Key:

D = Dialogue V= Vocabulary TPR= Total Physical Response R= reading G= Grammar 

Tcards = large Teacher Cards (vocab), Dcards = Dialogue cards Scards = small student vocab, T= Teacher Ss= Students

Comprehensive List of

Kindergarten English Games 
Warm Up Activities
1. Behind their Back: warm up

a. Fill a bag with small objects ss know (pencils, erasers, glue, balls, etc…)

b. S gets to come up and put their hands behind their back

c. T puts two of the same object in the ss hands

d. S guesses what they are, “They are pencils!” or, “Are they balls”
2. Greetings: warm up

a. Ss get to mingle, walking around the room and saying, “Hello, what’s your name?” “I’m Enwei!”

3. The “How many?” Game: counting warm up

a. Prepare a bag with several crayons, pencils, pens, crayons, glue sticks, erasers, etc…

b. Ss close their eyes while T picks out a number of crayons and holds them behind back.
c. Ss open eyes, and T says, “I have crayons.”
d. Everyone asks, “How many crayons do you have?” 
e. Ss get to raise their hands and ask, “Do you have4 crayons?”
f. T responds, “No I don’t.”
g. Ss get 3 chances, if they can’t guess by then, T says, “I have 2 crayons.”
h. Next, ss get to come up, choose items, and repeat. 
4. I have ______ pencils: warm up”

a. Fill a bag with several pencils, crayons, erasers, etc...
b. Pass out 1-6 (or more) objects to each student who is sitting nicely

c. Going around the room, ss get to stand up and say, “I have three crayons,” “I have one pencil,” “I have two erasers!”

5. Letters Grouping: warm up

a. 5 students get cards with letters A, B, C, D, or E, they get to stand in different parts of the room

b. All the other ss get cards with vocabulary words that start with one of those letters

c. Ss must hurry to the S with the letter their word starts with

d. Groups get to present their letters and words

e. Mix up the words and play again!

6. Number Grouping:

a. Ss must form groups of whatever number the T calls out.

b. This can be used as a fun warm-up in class. 

7. Silly ABC’s (V):

a. Sing the ABC song using the voice of a chosen vocabulary card.

i. Ex: Mouse. Everyone sings very high and squeaky.

ii. Panda: sing very slow and deep

iii. Computer: sing very robotic and beepy, etc…

8. Stand up Students: warm up

a. Number Version:

i.  Each student is assigned a number 

ii. When their number is called, they must stand up and say it!

iii. Start counting numerically from 1 and go around the class

iv. Go backwards

v. Alternate, 1, 20, 2, 19, etc...
vi. Mix it up! Ask several numbers at once, etc…

b. Letter Version:

i. Each student is given a magnetic letter

ii. Start saying the alphabet

iii. When it is time for their letter, s stands up, states their letter, and gets to put it up on the board

9. Umbrella Counting: warm up activity

a. Open my umbrella, and one by one, Ss who are sitting nicely are raising their hand can come and fit under the umbrella.

b. As a class, we count how many students are under the umbrella.

c. Go back to seats; draw it on the board, having everyone practice counting.

d. Do it again. 

10. What’s this? warm up

a. Walk around the class pointing to clothing on students and asking, “What’s this?” 

b. Ss respond, “It’s a shoe.”

c. Ask the follow-up question, “Whose shoe is it?”

d. Ss respond, “Its Cecilia’s shoe,” and, “It’s my shoe.”

11. Who is?: warm up activity

a. Basic level: ask ss, “Who is Annie?” Ss all point to Annie.

b. Intermediate: Ask ss, “Who is wearing red?” Ss respond, “Joe!”

i. Each student holds a letter. T asks, “What does Philip say?”

ii. Philip holds up letter A, and ss all say the sound A makes.

1. Each s holds a Tcard. T asks, “Where is Amanda going?”

2. Amanda holds up card, and ss say, “She is going to the bookstore!”
Individual Reward Games

12. Block Tower (V/D/G/R): reward game

a. Bring a tub of toy blocks

b. Start a tower (using one or two blocks) on a chair/table in front of the class.

c. T tells class to try to build the highest tower they can

d. S can choose one block to add to the tower if they answer the question/do the desired activity correctly

e. Play until tower falls down!!!

13. Bounce the Ball High Game (all): reward game

a. Use a bouncy but not too bouncy ball

b. Bounce the ball on the floor next to the whiteboard and catch the ball against the board at its peak

c. Mark the height on the board
d. When ss complete the activity correctly, they get to bounce the ball and try to get a higher mark than everyone else.  
14. The Falling Down Game (D): reward

a. Post different body parts on the board

b. S raises hand and completes activity correctly.

c. As a reward, they get to fall down and say, “Ouch!”

d. Everybody asks, “Are you ok?” (or, “What’s the matter?” depending on what dialogue you want to practice)

e. S responds saying, “No, I hurt my knee!”
15. Mystery Box (all):reward game

a. Tape a shoe box together and cut out a hole at one end (big enough to reach a fist through)

b. Put 2 colored and 4 white ping pong balls in the box.

c. After a s has successfully answered the question, they get a chance to win a sticker.

d. The closes their eyes and reaches into the box. If they pull out a colored ball, they get a sticker. If they pull out a white one, “Maybe next time!”

16. Paper Airplane (all): reward 

a. Draw a target or a runway on the board

b. Throw the paper airplane at the target

c. Ss get to try to throw the airplane at the target if they answer the question or activity correctly

17. Push and Pull Game (D): reward

a. Two ss (about the same physical size and level of aggression) practice a dialogue together

b. If they do it correctly, they get to have a pushing and pulling match

c. The two ss face each other, pressing their hands against the other s hands

d. T states rules: When T says “Stop!” ss must stop and put hands by their sides.

e. T says, “push!” and ss push against each other

f. T says, “pull!” ss lock hands and pull against each other

i. Great for reviewing vocab words “push” and “pull”

18. Roll the Ball Game (all): reward game

a. Use a tennis ball or other small ball so that it can fit under a small chair. 

b. Ss get to roll the ball through the legs of a chair as a reward for doing an activity correctly.

19. Swat the Fly (V): reward game

a. Put Tcards on the board.

b. Bring out the laminated fly, buzzing it around the classroom, and have it “land” on the board as well. 

c. If a S can say the word that the T points to correctly, he/she gets to swat the fly on the board with a flyswatter. 

20. Switching Seats Game (all): reward

a. Two ss stand up and say all the Tcards (or dialogues, or TPR, etc…) as fast as they can

b. If they do it well, they get to switch seats as a reward!
Individual Raise-Your-Hand Games

21. I Spy (V):

a. Put a large blown-up copy of the introductory pages of a unit on the board.

b. Ss get to raise their hand and say, “I see a ________.” 

c. If they say it correctly, they get to come up and circle what they see on the paper. 

22. Column Review (V):

a. Two columns (one column of colors, the other vocab words).

b. It’s a __blue__  ___pencil case___

c. It’s a _yellow_____ _panda_____, etc…. 

23. Silly Monster Game (V):

a. Column A: Write numbers 1-6 on the board. Draw a body part by each number 

b. Column B: Write a second row of numbers 1-6 on the board.

c. Put a vocab word next to each number.

d. Draw a big blob shape on the board (the silly monster)

e. S rolls the die. If they get a 4, they need to be able to say the vocab word next to the number 4 using a complete sentence, “It’s a monkey.” 

f. They then get to draw (or choose where they want the T to draw) the corresponding body part on the silly monster. If Column A #4 is a nose, then a nose would be added to the silly monster.

g. Continue playing until the Silly Monster is finished! (aka, T discretion)

24. Memory (V): 

a. Put the cards up on the board with magnets.

b. Ss raise their hands and need to say, “It’s a _____,” or, “they are _____, for the specific card they want.

c. T removes that card, and everyone says the card underneath. “It’s a _________.”

d. The next student tries to guess the vocabulary word with the matching card underneath. If they are correct, remove both cards. If not, replace the two top cards.

e. Play until all the pairs are gone! 

25. Picasso (V):

a. T shows a vocab word to S.

b. S draws word on the board.

c. Ss guess what it is. 

d. The s who guesses correctly gets to draw the next word.

26. Guessing Game (V): 

a. One s draws a Tcard.

b. Other ss raise their hand and get to guess what the card is.

c. There are three tries:

i. 1st student guesses with no hint.

ii. If 1st s is wrong, the s who chose the card gets to give a hint (“it’s yellow) 2nd s guesses

iii. If no one guesses correctly after 3 tries, the s reveals the card and T chooses another student

27. House Magnets (House V):

a. Draw a house on the board

b. Have ss help name the different rooms as T labels them

c. Take out the furniture and food magnets, naming them one by one, ss repeating

d. Ss get to come up, choose a magnet, and put it in the room it goes in, saying “The TV goes in the living room, etc...”
28. What’s in my Bathtub? (V):

a. Make a “bathtub” by putting a picture of a bathtub on a small box

b. Fill the box with student cards, and small objects (pen, pencil, eraser, etc...)
c. Choose a “theme” (food, school supplies, etc...)
d. Ss get to guess what’s in your bathtub!

i. “Do you have a panda in your bathtub?”

ii. “No I don’t,” “Yes I do!”

iii. If they guess correctly, they can get a high five (or a sticker!)

29. The Preposition Box

a. Bring in a large box that ss can fit in

b. Introduce in, on, and under by drawing them on the board, then use the box as an example

c. Ss get to go in, on, and under the box

i. S comes up. T points to “in” on the board. The entire class says, “Go in the box.” Ss gets to go in the box

ii. “On” S gets to stand on one of the box leaves, entire class says, “Go on the box.”

iii. Under- S sits on the floor while T puts the box over them. 

30. Draw a Line (V):

a. Draw vocab words one line at a time on the board. 
b. Ss try to guess what it is. 
c. S who guesses the correct word gets to choose what word you draw next
31. Hangman (R):

a. Write the reading words from the Unit on the board: (hug, bug, hum, sun, run, gum, the, glass, kiss) 

b. Ask ss to read the words as you put them up (to stretch them a little)

c. Explain the game by doing a demo (if it’s the first time)

d. Draw three or four lines under the noose (however long the word is)

e. Ss raise their hand to guess the letters to see if they can spell the word before the hangman is complete!

f. The student that guesses gets to choose the next word AND choose the ss who are sitting nicely to guess their letter

32. Where does it belong? (V/G):

a. Post or draw different stores (or buildings, or habitats) on the board

b. Post up different animals, toys, food, products, etc…

c. Ss get to come up, choose an item, and put it where it belongs, saying, “The lizard is in the pet shop.”

33. Sing-a-Gram switches:

a. Sing a Sing-a-Gram: sing it again afterwards, letting ss change the words

i.  Ex: “What do you want? We want some noodles, what do you want? We want some noodles, what do you want? We want some noodles, Weeeeeeee want some noodles!”

b. As you sing, dance like a noodle

c. T asks, “What do you want?” 

d. S raises hand and says, “We want some hamburgers!”

e. Sing the song, substituting hamburger for noodle, and dance like a hamburger!

34. John A’s Ball Game: counting/time telling practice

a. T asks, “What time is it?”

b. T bounces beach ball on hand 7 times

c. Ss count silently in their head

d. Ss raise hand and respond, “It’s 7 o’clock”

e. Repeat

i. Variation:

1. S who says the correct time gets to come up and bounce the ball

2. T whispers to S what time it is (8 o’clock)

3. S bounces ball on the floor 8 times

4. Ss raise hands and try to guess what time it is

35. Thief Game (V):

a. Place 8 cards on the board for all ss to see. 

b. 4 students come up and get to look at all 8 cards for 10 seconds.

c. After 10 seconds, they need to turn around and close their eyes (facing the board)

d. The “thief” gets to come up and “steal” one of the cards.

e. When the T says “Help!” the “policemen” turn around and try to figure out which card was stolen. The first policeman to say the name of the stolen vocab card wins, and gets to become the thief for the next game.

i. Next step: policeman says, “The _______ are missing!” to win.

36. Who Said It? (D):

a. Post dialogue card on the board.

b. S1 stands in front of the class and closes their eyes

c. T selects S2 (by pointing, don’t say their name!) to say line 1 of the dialogue

d. S1 opens their eyes, goes up to the student they think said the first line, and responds to them with the second line of the dialogue.

e. S1 sits down, S2 becomes S1, and T chooses a new S2. 

37. ELP Story Practice: early morning class or afternoon activity

a. Read a short story to the students

b. Students raise their hands to answer who, what, where, when, why, how questions

c. Read the story again

d. Show the coloring page that goes with the story to the ss

e. If each student can answer two questions correctly, they get to color the page

38. Sentence Chants (ELP practice):

a. Write a sentence on the board: One bug and two fish sing on a bed.
b. Chant it to ss. Ss chant back
c. If ss can repeat it correctly, they get reward game! (Paper airplane, sticker, etc...) 
i. Sample sentences: 
1. Three hens hop in a pan
2. Two birds and three cats swim in a pool. 

Duel Games: Two Student Competitions

39. Bopper Game (V/D/R): duel game

a. Post Tcards on the board. 

b. Choose 2 Ss to come up.

c. T points to a card.

d. The first S to say the correct word gets to use the Bopper to gently bop the other student on the head. 

40. Darts Game (D/V):  

a. Post Tcards on the board.

b. Two ss get a dart (magnets with a tail). One s gets a pointer. 

c. The s with the pointer is the “teacher”

d. The teacher points to a certain food. The ss have to say, “We want some ________,” and then throw the dart on that card. 

e. The s whose dart is closest to the card (or on the card) gets to be the next teacher. 

41. Dress Up (D):

a. Use puppet hats or special dress-up props to role play using different dialogs.

b. Let ss choose if they want to be the brother/sister/mother/father, etc…

42. Find and Slap! (all):

a. Post different cards up on the board

b. Two ss hold a fly swatter

c. T says line 1 of a dialog

d. Ss have to find the correct dialog, slap it, and say the second line

e. The first s to say it gets to stay, the other s sits down

f. Call up a new student

g. If a s stays for 3 turns, they get a super duper five!!!!

43. Picasso DUEL

a. put a red or blue dot on each ss hand

b. a red and blue s each draw the same vocab word

c. ss try to guess what it is

d. The team that guesses correctly first gets a point!
44. Teacher Student (TPR):

a. Post several TPR cards on the board.

b. S raises hand and gets to choose one of the cards.

c. S comes up and gets to tell everyone to do what the card says.

d. Variation: S gets to choose one other student who will do the command with them!

Group Games

45. Anatomy Shuffle! Warm up

a. Ss get a partner, or are assigned a partner
b.  T says two parts of the body: head, toe. 
c. S1 touches S2 head, S2 touches S1 toes. 
d. The last pair to do it is out! 
e. Play until there is a winning pair! 
46. Chain game (TPR):

a. Each group gets 6 TPR cards, all mixed up
b. Each group needs to put the cards in order and be able to say each card to get a point
47. Groups race to try to be the first group to do it!4 Lines (V): group competition

a. Post 4 Tcards up on the board, and put 4 lines of tape on the floor, so that each card corresponds with a taped-in area

b. Call 4 ss up

c. Randomly call out the different words. 

d. Ss must run to the corresponding area of each word as fast as possible without touching the board.

e. If that group does well, they get a point! 

48. Blind Partners (D):

a. Ss sit in partners, facing each other. One partner is facing the board (P1), the other has their back to the board (P2)

b. T flashes a D card.

c. P1 says line 1 of the dialogue

d. Without looking, P2 says line 2 of the dialogue

e. Partners switch seats and play again 

49. Duel Commands (TPR):

a. Divide the class into two halves and name them (Red Team and Yellow Team)

b. Give different commands to each group.

c. “Yellow, stand up. Red, sit down.” 

d. Both groups do the actions simultaneously. 

50. Floor Lines (V):

a. Use 3 pieces of long electric tape to create 4 sections of space in front of the board.

b. Put 4 Tcards on the board; 1 card above each open line of space

c. Table groups (who are sitting nicely) get to come up to the board.

d. T says the name of a card, and the ss need to run to get in that section.

e. Ss run back and forth as T says different names of cards.

51. Race by Number (R):

a. Two teams: each student gets a number. 

i. Using a blue and red washable marker, write a number on each student’s hand.

ii. Pair ss with similar abilities! Example, if Sindy and Wendy are about the same reading level, Sindy would be number 2 on blue, and Wendy would be number 2 on red.

b. Tell ss to sit nicely and show you their hands. Say the number of ss who are sitting nicely!

c. Those two ss come up and get their marker ready (one red whiteboard marker and one blue whiteboard marker)

d. Say the sound of a letter A-L

e. The s to write the correct letter first gets a point for their team!

i. Modification:

1. To make more advanced:

a. Write the stems of words on the board in each color:

b. __ame □ 

__ame □
c. __ike   □

__ike   □
d. __ole   □

__ole   □
2. Say the name of a phonics word, “game, \g\ game”

3. Ss must put an X in the box next to the correct stem, AND write the correct letter in front to get the point

a. Game ■ 

b. __ike   □



c. __ole   □
52. Tic-Tac-Toe (V/G):

a. Draw a 3x3 grid on the board (TicTacToe grid)

b. Put up nine Tcards in the nine squares

c. Divide the class into two teams (team X, team O) 

d. S raises hand and says, “It’s a lizard.” S’ team repeats, “It’s a lizard.”

e. If they get it right, the T removes the card and puts their team’s letter (X or O) in that square.

f.  The first team to get three in a row gets a point.

g. Play 2-4 games, and then count the points. The team that wins gets a sticker.

i. This/That These/Those Tic-Tac-Toe 

1. One s gets to point at the board, and ask, “What’s that?” or “what are those?” 

2. The class says, “What’s what?”

3. S goes up to the board, touches the card, and asks, “What’s this?” or “what are these?”

4. The s’ team responds, “They are puzzles,” or, “it’s a turtle.” 

ii. Are they short? Yes they are. Are they fat? No they aren’t.

1. One s points and asks, “Are they tall?”

2. S’s team responds (or the whole class), “No they aren’t” or “Yes they are.” 

3. If everyone says it, the team gets the X or O in the place of that Tcard.

53. TPR Competition (TPR): group vs. groups

a. Choose two groups. 

b. Say a command.

c. The first group to do the command (to have everyone in the group complete it) is the winner. They get to remain competing as another group is called up.

d. After three wins, the group gets a high five and sits down. 

54. Write it! Girls v boys

a. One girl and one boy come up to the board

b. T says the name of a letter or number or shape

c. The first one to write the letter or number correctly gets a point for their team!
Whole Class Games

55. 4 Corners (V): active class

a. Post 4 new vocabulary words in different parts of the room

b. T closes eyes and counts to 10 quickly

c. Ss must quietly walk to any of the four Tcards

d. When T gets to “10,” T says the name of a Tcard with eyes still closed

e. All the ss at that card are out, and have to sit down.

f. Repeat until there is a winner!

i. Advanced 4 corners:

1. Post up different places (bookstore, toy store, pet shop, game center)

2. Instead of naming the actual place, name something that comes from one of the stores

a. Ex: “kitten!” everyone standing at “pet shop” has to sit down.

56. Andrea’s Monkey in the Middle (V): active class

a. Ss sit in a circle, with a chair in the middle

b. Each s gets one of 4 or 5 different cards (pancakes, hamburger, noodles, etc...)
c. Post the 4 or 5 options on the board so that the ss know what everyone has

d. Monkey calls out one of the options, “Salad!”

e. Everyone with the salad card gets up and finds a seat. The monkey also finds a seat at the same time.

f. The s left out is the next monkey!

57. Ball Toss (all):

a. Post vocab cards or dialogue cards or TPR cards on the board

b. Ss form a circle

c. T tosses the ball to S1 who catches it and says the name of a vocab card

d. S1 tosses to S2, who says a different vocab word, etc…

58. Beach Ball (D):

a. Ask S, “Are you ready?” They say, “Yes” and T tosses the ball.

b. S catches and asks T, “Are you ready?” T says, “Yes” and S tosses the ball. 

59. Blind Teacher (V):

a. Hold up the Tcards to the students, holding one hand over your face. 

b. Ask the class: is it a ________? 

c. Ss can say “yes it is” or “no it isn’t” (yes they are/no they aren’t)

d. After three guesses, ss get to tell the T what it is. 

60. Bopper King Monkey (V/G):

a. Ss sit in a circle (or semi-circle)

b. Each s gets a Tcard, and places it on their knees, facing outward

c. T stands in the middle, holding a bopper

d. When T walks towards any student (S1), they need to say their vocabulary word, and then the word of another student (S2)

e. T walks to S2, who says their word, and then the word of any other student 

f. If T reaches a student before they say it, T bops S, and they are out! T takes card away 

i. Add Grammar to it! 

1. Instead of just saying the vocabulary word, ss need to add the grammar, “this is a _______,” “that’s a _______!”

2. Example: T walks toward a student holding a “stove” Tcard

a. S says, “This is a stove, that’s a microwave!”

b. T walks toward S with microwave card.

c. S says, “This is a microwave, that’s a refrigerator!”

ii. Stretch it! 

1. Instead of “this is, that’s a,” stretch it with “these are, those are”

a. “These are slippers, those are socks!”

61. Charades (V/TPR/G):

a. Post different activities/vocab cards on the board. Ss repeat each word as T says them and puts them up.

b. One S comes up and whispers in T ear what they would like to act out.

c. S acts out their word.

d. The S who can guess what S1 is doing gets to be the next actor! 

i. Ex: “What is Mandy doing?” “She is skating!”

ii. “She’s a turtle!”

iii. Variation: TEACHER CHARADES:

1. T acts out the word, and Ss have to guess

62. Classic Monkey in the Middle (V): active class

a. Each Ss sits in a circle, and has a different vocab card.

b. Name two cards, those two Ss switch seats w/out the monkey getting one.

c. If monkey gets a chair, there is a new monkey in the middle!

63. Duck Duck Goose (V):

a. Ss sit in a circle.

b. The “goose” gets to go around and pat everyone on the head, saying, “duck, duck, duck, and .GOOSE!”

c. The student who was chosen as goose stands up and chases the other student around the circle.

d. If S1 is caught, they sit in a chair on the side and everyone gets to chant their name for fun.

e. S2 becomes the next goose.

f. IMPORTANT: instead of using the words “duck and goose,” ss get to choose their own two words they want to use. 

i. Ex: “Tree, tree, banana!”

ii. It’s fun for ss to get to choose, and it helps them remember vocabulary words they have learned in the past.

64. Emotional Charades (all): active class

a. Works for anything (example: Today is Monday)

b. “What day is today?” S raises hand and says, “Today is Monday”

c. “How should we say today is Monday?”

d. S chooses an emotion: “Confused”

e. Everyone acts confused as they cant, “Today is Monday”

i. You can add emotions to any sort of chant to make it more funny to the ss

65. Fast Flash (V):

a. Review vocabulary cards by quickly flashing Tcards to the students.

b. Ss try to say what they saw as fast as they can

c. Quickly go through the entire unit’s Tcards

66. Hot Potato Game (all):

a. You can use an actual “hot potato” game, or you can have the ss pass around an object while you play music. When you stop the music, the person holding the potato has to say the dialog. 

b. Ss have to say a line of the dialog before they can pass the potato, 
c. Next s says the next line. 
d. Start over, going back and forth until it lands on someone. 
e. Play until only one student is left!
67. Invisible Cards (Vanishing Cards) (V): T vs. Class

a. Post 6-8 vocabulary cards on the board, going over each one (Use complete sentences! “It’s a lizard, etc...”)

b. Teacher Emily vs. the Everybody Monster! 

i. Draw yourself, and then draw the “Everybody Monster!” (One body with the cartoon head of everyone in the class!)

ii. If ss can say the whole thing well, they get a point. If they can’t say it, T gets a point!

c. Ss use complete sentences as they chant the cards

d. Take away a card, leaving a blank space

e. Ss chant again, including the word that is no longer there

f. Continue taking away cards until there are none left! Continue giving points after every time they chant!

68. Island Hopping (V/D/R):

a. Place square mats on the ground, spaced out so students need to jump from one to the other.

b. Put 1 S next to each square, and give them a Tcard to hold.

c. The rest of the class lines up and jumps from square to square.

d. At each square, the S holding the card asks, “What’s this?” and the S jumping responds, “It’s a ________.”

i. Ex: “Who’s she?” “She’s my mother.”

ii. “Which model car do you want?” “The red one!”

69. Line Up Game (TPR): CM

a. Ss who are sitting nicely will be called one by one to line up. 

b. Once everyone is in line, review the rules: 

i. Do we push? “No!”

ii. Do we pull? “No!”
70. Musical Chairs (D/V): active class

a. Style 1: everyone gets a partner and shares a chair.

i. Each pair puts their chair in the line

ii. When music plays, ss walk around the chairs

iii. When music stops, partners must both sit in a chair together to not be out. The pair that does not have a chair is out.

iv. All pairs must perform the dialog to remain in their chair.

v. Play the music again, removing a chair each time. 

b. Style 2: everyone starts with their own chair

i. Same rules, except everyone starts with their own chair, and there are no partners

ii. Once they have a chair, they must say the vocabulary word the T points to on the board (using a complete sentence of course)

71. Parrot Game (V):

a. Go through Tcards, chanting the words to the ss.

b. If T says the correct word, ss repeat. If not, ss cover their mouths.
72. Pass the Card (V/D):

a. Introduce a Tcard.

b. Give the card to a s who must say what it is. 

c. They pass the card to the next S, who says what it is. 

d. Everyone must say the name as it is passed to them. 

73. Phonics/Vocab Game (V/R):

a. Put two letters (or phonics combinations) on the board. (S and Z)

b. Put several Tcards under each letter.

c. Say the name of one of the Tcards.

d. Ss need to identify where the card is by saying the sound of the letter it is under.

i. Ex: “Frog” “sssssssssssssssssssssssssssssssss”

ii. “ring” “zzzzzzzzzzzzzzzzzzzzzzzzzzzzzz”

iii. Do we talk? “No!”

iv. Do we run? “No!”

v. Do we walk?” “Yes!”

vi. Are we quiet? “Yes!”

vii. Are we happy? “Yes!”

e. T says, “Go” and everyone starts following the T around.

f. Whenever T says, “Stop!” ss have to freeze. If any ss are still moving, they are “out” and have to go sit down.

g. Play until there are only a few left. They are the winners! 

74. Robber Game (V):

a. Set out a variety of Tcards and small objects (around 8-10)

b. One student leaves the room

c. T selects a “robber” to come up and take one of the items and hide it (little things can go in pockets, and ss can hide Tcards by sitting on them)

d. S comes back, and everyone asks, “What’s missing?”

e. S looks at the items, sees what is missing, and asks, “Where’s my pencil?”

f. S can choose a student to ask. If the student has the pencil, they will say, “Here it is!” If they don’t have it, they say, “I don’t know!”

g. S can choose up to 3 students to ask. If they don’t know after 3, the one who has it stands up and says, “Here it is!”

h. If s can guess in 3 tries, they get a sticker or super high five.

75. Scary Monster Game (D): active class

a. Goodbye. Have fun!

b. Tell the Scary Monster Story to the class:

i. The stuffed animals went on an adventure, but now they are stuck with a scary monster! We need to find them so we can save them from the monster!

ii. Create the situation in the classroom:

1. T puts on a SCARY MONSTER mask/hat and becomes the monster. 

2. As the scary monster, the T comes up and steals a stuffed animal from the ss!

3. Everyone closes their eyes while the Scary Monster hides the “prisoner”

4. Everyone opens their eyes. The only way to find out where their friend is to say what the Scary Monster wants them to (the dialogue) “Goodbye!” “Have fun!”

a. Once everyone has said it, ss get to go look for their friend. 

b. The student that finds it gets to hug the stuffed animal.

c. Play again using a different dialogue!

76. Slow Motion (V):

a. Review vocabulary words by slowly showing Tcards to the ss.

b. Ss try to be the first to guess what word is slowly appearing!

c. Go through several Tcards in the unit to review 
77. Soccer Goal: (D)

a. Practice “Whose turn is it? “It’s my turn!”

b. Ss line up and get to kick a soccer ball into the soccer goal after they successfully respond, “It’s my turn!” 

78. Sports Charades: active class

a. Post different sports on the board

b. S raises hand and says, “Let’s play basketball!”

c. Everyone stands up and gets to pretend to play basketball around the room

d. Chant, “3, 2, 1, Freeze!” to get ss back in their seats for the next sport!

79. Teacher Says (TPR):

a. T says, “Touch your eyes” while touching eyes. Ss touch eyes.

b. “Touch your ears” T touches ears. Ss touch ears.

c. “Touch your arms” T touches legs. Ss touch legs. T says, “Are these your arms?” Everyone laughs.

d. continue

80. Telephone Whispers (all): 

a. T can use whole class, or only 5 or 6 ss each time

b. T tells S1 a vocab word, or an entire sentence

c. S1 needs to repeat it to S2

d. S2 repeats to S3 and so on, until it reaches the last student

e. The last s stands up and repeats it to the class!

81. Toss the Ball (D): active class

a. S1 says line one of a dialogue. 

b. S1 tosses the ball to S2, who says line two of a dialogue.

c. S2 says line one, and then tosses to S3, etc….

82. Toss the Ball Variation (V or R)” active class

a. T puts up a root word ending “-ug”

b. S1 has to say a word that ends in –ug. “Hug”

c. S1 tosses to S2, who has to say a different word, “Bug”

d. S2 tosses to S3, “Mug”

e. T changes root ending and ss continue

83. Two Lines (D):

a. Post dialogue on the board

b. Class forms two lines facing each other (or two sets of two lines!)

c. S at front of Line 1 says the first line of the dialogue

d. S at front of Line 2 says line 2 of the dialogue

e. Two ss high-five each other, and then go to the end of the opposite line

f. Continue until all ss have done both sides!!

84. What’s the time Mr. Wolf?: time-telling, active class

a. Everyone stands in a line a distance away from Mr. Wolf. 
b. Ss chant, “What’s the time Mr. Wolf?”
c. The wolf says, its 2 o clock, and everyone takes 2 steps closer to him. 
d. When Mr. Wolf says it’s 12 o’clock, it’s lunchtime, and he chases everyone! 
e. The s he catches first is the next Mr. Wolf






