Teaching Through Games 
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Teaching Methods
Using Games
Introduction



A classroom should be a place of fun as well as instruction. Student motivation can increase with the use of games to reinforce skills and concepts learned. 


Accomplished teachers use games to reinforce skills taught to a large group. They also use carefully chosen games to assess mastery of skills or content. Games also have value for teaching and reinforcing social skills, and for deepening discourse about topics.

Why Use Games in Teaching English?

From 'Games for Language Learning'
by Andrew Wright, David Betteridge and Michael Buckby
Cambridge University Press, 1984.




'Language learning is hard work ... Effort is required at every moment and must be maintained over a long period of time. Games help and encourage many learners to sustain their interest and work.'

'Games also help the teacher to create contexts in which the language is useful and meaningful. The learners want to take part and in order to do so must understand what others are saying or have written, and they must speak or write in order to express their own point of view or give information.'

'The need for meaningfulness in language learning has been accepted for some years. A useful interpretation of 'meaningfulness' is that the learners respond to the content in a definite way. If they are amused, angered, intrigued or surprised the content is clearly meaningful to them. Thus the meaning of the language they listen to, read, speak and write will be more vividly experienced and, therefore, better remembered.

If it is accepted that games can provide intense and meaningful practice of language, then they must be regarded as central to a teacher's repertoire. They are thus not for use solely on wet days and at the end of term!' (from Introduction, p. 1)

Advantages of Using Games in the Classroom



'There are many advantages of using games in the classroom:

Games are a welcome break from the usual routine of the language class.

They are motivating and challenging

Learning a language requires a great deal of effort

Games help students to make and sustain the effort of learning

Games provide language practice in the various skillsspeaking, writing, listening and reading


They encourage students to interact and communicate

They create a meaningful context for language use.' 

 

When to Use Games



Games are often used as short warm-up activities or when there is some time left at the end of a lesson. Yet, as Lee observes, a game "should not be regarded as a marginal activity filling in odd moments when the teacher and class have nothing better to do" (1979:3). Games ought to be at the heart of teaching foreign languages. Rixon suggests that games be used at all stages of the lesson, provided that they are suitable and carefully chosen.'

"Games also lend themselves well to revision exercises helping learners recall material in a pleasant, entertaining way. All authors referred to in this article agree that even if games resulted only in noise and entertained students, they are still worth paying attention to and implementing in the classroom since they motivate learners, promote communicative competence, and generate fluency"

How to Choose Games 

+ A game must be more than just fun.

+ A game should involve "friendly" competition.

+ A game should keep all of the students involved and interested.

+ A game should encourage students to focus on the use of language rather than on the language itself.

+ A game should give students a chance to learn, practice, or review specific language material.


اللعبة الأولى
Game 1: Whisper Circles

* Aim: Speaking (using a whisper), pronunciation, listening, grammar (it takes ...to do ...)
* Notes:
1. Divide the students into groups of 7 to 10.
2. Choose one leader from each group. Give the leaders the card which has the sentence "It takes about six seconds for something you drink to reach your stomach." Ask him to memorize the sentence, go back to his group and whisper what he has read on the card to the person on his right. Each person will whisper the sentence to the next person and the sentence can be said only once. The last person will say the sentence out loud. If the sentence is the same with the one written on the card, that group wins.[/align]

Game 2: Match and Catch the Riddle

* Aim: Reading silently, reading aloud, pronouncing segmental and suprasegmental features correctly, listening selectively, grammar (simple present tense), linguistic and nonlinguistic reasoning.
* Notes:
Divide the class into two groups: The QUESTION group and the ANSWER group.

Give the questions to the first group and the answers to the other group.


Each student in the first group is supposed to read the question he has aloud and whoever has the answer in the other group reads the answer aloud.


If the question and the answer match, put the students in pairs. If they don't, continue till the right answer is found. Each student can read his part only twice. When all questions and answers are matched ask the pairs to read the riddle they have just for fun.
