Interactive Classroom Games And Other Resources

The Heist
A lesson on directions is great because it is useful, and only takes minutes to review, lending itself to numerous interactive games. If the students ever go abroad, they will be able to find their way around in English speaking countries because they can understand directions, or maybe they will be able to help a lost gaijin find their way around in Japan. It can be reinforced with other games like scavenger hunts, or by making blindfolded students navigate through a course (to reach various waypoints) and timed. 

English skills practiced: Giving and receiving directions, orientation and motor skills.
Equipment needed: A large map, a car magnet, and various other magnets of your choice, a set of smaller maps and directions for every student.
Directions: Break people into groups of three, or any group number divisible by three. One person is a robber, one is a witness, and one is the police officer. Have the police officer leave the room or close their eyes, and instruct the robber to pick a place to rob, and a place to hide with the witness watching. Once this is settled, place the cop car at the scene of the crime, and instuct the witness to give directions to the police officer leading to the hide out. Time how long it takes to complete this task, and have different teams compete against eachother. To make this more difficult, you can pick a place to stash the money, and a different safehouse for the robbers to hide in.
Horse

English skills practiced: spelling, Total Physical Response(TPR) type learning, speaking

(to learn more about TPR, check this website: http://www.tpr-world.com/ or Search Google for Total Physical Response)

Equipment needed:  Basketball

Directions: This game is best played with groups ranging in size from 2 to 6 players, but can be played with more. The game begins when the first player takes a shot from anywhere on the court. If the ball goes in, the second player must make the same shot from the same spot. If the second shooter misses, then he is assigned a letter “H”. If he makes it, no letter is given, and the third shooter must make the same shot. Whenever a shooter misses a shot, the next shooter gets a chance to make a shot which must be duplicated. As the players make and miss baskets, the opportunity of the first shot will pass quite frequently between all of the players. The letters H-O-R-S-E are assigned to players that miss shots that must be duplicated. Once a person gets all 5 letters they lose but I let them keep playing to maintain interest. You can substitute any word you like instead of “HORSE” to review vocabulary.

Gesture Racing Game

English skills practiced: Non-verbal communication (gestures), vocabulary review.

(To learn how gestures help in learning a foreign language, you can look here: http://www.medianet-ny.com/research.htm, and search Google for many other interesting studies.)

Directions: Divide your class into two or more teams and have them face the back of the classroom, form a single file line, and sit down. Then tell the first student from each group a word (such as monkey, chicken, and fish). After you say “go” the student must convey the meaning of the word through gestures to the next student. The student at the end of the line fastest to give a correct answer scores a point for their team. After a match have the students switch places within the same team.

Kanji Drawing Lesson

English skills practiced: listening to directions, drawing, studying the English meaning of kanji

Materials: Paper and pencil

Directions: Teach your class shapes, adjectives, and directions such as:

Line, straight, curved, perpendicular, vertical, horizontal, square, rectangle, long, short, center, up, down, left, right, etc…
Draw a straight line, Draw a curved line, Make a Circle. 

Use these directions and words, directing them to draw a kanji, for example:

Draw a vertical line. Draw a horizontal line through the middle of the vertical line. What number is this: It’s ten (ju).

Around The World

English skills practiced: Geography, questions and answers, TPS, reading

Materials: Flags, World map (to match the flags to), basketball

The goal of this game is to make baskets from ten (or however many you want to use) spots in a semicircular pattern around the goal. I play this game using two or more teams using different baskets to compete against each other. The player chosen to shoot first shoots from spot #1 (at the base of the key). If the shot is good, he moves up to the next spot. If he misses, the next player then gets a turn at shooting. Play continues with each player shooting from the current spot. 

The first team that first successfully makes all the shots wins.

In this lesson, you can teach about foreign cultures and customs very easily, while practicing questions and answers, or it can just be used to learn the names of different countries. Have the people get into a couple of groups (at different courts) and set up a key. At each spot, I place the flag of a foreign country. The whole team asks the shooter a question about the country (for example, What animal is from Australia?), and then the shooter must answer (example: A kangaroo.) before they can shoot.

Other resources to explore: 

To find ANYTHING on the web do a Google search: http://www.google.com 

Basketball Games were modified from: The Ultimate Playground & Recess Game Book, by Guy Bailey

Kip Cates’ Global Issues in Language Education Newsletter. For a sample newsletter, contact him at kcates@fed.tottori-u.ac.jp

Innovative Approaches To Early Childhood Education (The Reggio Emilia Method): http://ericeece.org/pubs/digests/2000/new00.html
I highly recommend researching Active Learning , if you want some excellent ideas on teaching techniques that are tried and true: http://www.cat.ilstu.edu/teaching_tips/handouts/newactive.shtml:

For help at work, contact the Kumamoto Prefectural Advisors:

Brenna Dorrance (SHS) or Jason Ho (JHS) at:kumamotopa@yahoo.com

