GAMES FOR THE CI CLASS

TAZA (cup) https:/youtu.be/iQ79IU2RHPC

Players partner up with one cup (or whatever you choose to use for them to grab. They get excited
and many cups get crushed!) between them on a chair or a desk. Teacher calls out body parts
randomly and students have to touch the part the teacher calls until the teacher yells, “CUP” or
whatever object you are using. Loser is out and sits. Winner finds a new partner from players that
are still in and you continue to play elimination rounds until you have a winner.

iSaltame! (Skip me) Variation on jSaltame!
Have the players stand in a circle and This is a memory game where you

begin to count in turn, but when the substitute words for numbers. In this game,
number 7 or any number in which the go for speed.

figure 7 or any multiple of 7 is reached,
they say "jSaltame!," instead of whatever
the number may be. For example:
supposing the players have counted up to
12, the next player will say "13," the next
";Saltame!" because 14 is a multiple of 7
(twice 7) and the next player would then

1. The group forms a circle and starts
counting one person per number.

2. On multiples of 7, the person who says
the number also makes a rule where one
number becomes a sound or a word. So
the person who lands on 7 might say, “from

say "15" the next "16," and the next would, ~ NOW On, 4 s “shazaam.”

of course, say ";Saltame!" because the 3. Then the counting continues, and the
figure 7 occurs in the number 17. person who lands on 14 might say, “the

If a player forgets or misses saying number 9 is now Bob Ross.”

";Saltame!" they are out. 4. The person on 21 makes a third rule, and

then the counting starts over at one, with
the new rules in place. The object of the
game is to get to where all numbers have
been replaced by something else. Whoever
forgets to replace a number is out.
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High tide!

Low tide!
Octopus!

Starfish,

The captain’s coming!
Abandon ship!
Swab the deck!
Man overboard!
Periscope up!

To the crow’s nest!
To the left!

To the right!
Shark!
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Secuencia (sequence)
After a story has been told/asked/
created. Using a storyboard. Divide
students into groups (however
many boxes in story board would
be the number of students in the
group) Use a student's story board
(make enough copies that every
student could have one box of the
story). If there are uneven numbers,
you could pair students up.
students must not show their pictures
to anyone in their group. They must
describe the portion of the story that
pertains to their box and must as a
group figure out the correct sequence
of their boxes without showing each
other the boxes.
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Descriptive
Drawings

Students are paired up and given a
picture. One partner must describe
it to the other partner for them to
draw. | often have half the class sit
with their backs to my screen and |
project a picture for the partners to
describe.

awkwardfamilyphotos.com has
great pictures to work with!
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Zip Zap Boing

Rules are simple. Everyone stands in
a circle and one person starts the
throwing. If you throw the ball to one
of the two people on either side of
you, you say Zip. If you throw it to
anyone else in the whole group you
say Zap, and if you throw it back to
the person that threw the ball to you,
you say Boing. Players lose by either
not catching the ball or saying the
wrong word for the wrong action.
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Zip Zap Boing without
a ball

Group starts in circle, one of the players
points to another player to one side of them
and says ‘zip’. That player turns to the next
player in the circle, points to them and says
‘zip’. Thus the ‘zip’ is passed around the
circle in one direction. At any time any
player can say ‘zap’ to the person pointing
at them. When they do, the player that said
‘zip’ must change the direction of the
pointing. This means that they must react
quickly by passing the zip to the person that
just pointed at them. Now the ‘zip’ is passed
around the circle, changing direction every
time there is a ‘zap’ and vice versa. Lastly
the person that receives the ‘zip’ or ‘zap’
may elect to yell ‘boing’ and point at
someone anywhere in the circle. That
player then restarts the ‘zip’ going in the
direction of their choice. The group must
really pay attention for this to work.
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¢Quién es? (who is it?)
Have each student write three facts about
themselves that nobody in the class knows
on a piece of paper. Make sure each
student includes his/her name on the top of
the paper. Collect the sheets of paper and
bring three students to the front of the
room. Read aloud one of the facts that is
true for one of the students in the front of
the room. The class then proceeds to
guestion the students in an attempt to
determine who the sentence is about. Each
student is allowed to ask one question to
one of the three students. After a round of
questioning, the students predict who is
telling the truth. | then have a new student
come up front with the two students we did
not share a sentence about.

TALL TALES

(THE “SUDDENLY” STORY
GAME)

Each person will tell three sentences of a story and
end with the word “suddenly..." The next person
will then have to pick up the story and add three
sentences of their own.Tall Tales encourages the
players to think on their feet and connect to the
story that has already been told while trying to
stump the next person to speak.
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Story Starter Hot Potato

Have a list of story starters that you can use to kick off stories. Students play in
small groups of around five members. Students should arrange their seats in a
circle. Give your class a story starter at the beginning of the round. Starting with
the person whose birthday is closest to today and then moving around the circle,
each person gives his group one sentence of the story. After one person is done,
the person sitting to his left adds a line where the first person left off. Students
continue around the circle, adding one sentence at a time, until the music stops
or until you give another signal. Whoever is in the middle of his sentence or is
struggling to think of a sentence when the music stops is out. Then students
play a second round either continuing the story or with a new story starter. When
you stop the music, whoever’s turn it is is eliminated. Play continues until the
final round when the person not speaking when the music stops is the winner.

Team story building

Form teams of at least six players. You can
prepare a theme in advance if you wish. For
example, you can require all stories to be
about a certain topic (e.g. Christmas, or
food, or relationships). Have everyone form
a line. Each team will construct a story.
Each person is only allowed to say one
sentence and must continue the story. The
first player in line begins the story by saying
“Once upon a time...” or whatever starting
sentence you choose and completes the
sentence. The next person in line must
continue the story and have it make sense.
This process continues until it reaches the
last person in the team’s line. The last
person in line must conclude the story in
one sentence as well. You could also have
judges who decide which story is the best.
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Pulgares (The Thumbs Game)

To begin, have a small number of players (ideally 3-6) stand facing each other in a
circle, with their arms out and making a fist.

To play the game, there are several turns. On each turn, each player repeatedly
shows 0, 1 or 2 thumbs; all the thumbs are totaled up and one player tries to
guess how many thumbs will show up. If the player guesses correctly, he wins
that round. If he guesses incorrectly, it is the next person’s turn.

For example, if there are three players in the circle, there could be anywhere from
zero to six thumbs that can go up, so each player guesses a number from 0O to 6.
The game could proceed as follows.

Example Game

Three players, Player A, Player B and Player C hold their hands out. It’s Player A’s
turn.

Player A says: “2!”

At that moment, all players, including Player A, decide whether to show 0, 1 or 2
thumbs. Everyone has a split second to show their thumbs. If the total is 2
(correct guess), then Player A wins that round and gets the next guess. If the total
is not 2, then it’s Player B’s turn. The process repeats.

Players get a point for each correct guess. First player to 10 or whichever number you
choose is the winner.

iCorre! (Run!)
Choose someone to be the leader and
stand in the middle of the room. Have
players mingle in an open area. As the
leader closes his or her eyes and slowly
counts to 10 out loud, players have 10
seconds to dash quietly and without talking
to one of the four corners of the room
(talkers are out). At the count of 10, the
leader points to one of the four corners and
then opens his or her eyes. Everyone
standing in that corner is out and will sit by
the leader in the center during the next
round. Once the group still actively playing
narrows to 3-4 players, they must each
choose a different corner. The last person

left is the winner!

Dmsspanish on YouTube Amy Marshall July 2017 amyosplace@gmail.com



Escapa de la clase
(Escape the class)

Students gather on far side of classroom turn, grab, stand, sit, wait, give, etc. |

off of the floor. The floor is LAVA! They brainstorm a list with my students.

must escape from the far side of the If students touch the floor, speak English,
classroom out the door on the opposite or if they move without someone telling
side. You need an open space (| have a them what to do they must go back to the
deskless classroom) and a predetermined beginning.

number of chairs. Do not be too generous.

Make them work to escape! They can only

move if someone tells them (commands) https://youtu.be/sBIQd7NyCRY

what to do i.e. Pick up, move, jump, step,
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