i| who. ¥
Answer: fodnere |1 ANSWer: fold here
WHY e it i PR 7 il Howlong oo R ——.
Answer: tolg here :r Answer: fold here
HOW OFLEN ... e sneene s B A st bttt ?

3
Answer: foshere 1| ANSWer! foxi e
HOWMANY e e T P BOW e e cersiosnimrsrssssmransasssisnss sensrisssssisnes ?
Answer: fold hera : Answer. fold here
What Kind ... e 7 [} What time ..o ?
Answer: fold nere ? Answer: 104 lere
From Games for Grammar Practice © Cambridge University Press 2001 83



Auxiliaries: roo, either,

so, neither

Flementary to
intermediate

Sharing

Open/personat

Groups of two to four

Set of catds [one per

84

§10-15 minutes

groug]

UNIT 10 Questions and auxiliaries

Unique me

Vocabulary e

Auxilianzs, be, do, can

Comments
Expressing agreement and disagreament 15 an important funclion in comimuricalion, but by no means
easy i Enghsh as i invalves good control of a complex aunlizry syslem, plus sentrasting elements,
such as oo, either. so, maither, This studert-contred sty has been designed to provide praciize
wiih these poinis while giving icamers plenty of room to 1aik ebout thermsclves,

Language output

{ just lowe Michoel Jackson,
s 1o o,/ So do ./ Well 1 dor't.
¢ dreolly con't sing ot alf
Teon't either. / Neither con | /Well ! can

W E® s

Procedures

1 Before class, cut aul one sel of caids tor every proup

2 On lhe board, wile down a few statements similar o those on the cards. Ele posuble eadings
from hali of the class. Frove the other half, chen agrecment and disagreement, draveng thes
attemion to the comrect use of the largel Yanguage.

3 Playing the game:

B Players shuflle 1he cards and deal (hern out evenly.

D Wheewer gets the caid fyustlove . begins the geme Ly cormpleting the sentence vath some
cantent about him or herself that ne or she belicves ne one else wall be able to echowih
fua/s0 o ether/nedher.

All the other players then respond vath agroement or disagreement. il no fon/so o esther,’

ncither (esponses are praduced, then tne lirst player ‘wins” the card for his or her 'uniyueness,

by laying it next fo hin or hersell Othenwise, the zard goes to the centre oi the tablc.

P Playzrs lske lums proceeding in ihis way. Note that the proup may chiallzngs anyone's
slatement if they think it 15 untiue, You vl want this to happen as 4 generales ronversation,

P The gane ends when all the cands have beon used, Whoeye has the lerpest number of rards
Jaid next 1o him o hersclf vins thz pame,

Note on fanguage output

You may wan 10 leave out inversion with s/redther when working with elermentary learaers,

Variation

For wienmediate or more advanced groups, use Unique me I 11 has been designed 10 prowde practice
with a wider range of auxiliarics, nversion with so/reither, and possessives, €5 A-My moiher i scored
of snakes, B So s mine, as we have ofien observed leaners struggling with this kand of canstiucion



Unique me Il:!’

| just love.. ; S | don't...
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¥

S | have always... i S | have never.. ;

My favourite subject
at school...

86
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Language focus

a/fan v, some

Board game

Food

Groups of tweo to six

15-20 minutes

Board and dice (one per
group}, warksheet and
counters (one pier student)

UNIT 11 Articles

Vocabulary

Nowns: pizzo, .‘)r@od w!fe{-/teo o'u-ese scumge ml.f gropes ee-crean, apq:n‘s1 srrum‘x:me:
Jemanade, croissont, biscuits, coke, hot-dog, wine, homburger, pie, beer, soup

Patinives (optional): o piece af, a slice of, o glass af, @ cup of

Comments

Your beginner or elementary students will cenainly enyey this conteruehized board game wheare they
will be able Lo praciise the use of ¢/on v some with countable and uncountable nouns, It s inferactive
thraughtut, ane the Juck faclor wil pley down on campettion, thus encouragng weaker leamners
articipate without fear,

Language output

A: Would you ke 0 hat-dog / some wine / seme st:uuh.m cs?
3; Yes, plegse. / No, thanks

Pm ced.uxes

1 BCfDl‘C' Cldss We have ﬂr(.\lxdc-'d 10‘-' ‘m[h 0 |d9m|ce| copies Gf !I‘:e sdime w[,fk_.heﬁl onad Smgle
page 1o save you photocopies. So, get only helf as many photocopes of the page as you heve
students in the dass. and cus the page in hall as indicaled

2 In cless. hend out ene half of the worksheet 1 each student, and ehat the artides/partitives tor the
nouns given, fternatively, par ofi students, let thern put n the amicles/partitves. and check wth
the whole class

3 O ihe board, vente the skeleten for the dia logue 1 Language output above, Model the
language & couple of hmes,

4 <ctrhe context by telling your chass: ¥ou ore going (o an ond-of-term porty. Before gaing, decice
what yau want 10 have theie. Tick the five tems thot yorr wont.

w1

Have students individually select the frve diferent things they would ke 10 have at the party

6 Plzyngthe gema:

b Players place thewr couniers at START

» The first player casts the dice and maoves his or her counler accordingly. The person to s or
her nght then offers him ar her the iteim n the squaie where the counter has landed. 1f the
i 15 drmeng thase: previously selected by the player he i she acrepts i #nd tcks it off his or
her st ¥ nat, he or she simply declines.

» Plavers Lake lurns procecding in this way umil everyane has moved reund the board once.
Then, players count the slems they have each icked ofl their hsis. The plaver whe had the
largest number ol iterns he or she wanted wins the game

Vananon

Rep}dLe lhe pices on th? budrd u\ulh ﬂli!f‘l 3 \'.Pplf'tmg li\e mosk |Jopu|m f(:ods and ‘Deucragec r‘qed
at perlies in your country.

Note on material

Ii students are playing in groups of e or liree. give them cons mskead of dice, and have them selec
eight items inslead of five. By moving one squere (heads) of te squeres (lails) and working with «
warger number of iterns, they will get more practice
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Theee bein present
simple

Elementary

Information poo)

Hotels

Pairs

10-15 minutes

Worksheets A and B
[one per student)

UNIT 12 There and it
y [y 4
Pack ‘n’ go

Uocahulary

Places: wpemmrh\e SO shop (CSNINY, hr:l"?burger bar, anerne, drsa- fhieatre, publ'r. L'an'
tenmis col, newsstond, an goliery, musenm, bor, gift shop, cothes shop, public fibrory, bank,
bookshap, biness centre, hawdresser's, convernence store, bus stop, tax stand, underground stanon,
faundrete, pliato shop, amusement pork, we-cream shop, post office, cashpomt

Comments

'!hls garmie offers Iedme-% c;.rmesduallred aﬂ"| ntensve p:a(uce \'m"\ ¥os/no quesllnns and shnrl
answers invoking 1he ese of there i5/are. What s so appealing about this actnaty is lhat il is the
leatneis who decide what will go on the worksheet, what queslions Lo ask, and when they have
abaned enough snformalion to accomphsh their task

Language output

A s there o suparmarkct peor rho hnre!’

B Yes, there s/ therg ise't (bt there is  very good convenience stove gust 6ross from the
hatei),

A Are there any restaurants necr e hote!?

B Yes, there ore /NG, theot aren't.

Procedures

Belore class, ul1< stacoDy Lhe wotksheet and cut the copes i hall as ndicaled.

2 Co over the use of therc is/ore by asking the class about places near vour school. Model the
language several iwmnes

3 Hard cul worksheel A Lo hall of the class, and worksheet & to the other el Parr off students &

and B
& sct the suation by leling your class. Students A, you er hotr! owners i your town. Students &

you are trovelbog 1o A% towea.
5 Cong the actty:

b Individually, studcnts A wiite their names on the hotel reof, and éeade whan kind o piaces
there are around therr hotel by selecting eight items o the list and plotong them on the map
ltems may be repealed, g nwve holels, thiee restaurants, ctc
Indradually. sludents B decide why they are travelling and who with {clenly vocabulary for these
twio ports of ihe worksheet if necessany), Having such spedlic cicumstances in mind, hey
decice wihat will be imponant for them Lo have near the hatel by checking eight of the iems
hsted on ter waksheel
D Students work in parrs, asking for and gving mformation according Lo the decisions 1hey made

in the provious s1cps.

P U student B thinks sludent &'s halel is nol suitable, he or she shauld talk 10 other hotel owners
unlil an appropriale one is lound.
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It as subject

Intermediate
Tyvpe
Tic-tac-ton
T
Weather corditions
nicraction

Teams of two or three

10-15 mminutes

Grid and set of cards {one
for every two teams)

UNIT 12 There and it

Rain or shine

Vocahulary

Woather conditions: cuk.{ Iml wmﬂy e’h’.‘.m."" .fr)qg rt.lfmrfg sAOWING, fnccztng sunny

Adjeciives: difficedt, easy, hord, impussible, dangerous, sole, expensie, cheap, interesting, exciing,
sensible, silly, importont, nice, stupal, crazy

Comments

This garne provides practice wlth lhe dumm5 subjec' i for uem; and ad)ﬂdw r"'ralPd Ic the weather,
as well as adjectives that may tzke an infinitve clause as a zomplement. These structures often pose
difficulties for leaners whose netive language allows for zera subjects. The game focuses en form and
accuracy, but also requires <reativity, sirategy and cooparaiion within leams

l.anguage outpul

When it's fogay, ¢S dunqe.rm.s ro dme on rhe rrmmnvay
1t's silly to spend the day inclaurs when it is subny outside,

Procedures

1 Befare class, separate onc gnd (top hall} for every wao teams. Then, cut out the adjective cards
(bottom half} and put them inside a bag o ervelope, ane set for every two teams

2 In class, 1ake one vero ar adjecive tram the gnd and one adjectve from the cards. Wiite them on
the buard vath an example of your own, 3u shoaen In Longuoge owdput. Tht a few more
examples friom the dass, drawing their atiention to the target struciures

3 Dwide 1he dass into tearns, pair off teams, a3d hand out the matenal,

4 Playing the game.

Objective of the game: 16 fonm a verizal, honzontal or diagenal rove of comeat answers on the

grid (lic-tzc-toe).

Teams appoin one player to fime ihe responses and keep the score,

Team A picks a card frem the bag or envelape, and chiooses cne slot in the gnd. Betore thes

ume is up (Jer's say, one of Two minutes), they must produze a sentence using the word inthe

slot and the adiective on the cord, a5 shown in Languoge output.

If their sentence is accepled by everyene in temms of eneaning and foim, they a2k the chosen

siot as their cwm.

Teamns teke (urns proceeding in this way until ane of them docs tictac-toe, in which case they

score ong poink, or until all slots have been taken wdthout either of them doing 1ic-lac toe.

Have them play the game several lirmes. When you think they have had cnough prachice, have

themn add up their points. The team with the highest score wins the game.

Nate on material

As students will be playing the game several ienes, they may either use different syinbols to mark
their slots in each round, or copy the gnd, winzh s easy and quick to do.



Rain or shine m

| _cold hot =2 ] windy
cloudy 55s raining
y %
p b
S5 snowing | [l 3 freezing sunny
Q a <O
.......................................................................... —-..v------_v-v--.-....}.g
. Cards X ,
| difficult | easy | hard . impossible |
- R .
dangetous | safe | expensive | cheap
interesting | exciting |  sensible ! silly
important nice stupid crazy
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Tov. -ing

intermediate

Grid game

Open

Groups of three or four

15-20 minutes

Grid {one por group),
coloured pencils {one per
student)

UNIT 13 Verb forms

Verb trap

Vocabulary

Verb + gennd: enyoy, proctise, miss, slor, fove, con stand, rernermier, regret, con't belp, adaut (o),
posipone, iry, oveed, stop, keep, imaginn, mind, consider, hate

Veth + infirutive: decide, ranage, stort, promise, threaten, lave, ttempt, iemembey, Iy, nd, seem,
stop, learn, forgst, refuse, hote

Comments

This fun and challenging game focuses on the accurete use of veib + geianid on infinitive, important
patterns thet leatners must atierd to, Howsover, vanmng the gane is 2lse @ resull of strategy and
cunnmg In addimon, leamers take [ull responsibility for peer correchion.

Language ouiput

Fleose stop makng olf thot poise
I stopped ta hove o snacl. an my way o ciass.

Procedures

1 Toke some of the verbs lollowed by the gerind and others by the iniintve from the ard Ask your
class to make sentences wath them, requinng that they be lolloveed by ancther verl. Diaw ther
attention 1o e wse of gerunds and ifiniives, Don't foiget 10 go over those vesbs thal may take
eihier 2 geund or an nfnive as 2 complement, but vath a difference in meanmg,

2 Divide the dlass ima groups and hand our he materia! Players in ezch greup should use ditferent
coloured penals,

3 Hawn g the garme;

» Cipecve of the game' to occupy as many hexagens 2s possible while, at the same time, tyang
to provem the advance of coponents,

To stert the gaire, cach plaver chooses ane hexegen end makes 2 senlence with the yorbin it

i the seritence is judged rormeat by the rest of the group, the plaver may clam the hexagon as

his or her own by marking ¢ vath the colowed pencil. Note: To mainizin a easonable pace, set

anrne limit for the playes (o come up vith their sentences.

D lrernihen on, a piayer’s target hexagon must be contiguous with any hexagon alicady
ocrupied by him o1 her. Note: Becausc of this ule, players may use the lollowang strategy: they
mizy move e the hexagons that are contiguous with thew epponems, thus isolaling them and
preventing them from occupying neve hexagons.

) The game proceeds uritil all the hexagens have been takerni. Each plaver counts the hexagons
he or she ogrupies. Wheever has the largest number wans the game.

Note on class size

Even i your class 15 small, do riot Yet siuderts play in pairs. This will cancel cut the strategic factor,
resuling in a very dull game!



Verb trap IE!I

miss
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{

Prepositions of place

Teams of two to four

Grid and set of cards

Language focus

and time
Level
Beginner
Type
Tic-tac-toe

Topic

Open

Interaction

Time
15 minutes

Material

(one per group)

UNIT 14 Prepositions

The preposition contest

Vocabulary

Adverbials of place and time: at work, home, midday, 8 o'clock, school, night, the City Bank, Harrods, the
beach; on December 25th, Sunday, holiday, the wall, my birthday, 5th Avenue, the beach, the second
floor, the radio; in my apartment, class, Book 1, New York, July, the morning, the summer, this

neighbourhoed

Comments

This game gives beginners an opportunity to practise or review prepositions of place and time. Here,
luck plays down the knowledge factor, which motivates weaker leamers to participate without fear. The
game also encourages cooperation within teams and peer correction across teams.

Language output

My parents are at home now.
My birthday is on May 5th.

Procedures

1 Before class, separate one grid (top half) for every two teams. Then, cut out the cards (bottom
half) and put them into bags or envelopes, again one set for every two teams.

2 In class, review the use of prepositions to form adverbials of time and place, as well as some fixed
expressions.
3 Divide the class into teams, pair off teams, and hand out the material.
& Playing the game:
D Objective of the game: to make grammatically correct sentences in order to form a vertical,
horizontal or diagonal row of X's or O's (tic-tac-toe).
Team A (X) picks a card from the bag or envelope, on which they will find a phrase. Next, they
choose a slot in the grid containing the preposition that they think will form a correct adverbial
with the phrase on the card. They then make a sentence with the adverbial.
If the sentence is judged correct by everyone, team A marks the slot with an X; otherwise, they
do not score.

Team B (Q) proceeds in the same way.

D The two teams take turns drawing the cards and making sentences. The game will end either
when one of the teams does tic-tac-toe, or when all the slots have been taken but neither team
has done tic-tac-toe, in which case it is a draw. Note: In case a team picks a card for which all
the correct prepositions (slots) have been taken, they put it back inside the bag or envelope
and draw another one.

D They may play this game several times. In that case, each team scores one point every time

they do tic-tac-toe. When the activity is over, they count their points, and the team with the

highest score wins.

Variation

When making your own version, you may want to leave one slot blank for words like fast, next,
downtown, here, there, etc., which take no preposition.

Note on material

As students will probably be playing several times, either have them mark their slots with different
symbols every time they play, or have them copy the grid.
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GRID

ON

AT

IN

IN

AT

ON

ON

IN

AT

CARDS

|||||||||||| o et e e o e
1 1 [
i H i
: I
i © ! i) H
: £ @ B i &
H 9 : o : =
! L] H - H
i H £ i
' 1 ]
: i i
m. .......... A= m——————————
i . :
“ 1 ]
H 3 i | =
1 — 1
i B & B I @&
1 _ 1 W I -
i O H :
i o 1 a : =
H ! e ! D
! [ee] i = ' =
' i i
H 1 ]
H 1 ]
H i
i e ! Ao m e e et b L L L
H :
1 1 ]
1 1 ]
H H i
A
) ! = [ o
1= J =] . =]
i E i 2= : 3]
X i 1
H 1 ]
! H i
! H i
R s e e e
L 1 ]
i H i
H 1 '
! H i
1 H = 1
H
ow | ) i «*
V g ! o ! ]
EB 5 W g
1 :
o= : I :
1 1 '
! H i
H 1 1
1 1 1
H i |
e Lol Lo sbamaiuig
! H i
1
: = e
! H in i S
! 1 N i =
| = [ = i
' = 1 @ ! =
! [=] 1 Na) H )
I = & E | B
: 8 B
i T ! €
H i i

e

H

91

From Games for Grammar Practice © Cambridge University Press 2001 EguldiddddLE{l3



Adjective + preposition

Persopality and feelings

Worksheet {one per

intermedinte

Sharing

Pairs

15-30 minules

student)

(98
e

UNIT 14 Prepositions

You and I

Vocahulary

Adjectves 4 pleposmons sccmd ol’ gond o, pmurf of, mrwesler.fm feo up th.' unnuwcl -.bour
jeclous of, responsitle for, diferent from, hupeless of, used o, wred of

(:omtnents

'ihm game rnalfo: Ieamus auend 1n .-mci prar.tme udwcwe + prr‘posu on tcmbinallons. a5 we-ll as lhe
posttion ol prepostions i1 questions and relative tlauses, a point that most learners find it difficult to
grasp. Becavse it invites pamicipents to hnd cut more abu therr classmates and ralk about
themselves, i11s akso excellent fur class bonding,

l.a‘nguage output

A: Whet s something you cre reu-'ly scared oI ?

B: ¥ seclly scosed of spuders. What ahout you?

A f'mscored of sngkes

0. Why? Hove you ever boon bilten by o scke? / How do you reec! whep you see one?

Pm(:edures

1 Wme the ad.ectu.«:s 1rcm 1hﬁ workahee. on 'he boerd and u:ho 1he prep :iliuns they go wiih and
the: kinds of complements the prepositions May ake, 1e nouns and gerunds. After thet, madel the
language n Language output Ly farmulatng some questions, ehoiing responses and €ngaging
in conversation. Draw students’ attention 10 the posiion of the prepusimons.

2 Hand out the workshecls

3 Lang the actun:

D Heve swdents fill out the worksheets indmdually wath iniormation ebaut themselves.

b Either par off students, especally the anes you think are not yet very well acquanted wath one
anather, ar loy them choose ther panners.

B Partiipams choose s to eght of the questions on the worksheet 10 ask their partners and
develop & conversation

Vanahon

l lfwu want to turn thls arw:r;unn a gnmﬁ ha»e aluderna ask r.ll'ld AN A I of 'lh(‘ 12 quesm:rns and
check the ballouns where they have sarnetling i common wath their pasners. Then, with the whole
clsss, find ot which pair hies the largest number of things in rammorn. Nate: This variaton will,
however, tm a fuency bulding adtivir imo a race, 35 students will be focusing on finding out what
they have in comiron with thew pasners sativer then beconing beuer acquainted with ane another

D Tochallenge students a bit lurthey, leave out the pregasiions n the balloons and have students
supply them in the preparation phase, This has the added plus of fucusing on the position of
propasitions.

D Youmay alsc have thern report then findings with Soth . andt ./ Newther toor ./ Both of us

/S Neithai of us . ec

Note an time

Thas activity may 1ake anythang from 15 1 30 aunutes, depending on yaur siudents’ level of interest
and how muchhey engage in convelsation 1o know ane anather berer,



What's something
you are good at?

What’s something
you are really
scared of?

Who's someone you
are very proud of?

What's something
you are ceeply
interested in?

What's something
you can easily get
annoyed about?

What's something
you are now fed up
with?

Who's someone
you are particulatly
jealous of?

What are you
responsible for at

_ ) home?
Who in your family

are you very
different from?

What are you
hopeless at? What can't you get
used to?

What are you
ahsolutely tired of?
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Verb + preposition

Upper-interncediate

Chinese checkers

De

Open

Groups of two or three
20 minvtes

1

Board and sct of eards
fene per group). counters
[one per sudent)

(100

UNIT 14 Prepositions

Preposition checkers

Vacabulary

Verbs and preposiions: shot, store, smwe, cinn, thiow AT, breok, arash, dinve, hucop, wem 5050
aiscuss, onter, ke, motch, dore (6 = ND PREPOSITION): beleve, specofize, succeed, rust, miefore
W coliide, cope, prowde, supply, disogree WITH, dream, die, opprove, ceuse, iennne OF, complan,
exploin, descrbe, apchigrze, gve, ubject, submat, seply, respond, rontrdute TO, hear, sufler, Botrow,
Protedt, prevent, FeCover, Fetirc, iaGse, rescuc, fresgn FROM, insist, counl, depend, bet, spend,
cangrctulale, comment, concentrate, rely, lean ON; critioze, blomie, vote, Lsk, appiy, preparc, chorge,
hope, beg, scarch ¢ OR

Note: Sorme of the verbs above may ke other preposimions.

Comments

This game urges ledmers 1o attend 1o and practise verb + prepositicn combinatiens 1 focuses on
form, with leamess sn charge of peer carection. Skrategy and luck are the fwo other clements thet
cerne inte play n determining the wanner,

LANHRMIS OIS

{ don’t ke it when sameone shouts of me,
My unele crushad into the front gote bocause be s a very bod ditver,
My brother s appiying for several jols at the some time,

Procedures

1 Befcre ciass, rut v the cards end put thom nta ba £S OF envelopes, oie set fzi each group,

2 izke some of the verbs fom the cards and write them on the baard. Elicn the prepesinons they 20
with and sarme meaningful sentences conlaming the yerb+prepasticn combanations

3 Dwide the dass nto groups and hand out the material

& Playing the garme

B Players place their caumiers at 1, 2 o 3 on the board,

D Obyectve of the game: To move the counters across the baard imo the syuare with the
cotesponding pumbet. Moves can be: made inta triangles shanng a swle or verlex with the
triangle where one's counler 1S Or by Jumping over an Dppenent's counter.

Players take ins picking a card frorn the bag or enwelope, H the verb on « goes vath the
preposiion in any one of the posssble arget mangles {see above), the player makes 2
sentence with 1he vedb+prepesiton combination,  the sentence is accepled as cumect by the
group, the player advances the counter into the: Larger inangle, i, on the other hand, 1he
sentence 15 jedged inconect by the growp, ke player remans in place, In neithar rase witl the
card po back inle the bag or envelope,

In czse there i no metch, the plaver may put the card back into e beg of envelops and pick
cne mare. If there is again no match or the player preduces an incorrect answer, ke or she will
put the card back and remain in place

The first player to bring his or ker counter into the home position across The board wins the game




Preposition checkersm
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| Preposition checkers
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Comparative forms
of pdjectives

Inteymediate

Dominoes

Open

Croups of three to five

20 minutes

Set of dominoes
lone per group)

104

UNIT 15 Comparisons

How do they compare?

Vucabulary

Adjerhves pmrnpled hy dormnocq

Mouns' (watching) TV, terione, rabbit, (qamg to the} theatre, (gong to the) anemo, howrgloss,
sl dack, cot, lion, (shart/tell} woman, candle, ight bulb, (gloss of) wne, (inug of) beer, shoppng
bog/qaing shopping, sucasc/irovelling, credit cards, cheque, (thin) woman, (iat} man, hshing,
gardening, eleghont, mouse, computer, colculatos, hormburger, apple. (ploying) cords, (playng)
chess, £.7. Tuanic, sun/sunny day, saowman/snow/uster, ueraplone, Lalloan, deun, woli, fenther,
encher, man, wormen, rugby, foatball, black of loks, house, bawiing, teanss, (readmg a) book

Comments

W -b 15 game, Ieamers HE gu,en an o;wporlmmy lo prnr‘sse |he con*;uamswe imms of dd,erlwt‘« dnd i
review of expand vocatbulary as well. The garme taps ime ther creanmy as 1 1cquires them 1o fnd
ongir 2l compansens 10w the game, Peer correcior and group discusaien aic alsa cocouraged rere,

Language output

A tGRAISC IS stower ihon o mbbfr
Gardoning is mare g than fisting
Cheques cre nut as convenient as credi coids,

Pmcedures

l Bulcre rlar.a cul out 1he dnm.noes alon}; [he dancd Iuwx as mdmred ore el Tor: cach group

2 Revew the cosnparative foms of adjectves by wnhng the names of severa, dems on Ihe board
and eheting compansans lrom yeur class. Inchede sonic examples wih gerunds as subecss, eg
Watching V15 mare relonng thon reading o book, &s sludonts may want o use this bnd of
constuctien dunng the gome,

3 Drace the chass into greups and hend out the melenal.
4 aying the game
» Piayers shuffle the deminues and deal them i as follows
5 players, 3 dominoes each 4 players, 4 deminees each
3 players, 5 deminues eachi 2 players, 7 dermirces cach
The recvaining dorminoes are piled face doven n the centre, excepi one, which s iurned lace up
10 begin the game with
¥ Intums, players may discard their dorminoes by placing Yher next 1o one of the tao ends of
tie domino on the table. provided that they can eiiher lind a plausible compansen fer the
adjacent itemns depicted cn the demino, or expiess the comparison in a corect sepience [tis
the group wha denides whether a given sentence s acceprable or not
P The game procecds as n erdinary dorminces. The fist player to discerd all of Jis or her
dominoes wins the game.

Vanatlons

) (he.nge 1he plc‘ures on lhu damurmes 10 sl yeur Iemnms pmhcnency Ievel
b With more advenced leamers, you may wish to cnccurage the use of imensifiers, e.g. A tortoise s
@ lat slaver than o rabbil, Gardening is far more tiing than fishing.
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Cemparative forms

Pre-intermediale

Groups of three to six

(108
m—

of quantificrs

Rummy

Comunon noucs

10~18 minutey

Sel of cards
long per group)

UNIT 15 Comparisons

Three of a kind

Vocabulary
Couritable nouns. poople, (0055, woinen, Sassors, glosses, mice
Unenuniable nouns: pee, moncy, fundore, luggoge, roi, water

Comments

aten ol Rumimy designed 0 prowde practce with 6 comparate lonms of
quarhiers: muse, less, fewer, os much as and as many 6s. The pictures on the caids cover courdtable
and uncountalve nouns 0 as Yo nelp learners decide which quantiicr foims o usc,

This gamc is an &

LAngue GNP s

There & more 7 less / as much forniture in ths pictore than/us in that one.
There ate maore: / fewer / as meny people i this picture than/es In thot one

Procedures

1 Refore class, cin out Ihe cargs, ene set lof ach group.

2 Using visial aids, ehioil compansons such as those shown n Longuege outpot, and model 1he
language scveral iemes, making sure your learners urderstand how the countablesuncourtable
leatures nf nouns determue the choce of quantiiier ferm.

3 Diade the class imo gloups and hand cut the matenal,

4 claying the gamc:

¥ Hlayers shuitle the carels ana deal thern ont ax follcws: for three 1o lou playeas, four cards
each; and for ive 10 S pleyels, three caids each. The remaining cards arc placec face dovan in
the centre of 1he fable

p The fisst player poks a card frony the table ana ses (o form sets of to o thee of a bind. He or

she then lays them on the 12hle ono makes ane or more sentences comparing the temns on

then m terrs of quanily, Cepending on bow many cards he of sha wishes (o lay down

“Ihe neat player picks @ carc rom the pile. He o she may fomm ncw seis o complete whatever

413 have already been lac on ihe table by other players, prowded he or she produces

seniences companng te ilerrs on them. Notes: If two caios depiching different quantities are

law] dowin Tirst, the player addmg the third card to caomplete the set may ether compare n

unequally with cne of the cards, or equally wih the other.

P The fust player 10 get udd of ald of his or hiew cards vans the game

Note on game rules

You wal! note that theve 1s no ke preventng players from discarding card, when they produce
ncoriedt sentences. You may eithen 1emind your students to do peer conechion or make such a rule
as a condtion for discaiding cards and, thercfore, winrung the game.,
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v

Subject pronouns and
possessive adjectives

Reginner

HMaze

tamily

Groups cf three or four

5 minutes

Board and set of cards
fone per group), counters
{one per student)

UNIT 16 Posscssives

Family album

Vocahulaty

Subject pranouns: ryou fie, ‘:fle e, ‘|‘ By
Passessive adjectives: aty, your, fus, here, our, their
Nouns relaied 10 fomily, schoo! sufyects, sports, enterainment

Adjectives, g, famous, busy, stiall, nice, comiartubie, farnlasie, favounie, prelly, infeibGent, good. el
Verbs, be, have, wurk, do, pigy, Ive, come, wsi, fove, go, fike, go oul

Adverbials: very hord, on the phone, always, once @ munth, just across the street, ogether, evcry
Ssturduy, ususily

Comments

Tlus 205 Ill-'xlud.l ’Pd maze pmudt_, Iear'.crs mh a.nr-\ere'.lans .qnd U way o conrast drnd pu‘E,Lil‘ e
subsect pronouns end possessive adectives, Iy adaen, itis nch in mput i the fomrm 2f stalements,
questions and voczbulery. Luck ana stategy combine wath language accuracy io dercrmine the wanner

I.anguage output

My pacents are very busypﬁ*p . I-“re) Lm.ri very hsm
My Erathers are ry best inends. Thesr norees orc Cer and Cif

Pmcedures

1 pefore r_laa\ cul o ihu ters am1 place lhcrr |n5|de 2 2ag of envelope ONE S0 El Broup.

2 Dwde the class ity groups and hand out the matena,

3 el the language and demonsaae the basic prnaiple ot the gaene by drawang & card ‘rom one
of the bags or envelopes, and asking the class wihere it coukl po. Repeat this a couple of nmes 1o
make sure they can use the language correctly ana have understood the ponaple of the gane

4 Playng b geme:

B Objerine of lhe gamne: 15 be the it o miove from the lop of the maze Lo (e bolipr
B The dst player draws a caid. One of the following situations wall then occur
a the player fills one of the slots i the four top squares contedily wath the e on the card, n
which case he or ske may enter the maze by moving a counter into the targe! square;
b the player kngws that the iteer or the card does not it into amy of the top slois. in which
case he o she may put it back wio the Lag or envelope and pive It just one more tey;
the Player atempts tc fil: ane of the slots, but produces a wrong sestence, in wiich case he
or she puts the card back and remains i place
B Pleyers lake wns proceeding 0 s way. After they have entered the ieze, they may only
move N0 those syuares that ere conneied by a passageway 1o the square where ther
counter stands, and preneding hat the target square 1s not occupred by anyone else
D Ihe firsy player to come aut of she maze wins the game

'3

Var:atlan

You miay io Iﬂmhe same pl’ﬂr“(]l res 0 practise nlhc« comtiasts such a5 possesine adielnes am'i
POSSESSVE DIORGUNS, Of any Clher RiAMAL pounts Al you need  a new et of senterves and tards
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name
is Chuck. | am
a student at
Orange High.

My parents are
very busy people.
work
very hard.

Do you have a
brother? What's
name?

house is
very nice and
comfortable. We
have a garden with
beautiful flowers.

My family and |
love the sea.

often

go to the beach.

These are David and
Tim, my neighbours.
Tive just

across the street.

110

Are a

student too?

Does your mother
work hard?
What does

do?

This is my sister.
name
is Janet.

Do you and

___family

live in a house or an
apartment?

School is CK.
favourite
subject is Maths. And
| like Biology too.

David and | play
tennis together at
the club. [
a very good player.

have a
big family, two
brothers and one
sister, a dog and
my cat Bernard.

ty brothers are
my best friends.
narmes

are Carl and Cliff.

My sister is always
on the phone with

boyfriend.

My grandparents
don't live in Orange
Garden, but

come to
visit once a month.

This one is my
English teacher.
name is
David Palmer.

My friends and 1 go
out every Saturday.
usually
g to parties or to.
a disco.

This is ry father.
_ isa
police officer.

My brother Cliff
plays in the school
football team.
. is the
goalkeeper.

We live in
QOrange Garcen.
is
a small town
but very nice.

My grandmother is
a fantastic cook.
chocolate
cake is famous.

thave a girffriend,

Alice. is

very intelligent and
pretty too.

Today is a special
day for me.
is my
birthday.
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[ Family aibum [[CX]

HIS | HER HER T
OUR | YOUR THEY HER
WE MY HIS HER

THEY |  HE WE T
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16.2

-'s for gonitive ¢rse
Elementary
Infeimation pool
Persoual belongings
Pairs
10 mjnutes

Worksheets A and B
{one per student)

112

UNIT 16 '

What a mess!

Vocabulary

Mouns (basebail) ball, crayons, o, backpa

Swsarer, skates, sunglesses, Geroplane, gloves, cor

Comments

This contextuahzed and 1ask onented inomeannn gap activty 15 mneant for practising -'s s an adieclne
and pranoun, plus guestions with wiose. The worksheer comes with lustranans <o that leamers may
nom et the ofyeos white lormolaling questons abou whe they belong 1. This, we nave laund, helps
learngrs 1 focus o0 The meaning of ther queshions,

Language output

Whase backpock s us?
Thet’s Alce’s (hockpadk)

sl vhich group i Alice in?
s (group)

B oo

e Linda’s

Procedures

1 Before class. cut the weorkshoots wi hall 2s indicated Reserve the tap helf (weorkshest &) for hall of
the class. and the hannm hall (worksheet B) ine the other half of the class
2 Usog ihe woiksheers, ghat and model he language in f anguage output s

thie saenel

you g ding, butkd
on the Loard, because the target questions may sill Ly diticuls for eeme lary
leaineis 10 hancle all by therssehes. Make sure they cen understend and use the s bioth ax an
and as ¢ pronown,

3 rar ofl siudents wath werdehiess 4 and B

& el he comtent and task by 1ekling your class, You e tonching assisionts wi o chidren's school
et who the ofyecis bolong io ond whirh gronp vact chid 15 i Put the obyec

v thes nigiht

Dores by wriing the (ifdeen’s nurmes delow the doses
5 Daing lhe actnaty:

b Siwdents =skand 2

swer the quesnors i Longuage ovtput to poot the nformebon ihey

thear lasik. /g they abian the nlormanon needed, they wate down [he
children’s names nex Lo the objedts they cen and belowe the appropisic boves

b Ingetie, studenis compare ther decimons, that 15, where hey wiote the childien's names

need 1o ecconphs



Student Group
Ben Meggie
Eugene Clivia
Creg QOlivia
Ivana Meg

Kevin

MNancy

B| Student Group
Alice Linda
Cindy Nancy
Frank Meg
Hector Linda
lane ind

What a messm

From Games for Grammar Practice © Cambridge University Press 2001 Egglalq R lIT] 113



Answers

Possible answers: page 59

paople
3 kangaron
a monkey
a penguin
otk acat and
a chuld
an aeroplang
agun
a lyrlle
a Porsche

buds

aflea ump

a sauirrr| chimk trees.

a duck <\,

an owl can see in the dark.

2 panol speak / smeale voices.
Supenman fly.

a knife: kall

atece Tve very long.
acheelah un/go very fasl.

Pssibia Amionc pApe 10

farks and roins

Tenmts and squash

Cofee and cohon

Polar bears and penguins
Shors and sacks

Presents and grecting cards
Abolile opener and a carhscreve
Pants and brushes

Glass and cement

A shewer cap and a credit card
Kewspapers and magazines
Stamps and arletters

SANE

ae

made of metal

playea wath a recket.

Erowsn in lropical regians.

‘ound in the Peles.

weorn an our foct

given at Chistmas

used 1o open boliles

vsed for pantng

maoe frem sand.

mace of plastc

found/bought/soldt at the nowsstand,
found/bovght/sold al lie post alfice.



