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Activity   1

Prague Jazz Cruise Boat        

Student  A

Work with Student B. Ask questions to get information about a museum you want to visit.

River Cruise

Sit back relax a journey through jazz                         Times:        Daily  20.30

On the Vltava River. As the Prague jazz                    Duration:    2.5 hours

Boat cruises gently through the centre                    Price per person:   590 CZK

Of Prague and under Charles Bridge guests            Boarding point  River harbor of Na 
Frantisku

Enjoy magnificent views of the Prague Castle

And the other famous riverside attractions.

Which country/ Van gogh Museum?

What/ see/ there?

How/  collection/ organized?

When/ museum/ open ?

Visit/ January 1 ?

Price/ teenagers ?

How/ get/ there ?
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Student  B

Work with Student A. Ask questions to get information about an activity you want to do.

Van  Gogh  Museum      P.O. Box 75366

                                           1070 AJ Amsterdam, The Netherlands

A visit to the Van Gogh Museum is a unique experience. The museum contains the 
largest collection of Van Gogh’s paintings in the world.

Van Gogh’s work is organized in 5 periods, each representing a different place of his 
life and work.

Opening times:   daily  10 a.m. – 6 p.m.

                              Closed   January 1

Admission:          Adults  Ł 10

                              13 – 19 years old:  Ł  2.50

                              0 – 12 years:  free admission

How to get there:   The Van Gogh Museum is situated in Amsterdam’s Museum 
Quarter. It can be  

                                   reached by tram number 2 or 5 from the Central Station

What activity/ advert about ?

Name/ boat ?

See/ during/ cruise ?

Time/ cruise/ start ?

How/ long/ last ?

Price ?  

Where/ boat / leave/ from ?
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Activity  2

A Teen  Camp

Imagine you are the director of a teen summer camp. Design a leaflet to advertise your 
camp.

Draw or stick pictures. Write:

- The name of the camp

- What type of camp it is (sports/ arts/ technology/ adventure)

- What activities someone can do there, local attractions, meetings, sightseeing

- Who is it suitable for  (age of participants, interests etc)

- Dates it is open

- Fees

……………………………………………………………………………………………………………

……………………………………………………………………………………………………………

……………………………………………………………………………………………………………

……………………………………………………………………………………………………………

……………………………………………………………………………………………………………

……………………………………………………………………………………………………………

……………………………………………………………………………………………………………

……………………………………………………………………………………………………………

……………………………………………………………………………………………………………



„CLIL as a Bridge to Real Life English” 

project №: 2016-1-PL01-KA219-026305_4

……………………………………………………………………………………………………………

……………………………………………………………………………………………………………

……………………………………………………………………………………………………………

Activity   3

Dumptown  Simulation  Game

Student  A

Work with Student B. Ask questions to find out information about a computer game.                          

About the game

Dumptown is dirty and polluted. You are Dumptown new City Manager! In your new position, 
you can start programmes that encourage citizens to recycle and reduce waste. Read the 
instructions, roll up your sleeves and get to work! 

How to play

- Click ‘Play the Game’ in the top right corner of the screen

- You have 10 programmes to work with

- Click on a programme. Read the programme and figure out what it will do.

- Each time you try a new programme, you can see how the Dumptown landscape 
changes.

- To stop playing, click Quit Game



„CLIL as a Bridge to Real Life English” 

project №: 2016-1-PL01-KA219-026305_4

Name/ game ?

What / aim/ game ?

How many stages ?

How choose/ physical characteristics ?

Ho/ decide / who / live / your planet ?

What / do / Orbit Area ?

Student  B

Work with Student A. Ask questions to find out information about a computer game.

                                          

                                      Planet  10  World  Builder

                             Think you’ve got what it takes to make your own planet?

                                                   Here is your chance to find out!

With  World  Builder you call the shots. Work your way through each of the creation scenes,
but make your choices wisely ! Only certain conditions can make your planet a good place to
grow !

Decide the physical characteristics of your planet with the Physics Screen,

Choose surface and atmosphere in the Chemistry Area,

Choose who and what lives on your planet with the Biology Screen,

Choose the position and path of your planet in the Orbit Area,

Now name your planet and place it in the universe!
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- What/ Dumptown/ look like/ beginning ?

- Who/ you ?

- What/ your/ mission ?

- How/ start/ game ?

- How many/ programmes ?

- What/ happen/ try/ each new programme ?

- How/ stop/ playing ?

Activity   4

 LOOKING FOR A JOB

Student  A

Work with Student B. Ask him/ her questions to find out some information about a part-time 
job.

 

Riverstone’s  Bookshop

                                     Is looking for a part-time 

      Bookshop Assistant

                                       For work on Saturdays  (09:00 am – 17:00 pm).

The right person will be organized, serious and will have a pleasant personality.

                                                 Experience not necessary

                                    To apply, send a letter to Mrs Smith, PO Box 3290.
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- What/ job ?

- Morning or evening/ work ?

- What/ qualifications ?

- Motorbike/ be/ necessary ?

- When/ call/ interview ?

 LOOKING FOR A JOB

Student  B

Work with Student A. Ask him/ her questions to find out some information about a part-time 
job 

                                                              Dice   Pizza

                                        We are looking for a Delivery Boy/ Girl

                                      Have you got a motorbike driving licence ?

A motorbike is not necessary; we will provide you with one. 

Are you reliable, energetic and friendly ?

Are you available for work in the evenings, from 18:00 pm to 22:00 pm ?

                                 If so, contact us now !

For an interview, call Mr jones at 2947318100 (08:00 am – 22:00 pm)
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- What/ job ?

- What/ hours/ work ?

- What/ qualities ?

- Experience/ be/ necessary ?

- How/ apply ?

Activity 5  

A  JOB  ADVERT

The summer camp you work for needs a teenager to work part-time and teach computer 
skills to the younger children of the camp. Prepare an advert to put in the local newspaper. In 
the advert, you should mention the following:

- type of job offered                                     -  qualities

- duties involved                                            -  experience

- age of the candidate                                  -  working hours

- qualifications                                               -  contact details

                                            LOOKING FOR A JOB ?

THE  …………………………………………………………………………………SUMMER 
CAMP

IS   LOOKING   FOR    
…………………………………………………………………………………………………………

We are looking for ……………………………………………………………………………………. 
to work with 
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……………………………………………………………………. and 
…………………………………………………………………………..

The right person will have 
……………………………………………………………………………………………………………

and will be 
……………………………………………………………………………………………………………
…………………………..

……………………………………………………………………………………………………………

……………………………………………………………………………………………………………

Experience is 
……………………………………………………………………………………………………………

You must be available 
……………………………………………………………………………………………………………

Apply in writing to 
……………………………………………………………………………………………………………

Activity  6     
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My favourite shop

Think of your favourite shop and describe it. You can write down where it is, what it sells, the
people who work there, why  it is your favourite shop, how often you go there, why other
people may like this shop, etc.

……………………………………………………………………………………………………………

……………………………………………………………………………………………………………
……………………………………………………………………………………………………………

……………………………………………………………………………………………………………

……………………………………………………………………………………………………………

……………………………………………………………………………………………………………
……………………………………………………………………………………………………………

……………………………………………………………………………………………………………
……………………………………………………………………………………………………………

……………………………………………………………………………………………………………
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Activity 7

Family role play: a birthday

Prepare a handoutfor each group of 3 students, cut out the texts and the stripes with the
tasks.
The students are supposed to have a conversation between the mother, the father and their
daughter discussing organising a birthday party for the daughter.
Each person in a group receives a ticket with information to act his part. Moreover each
student receives straps with clues to use during the family discussion.
Students read their roles and choose appropriate straps for their family roles.
Students are given few minutes to think over what they are going to say, using the ideas
given .
While students act conversations in each group the teacher checks proper usage of the
ideas included in clues.

        Daughter  (Kate)

It is your fifteenth birthday 
next month and you would 
like to organize a Hawaian 
party  and invite all your 
friends (about thirty people). 
You have to present the idea 
of the party to your family 
and convince them they 
should agree to your plan. 
You would like your family 
not to be at home, because 
you feel your guests won’t 
feel comfortable. You would 
likje them to take your 
brother and stay at your 
grandma’s this night. You 
want the party to finish at 
midnight.

              Mother

Your daughter wants to 
organize her fifteenth 
birthday party at home You 
hate the idea of the party. 
The flat is much too small, 
some furniture and 
equipment might be 
damaged and after the party 
the flat will be dirty and you 
will have to clean it. You also 
hate the idea of Hawaian 
party because it is winter. It 
is not appropriate for this 
time of the year. You would 
like the party to finish at 
10.00 p.m. and you want to 
stay and control everything. 
You don’t think your 
daughter should invite more 
than 10 people

                   Father

You like the idea of the 
Hawaian party and you think 
thirty people are OK. You 
think the party should finish 
at 11 o’clock. Your wife and 
your daughter should 
prepare the food and clean 
the flat after the party. You 
cannot imagine your 
daughter could celebrate her 
fifteenth birthday without her 
parents. You should watch 
her blow the candles and 
take photos of her. In fact, 
you would like to invite also 
your friends and relatives to 
the party. The more people, 
the better.



„CLIL as a Bridge to Real Life English” 

project №: 2016-1-PL01-KA219-026305_4

The idea of a Hawaian party is great because …
I think that the idea of a Hawaian party is not good because…
Why don’t you let your daughter have the kind of party she wants ?
The party must finish at 10.00 p.m.
But the party can’t finish at 10.00 p.m. ! It is impossible because…
Why don’t we finish the party at 11 o’clock ?
Why don’t you spend this evening at the grandma’s ?
Why don’t you want us to stay at home during your party ?
We want to stay because …
Why don’t we invite also aunt Susan ?
I don’t think inviting her is a good idea because …
I think you are crazy ! I don’t want ant grandfathers and aunts at the party !
I’m afraid I can’t prepare the food and clean after the party because…
Don’t we have enough money to pay the cleaning lady ?
Who is going to prepare the food and clean the house ?
I’d like to invite thirty people to the party. 
Why do you want to invite as many people ?
I think thirty guests are too many because …
Have you thought of organizing the event somewhere outside, for example …
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Activity 8

The worst holiday of my life

Each student receives a handout of the exercise and fills in the first sentence with his own
idea. Then he folds the paper in the way that another student cannot see what is written
above but he can see the ideas below.
Each student passesses his own handout to his partner in order to fill in the text with another
sentence, they fold again what they have written and pass (clockwise) to another partner.
When all the sentences are filled in, the teacher reads aloud each story and the group may
vote for the winner.

Last year I went to …………………………… on holiday. I chose this 
place because 
……………………………………………………………………………………
……………………………………………………………………………………
……………………………………………………………………I went there 
with 
……………………………………………………………………………………

We stayed in a hotel. The place was really ugly (describe the hotel).

……………………………………………………………………………………
……………………………………………………………………………………
……………………………………………………………………………………
……………………………………………………………………………………
…………………………
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Our room was awful 
because…………………………………………………………………………
… ……………………………………………………………………………and 
the view from 

the window was terrible (describe the 
view).................................................

……………………………………………………………………………………
………………………………

……………………………………………………………………………………
………………………………

We couldn’t sleep at night because 
……………………………………………………………..

……………………………………………………………………………………
………………………………..

We had very strange neighbours. They (describe their strange 
behavior)

……………………………………………………………………………………
………………………………

……………………………………………………………………………………
………………………………

……………………………………………………………………………………
……………………………….

The food at the hotel was terrible (describe the food) 
…………………………………….

……………………………………………………………………………………
……………………………………

……………………………………………………………………………………
…………………………………..
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Then one day we had an accident (describe what happened)

……………………………………………………………………………………
……………………………….

……………………………………………………………………………………
……………………………….

……………………………………………………………………………………
…………………………………

When we were returning home we had another accident (describe what 
happened) 
……………………………………………………………………………………
………………….

……………………………………………………………………………………
…………………………………..

……………………………………………………………………………………
…………………………………..

Well, that’s the worst holiday I have ever had !
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Activity 9    

 Revising  vocabulary

One student is sitting on the chair in front of the blackboard, facing his schoolmates. His

friend writes a word on the board, the sitting student can´t see it and tries to guess the word.

The only clues are the sentences made by his classmates, short descriptions of the subject.

No sounds  or  gestures are allowed. The student can leave the chair after he says the

written word. Then he can write a new word for another student. All the students can take

turns.

Activity 10 

 Five – minute  writing storm

Tell the students that they have exactly five minutes to write about something. Give them the

themes and tell  them, that  you will  not  mark any mistakes of  language but  will  only be

concerned with the ideas or experiences they describe.

For the next lesson, prepare general comments and  select texts written by students, to read

out.

Possible themes :  

What is friendship_                                               The thing I am proud  of

A place I know                                                         A road    

A person I know                                                     My favourite book                                         

Something I love / hate doing                             My  country

An unexpected meeting                                       The best thing to happen to me today            
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Activity 11

Candy Game

Candy Introductions is a get-to-know-you game that helps people learn new facts about
each other in an easy way.  They select various pieces of candy from a bag, and each candy
variety is associated with a fact about themselves which they will introduce to the others.
This game also goes by other names, including the M&M game, Candy Confessions, the
Skittles Game, the Gum Drop game, among others.

Candy Introductions can work with any group size.  The icebreaker works best when the
group size is limited to 12, so if you have more than 12, divide the larger group and run the
icebreaker within the smaller sized groups.  This icebreaker works best indoors, and is well
suited  for  classrooms or  meeting  rooms.   Materials  required  are:  candy with  about  five
different variations (color or candy type), and an optional chalkboard/whiteboard.

Setup for Candy Introductions

Purchase several variety packs of candy, enough for each person to be able to have at least
five pieces.  They can be any candy type, but not too many choices (limit it to around five or
six different varieties).   Alternatively,  you can buy gummy bears,  life  savers, gum drops,
skittles, m&ms, or any other candy that already has a variety of colors.

Instructions for How to Play 

Pass around the candy and tell each participant to choose anywhere from 1 to 5 pieces of
anything that they want.  Instruct them not to eat it yet, though.  After they have chosen their
candy, you will tell them what each candy type/color represents.

If there is a whiteboard or chalkboard present, write on the board the following:

• Red – Favorite hobbies

• Green – Favorite place on earth

• Blue – Favorite memory

• Yellow -Dream job

• Orange – Wildcard (tell us anything about yourself!)

If you don’t have the above colors, change the above to match the candy types that you
have.  Each person takes turns introducing himself or herself, beginning with their name and
then saying one fact for  each candy type that  they have.   This  easy introduction game
should go relatively quickly (assuming they weren’t  greedy and that  they didn’t  take too
many pieces of candy!)
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Activity 12

DID YOU KNOW? BINGO

Did You Know? Bingo (also known as the Autograph Game) is an icebreaker that  helps
people learn interesting facts about each other.  People walk around the room and mingle
until they find people that match the facts listed on a bingo-style sheet.

This game is a get-to-know-you style icebreaker.  The recommended group size is: large or
extra large. The game works best with a group of about 25 people.  It can be played indoors
or outdoors.  Materials required are: printed bingo sheets and pens.  Ages 12 and up.

Setup for Did You Know? Bingo

The objective of  this  game is  for  people  to wander around the room and to obtain  the
signatures  of  people  who  have  the  facts  listed  on  the  bingo  sheet.   Once  a  person
successfully obtains a full row (5 in a row), whether horizontally, vertically, or diagonally, he
or she shouts “BINGO!” and wins.

This game requires a little bit of setup.  Prepare a 5 by 5 table, with interesting facts written
inside the boxes.  These facts can include funny or bizarre things.  For example:

• Likes anchovies

• Has been to Hawaii

• Speaks more than two languages

• Has never been on a plane

• Has more than four brothers

• Has gone without a shower for more than three days

Be creative!  You can mark the center square “FREE SPACE” like traditional bingo games.
After you have prepared the table, print out enough copies for the number of players you are
expecting.

Instructions for How to Play. 

Pass out a sheet to each person, along with a pen.  Explain the objective of the game and
the following rules: (1) each person you talk to may only sign your sheet once, and (2) to
win, you must get signatures to form 5 in a row horizontally, vertically, or diagonally.  Say
“Go!” and ask your participants to begin.

Once someone shouts “Bingo!” everyone returns and the person must introduce the people
who signed his or her sheet.  If desired, you can ask each person to explain their fact. This
icebreaker game is fun way to get to know humorous or unique facts about people.  Enjoy!
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Activity 13

FABULOUS FLAGS

Fabulous Flags (also known as the Personal Flags Activity) is a useful icebreaker activity to
help people convey what represents them or what is important to them.  Each person draws
a flag that contains some symbols or objects that symbolizes who they are or what they
enjoy.

This get-to-know-you activity is best done indoors.  Any number of people can participate.
The recommended age is 7 and up.  Materials required are: several sheets of paper, pens,
and colored pencils/crayons/markers.

Instructions for Fabulous Flags Activity

Pass out  a sheet of  paper,  pens, and colored pencils,  crayons,  and/or markers to each
person.  Explain the activity: “We’re now going to draw flags that represent or symbolize us.
Please design your own flag of you – include some symbols or objects that symbolize who
you are or what you find enjoyable or important.”  You can show your own sample flag if you
like.  For example, you could draw:

• a guitar (representing your passion for music)

• a tennis racket (someone who enjoys sports)

• a country like India (representing your affiliation with a country)

• a cross and a heart (representing Jesus and His love for the world)

Give everyone a set amount of time to draw (e.g. 15-20 minutes or so) and then reconvene.
Ask for volunteers to share their flags and explain the meaning of what they drew.  If it is a
large group, you can divide everyone into smaller groups and ask them to share their flags
with each other, or you can just ask a small number of volunteers to share.

Variations

After  everyone  has  finished  sharing  the  individual  flags,  as  a  big  group  you  can  ask
everyone to brainstorm ideas on what  to  draw for  a  large class-wide flag.   Proceed to
delegate  individuals  to  draw certain  parts  of  the class-wide flag.   Alternatively,  you can
collect the individual flags and paste them onto a board to create a “quilt” of individual flags,
representing unity.
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Activity 14

FOUR CORNERS

Here’s another good icebreaker for the beginning of a school semester or as a fun way for
people to get to know each other better. Four Corners (also known as Four Squares) is a
simple activity in which students share who they are through the use of handdrawn pictures.
This icebreaker is for all ages, and works well with small and medium groups. It usually
takes about 15 minutes, depending on how much time you want to allow for sharing the
pictures. You’ll need sheets of paper and writing utensils. Don’t worry, no artistic skills are
required for this icebreaker activity — just have fun and encourage everyone to enjoy being
creative while illustrating who they are!

Setup for Four Corners

Distribute a pen and sheet of paper for each player. Each person divides the sheet into four
boxes/squares either by folding the paper in half twice (vertically and horizontally) or simply
by drawing a horizontal and vertical line that crosses in the middle. For each square, each
person  will  describe  themselves  in  the  form  of  drawings.  Choose  these  four  topics  in
advance. For example, in the top left square, everyone could draw “favorite hobbies,” while
in the top right, people could illustrate “favorite place on earth for vacation,” the bottom left
could be something like “if you were an animal, which one would you be?” and the bottom
right could be something like “what are the most important things in your life?” Feel free to
be as creative, hypothetical, or deep as you like.

Allow five to ten minutes to draw. When everyone is finished, gather them together and
share the drawings as a group. This icebreaker is an excellent way for students to show-
and-tell what makes them unique!
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Activity 15

ICEBREAKER QUESTIONS

Icebreaker Questions is simply a list of 20 great questions that you can ask people to help
them feel more part of a group or team.  These questions are fun and non-threatening.  You
can  use  them  as  an  icebreaker  for  meetings  or  classrooms,  written  on  notecards  and
adapted for other games, or simply as a fun activity to help people get to know each other
better.

Instructions for Icebreaker Questions

A great way to help people open up is to ask them fun questions that allow them to express
their  personality  or  interesting  things about  them.   Here  is  a  list  of  twenty  safe,  useful
icebreaker questions to help break the ice:

1. If you could have an endless supply of any food, what would you get?

2. If you were an animal, what would you be and why?

3. What is one goal you’d like to accomplish during your lifetime?

4. When you were little, who was your favorite super hero and why?

5. Who is your hero? (a parent, a celebrity, an influential person in one’s life)

6. What’s your favorite thing to do in the summer?

7. If they made a movie of your life, what would it be about and which actor would you want
to play you?

8. If you were an ice cream flavor, which one would you be and why?

9. What’s your favorite cartoon character, and why?

10.  If you could visit any place in the world, where would you choose to go and why?

11. What’s the ideal dream job for you?

12. Are you a morning or night person?

13. What are your favorite hobbies?

14. What are your pet peeves or interesting things about you that you dislike?

15. What’s the weirdest thing you’ve ever eaten?

16. Name one of your favorite things about someone in your family.

17. Tell us about a unique or quirky habit of yours.

18. If you had to describe yourself using three words, it would be…
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19.  If  someone made a movie of  your  life  would  it  be a drama, a comedy,  a romantic-
comedy, action film, or science fiction?

20. If I could be anybody besides myself, I would be…

Activity 16

LOST ON A DESERTED ISLAND

Lost on a Deserted Island is a teambuilding activity that also helps people share a little about
themselves.  Given the scenario that everyone is lost and stranded on a deserted island,
each person describes one object that they would bring and why. 

This game is a teambuilding and get-to-know-you icebreaker.  The recommended group size
is medium, although small and large group sizes are possible too.  An indoor setting is ideal.
No special props or materials are required.  This icebreaker works well for any age, including
adults and corporate settings.

Instructions for Lost on a Deserted Island 

The situation is dire — following a shipwreck, everyone has been stranded on a deserted
island!  Each person is allowed to bring one object to the island — ideally something that
represents them or something that they enjoy.  The first part of this icebreaker is simple:
each person is asked to describe what object they would bring and why.  This need not be
realistic; if someone loves music, he or she might choose to bring a guitar, or an animal lover
might choose to bring a dog, a food lover might choose to bring sirloin steaks, and so on.
Encourage people to be creative. 

After  everyone  has  introduced  their  object  and  why  they  have  chosen  that  object,  the
teambuilding portion follows.  Divide into smaller groups and ask everyone to work together
to improve their chances of survival by combining the various objects that they introduced.  If
necessary,  you can add more objects,  but  be sure to use all  the objects that  everyone
mentioned.  If you wish, you can reward the most creative group with a prize.

Lost on a Deserted Island is an approachable way to get people to open up and share a little
bit about themselves and what they enjoy or value.
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Activity 17

INSTRUCTIONS FOR NEVER HAVE I EVER

 Never Have I Ever is an icebreaker game that helps people get to know each other better.
Everyone sits in a circle and take turns saying something they have never done.  Each
player starts with ten fingers showing.  Each time says something that you’ve done, you drop
a finger. The goal is to be the last player remaining.

This get-to-know-you game can be played indoors or outdoors.  The recommended number
of  people  for  this  game  is  ten  to  fifteen,  but  all  group  sizes  can  play  by  dividing  into
appropriate  sized  groups.   Recommended  age  is  8  and  up.   No  special  materials  are
required.

Instruct everyone to sit in a circle.  If you have an extremely large group, tell people to form
smaller circles of about ten to fifteen people.  To start each round, each player holds out all
ten fingers and places them on the floor.  Go around the circle and one at a time, each
person announces something that they have never done, beginning the sentence with the
phrase “Never have I ever…”  For example, a person could say, “Never have I ever been to
Europe.”  For each statement that is said, all the other players drop a finger if they have
done that statement.  So, if  three other people have been to Europe before, those three
people must put down a finger, leaving them with nine fingers.  The goal is to stay in the
game the longest (to be the last person with fingers remaining).  To win, it’s a good strategy
to say statements that most people have done, but you haven’t. 

Playing this game, along with the benefit of getting to know each others’ experiences better,
can be very humorous (e.g. saying silly statements such as, “Never have I ever skipped a
class in school” or “Never have I ever soiled my pants.”)  Have fun!
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Activity 18

SORTS AND MINGLE

Sorts  and Mingle is  an interactive  icebreaker  that  helps  people  recognize common and
unique interests and preferences.  The speaker calls out various categories and everyone
moves toward various parts of the room, finding people with similar tastes as them.

This game is classified as a get-to-know-you icebreaker with a little bit of active movement
(walking around the room, meeting and talking to others).  Recommended group size is:
medium, large, or extra large.  Can be played indoors or outdoors, but indoors is ideal.  No
special materials are required.  No mess.  For ages ten and up.

Instructions for Sorts and Mingle

There are two parts to this icebreaker.  The first half is the “Sorts” game.  The moderator
tosses out two contrasting choices and everyone must move either east or west of the room
(for example. “Do you prefer Nature or Cities?”) Then the moderator shouts out two more
choices and everyone moves north and south of the room.  In this way, each person must
move to somewhere and can’t get “lost” in the crowd.  Some sorts that work well include:
dogs vs. cats, books vs. movies, sweet vs. salty, casual vs. dress up, inside vs. outside; be
on the stage performing vs. in the audience watching, and so on.

The second half  of  the icebreaker, the “Mingle” game, works as follows:  The moderator
shouts out a general category and the group is asked to mingle around to find others that
have the same answer and they clump up to form a larger group. After about thirty seconds
to one minute, the moderator asks each group call out their answer.  If a person is unique
and is the only one with an answer, that’s okay.  Examples of mingles: your favorite place on
Earth; your favorite dessert; the kind of animal you like best; if you could have dinner with
someone, who would you choose; your favorite hobby; if you could be anyone, what would it
be?

Both halves of this game help people introduce themselves in a fun, interactive format.
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Activity 19

THE STRING GAME

The String Game is an introduction icebreaker game and conversation starter that allows
people to  tell others about themselves.  It’s a simple game and can be adapted according to
your needs.

This getting-to-know-you game usually does not take long, unless you choose to run it that
way.   The recommended group size is  small  and medium groups,  although with careful
planning it might be possible to do this activity in a large group by splitting it into smaller
groups.  An indoor setting is ideal.  This icebreaker is recommended for young children up
through eighth grade.  It’s well suited for classrooms, camps, or other settings where people
may not know each other very well yet.

Instructions for the String Game 

This activity needs a little bit of preparation work.  Purchase a big roll of yarn or string.  You
can buy any color, or multiple colors if you wish.  Take a pair of scissors and cut strings of
various different lengths — as short as 12 inches, and as long as 30 or more inches.

When you are finished cutting the string, bunch all the pieces up into one big clump of string.

To play, ask the first volunteer to choose any piece of string.  Have the person pull on it and
separate it from the other pieces of string.  Ask them to introduce themselves as they slowly
wind the piece of string around their index finger.   The funny part of this icebreaker game is
that some of the strings are extremely long, so sometimes a person must keep talking for a
very long time!  This is a good way to get everyone to start talking.  People might find out
something interesting or new about each other!  Feel free to adapt this game according to
your needs.  Have fun.
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Activity 20

THE SUPERLATIVE GAME

The Superlative Game is a simple icebreaker that asks players to line up in ascending order
for various different categories (e.g. height, birthday month, etc.).  It’s very easy to learn and
play, and it doesn’t require a lot of time.

This  game can be classified  as a get-to-know-you style icebreaker.   The recommended
group size is medium, large, or extra large groups.  Players will  be divided into multiple
teams of at least five people.  This game can be played both indoors or outdoors.  There are
no special materials required to play.  It works great with all ages.

Setup for the Superlative Game

The  facilitator  of  the  Superlative  game  needs  to  prepare  a  list  of  categories.   These
categories can be surface-level categories such as height (in  ascending order),  birthday
month (in ascending order, from January to December), shoe size, number of siblings (least
to most), etc. or you can also make deeper categories, depending on your goals.

Playing the Superlative Game

Split the group into at least three teams.  The ideal team size is at least five players per
team, but preferably no more than nine.  Explain the rules and consider using one of the
variations below (such as the no talking rule). 

Read the first category aloud, such as “Line up by increasing order of height.  Go!”  Each
team scrambles to get in the proper order.  When a team thinks they are done, they must all
sit down and raise their hands.  At this point, the facilitator checks the team and verifies that
they are in the proper order.  If they made a mistake, they get awarded zero points that
round and the facilitator checks the next group that sat down.  The first team to correctly get
in order and sits down gets awarded a point. 

The facilitator then reads off the next category, and this process repeats until the game is
over (no more categories).

Variations

There are many variations to this game that are worth considering.  These include:

1. No talking allowed.  All players must rely on body language and hand gestures to get in
the proper order.

2. Head and feet only.  You can only use your head and feet to signal where to go.  No
talking or use of arms/hands to communicate.
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Activity 21

Class Story Center

How it works:

A student begins the class story by writing several sentences. It might start with “Once upon
a time...” The student should stop writing after a short time without finishing the story. The
binder is then left for another student to continue where the first student left off.

The  next  student  reads  the  story  so  far,  and  continues  by  adding  more  events  and
interesting details. This student also stops in the middle of the story, so the next student can
continue. And so on.

It may take a week, a month, or more for the class to finish a story. When it's complete, you
can add a cover to the binder and add it to your classroom bookshelf.

Notes and Suggestions:

This makes a great learning center, or a terrific activity for students who finish their work
early.

You may (or may not) want to have students draw a picture to illustrate their part of the story.
Use the worksheet on page 2 if you want to use pictures. Use the worksheet on page 3 if
you do not. From time to time, read what has been written to the class. This will keep them
interested in the activity.  If  your learning center time requires many students to work on
activities at the same time, you might choose to have 2 or 3 binders, each with a different
story.

Encourage students to be neat, do their best, and take the story seriously.
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Activity 22

Quotations

Objectives

1) Students will expand their

a. Vocabulary skills

b. reading / listening skills

c. speaking skills

d. writing skills

2) Combine two different subjects (literature and teaching English)

3) Expand their knowledge on literature

4) Students will define and recognize important authors/philosophers/playwrights etc.

Materials

1. Cards

2. Use of Computers for research reasons

3. Optional : pictures of important persons of literature or pictures from theatre plays etc

Procedures

first level

1. We print the cards with the quotations

2. We divide the class into groups of 5-6 students

3. Each student gets one or two cards

4. Students read the quotations to the class with the information given underneath and
have  a  short  conversation  on  each  one,  in  order  to  see  if  they  understand  the
meaning.

5. The teacher collects the cards and then he reads the quotations to the class , asking
for the author and the play/novel

6. Each group has to answer in turns 5 questions. If their answer is correct to the author
they get 10 points per answer. If their answer is correct to the play/novel they get 10
more points

7. The group that collects the higher number of points is the winner.
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second level (We can continue the play to improve the writing skills)

The teacher reads the key words and the groups try to remind the quotation and write it
down.

The groups with the most correct answers win the game.

third level (We can continue to improve the skills on the use of multimedia)

The groups prepare similar cards with quotations of important people (either of their country
or all around the world)

fourth level (We can continue the play to improve the speaking skills)

Each group can choose one quotation and talk about it / why they like it / what it means to
them / etc.

Cards
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Activity 23

Inventors & Inventions

1. Watch the next video!

https://www.youtube.com/watch?v=bNUfZ3_VkuE

 The students have to go out of the classroom and look for some QR codes which are hung
in the wall.  The students are given a worksheet in which they have to fill  in the missing
information with the help of the QR codes. They will work in pairs. When they finish, they will
come back to the classroom to check if their answers are correct.

     2. Find the QR codes and complete the gaps.

NAME OF INVENTOR INVENTION DATE  / CENTURY 
1. Marconi

       2. ADHESIVE TAPE
      3. Joseph Gayetty 
      4. TRACTOR
      5. Johann Vaaler.
      6. TELEPHONE
      7. John Montagu, the 
4th Earl of Sandwich
     8. THERMOMETER
     9. Egyptians
     10. DISHWASHER
     11. Henry W. Seeley
     12. COCA-COLA
     13.Sylvester Howard 
Roper.
     14. BASKETBALL
     15. GAS MASK
     16. JEANS
     17. Joseph-Ignace 
Guillotin
     18. ZIPPER
     19. TRAFFIC SIGNAL
     20. AIRPLANE

https://www.youtube.com/watch?v=bNUfZ3_VkuE
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ANSWER KEY

NAME OF INVENTOR INVENTION DATE  / CENTURY 
1. Marconi RADIO 1896 / 19th century

       2. Richard G. Drew ADHESIVE TAPE 1923  / 20TH CENTURY 
      3. Joseph Gayetty TOILET PAPER 1857 / 19th century
      4. John Froehlich TRACTOR 1892  / 19th century
      5. Johann Vaaler. PAPER CLIP 1899 or 1890 / 19th century
     6.Alexander Graham Bell TELEPHONE 1876 / 19th century
      7. John Montagu, the 
4th Earl of Sandwich

SANDWICH About 1762/ 18th century

     8.Galileo Galilei THERMOMETER 1593 / 16th century 
     9. Egyptians SCISSORS 1500 BC
     10. Josephine  Cochrane DISHWASHER 1850 / 19th century
     11. Henry W. Seeley ELECTRIC IRON 1882 /19th century
     12. Dr. John Stith 
Pemberton

COCA-COLA 1886 / 19th century 

     13.Sylvester Howard 
Roper.

MOTORCYCLE 1867 /19th century

     14.James Naismith BASKETBALL 1891 / 19th century 
     15. Garrett Augustus 
Morgan

GAS MASK 1914 / 20th century

    16.Levi Strauss JEANS 19th century
    17. Joseph-Ignace 
Guillotin

GUILLOTINE 1792 / 18th century

    18.Whitcomb L. Judson ZIPPER 1893 / 19th century
    19. Garrett Augustus 
Morgan

TRAFFIC SIGNAL 1923 / 20th century

    20.The Wright brothers AIRPLANE 1903 / 20th century

3. Draw your own invention.
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