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Resources:
Pen and paper for each group
Resources:
None
Description:
Start this game with students sitting in a circle.
Start them off with a slow rhythm clap. Then the
first student says any word to the time of the
rhythm. The next student must then say a word
that begins with the last letter of the previous
word.
For example: MAGIC . . . CRICKET . . . TOY . . .
YELL . . . LUCKY . . . YELLOW. The game starts
over when a student misses a turn or says a
wrong word.

Description:
Split the class into groups of four students.
In these groups the students must use all 26
letters of the alphabet for the scavenger hunt.
The students need to find something in the
classroom that they can see that begins with
each letter of the alphabet. They need only one
thing for each letter. The first group to find
things for all 26 letters reads out their words.
If the words are all OK, this group is the
winner. If any are not OK, the game continues
until another group finishes.

Resources:
Paper and pencils
Description:
Telephone Pictionary starts with the class sitting in a circle.
The teacher selects one student to write a sentence or phrase.
This can be anything! (The stranger the beginning sentence, the
funnier the final result will be.) The student sitting next the
first student looks at what was written and draws a picture to
match the sentence. They fold the paper over so that only the
picture can be seen and pass it to the next student. The third
student looks at the picture and writes a caption or sentence
for the picture that they see. They fold the paper over again,
so that only the sentence can be seen, and pass the paper to
the next student. Continue like this until everyone has had a
turn. The game should end with a sentence, not a picture, so it
may be that one student has two turns. When everyone has had a
turn, open the paper and have a good laugh as a class.

Resources:
Dictionary, paper and pens for each group
Description:
Split the class into four even teams. They each need a piece of
paper and pen. The teacher finds any word in the dictionary and
writes the word on the board. Each group then gets five minutes
to write down what they think the word means. Once they have
done this, the teacher reads out the right meaning as well as
the four the groups have made up. You score a point if you
guess the right answer, and you also score a point if another
group picks your explanation when they are voting. The aim is to
try and come up with answers that are very convincing so other
groups vote for them. The winning group will be the team with
the most points at the end of the session.

Resources:
None
Description:
The class starts this game by
sitting in a circle. The teacher
picks a student who describes the
minister’s cat with any adjective
that starts with the letter ‘A’; for
example, “The minister’s cat is an
amazing cat.” The next student
must also use the letter ‘A’, such
as, “The minister’s cat is an angry
cat.” Continue all the way around
the circle. When it comes back to
the first student the letter ‘B’ is
used; for example, “The minister’s
cat is a bold cat.” Any student
that is unable to come up with an
adjective can pass on their turn
or they can be eliminated if you
want to have a competitive game.

