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[image: image52.png]1.Do youhave sister? - Yes, I do.

2.When youcometo Germany? - Lust yesz
5.He plays the pisno very well dort he?

4 Where she ive?- Sormy, Idon't know
5.1livein Germany since 30 August 2005

6.1 must getup very exdy yesterday morming.

7.1 need any money o buy hunch today:

5.1 came to schoolwiththe bus today.

9. Horw old i this chesse?1tsstes badly
10.Whosethat  man? - Thave no idesl

11 Today'stest was more sssy than yesterday'stest




Опис та навчальні матеріали інтелектуальної гри "Sea Battle" 
  для Літнього мовного табору

"Sea Battle" Game Description and Teaching Resources
for Summer Language Camps 

I am extremely happy to teach in the 21st century. The reason behind my utter happiness is that nowadays we have an enormous number of various teaching resources at our disposal. They make our lessons more engaging, exciting, entertaining, vivid, creative and dynamic. One benefit is that they help us appeal to all our students’ tastes and senses, though a drawback might be that we are spoilt for choice. What I am driving at is that we sometimes find it quite complicated to arrive at the right decision and make an informed choice. If we find ourselves at crossroads, playing games with our students will be an obvious choice. This is the best solution to the summer camps, isn’t it? 

Let’s weigh up the pros and cons of playing games. One downside is that it takes lots of time and effort to prepare; on the plus side, our hard work will always pay off. There is nothing more rewarding in our job than the happy eyes and smiling faces of our students. In the famous words of Winston Churchill, “There is no substitute for the hard work of preparation.” 

Let’s look on the bright side. If we play games, our students will never be reluctant and bored to death. They will be all eyes and all ears. Games will help us hone their reading, listening and speaking skills, the latter being our top priority. To put it in a nutshell, it will add colour and bring variety to our summer camp and make a real difference to the whole learning process.

Playing games effectively is quite challenging. Our most important task as a teacher is perhaps to create the conditions in which learning can take place. The skills of creating and managing a successful class may be key to the success of the summer camp. You need certain organizational skills and techniques, which are often grouped together under the heading of ‘classroom management’. Common classroom management includes creating groups and pairs.

In fact, there is no limit to the way a teacher can group students or pair them up. 

Strategies for division into groups and pairs

1. Student’s choice.

2. Teacher’s choice.

3. Random choice:

a) grouping cards 

b) puzzles

c) finding ‘families’

	Alice in Wonderland
	Superman
	Harry Potter

	Cheshire Cat
	Lois Lane
	Hermione Granger

	Queen of Hearts
	Jimmy Olsen
	Ron Weasley

	Mad Hatter
	Clark Kent
	Albus Dumbledore


	Great Britain
	Australia
	The USA

	London
	Sydney
	Chicago

	Oxford
	Canberra
	New York

	Manchester
	Perth
	Los Angeles


	go
	went
	gone

	write
	wrote
	written

	speak
	spoke
	spoken


	bad
	worse
	the worst

	little
	less
	the least

	far
	further
	the furthest


d) different shapes, colours, numbers, seasons, letters, coloured paper clips, decorative stickers on handouts.

4. Streaming.

Students can be streamed according to their abilities. We can stream weaker and stronger students. In such groups the more able students can help their less fluent or knowledgeable classmates. We can also create pairs or groups in which all students are of the same level. Streaming seems to fit into the philosophy of differentiation.

The best activity in the world will be a waste of time if the students don’t understand what it is they are supposed to do. The success of various stages of your game will depend upon your ability to give clear instructions. If the instructions are misunderstood, students will not do the right thing. 

There are two general rules for giving instructions: they must be kept as simple as possible, and they must be logical.

Don’t give your instructions too far in advance of the task itself. Explain what is needed immediately before students start the activity. If there’s a gap between the instructions and the activity, students might forget what to do. For example, if your students are expected to move to work in groups, first ask them to move, and then give instructions. Finally, if you realize that the students are not on track, don’t hesitate; stop them and go over your instructions again. Timing is of the essence. Set a clear time limit and stick to it. 

In order to avoid native language interference, make it clear from the start that you expect your students to speak only English, monitor carefully and speak English yourself. Say something as soon as you hear students using their own language. You might want to introduce a points system or competition.  

Our students will thrive on playing games during the summer camp and there is no denying it! A game is a great way to fuel our students with positive energy, trigger strong emotions and hone their speaking skills. Jump at every opportunity to play games and explore every possibility to exceed our students’ expectations.

Sea Battle

Duration:



60 - 90 minutes

Number of participants:
2 – 20

I. Introduction.

I am happy to welcome you all here today. We are going to play a game called “Sea Battle”. We’ll leave ABC port in five minutes and sail across different seas, oceans, bays, streams, gulfs and visit various islands. 

Your task is to find as many ships as possible. There are 5 of them here. You’ll take turns to announce the target square and if you are lucky enough, you’ll hit the ship. If there is no ship, you’ll need to do a task. If the answer is correct, you’ll gain a point. You can exchange 5 points for 1 ship. You’ll have lots of surprises, both pleasant and unpleasant. I am not going to tell about them right now. You’ll have a chance to find it out on your own. Bear in mind that you are not supposed to speak Ukrainian or Russian; if you do, it will be considered a violation of the rules and you may even lose your ships. If you say a word in Ukrainian or Russian, you’ll be given a “skull and crossbones”. You will lose a ship if you have 5 such symbols. 

II. Division into groups.

III. Tasks.

1. The Irregular Verbs Bay

The cards with the verbs are on the floor. Each team has different verbs. They take turns to give the forms of the verbs (Past Simple and Past Participle). If the answer is correct, they move forward to the next card. If the answer is not correct, they don’t move and work with the same verb next time. The first team to reach the finish line will gain a point. 

2. The Magic Bag Gulf

The teams have to guess what is in the bag. The teacher can answer their questions with only two words: ‘Yes’ and ‘No’. For each correct guess a team gains a point.

3. The Miming Stream

Students practice adverbs by miming actions in different manners (badly, carefully, fast, quietly, politely, well). Give each team a set of cards in an envelope. One student takes a card and mimes the action. The others in the team try to guess exactly what is on the card. If the team can guess the phrase on the card, then they keep the card. Emphasize that students only have to say the verb and the adverb e.g. dance badly. The winner is the team with the largest number of cards at the end.

4. The Island of Mistakes

Students have 4 minutes to find as many mistakes as possible.

5. The Island of Balloons

Teams do funny tasks. These tasks are written in the balloons. In order to get the tasks, they need to burst these balloons.

Possible tasks:

· Sing a song in English.

· Recite a poem in English.

· Read a tongue twister.

· Dance to the music.

· You have 20 seconds to list ten famous cartoon characters.

6. The Island of Memory

Teams take one minute to memorize as many words as possible. The team with more words gains a point. (PPP slide)

7. The Domino Sea

Children play the domino game. The first team that gets rid of the cards gains a point.

8. The London Sea (PPP slides)

9. The Rebus Sea (PPP slides)

10. The Grammar Sea (PPP slides)

11. The Vocabulary Sea (PPP slides)

12. The Space Ocean (PPP slides)

13. The Puzzle Ocean (PPP slides)

14. The Speaking Ocean (PPP slides)

Students have to describe a picture, answer a question or express their ideas or beliefs about a particular subject.

Best regards, 
Iryna Tereschenko
General Director
A.B.C. Group of Companies
Tel: +38 (044) 239-1091
      +38 (050) 469-18-73
E-mail: itereschenko@abccenter.kiev.ua
Website: http://www.abc-center.сom.ua
Appendix 1. The Irregular Verbs Bay

go

win

give

The Irregular Verbs Bay

fall

hear

lose

The Irregular Verbs Bay

ride

rise

sing

 The Irregular Verbs Bay

throw

wake

ring

The Irregular Verbs Bay

catch

begin

bring

The Irregular Verbs Bay

fight

fly

draw

Appendix 2. The Miming Stream

	drive carefully


	play football aggressively

	get dressed quickly


	work hard

	eat noisily


	play chess well

	speak English badly


	wake up slowly


The Miming Stream
	sing beautifully


	dance badly

	drink fast


	close the door quietly

	ask for something politely
	say goodbye sadly


Appendix 3. The Island of Mistakes


Appendix 4. The Domino Sea

smooth

_________

ugly
The Domino Sea


beautiful

_________

bitter
The Domino Sea


sweet

_________

early
The Domino Sea

late

_________

full
The Domino Sea

empty

_________

light
The Domino Sea

heavy

_________

soft
The Domino Sea


hard

_________

right
The Domino Sea

wrong

_________

polite

The Domino Sea


rude

_________

nice
The Domino Sea


nasty

_________

quiet
The Domino Sea


noisy

_________

fat
The Domino Sea

thin

_________

curly
The Domino Sea

straight

_________

alive
The Domino Sea


dead

_________

loose
The Domino Sea


tight

_________

rough
Appendix 5. Points
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Points
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Appendix 6. Skull and crossbones
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