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Abstract

El aprendizaje de una lengua extranjera casi siempre ha estado centrado en el proceso de la
memorizacién de estructuras sintacticas y listas de palabras en los diferentes niveles educativos,
incluida la Educacion Primaria. EI propoésito de este Trabajo de Fin de Grado es el disefio y
desarrollo de distintos juegos para el area de inglés relacionados con la produccion oral para el
desarrollo de la competencia comunicativa en el aula de Educacion Primaria. Los juegos que se
presentan estdn adecuadamente organizados Yy estructurados siguiendo la programacion
didactica de un libro de texto previamente seleccionado, Tiger Tema 3. La propuesta didactica
de este trabajo se basa en los principios del enfoque comunicativo y del aprendizaje
colaborativo basado en taras. Los resultados de este pueden ser empleados para introducir
actividades innovadoras en cualquier clase de inglés que fomente el uso de la lengua en

contexto. Puede ser (til para los profesores de colegios de Educacion Primaria.

Palabras clave: Educacion Primaria, inglés, competencia comunicativa, produccion

oral, juego.

The learning of a foreign language has almost always been centered at the process of
memorizing syntactic structures and word lists at different levels of education, including
Primary Education. This dissertation presents the purpose of the design and development of
different games related to oral production for the development of communicative competence in
the area of English in Primary Education classrooms. Games presented are properly organized
and structured according to the syllabus of a previously selected textbook, Tiger Team 3.
Didactic proposal of the dissertation is based on the principles of the communicative approach
and collaborative learning based on tasks. Its results can be used to introduce innovative
activities in any English class which promote the use of the language in a context. The

dissertation may be useful to Primary Education school teachers.

Key words: Primary Education, English, communicative competence, oral

production, game.
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1. Introduction

English is currently the most widely used language in the world. It is present almost
everywhere and it is considered the main element of communication between speakers with
diverse languages and cultures. The importance of English nowadays is no longer considered as
an alternative or complement to one’s educational training. It becomes an educational
requirement on a personal level to achieve full development in many fields of life, whether
professional, academic and even personal. Job prospects, approach to new technologies,
knowledge of other cultures, establishment of new training and information channels can all be

enhanced if English is mastered.

Current Spanish Education regulators are aware of this relevance and consider the
knowledge of a foreign language, especially English, as a priority in education. They support
multilingualism and the fact that students achieve oral and written comprehension and
expression in English as a Foreign Language (EFL) (LOMCE, 2013). In this legal framework, it
is also included that due to the globalization process, as one of the main objectives, education
should give learners useful tools to develop competences which allow them to adapt suitably to
the present and future society; and one of them is the use of English as a foreign language (RD,
126/2014). In addition, knowing a foreign language requires the ability to be able to
communicate in it in an increasingly multicultural and multilingual context. In the Primary
Education context priority is given to the development of communication skills, with special
emphasis on oral skills in first levels (RD, 126/2014).

However, the development of students’ oral communicative competence does not seem to
be generally fostered to a great extent in our EFL classrooms. As a result, it is often the case that
Spanish learners, despite having had lessons for many years, are not able to communicate their
ideas and meanings in English. Teachers usually use textbooks in the EFL classroom which
supposedly develop oral communicative competence and follow the communicative approach
but the activities proposed tend to focus rather on form and on the students’ development of
their linguistic competence mostly grammar and vocabulary, and to a lower extent on,

pronunciation.



In order to learn a language, motivation plays a very important role. The use of games,
especially in the Primary Education EFL classroom, can contribute to raising students’
motivation and fostering their learning of English. According to Norman (1986: 73) “It is
widely believed that motivation is the key to successful learning”. Games are also a valuable
tool to encourage spontancous students’ participation because they provide a meaningful
context for communication creating a communicative context in which to use the language. In
addition, playing games in teams or groups in a cooperative way can facilitate the learners’
development of social, intrapersonal and interpersonal skills. As the legal regulations include,
they are essential components to establish properly the bases for the knowledge of a language
and they allow English subject to become a means of socialization (RD, 126/2014). In a
competence-based view of learning and education in Primary levels, games are to be considered

essential.

The aim of this dissertation is to analyze some activities (especially games) from the
textbook called Tiger Team 3, aimed at developing the speaking skill; and in the light of the
analysis propose and design communicative activities which develop students’ oral
communicative competence through the implementation of games in the Primary Education
EFL classroom. More specifically, the proposal is based on a textbook as a way of
supplementing it; in this way, a game that fosters oral communication among students is
planned and designed for each unit throughout whole Primary year (3" grade) in order to

develop their speaking skills in line with the curriculum.

The dissertation is divided into six sections. | will first include the theoretical and
curricular framework on which the teaching proposal is based, focusing on the Communicative
Language Teaching (CLT) principles, communicative competence and how it can be fostered in
the Primary Education EFL classroom, and on the role that games can play to promote such
competence. Also some specific considerations related to the curriculum will be presented
which will be taken into account for the teaching proposal. | will then go on to describe the
methodology which was followed in order to develop this dissertation: selection of textbook,
analysis of games and design of own activities. Section 4 will present the analysis of the
speaking activities of the textbook that was chosen for this dissertation. Together with my own
proposal of games which can be an alternative for activities proposed in the textbook. The
whole design of different games integrated in a year syllabus of English subject in third grade of
Primary Education can be found in the Appendix 7.5. Finally, some conclusions will be drawn

on the implications of this proposal.



2. Theoretical and Curricular Framework

2.1. Theoretical Framework

One of the main characteristics about this dissertation is that it will attempt to make
students learn and practice English through interactive and communicative activities. This kind
of activities is related to Communicative Language Teaching (CLT) (Brown, 2001). That is,
CLT principles will guide the proposal made. “Real-life” communication should be brought in
the classroom on the assumption that development of fluency is more important than accuracy

when teachers want to facilitate lifelong language learning to students.

The target of a communicative approach to teaching-learning process understands
discourses as real language, which should be taken into account in classrooms. We want
children to be able to use the foreign language with real people for real purposes. Part of this
requires that children know how the foreign language works in conversations and longer
stretches of discourse and text (Cameron, 2001). As a result, opportunities need to be offered in

the classroom for students to practice these types of discourse or speech events.

According to Larsen-Freeman (2000), learners must be able to manage the process of
negotiation meaning with their interlocutors. Communication is a process for which knowledge
of the forms of language is insufficient. Communicative activities need to be planned and
brought into the Primary EFL classroom so that students can interact with their peers and
negotiate meaning. If students can communicate in that language, they will be able to do
different activities in real life with that language. They will be able to get what they want
because they will be able to communicate, to convey meanings, to be more self-sufficient and
independent. Communicative activities promote all these aspects and also students’ motivation
and relationships; they are more connected with real life and real contact between people. All
this considerations could be the reason why English foreign language is considered as a core
subject. There, the relevance of the learning of a foreign language and the importance of a

communicative attitude are again main points.



However, it is true that students need some linguistic competence to be able to
communicate. As a result, activities focused on teaching useful and common words
(vocabulary) or specific structures (grammar) should be contextualized so students are able to
convey meanings and combine all elements developing communicative competence. In this
dissertation attention is paid to the linguistic part of the language but the final goal is for
students to develop communication taking a CLT approach. In line with this, the success of a
teaching program would be judged in terms of the learners’ growing ability to use the language

for communication (Willis and Willis, 2007).

Communicative activities should achieve a series of methodological principles according
to Morrow (1981) and Johnson (1982). Activities are considered communicative, according to
Morrow (1981), when they have three features: information gap, choice, and feedback. In this
dissertation, all the activities attempt to fulfill these characteristics. Johnson (1982) contributed
to the development of the communicative approach in classrooms by proposing a series of
methodological principles on which many syllabus designing processes and activities were
based. The principles he expounds are: task-dependency, information transfer, information-gap,
jigsaw and content correction. They are explained in detail below, and they will be also retaken
in section 4 where it is explained how they were taken into account for the analysis of the
activities of the textbook and for the design of the games proposed as a complement or as a

supplement:

Task dependency principle is based on the idea that there should be a connection between
activities; there should be something in common between them or some knowledge from a
previous activity that students need to reuse in the next activity. This fact is convenient to
achieve coherence, understanding, acceptance of the activities and to raise students’ motivation.
For example, activities can be connected by the topic they are related to. They can be organized
in a way so that students need to complete first an activity to be able to fulfil the next one
(Johnson, 1982).

The second principle Johnson (1982) proposes is the Information transfer principle. Some
activities are focused on the reception and comprehension of information, however this
principle refers to the idea that activities need to go one step further to become communicative
activities: there should be a transmission of information between students which they do not

know. If there is a transmission of information between interlocutors, it means that



information was received, understood and processed in order to be transmitted consequently. A
communicative activity should encourage the transmission of information by students, not only

the comprehension or reception.

The third principle Johnson (1982) puts forward is the Information-gap principle and
which is also included in Morrow (1981). Authentic communication encounter requires
obtaining some necessary information from interlocutors. It is worthy to design activities in
which there is an exchange of information between students to complete the task, a transfer of
information between them; causing in this way the necessity to come into communicative
contact with another person. An interlocutor needs unknown information which other

interlocutor has to complete a task.

Another CLT principle according to Johnson (1982) is jigsaw principle. It is based on the
fact that each person has different information and because of that, it is necessary to promote
communicative situations in order to have all the information. It is also connected to the
previous principle because that information, that each person has, can be considered “the
information-gap”. The particularity of this principle is based on the fact that in order to
overcome that information-gap, several interlocutors need to exchange information

communication with more than one person as necessary.

The last principle Johnson (1982) indicates is content correction related to the assessment
process. It is based on the fact it is necessary to correct only in those cases the mistake hinders
comprehension causing an interruption of the communication process. These cases are the ones
in which students continue talking in a dialogue for example within understand an important
part of the conversation. If there is no lack of comprehension, correcting mistakes should be
done at the end of the interactions. Teacher should wait until students finish their
“communicative situations” in order to correct them linguistic or communicative aspects. This
principle should be taken into account when implementing the games so that they are given
feedback at the end.

Task-Based Teaching (TBT) is based on two main ideas: 1) promoting learners’
confidence with opportunities to use language in the classroom without being constantly afraid
of making mistakes to complete tasks or to do different things with language and 2) engaging
them in real language use in classrooms with discussions, problems and games. It is more

effective to encourage learners to use the language as much as possible, even if the language



they produce is inaccurate (Willis and Willis, 2007). In addition, when students know some
linguistic aspects, they can initiate communications and take in turns, when students begin to
communicate, teachers are able to shape their language in order to make it more complex and
grammatical (Willis and Willis, 2007). For this reason this dissertation is focused on meaning
more than on specific components of the language, in which participants are concerned with

communication.

The activities proposed develop speaking macro and micro skills in the English area.
According to Brown (2000: 272), there are two different lists of micro and macro skills; they
were taken into account on the designing process of games in this dissertation (see Appendix
7.1). Morrow distinguishes macro-skills which are involved in speaking skill. Speaking skill is a
global and complex skill in a language and it can be divided in these macro-skills. Morrow
differentiates five macro-skills which break down the main speaking skill because it integrates
many different elements such as: communicative functions, registers, body language, non-verbal
communication or several speaking strategies to know how well your interlocutor is
understanding your messages. They are focused on the “socio-linguistic part” of speaking.
However, Morrow also includes sixteen micro-skills. They are more particular than the macro-
skills and they are focused more on the form, on the “linguistic part” of the speaking skill. But,
last five micro-skills are also connected with macro-skills (12, 13, 14, 15, 16; see Appendix
7.1). Although designing process of games in this dissertation was based on all these
considerations, it is true that not all of the macro and micro skills are developed in one game.
However, all of them are developed along all the games included as will be shown in detail in

the analysis of the proposed games (Section 4.2).

Games can promote collaborative and cooperative learning. Since first investigations of
the benefits of this kind of teaching-learning process (Slavin, 1980), it is known that cooperative
and collaborative learning fosters psychosocial and interaction skills (with respect to others,
acceptance of points of view, communication, negotiation, self-esteem ...) based on values such
as collaboration, mutual aid and solidarity. Strengthening interactions among students is a motor
for the meaningful learning. In fact, research in recent decades has shown that the interaction
between peers (in this case, students) can positively affect aspects such as the socialization
process, acquisition of social skills, relativization of points of view or increase students’
academic performance (Coll and Colomina, 1990). As it will be discussed and shown in section

4, all the games in this dissertation follow a cooperative or collaborative learning



design where students need to work together to complete tasks or, at least, students need
something (information) from other students. In order to make games develop easier this kind of
learning, students are organized in pairs or in small groups in proposed games. And in the cases
in which they are not in groups, they need the collaboration from other students to complete the
task.

Games can be considered to promote communication in the EFL classrooms and to
enhance students’ oral communicative competence. They can help in the development of the
communicative competence in addition to other aspects. Games have several positive aspects.
Playful activities can be useful to students of all ages, social and cultural level, ethnicity or
mental capacity. Therefore they facilitate didactic principles such as socialization,
communication, globalization, activity, intuition or creativity (Lopez Pérez, 2009: 8). Games, in
foreign language learning, allow students to activate their motivation, facilitate observation and
research in children, judge different variables within the same game, relate to peers, strengthen
confidence and self-confidence (Lopez Pérez, 2009: 11).

According to Clark (1981), in order to have real communication, it is necessary to have
interlocutors who are personally committed to the achievement of an objective by meaningful
messages in a communicative exchange when they need information-gaps to complete. And it is
precisely within the framework of artificial and simulated games and activities in the classroom

where we can often observe authentic communicative or quasi-communicative discourses.

Games according to Littlewood (1998) can be considered as a social interaction activity,
as a communicative activity. Social interaction activities are focused on the exchange or
expression of meanings. They are connected to the development of sociolinguistic competence,
the ability to adapt the statements to a specific context, taking into account the accepted uses in
a particular linguistic community (Durén, 2004: 37). Students should be aware of the social
meaning of the linguistic forms that they use in the communicative exchanges and the register

of the language.



2.2. Curricular Framework

The Aragonese Curriculum in Primary Education states that communicative competence,
gap between communicative competence and communicative activities, should be developed by
the students in the area of English. Communicative activities are essential in a foreign language
classroom because they contribute students’ attention and efforts towards a meaningful,

personal and creative use of the language and that in turns leads to their autonomy.

El aprendizaje de lenguas extranjeras cobra una especial relevancia en este plano,
ya que la capacidad de comunicacion es el primer requisito que ha de cumplir el
individuo para desenvolverse en un contexto crecientemente pluricultural y plurilingle
(RD 126/2014).

Therefore, it is considered pertinent that activities and games proposed in this dissertation
pursue a communicative approach that allows the development of the communicative

competence in the area of English as a foreign language.

In line with the legal regulations, games are considered an essential part in teaching-

learning process because of the relation with real contexts and motivation:

Se fomentard un uso de la lengua contextualizado, en el marco de situaciones
comunicativas propias de &mbitos diversos y que permitan un uso de la lengua real y
motivador. EI empleo del juego, sobre todo en los primeros afios, y la realizacién de
tareas conjuntas, no sélo son elementos esenciales para sentar adecuadamente las bases
para la adquisicién de una lengua, sino que pueden ademas contribuir a que la materia,

lejos de limitarse a ser un mero objeto de estudio (RD 126/2014).

In line with the curriculum guidelines, topics of the proposed games are related to
familiar contexts for the students and they are those which are interesting for them to increase
their positive attitude and motivation in their learning-teaching process. In any learning process,
motivation is fundamental, understood as the reason that comes with the emotional and
cognitive involvement of the students in their proposed tasks, for both, for speakers in their oral

production preparation and for listeners to be interested in what they are going to listen to



(Dornyei, 1994). For this, it is indispensable that the proposed games for students deal with
topics close to them that involve them. They should be related to their world, their experiences,
stories, their interests or their daily routines. Games in this dissertation are related to students’
contexts and interests: school, animals, daily routines, sports, etc. These considerations are
gathered by legal regulations as well:

En la etapa de Educacion Primaria debera tenerse muy en cuenta que se parte de
un nivel competencial basico por lo que, tanto en la interaccién comunicativa como en
la comprensién y produccion de textos, resultard esencial remitirse siempre a contextos
familiares para el alumnado de esta edad, aprovechando asi los conocimientos

previamente adquiridos y las capacidades y experiencias que posee (RD 126/2014).

Assessable learning standards taken into account in the designing process of the
supplementing games for Primary Education students of 3 grade are the ones related to the first
and second block of contents (see Appendix 7.2). More specifically, assessable learning

standards are structured depending on the game they are developed in the Appendix 7.6.

Apart from linguistic competence that it is obviously achieved by proposed games, these
games contribute to the development of social and civic competence. This is developed because
it is a proposal based on games in which students have to be in contact with other people,
behave or simply respect turns. In a more specific way, it could be considered that game 9 (see
Appendix 7.5.9) contributes to the development of cultural awareness and expression
competence. This is because game 9 involves some activities related to artistic expression in
which students must create a song for Grandparents’ Day or perform a role-play of a book that

they choose for Book Day.

La lengua inglesa permite al alumno la expresion creativa de sus ideas y
emociones a través de diferentes medios incluyendo la musica o la literatura. El
desarrollo adecuado del area debe ayudar al alumno a comprender la diversidad cultural
y linglistica a nivel internacional desarrollando una actitud positiva que le permita
expresar sus gustos y emociones ante diferentes tipos de manifestaciones culturales
(RD, 126/2014).



3. Methodology

In this section a justification of the analysis and which criteria were taken into account for
the designing process will be presented. The aspects on which the analysis was based will be
indicated. First, it was necessary to check if games in the selected textbook could be considered
communicative activities which promote the development of students’ oral communicative
competence; and if contents and topics in games in the textbook are related to the curriculum for
3rd grade in Primary Education. In addition, in this section, establishment of clear criteria and
procedures to design the games proposed will also be included and explained in detail.

3.1. Why is there a need to analyse and design games?

As indicated at the beginning of this dissertation, teaching with appropriate learning
methods for the development of students’ communicative competence is relevant nowadays and
it is also included in the legislation, in English classes of Primary Education. It is necessary to
know if this competence is promoted in textbooks. In the case of this dissertation the textbook
chosen as an example has been the one titled Tiger Team 3, corresponds to the 3rd grade of
Primary Education. That is because series Tiger Team textbooks are common nowadays in
actual Primary Education schools. They are known by English teachers and they use them very
often as a tool for their teaching-learning process. They should be analyzed to confirm their

validity.

The focus of the analysis is on oral communicative competence because we need to know
if games in textbooks are communicative activities in which the competence is promoted. For

this, for a coherent analysis, it was necessary to take into account different aspects:

v"If oral communicative competence is promoted in games in the textbook
by suggesting appropriate situations in which students exchange

information and interact.
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v If games in textbook take into account principles from Morrow (1981) or
Johnson (1982) which promote the development of students’ oral

communicative competence.

v If contents and topics in games in the textbook are related to the

curriculum for 3" grade in Primary Education.

In order to verify the first two aspects we needed to focus on the games included in the
textbook and the references from Morrow (1981) and Johnson (1982). The obtained results (see
section 4.1) involve the necessity to propose a series of playful activities that could supplement
or replace the ones in the textbook and through which students could develop oral
communicative competence. A set of nine games in total-one for each unit of the textbook- were
in relation to the other aspects treated in the didactic units are proposed. These games are
connected to the textbook and to the curriculum. They seek to develop students” communicative
competence through cooperative and collaborative work; but also they had to be connected with
the textbook themes, adapted to the grammatical structures, language functions and vocabulary

that is treated in each unit.

3.2. C(riteria and procedure to design the proposed games

For the proposal of games as a complement or a replacement of those proposed in the
textbook, different aspects were taken into account for the designing process. The steps

followed were the following:

v What are the contents in each didactic unit?
» To know which contents should be developed in each game

that is going to be proposed in connection with the textbook.

v What should a game have to be considered a communicative
activity which develops students’ oral communicative
competence?

» To design games which develop students’ oral communicative

competence.

11



v What is included in the curriculum for English area in 3" grade of
Primary Education?
» To design games related to the textbook and to the curriculum.

v What other components can we take into account to make games
promote students’ oral communicative competence?

» To make sure that proposed games promote students’ oral

communicative competence including aspects as collaborative

and cooperative atmosphere.

Firstly, it was necessary to keep in mind the contents of each unit of the textbook. This
information is included in Appendix 7.3: a) objectives and key competences, b) contents related
to lexis, structures, phonics and sociocultural aspects; ¢) and cross-curricular links. They were
taken into account so that the supplementing games could coherently fit in with the textbook
and also to ensure task dependency (Johnson, 1982). Especially grammatical structures and
vocabulary targeted in the unit were taken into account for the design of the games in order to

make them finally also connected to the unit.

It was also necessary to take into account what was collected in the curriculum
corresponding to the evaluable learning standards for the 3rd grade of Primary Education for the
designing process of the communicative games. Appendixes 7.2 and 7.6 gather those standards
related to the proposed games in general and then, a table which includes the standards

developed in each proposed game.

Once all these considerations were covered, the focus was centered on making games as
much communicative as possible. For that reason, other important aspects such as collaborative
and cooperative teaching-learning process were taken into account in the proposed games.
Students are organized in games in pairs or small groups. In games where students work

individually they always need something from other students.

Consequently, a common structure was followed for the proposed games:

12



Procedure

Detailed description of the activity: introduction of the game, and steps and
procedures to be followed by the teacher and students. Here it will be also included
how teacher could divide students into groups of different number of members
during the games.

Learning outcomes

Statements of what students will learn in the lesson. They are focused on student
learning: what students will be able to do after the lesson. It can be added how they
will apply that skill or knowledge. Micro and macro skills that are supposed to be
developed will be added in Skill practice point.

Strengths

Positive aspects of the game.

Weakness

Possible negative aspects of the game.

Speaking skill practice

A table with the lists of micro and macro skills from speaking skill according to
Brown (2000) will be included. The ones that are developed in the game will be
marked.

Language exponents

Language we use to express a function. Sometimes an exponent is a set phrase, for
example, sorry, I don'’t quite follow that; or sometimes it is placed at the beginning
of a sentence that could have a variety of different endings: Please can I...?
Vocabulary can also be considered in this point.

Teacher’ instructions

Specific sentences teachers will use to explain the activity or game: how to express
the ideas and the rules to learners.

Observations

Some additional notes in which specific aspects are included to consider in this
activity that allows better comprehension and execution.

Materials

The necessary materials that teacher provides students to carry through the activity.

Interaction patterns ‘ Time

This indicator indicates the approximate
time required to perform an activity with a
group of 20-25 members. However, its
duration may vary depending on the
particular implementation of each group
and its size.

This section facilitates the group
organization in each activity by codes:
individually (S), pairs (S-S), groups
(Ss-Ss). In case the teacher is involved,
it will be also symbolized (T).

Table 1. Structure proposed games

13



4. Analysis

Taking into account all the above, a critical analysis of the games proposed in the textbook

Tiger Team 3 will be presented; specifically as regards the use of "games". In the light of this

analysis | will make my own proposal to introduce a game per unit throughout the year so that

students' oral communicative competence may be enhanced through them.

4.1. Analysis of games in Tiger Team 3

The games in the textbook and analyzed are included in Appendix 7.4. As it was already

anticipated in the methodology section, Morrow’s (1981) and Johnson’s (1982) criteria were

followed as a reference to analyze game by game and obtained the following conclusions.

TIGER TEAM 3

GAMES

Arrange the letters
(Starter Unit)

Morrow’s (1981) and Johnson’s (1982) principles

Choice

Task
dependency

Information
transfer

Information
-gap

Jigsaw

v

Copycat chain
(Unit 1)

Guess who!
(Units 1, 3,4, 5, 6)

Arrange the cards (Unit 1)

Question chain
(Unit 1)

Say what it’s got
(Unit 2)

Guess the animal!
(Unit 2)

Play Animal riddles
(Unit 2)

True or false
(Unit 2)

“Can do” chain
(Unit 3)

Memory (Unit 3)

Ask and show (Unit 3)

Repeat if it’s true (Unit 4)

Snap! (Unit 4)

14



Mime and guess (Units 5, v v v
6,7)

Find the same (Unit 5)

Time puzzles (Unit 5) v

Say and arrange (Unit 6) v v v
Name the animal (Unit 6) v v
Word chain (Unit 7) v

Sentence bingo (Unit 7) v

Table 2. Morrow (1981) and Johnson (1982) principles in games in Tiger Team 3

First, according to Morrow (1981) and Johnson (1982), it was observed that many of the
included games did not take into account the information-gap principle. Students do not really
need to interact to find out some important information they do not have but they need. For
example, there are activities in which students need to spell (Arrange letters, Appendix 7.4.1) or
just say a sentence and mime (Copycat chain, Appendix 7.4.2). Very few games follow
information-gap principle. It is true that, for example, "Guess Who?" game is included in
various units (Units 1, 3, 4, 5, 6), which is a clear example of as activity which follows the
information-gap principle. Students have a table which shows activities that people do and do
not do, pictures of the food that people like and do not like or daily routines of people and the
times at which they do them. Students need to match activities, picture of the food or daily
routines with people by asking question to their peers. Each student corresponds with one
person on those tables. Students need some necessary and unknown information that other
students have to complete the task. However, they include many others in which interaction is
limited; for example, mimicking words related to the vocabulary of that didactic unit and try to
guess it. This game is Mime and Guess which is repeated over three different didactic units
(Appendixes 7.4.6, 7.4.7, 7.4.8). There is no information-gap that encourages an exchange of

information, to promote interaction skills such as negotiation of meaning.

Taking into account the information transfer principle (Johnson, 1982), we were able to
observe how in the majority of the games that the textbook includes it is not taken into account.
Games are included in which students’ speaking performance is limited, for example, to identify
animals in a text (Name the animal, Appendix 7.4.7) or as in the case of Sentence Bingo game
(Appendix 7.4.8). Students choose six cards and lay them out. When students hear a sentence
that corresponds with one of their cards, they should turn that card over and say Yes! The first

student to turn over all six cards says Bingo! and is the winner. These are activities in which
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there is no transmission or exchange of information between interlocutors. In addition, when
this transmission or exchange of information occurs, it would be between teacher and the whole
class, whereas according to CLT principle, teachers should try to foster students’ interaction and
transfer information among them. In almost no game is the transmission of messages between
students promoted since the organization is almost always as a whole group, in a few cases the

organization is centered in pairs or groups.

The jigsaw principle can be considered as one type of activity not really a principle for an
activity to be considered communicative. Nevertheless there is a connection between this kind
of activity and the last principle of information-gap. In this way we can only find in the
textbook the game “Guess Who?” which is the only one that clearly fulfilled that principle; but
this information is not shaved among more than two people. In all other games all students have
the same information, in no case is information supplementary to the one that is necessary for
the completion of the activity. Clear examples of this are the games “Snap!” (Unit 4) and “Find
the same” (Unit 5) in which students do something individually and the prize of winning points
occurs when, at random, they coincide. In the first game, each student of the couple orders the
same cards with words related to vocabulary about foods in two groups: those which the student
likes and those which the student does not like. Once they have done so, they check if they have
agreed on something orally. The second of the games mentioned consists on the same; they only
must complete individually at what time they develop some daily routines, then they check if
they match. In both examples of games there is no extra information. Both students have the
same information, the same list of cards with vocabulary words. They do not need extra

information to solve the activities, there is not a “puzzle of information” to complete.

The games in the textbook do not leave room for the possibility of choices (Morrow, 1981).
In most of the playful activities, students must find a number of specific people who develop a
different action (Guess who!, Appendix 7.4.2) or must respond to a series of true or false
sentences that the teacher asks regarding the characteristics of mammals and reptiles to earn

points with each correct answer (True or False, Appendix 7.4.3).

Analyzing games in the different units, it has been possible to determine that task
dependency principle (Johnson, 1982) is applied in all of the games. These games are connected
with the content of each of the didactic units. They are connected with the grammatical

structures and vocabulary that must be put into practice by students in class. In addition to the
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existence of this series of didactic units structured and ordered theoretically from simpler to

more complex contents makes proposed games to be consistently ordered.

Therefore, general conclusions obtained after analyzing each of the games of the textbook
through these principles are as follows. First, in general, games in the textbook could not be
considered especially communicative activities; students’ oral communicative competence is
not developed to the maximum as an advisable. Therefore, there is a need to develop a proposal
of games that can come to be considered in turn communicative activities. This analysis of the

teaching proposal of games is explained in detail in the following section.

The other aspect that we needed to clarify in the analysis was if contents and topics in
games in Tiger Team 3, which corresponds with 3™ grade in Primary Education, are related to
the curriculum for that grade. Corresponding curriculum was checked and contents and topics
were appropriate among all the didactic units of the textbook. In order to show this fact,
connection between contents in blocks 1 and 2 from the curriculum of 3 grade and objectives
and contents in Unit 1 in the textbook (see Appendix 7.3.2) is presented as an example:

- Identify and name activities (objective).
- Ask and say what you do and don’t do (objective)

- Listen and use everyday classroom language (objective)
- Practice pronunciation: /*/ and /u:/ (objective)

- Do you...? Yes, I do./No, I don’t. (core structure, content)
- Core structures: Do you...? Yes, I do./No, I don’t. What do you do in your free time? |

do... /I don’t... Are you...? Yes,  am./No, I’'m not. I use a computer to... I also...

INGLES Curso: 32

BLOQUE 1: Comprension de Textos Orales BLOQUE 2: Produccién de Textos Orales: Expresion e Interaccion

Contenidos:

Estrategias de comprension:
Movilizacién de informacidn previa sobre tipo de tarea y tema.
Identificacidn del tipo textual, adaptando la comprensidn al mismo.
Distincidn de tipos de comprension (palabras y frases cortas).

Formulacion de hipétesis sobre contenido y contexto (imaginacidn y prediccion; inferencia a partir de imagenes y
gestos)

Inferencia y formulacién de hipdtesis sobre significados a partir de la comprension de elementos significativos,
linglisticos y paralingtiisticos (gestos, expresidn facial, contacto visual).

Aspectos socioculturales y sociolingliisticos: convenciones sociales (saludos y despedidas), normas de cortesia
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(excuse me, sorry, thank you, please); costumbres (habitos, horarios y celebraciones), condiciones de vida (“the
weather”, trabajos...), relaciones interpersonales (familia y colegio); actitudes (interés y respeto por las
particularidades de los paises de habla inglesa); comportamiento (gestos, expresion facial, contacto visual).

Funciones comunicativas:

Saludos y despedidas (“Hello”, “GoodBye”, “Good Morning”,...) y presentaciones (introductions), disculpas

” o

(“Excuse me”, “Sorry”...), agradecimientos (“thank you”), invitaciones.

Expresion de la capacidad (“can”), el gusto (“Like/Don'tlike, 32 p. Sing; like + “-ing”), la preferencia (“favourite”),
acuerdo o desacuerdo (“Yes | do”, “No, | don’t”), el sentimiento (happy, sad, scared, angry, unhappy, hot, cold,
hungry, thirsty).

Descripcion de personas y animales (12, 22 y 32, p. + “have got”; “It can fly”...), actividades, lugares, objetos (p.ej.:
“Is it slow/fast/old/new/big/small?”), habitos.

Preguntas, respuestas y expresion de la posesion, ubicacion, gusto (“Do you like?”, 32 p.) y precio (nimeros
enteros).

Peticidn y ofrecimiento de ayuda, de informacion, de objetos, de permiso.

Instrucciones.

Estructuras sintactico-discursivas: Expresion de relaciones légicas (p.ej. “and”), Afirmacién. Exclamacion. Negacion
(“Doesn’t,”; “Hasn’t”); Interrogacién (p.ej.: "What are you doing?”; “Do you like...?”). Expresion de la posesion
(his/her; genitivo sajon; “to havegot”); Expresion del tiempo (Simple present); . Expresion del aspecto (puntual;
p.ej: “always”, “every day”; presente continuo), Expresion de la modalidad (capacidad, “Can”). Expresion de la
existencia (“There is/are”). Expresion de la cantidad (sing. y plural; cardinales, centenas, 1st to 9th, precio con
numeros enteros), Expresién del espacio (“in, on, here, there, up, down, under, behind, next to, opposite, to”),
Expresién del tiempo (horas, en punto; morning, afternoon; seasons; “first, next, finally”, frecuencia: p.ej:
“sometimes on Sundays”). Expresion de ubicacion de las cosas (“to be + preposiciones”; “Where...?”). Expresion del
gusto (“To like” en afirmativo, negativo, interrogativo “Do you like?”)

Léxico oral de alta frecuencia (recepcién) relativo a identificacion personal; posesiones; preposiciones, colores,
numeros, familia, comidas, bebidas, juguetes, material escolar, partes del cuerpo, animales, dias de la semana,
ropa, adjetivos, lugares (campo, ciudad...), monedas...

Patrones sonoros, acentuales, ritmicos y de entonacidén. Reconocimiento de aspectos fonoldgicos: sonidos, ritmo,
entonacion y acentuacion de palabras y frases uso frecuente en el aula.

Table 3. Contents in block 1 and 2 in curriculum for 3™ graders in English area

4.2. Analysis of the teaching proposal to introduce games to

enhance students’ oral communicative competence

As it was included in last section, games proposed in the textbook do not seem to foster the
development of students’ oral communicative competence. So, it would be coherent to propose
a series of games that can supplement or replace the original ones. In the design process, as it
was included in the last section too, some aspects were taken into account: contents, what a
game should have to be considered a communicative activity, curriculum and other components
to make games promote students’ oral communicative competence. Games proposed are

included in Appendix 7.5.
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In order to propose a series of games connected with Tiger Team 3, designing process of

games began taking into account its contents (grammar points and vocabulary) and topics. Each

game from the proposal is connected with the contents and the topic of the didactic unit in

which it is developed. In addition, highlighting that a communicative context or situation is

provided in the introduction of each proposed game is necessary.

Once contents and communicative contexts were clear to include in games, it was

necessary to retake what was included in section 2 of the dissertation to take into account CTL

principles to make games develop students’ oral communicative competence.

Morrow’s (1981) and Johnson’s (1982) principles

Choice Task Information | Information- Jigsaw
dependency transfer gap

1. Tiger Street v v % v
Club board game
2. Stairs board v v v v
game
3. The Clue v v v v
4. Sporting v v v v
Cluedo
5. Guess What? v v v v
6. Daily routines v v % %
Taboo
7. What’s
happening at the 4 v v v
beach?
8. Dialogues

v v v v
Scrabble
9. Get the v v v v
Treasure

Table 4. Morrow (1981) and Johnson (1982) principles in proposed games
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According to Task-dependency principle (Johnson, 1982), in the supplementing games of
this dissertation, there is always a context provided related to a club called Tiger Team. This
aspect can be considered as a reference for the Introduction paragraph that all proposed games
include. This is the first paragraph in every description of games in which a context is provided
for students. In addition, students should complete first previous games in order to be able to
complete last ones, in which previous knowledge is integrated; some linguistic and
communicative aspects are retaken. For example, in game 8 and 9, some contents were
practiced for the first time in previous games; students will have to retake their previous
knowledge if they try to complete the game faster than the other players.

In the supplementing games proposed in this dissertation, information students need to use
to complete the game should be transferred to another person to be successful (Information-
transfer principle, Johnson, 1982). Students in these games need information that other students
have, so they will have to interact and transfer information. Students will have to produce
information in order to make listeners receive, understand and produce other information, and
then they get the information they needed. For example, in game 1 (see Appendix 7.5.1)
students need to spell words aloud in order to make their peers say he/she is right and keep
playing. In game 5 (see Appendix 7.5.5), students ask a question and depending on the answer

they get information they need to figure out what the card of their partner is.

In all games that are proposed students are not limited to receiving information from their
peers, they also need to do something with that information to be able to win the game or just
finish it. For example in game 5 (see Appendix 7.5.5) they will have to use information that
they collected previously by asking different questions to face down cards and find out which
card their partner has. Depending on the information they get in the answers of their partner,
they will ask a kind of question or a different one. That is if they ask first: do you like fruit? And
if the answer they get is positive and students transfer this information they should not ask
afterwards: do you like meat? Because of the answer previously obtained, it is obvious that the

card that its opponent has is a fruit one, it is not a food related to meat.

There are information-gaps (Morrow, 1981; Johnson, 1982) in all the games that students
have to find out to simply complete the game or to be winners. In all of them this consideration
is followed. In game 1 in which students need to find a person with a certain characteristics, that

is precisely the information-gap, that person. In game 2, what each student likes or does not like
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doing (as long as they do not know before hand) in order to complete the table. In game 3,
students need to know the animal that matches with the description provided. In game 4,
students need to figure out what a person in a particular place related to sports does. In game 5,
students need to guess what it is on the card that the partner has. In game 6, students need to
name the activity by its definition. In game 7, students need to find the person who is doing a
specific action at the beach which it is said in their cards. In game 8 students need a missing
word in the dialogue and its letters to win. And in game 9 there are different information-gaps
since this game is composed of several subgames or sub-activities integrated. For example,
students need to write a recipe or a song which they will be the corresponding information-gaps
(Sub-Appendixes in 7.5).

The proposed games do not comply with the jigsaw principle (Johnson, 1982). Sometimes
it is achieved when the organization of the activity is in small groups or couples. However, in
the vast majority of them a weak reference to the principle can be found. For example in game 4
(Appendix 7.5.4), each player receives some cards that are different from other players’.
Students need to collect that information distributed among the other players. Or game 7
(Appendix 7.5.7) in which each student has a card on which finding a specific person is asked.
Each of the players has different information and although it is not a question of finding out all
the information of all the players to be able to win the game, they must obtain the necessary
information that a specific player has. The same happens in game 9 in which pairs of students
have the same map but with different information. They will have to complement both
information, both players, to achieve a common goal. These examples can be understood as
information-gaps too if jigsaw principle is considered a technique, type of activity, not a

principle.

In the same way, in the majority of games, students have the possibility to choose
(Morrow, 1981), either why or who to begin the communicative experiences, as in game 1 or 5
(Appendixes 7.5.1 and 7.5.5). In number 1, students have to find a person who has a specific
requirement; students are the ones who choose by whom from their peer they start asking. In
number 5, students have to find out the food that their partner chose previously. | order to guess
it, they will have to ask yes/no questions, but they can choose which questions in each moment
and following questions will be adapted according to the obtained answers. Or, students have
the possibility to choose how to begin those communicative experiences necessary to complete
the game. We can find game 2 or 4 as examples of this, in which students choose how they will

start their turns. In number 2 they can start by choosing to ask a question or construct a positive
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or negative sentence. In number 4, students can choose where to go first to try to guess the

information-gap and thus win.

As this proposal is based on the design process, not on the implementation of activities;
feedback (Morrow, 1981) was not really taken into account on the designing process. Some
relation to feedback can only be found in the last game of the proposal. It is the longest and
most extensive one on the proposal. At the end of the game, some of summary and feedback

from the teacher is necessary for the re-counting points.

The design also bore in mind what is stated in the curriculum in relation to students’ oral
communicative competence. Teachers can assess some learning standards with games proposed
in this dissertation. In Appendix 7.2 and 7.6 standards that can be assessed with games are
included; they are also structured game by game proposed. As it was mentioned in section 2.2
proposed games develop linguistic competence and social and civic competence. Students are in
contact with people and they should behave and respect turns for example. Cultural awareness
and expression competence could be considered also in game 9 because it involves some artistic

expression among students.

In addition, following TBT (Willis and Willis, 2007), students need to do things with
language, to complete tasks. In game 1 they need to ask students to find the person they are
looking for. In game 2, students need to produce orally true sentences to win. In game 4,
students need to gather information about what people can or cannot do in different places to
know exactly what a specific can do. In game 5, students need to get answers of their partner to
dismiss cards and find the correct one. In game 6, they need to collect information they get by
the definition of the word they need to say to win. In game 7, students need to ask about the
information they have to find the person they are looking for. In game 8, when students need the
missing word (information) of their dialogues to get its letters and win the game. In game 9, the

need to collet all the information in every sub-game to complete the whole one.

Another aspect that was taken into account was micro and macro skills of the speaking
ability determined by Brown (2000). In Appendix 7.1 a table that includes all of them in its

entirety is included, and in Appendix 7.6 a second table showing which micro and macro skills
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were developed in each one of the games is integrated. These skills were taken into account so
that in the end all the games could get to practice some of them. A great variety of them is
fostered in most of the games.

Cooperative and collaborative learning has been incorporated in the design of games. This
methodology, as already mentioned in the section of the theoretical and curricular framework,
fosters the relationship between students, personal autonomy, and communication; which
facilitates the development of students’ oral communicative competence (Grenfell, 2002).
Therefore all games that have been proposed are developed in pairs or small groups to facilitate

the proposed final objective. In this way, social and civic competence is fostered.
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5. Conclusions

In this section a summary of the main points of the dissertation will be offered, followed by
the strengths of the dissertation and a critical review of the limitations of the analysis developed
in it. Finally, a personal reflection on the usefulness of the elaboration of the dissertation will be

presented.

First, a summary will be presented of the conclusions and reflections that have been
reached in section four of the dissertation analysis. The proposal that is included finally was
necessary due to the lack of promotion of students’ communicative competence of the games
included in the textbook Tiger Team 3. Analyzing textbook’s games following specific
principles of the CLT approach, it was concluded that they could not be considered
communicative activities in themselves. This meant creating a series of materials that would
complement or even replace them. All this, finally, concluded in a series of games that make
students use and practice micro and macro speaking skills (that involve the speaking skill as

well as key competences) and develop oral communicative competence in a foreign language.

Secondly, the dissertation has several strengths. Games provide motivation to students
because they are fun for them; that is why they were understood as a methodological proposal in
this dissertation. Games of different types are included: more or less cooperative, collaborative
or competitive. Although they are marked by the contents and competences from the original
book, the topics covered in them are varied and are connected to the usual contexts of students
(e.g. daily routines, sports or animals). Different games are proposed so that with that variety
they can match different students’ learning styles and needs. There are more systematic games
and more free or creative other ones. Another strength in the systematicity in the design and

planning of games is the inclusion of different sections in each game (see Table 1).

Thirdly, it is necessary to carry out a critical review of the limitations of the analysis
included in this dissertation. The first limitation is that games have not been implemented and
hence students’ output and reaction to them was not evaluated. Also, it must be acknowledged
that by analyzing these materials throughout the dissertation, it does not mean that the
conclusions obtained in this analysis can be considered extrapolated to all the materials that are

available for teaching English. The analysis that has been made of these materials is specific to
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the textbook Tiger Team 3. In the same way, the proposal that is suggested is related to this
analysis and the conclusions obtained. Another limitation is that adjustments may need to be
made to different groups of students bearing in mind their level, rhythm, interests, likes, etc.

Here it is a personal reflection on the usefulness of the development of this dissertation for
both, professional and personal life. This development, | suppose as other ones, began by
carrying out a series of diffuse and disconnected steps; there was no clear and definite objective.
It took a long time to focus the work on a particular aim in order to be able to complete the
different phases that the whole elaboration process has in itself. Little by little, the deviations in
terms of elaboration ceased to be centered on the objective of the dissertation to be centered on
the analysis and proposal of the games. After reviewing the literature and looking into the
activities proposed in the Primary English textbook, the aim of proposing further, more

motivational speaking activities became clear.

There were many aspects to take into account and it was a little bit dizzy: theoretical and
curricular framework, grammatical structures and vocabulary from the textbook or lack of
originality at the beginning in proposed games. It was difficult to combine all these elements
with innovation. This produced a lack of motivation at the same time for all these facts which
made the development of the dissertation more difficult. Fortunately all this was gradually
taking shape. At the beginning there were many issues or problems to solve, then they were
solved but they could be improved and finally there were positive results after the analysis and
the design. Little by little, games were more original and communicative taking into account all
the studied terms by the chosen literature. All the elements were integrated and more connected
between them. In general, it is clear that all this has finally brought me all positive aspects.
Now, if | had to develop another dissertation or similar task, | would organize in a different
way. At the beginning I understood the elements that | had to integrate separately; now | would

take into account all together to make them integrated since the beginning.

I have always been very interested in knowing why teaching speaking skill in the
classroom nowadays was not carried as effectively as it should; why students always ended their
learnings in a foreign language without being able to speak fluently despite the years of study.
Personally the elaboration of this dissertation has allowed me to think more critically about why
this may happen (no really communicative activities are proposed in the classroom) and how it

can be solved (proposing communicative activities in the classroom in which students
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communicate for a clear purpose in a communicative context). It has been very enriching also
that this proposal has been done through the development of games in the English area. Before
the development of this dissertation | had already designed many activities for the English area
where in the end students were able to carry out different actions or where in the end students
used some grammatical structures or vocabulary. However | had never been proposed to design
games, and much less so communicative games. In relation to my field of study | have been able
to gather relevant ideas, different pieces of knowledge and also skills to apply that knowledge
and put it into practice; in my opinion, all this is necessary to continue expanding in the future. |
would like to be able to continue studying how to develop students’ oral communicative
competence, delving deeper into some aspects that have not been given sufficient space such as
implementation, evaluation, the use of gamification or information and communication

technologies.

Carrying out a big project such as this one, for me, has been a challenge. From the
beginning of the degree in the Primary Education we are allowed to work in groups, of more or
fewer people. Also from the beginning we had to carry out individual work, although it is clear
that the workload involved was nothing compared to this dissertation. Personally, it has given
me above all values of overcoming, perseverance and commitment. It has also put me to the test
regarding the organization of the writing process of carrying out this dissertation in line with the

rest of personal matters, which has not been a tough process.

Finally, to conclude, | only hope that the final results of the entire dissertation have been
adequate and considered interesting for peers. | hope this dissertation has been able to show that
speaking skills need to be given importance in the EFL Primary classrooms and that its teaching
learning process can be approached through the design of appropriate, integrating games
throughout the syllabus which can foster students’ oral communicative competence. Finally, |
only hope that the vision of the games in the area of English is always positive and enriching for

both parts, students and teachers.
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7. Appendixes

7.1. Micro and macro skills according to Brown (2000: 272)

Microskills of speaking skill

Produce chunks of language of different lengths.

Produce differences among English phonemes and allophonic variants.

Produce English stress patterns, words in stressed and unstressed positions, rhythmic
structure, and intonation contours.

Produce reduced forms of words and phrases.

Use an adequate number of lexical units (words) to accomplish pragmatic purposes.

Produce fluent speech at different rates of delivery.

~N | oo|obA~ W N

Monitor one’s own oral production and use various strategic devices — pauses, fillers,
self-corrections, back tracking — to enhance the clarity of the message.

Use grammatical word classes (nouns, verbs, etc.) systems (e.g., tense, agreement,
pluralization), word order, patterns, rules, and elliptical forms

Produce speech in natural constituents: in appropriate phrases, pause groups, breath
groups, and sentence constituents.

10

Express a particular meaning in different grammatical forms.

11

Use cohesive devices in spoken discourse.

12

Accomplish appropriately communicative functions according to situations,
participants, and goals.

13

Use appropriate registers, implicature, pragmatic conventions, and other sociolinguistic
features in face-to-face conversations.

14

Convey links and connections between events and communicate such relations as main
idea, supporting idea, new information, given information, generalization, and
exemplification.

15

Use facial gestures, kinesics, body language, and other nonverbal cues along with verbal
language to convey meanings.

16

Develop and use a battery of speaking strategies, such as emphasizing key words,
rephrasing, providing a context for interpreting the meaning of words, appealing for
help, and accurately assessing how well your interlocutor is understanding you.

Macroskilss of speaking skill

1

Appropriately accomplish communicative functions according to situations, participants
and goals.

Use appropriate styles, registers, implicature, redundancies, pragmatic conventions,
conversation rules, floor-keeping and —yielding, interrupting and other sociolinguistic
features in face-to-face conversations.

Convey links and connections between events and communicate such relations as focal
and peripheral ideas, events and feelings, new information and given information,
generalization and exemplification.

Convey facial features, kinesics, body language and other nonverbal cues along with
verbal language.

Develop and use battery of speaking strategies, such as emphasizing key words,
rephrasing, providing a context for interpreting the meaning of sounds, appealing for
help, and accurately assessing how well your interlocutor is understanding you.
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Microskills of speaking skill

GAMES

Number 1, 2, 3, 4,6, 7, 8, 9.

Number 1, 3, 5, 6, 7, 8.

Number 5, 7.

Number 1, 3, 6.

Number 1, 3, 4,5, 6, 7, 8, 9.

Number 6, 9.

Number 9.

Number12,3,4,6,7,8,9.

10

Number 3, 6.

11

Number 4, 6, 8, 9.

12

Number 2, 3,4,5,6,7, 8, 9.

13

Number 1, 8, 9

14

Number 9.

15

Number 9.

16

Number 6, 9

Macroskills of speaking skill

GAMES

Number 2, 3,4,5,6,7, 8, 9.

Number 1, 8, 9.

Number 9.

Number 9.

Number 6, 9.
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7.2. Assessable Learning Standars

Block of content 1. Comprehension of oral texts.

Est.ING.1.1.1. Reconoce palabras y frases cortas en anuncios publicitarios sobre temas relativos a
sus propios intereses (juguetes, comidas...) con apoyo de imagenes para aproximarse a la

comprension del texto oral.

Est.ING.1.1.3. Reconoce palabras y frases cortas en transacciones habituales sencillas y breves
(instrucciones, indicaciones, peticiones, avisos), que le son transmitidas de manera lenta y clara,
aunque sea necesario volver a escuchar lo dicho, pedir confirmacion o apoyo gestual para

aproximarse a la comprension del texto oral.

Est.ING.1.1.4. Reconoce palabras, frases cortas, y estructuras hechas, y las relaciona para captar
la idea general, cuando escucha una conversacion sobre temas cotidianos (por ejemplo, en el

contexto escolar).

Est.ING.1.1.5. Reconoce palabras y frases cortas en conversaciones breves y sencillas en las que

participa, que traten sobre temas cercanos, para interactuar adecuadamente.

Est.ING.1.1.6. Entiende palabras y frases cortas o expresiones hechas, cuando escucha una
presentacion sobre temas cotidianos, como por ejemplo: uno mismo, comidas y bebidas, juguetes y

material escolar, animales, ropa, etc.; y las estructura para tener una idea general del mensaje.

Est.ING.1.2.4. Reconoce palabras, frases cortas, y estructuras hechas, y las relaciona para captar
la idea general, cuando escucha una conversacién sobre temas cotidianos (por ejemplo, en una

tienda o en el contexto escolar) mediante el uso de estrategias de comprension.

Est.ING.1.2.5. Reconoce palabras y frases cortas en conversaciones breves y sencillas en las que
participa, que traten sobre temas cercanos, (p.ej: mascotas, comidas preferidas, descripciones de
personas o lugares), utilizando la informacion de los elementos lingtisticos y paralinguisticos, para

interactuar adecuadamente.

Est.ING.1.3.3. Reconoce palabras y frases cortas en transacciones sencillas, dirigidas a la
satisfaccion de necesidades sencillas y cotidianas (instrucciones, indicaciones, peticiones, avisos),
apoyandose en el reconocimiento de expresiones corrientes basicas y de uso muy frecuente

(convenciones sociales; normas de cortesia).

Est.ING.1.3.4. Reconoce palabras, frases cortas, y estructuras hechas, cuando escucha una
conversacion sobre temas cotidianos y/o relaciones interpersonales (amistad, familiares) vy las

relaciona para identificar alguna idea general, en contextos proximos (p.ej.: en una tienda).
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Est.ING.1.3.6. Entiende palabras y frases cortas o expresiones hechas, cuando escucha una
presentacion sobre temas cercanos como costumbres (horarios, actividades, celebraciones) y las

relaciona para tener una idea general de la misma.

Est.ING.1.3.7. Conoce y muestra interés y respeto por aspectos relacionados con las costumbres
de paises de habla inglesa (horarios, actividades, celebraciones) en programas o entrevistas

sencillas donde se habla sobre ello.

Est.ING.1.4.3. Reconoce palabras y frases cortas en transacciones habituales sencillas y breves
(instrucciones, indicaciones, peticiones, avisos), apoyandose en el reconocimiento de las funciones
comunicativas del texto (p. ej.: férmulas basicas de saludos y despedidas; preguntas y respuestas

sobre posesion, ubicacion...)

Est.ING.1.5.2. Identifica estructuras sintacticas relativa a horarios, ubicacion de las cosas, precios,
y sus significados asociados, en anuncios publicos breves y sencillos (ej.: en el colegio, en casa,

una tienda...).

Est.ING.1.5.3. Reconoce estructuras elementales relacionadas con indicaciones, instrucciones,

peticiones y/o avisos, cuando se dirigen a él, en transacciones habituales y breves.

Est.ING.1.5.4. Reconoce palabras y frases cortas y estructuras hechas (p.ej. Interrogacion,
negacion, afirmacién; expresion del gusto o posesion, etc.) y las utiliza para tener una idea general,
cuando escucha una conversacién sobre temas cotidianos y se habla de manera lenta y clara (por

ejemplo, en una tienda).

Est.ING.1.6.3. Reconoce vocabulario relacionado con temas préximos (p.ej.monedas, salud,
trabajos, alimentacion...), en transacciones habituales sencillas y breves (instrucciones,

indicaciones, peticiones, avisos), Yy lo utiliza para comprender lo que se le dice.

Est.ING.1.6.4. Reconoce palabras y frases cortas cuando escucha una conversacion sobre temas
relacionados con rutinas diarias, identificacion y/o posesiones personales o lugares en una ciudad y

en el campo (por ejemplo, en una tienda, el colegio...).

Est.ING.1.6.5. Entiende palabras y frases cortas en conversaciones breves y sencillas en las que
participa, que traten sobre temas familiares como por ejemplo, identificacién personal, familia,
rutinas, aficiones, animales, lugares (ciudad y campo); y que le permiten seguir la conversacion

aunque sea con ayuda de gestos.

Est.ING.1.7.4. Reconoce aspectos de ritmo y acentuacion de palabras y frases bésicas y sus
intenciones comunicativas generales, cuando escucha una conversacion sobre temas cotidianos y

se habla de manera lenta y clara (por ejemplo, en una tienda).

Est.ING.1.7.5. Diferencia patrones sonoros, acentuales, ritmicos y de entonacién bésicos y sus

significados asociados, en conversaciones breves y sencillas en las que participa, que traten sobre
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temas familiares como por ejemplo, mascotas, comidas preferidas, descripciones de personas o

lugares.

Block of content 2. Production of oral texts.

Est.ING.2.1.2. Participa en transacciones cotidianas del aula y la escuela (p. ej.: pedir en el
comedor escolar) utilizando frases sencillas de uso muy frecuente y se consideren normales las

pausas y titubeos y el uso de gestos para reforzar el mensaje.

Est.ING.2.1.4. Intercambia informacién (p. ej.: preguntando y contestando a un compafiero en una
entrevista de forma guiada sobre la familia, aficiones, gustos...) aunque sean evidentes las pausa y

los titubeos, y se tenga que repetir las preguntas para que fluya la comunicacion.

Est.ING.2.2.4. Intercambia informacion (p. ej.: a un compafiero en una entrevista de forma guiada
sobre la familia, aficiones, gustos) aunque sea ayudandose de gestos, utilizando palabras de

significado parecido y demostrando que puede aplicar otras estrategias practicadas en clase.

Est.ING.2.3.2. Participa en transacciones cotidianas del aula y la escuela (p. €j.: pedir en el
comedor escolar) que apoyan lo que esta diciendo y usando convenciones sociales y normas de

cortesia aplicables a este tipo de intercambio oral.

Est.ING.2.3.3. Dramatiza conversaciones cara a cara 0 por medios técnicos (juegos simulados de
llamadas de teléfono) en las que establece contacto social (saludar, despedirse, interesarse por el
estado de alguien, felicitar a alguien), se intercambia informacion personal basica (nombre, edad)
0 se dan instrucciones (p.ej.: en una receta), y expresa sentimientos practicando férmulas de

cortesia sencillas y cotidianas.

Est.ING.2.4.2. Participa en transacciones cotidianas del aula y la escuela (p. ej.: pedir en el
comedor escolar) ayudandose de gestos que apoyan lo que esta diciendo para intentar cumplir una

determinada funcién comunicativa.

Est.ING.2.4.4. Pregunta y responde (p. ej.: a un compafiero en una entrevista de forma guiada
sobre la familia, aficiones, gustos) para saber mas sobre aspectos personales de las demés

personas.

Est.ING.2.5.1. Hace presentaciones muy breves y sencillas sobre si mismo preparadas de
antemano y ensayadas (dar informacién personal, presentarse a si mismo, describirse fisicamente
y a su familia y/o animales) y participa en narraciones muy breves y sencillas con lenguaje
repetitivo, reproduciendo estructuras sintacticas sencillas aunque se cometas errores en los tiempos

verbales o en la concordancia.

Est.ING.2.5.2. Participa en transacciones cotidianas del aula y la escuela (p. ej.: pedir en el
comedor escolar)  ayudandose de gestos que apoyan lo que esta diciendo, reproduciendo

estructuras sintacticas dadas o siguiendo un modelo.
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Est.ING.2.5.3. Dramatiza conversaciones cara a cara 0 por medios técnicos (juegos simulados de
llamadas de teléfono) en las que establece contacto social (saludar, despedirse, interesarse por el
estado de alguien, felicitar a alguien), se intercambia informacion personal basica (hombre, edad)
0 se dan instrucciones (p.ej.: en una receta) y expresa sentimientos, intentando aplicar, aunque se

cometan errores, estructuras aprendidas como nexos de unién o tiempos verbales conocidos.

Est.ING.2.5.4. Intercambia informacion (p. ej.: preguntando y contestando a un compafiero en una
entrevista de forma guiada sobre la familia, aficiones, gustos) demostrando que conoce y aplica

estructuras sintacticas basicas.

Est.ING.2.6.1. Hace presentaciones muy breves y sencillas sobre si mismo preparadas de
antemano y ensayadas (dar informacion personal, presentarse a si mismo, describirse fisicamente
y a su familia y/o animales) y participa en narraciones muy breves y sencillas con lenguaje
repetitivo, demostrando que conoce y puede utilizar un léxico apropiado a la tematica de la

presentacion.

Est.ING.2.6.2. Participa en transacciones cotidianas del aula y la escuela (p. €j.: pedir en el
comedor escolar) ayudandose de gestos que apoyan lo que estd diciendo, repitiendo Iéxico y

estructuras muy conocidas.

Est.ING.2.6.4. Intercambia informacién (p.ej.: preguntando y contestando a un compafiero en una
entrevista de forma guiada sobre la familia, aficiones, gustos) eligiendo léxico de un banco de

palabras.

Est.ING.2.7.1. Hace presentaciones muy breves y sencillas sobre si mismo preparadas de
antemano y ensayadas (dar informacién personal, presentarse a si mismo, describirse fisicamente
y a su familia y/o animales) y participa en narraciones muy breves y sencillas con lenguaje

repetitivo, imitando patrones sonoros, acentuales, ritmicos y entonacion.

Est.ING.2.7.3. Dramatiza conversaciones cara a cara o por medios técnicos (juegos simulados de
llamadas de teléfono) en las que establece contacto social (saludar, despedirse, interesarse por el
estado de alguien, felicitar a alguien), se intercambia informacion personal basica (nombre, edad)
0 se dan instrucciones (p.ej.: en una receta) y expresa sentimientos, reproduciendo la entonacion de

la lengua inglesa, aunque se perciba una clara influencia de la primera lengua.

Est.ING.2.8.2. Participa en transacciones cotidianas del aula y la escuela (p. ej.: pedir en el
comedor escolar) e intenta hacerse entender, ayudandose de gestos que apoyan lo que esta

diciendo.

Est.ING.2.8.3. Dramatiza conversaciones cara a cara 0 por medios técnicos (juegos simulados de
llamadas de teléfono) en las que establece contacto social (saludar, despedirse, interesarse por el
estado de alguien, felicitar a alguien), se intercambia informacion personal basica (nombre, edad)
0 se dan instrucciones (p.ej.: en una receta) y expresa sentimientos, aunque sean normales los

titubeos, las pausas y el apoyo gestual para la comunicacién.
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Est.ING.2.8.4. Intercambia informacion (p. ej.: preguntando y contestando a un compafiero en una
entrevista de forma guiada sobre la familia, aficiones, gustos) aunque para ello el intercambio oral

sea lento, haya repeticiones, pausas o titubeos.

Est.ING.2.9.3. Participa en conversaciones cara a cara o por medios técnicos (juegos simulados de
Ilamadas de teléfono) en las que establece contacto social (saludar, despedirse, interesarse por el
estado de alguien, felicitar a alguien), se intercambia informacion personal basica (nombre, edad)
0 se dan instrucciones (p.ej.: en una receta) y expresa sentimientos utilizando técnicas linguisticas

0 no verbales muy sencillas.
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7.3. Contents in Tiger Team 3 units

7.3.1. Starter Unit. Welcome to the Tiger Street Club

Objectives und Kay Conjpatances

Startor Unit n * Greot people and 53y QOOTYS
* Moot the course characters

* Ask for and give personn detais

* Watch a vidoo clip

* Say the days of the week
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* Usa the Student's Resource Cenlre
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= Aoviow language from Tiger Tine T ana 2
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* club, join, project, street
* tha alphabat
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7.3.2 Unit 1. A Computer for the Club

Unit

Qbjottivas nnd Key Campatencos

1A u-mnﬁlvmnumnwm
Computss * Learn the grammar tabie for Unit 1
for tha * Agk and say what you do and don't do
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* Listen and road a repart
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7.3.3 Unit 2. Animal World
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7.3.4 Unit 3. Sport Star

Objastivas nnd Koy Competancas

g- Idantify and name sports

* Learn the gremmar table for Unit 3

. Aakamuywmxyoumdwm paophmnandcm\ do
* Understand and raspond 1o instructions in the
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Core vocabulary
« dive, do judo, do karale, ice skate, play table lennis,
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* Read & poater
» Listan and use evaryday classroom language
m- Count to 8 hundred in tens

* Listan, read and arswer questions about workouts
* Listen and read o report
* Watch a video clip
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B2 Precict wha

e * Prediict what happens in the story

* Praclise prorunciation: fe/ and /x/
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* Understand and think about values

no Make and play with the sports cut-out cards

= Play tha games

= Prapars, plan and write your project
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* Sing a song and say a rap
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Receptive vocabulary
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7.3.5 Unit 4. Food We Like

Unit
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* Understand and think atout values
n' Make and play with the food cut-out cards

* Flay the gamen
* Prepare, plan and write your project

n-umn read, understand and act cut the story

* Sihg a song and say & rap
* Fead & recps
* Listen and road for ploasunn

Core vocabulary
* chickan, chocolate, crisps, Indl juice, lce cream, salad,
sandwiches, strawborries, water, yoghurt

Story vecabulary

* bread, dinnar, funch, meat. slice, Bring me ...

CLIL vocabulary

* frun salad, loe cubs, ice lofly, amoothie, sugar,
vegetabile stick, vitamin

* hotpacked unch, raw, treat

Receptive vocabulary

* blender, libre, ingredients, minerals, nuts, porfions,
pregaration method, recipe

* a great invantion, work very hard

O Recycled vocabulary

* gpples, bananas, biscults, carrots, choese, eggs, fral,
meat, mik, poas, patatoas, vegatables

* eal, delclous, healthy, hungry, play cards

* the aiphatwet

A Food We
Like

Structorss

Core structres

M
* Do you ke ., 7Ml®ﬂh | dan't,
* | ke mlldonllu

asking what 1 word maans
* Sarry, L don'l understand. Whal does . mean?
€ Recycled structires

* Are you ...? Yes, | am Mo, I'm rot.

* My lvourite s .

Contentia

nion

Cross«ourelcular

$4 0100 Ullyral aoposts links

* Video clip: Tiger Streel Oub Report: Lunch af
school

my

* Infevest i food

* Ploasune in eading a legend sbout the wrign of
word

[
* Feapect for other poople's Boes snd dllies
* Enyoymant in indesacting with otham

* Awareness of sourds and spelirg

* Interast in learring fun ways to ast St and

stoey
* Drgoyment in pregaing, plaraing, witing and
prasenting your projoct
* Willngress 10 neviow, ssaess and plan your
Owun oarming
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7.3.6 Unit 5. Things We Do Every Day

Unit

Qbjectivas snd Key Compatencos

S Things -am":ndmmm':'h‘;‘o“

* Learn the grarmmar

* Say what othar peopla do every day

* Listen and use overyday classroom language
m- Liston and read about tima zones

* Listen and read a report

* Watch a video aip

* Usa the Student's Resource Cantre

E- Spoll words
¢ Prodict what happens in the story
* Pragtise pronunciation: /xf and Jad
* Review, sssess and plan your own learning

COntents
Laxis

Core vocabulary
* brush yaur teeth, got Lp, go hama, go 1o bad, go to
MW“:OM f:”nmm.mwdmm
on your
* ... o'clock, hall past ...
* every day

Story vocabulary

* clock, garie, gold, grasdy, king, princess, wish

CLIL vocabulary

* midday, darl, ight, haur, night, time zone

Roceptive vocabulary

* go away, haibrush, hug, koala, meets, mare iImportant
than, never mind, time difference

UHy gbjectives Bnd Key Oampeatapses

* Undersiand and Ihink aboul vahss
n-m.mwmwodmmucu-mm
* Play the

games
* Prepave, plan and wrilo your project

* Listen, mad, understand and act out the stary
* Sing a song and say a rap

* Read traditional bedtime thymes

* Listen and read for pleasue

feantinaas)
SThinas
Yie DO
Evary ay

contents

Lexis

Onocyclwwubm
* alternoon, clock, do homewark, evening, hungry,
luw mnmllq play, read a book, rich, slup study,

wuter, wash my faceshands, watch TV
-mwa

* rumbars

Centaniy

At pioy

Hhout Bw

. WWN“‘.M‘“I\M\I‘D . Have | got
e lo ... 7

€ Rocyclod structures

* II's (nina a'clock),

Croussourriotia
1Y)

Bocivsultanl nipects

. M&CNMWMWAWM
* Intemsl i your and othar pecple's daly
m

of the of foving your
hn.yndmtmm
mmmwummm

. Wmmnmmmmm
mm«m
mm

-zloamlnmbmnm

© Conlk

. Flmnhmquammmwbm
M\ommnmﬂﬁimm

7.3.7 Unit 6. At the Beach

nd Key Compatanaes

go Identify &nd narme beach activities

* Laarn the gramimar tsble for Unt 6

* Agk and say what you and cther peoplo are doing
* Read a poom

* Listan and use averyday classroom language
mo Listen end read aboul rock pocls

* Listen and read a report

* Watch a video clip

* Usa the Student's Resouece Cantra

E'&:‘m;

* Predict what happens in the story

* Practise promurciation: M and i/

* Roview, nsseas and plan your own lsaming
* Understand and think about values

n- Maka arct play with the beach cut-out cards
* Play the games

* Propare, plan and write your projoct

= Uistan, read, understand and act out the story
* Sing 2 song and say a rep

» Listen and road for pleasure

Contants
Loxis

Core vocabutary

* collecting shells, fishing, hing in the shada, making
a sandcastle, playing Frisboe, playirg voleyball,
playing with a bat and ball, putting on sun cream,
snarkeling, swimming in the sea

* beach, seaskio

Story vocabulary
* dolphin, shark

CLIL vocabutary
-

Recaptive vocabalary

* attack, dangar, donkey ridas, ldta, protact, macua,
sale, shadow

£} Recycled vocabulary

* cloudy, dwe, fish and chips, hot, jump, live, ook,
play football, raining, read a book, rido, row, run,
sing, sit, sunny, swim, T-shit, walk, weather

* the alphabet

* colous
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Contants Crossicurriotiar

Slrugtures Phonios ! A
Coro structures ¢ Wand AV (D3, |« Video clip: Tigor Steaal Club Report: A nosday

* What am | doing? You'ro ... banch / vary, posicrd
* What aru you daing? FmAVe're ... ves{) * interost in booch activiEos s v e
o achontuno

* Aro you ? Yos, | am/No, I'm
nol.

* I'mvHe's/She's/\Wo're/ They're
(shing).

CRSSI00M Ingusge
* Main function: asking andd sayrg

* Eryoy n recing & sp slory
* Wikngnozs 1o roviow, assess and plan your own
loarning

7.3.8 Unit 7. Tiger Street Club Review

cantents

oplagiives and Key.Compatances -
Loxis

* Identily and name theatre vocabulary Core vocabulary
* Lsten and read a report * actor, audience, costume, lights, make-up, poster,
-:‘:::’havuwdip programme, script, stago, tickat

. a programme Stol abul

* Listen and uso everyday classroom languaga -&qﬁu&%smm

* Use the Student's Resowco Cenlre cuLyouhnhry

[ ¢ Fredictwnat neopens n tne play £ Qeun Joia P, Ao Marod

* Revise language from Units 1-6 dmeotnci harity, 3 show, mountai
* Practise pronunciation: s/ before a consonant 7 Eator p&cme'em«'m ' o=
* Review, assess and pian your own learning + Wat a minuto, Romembar
* Undorstand and think about values Recycled vocabulary

E-wmwmmmmtm«am ?mm:rmmmnwym
n.mmmdplayvdmhomiﬂmmwlwm
* Play the games

* Prepare, plan and writa your project
* Listen, read, undevetand and act out the play

* Ligton and read for pleasuro

TYidaF -Cr653»urr1:v|:'-1r‘
Sireet ClUb A i SGISUULTo Wapects ke
Aevigw e * Video cllp; Tiger Strect Club Repert: Stone Soup: A
* Intarwst In loarning theatre vosabuary

* Plansum In acting cut o wal-known story a5 a play
* Plansurn in demonstrating what you can do in & board

game
* Enjoyment in reviewing what you have laard in 8 quiz
» Awaraness of the work irvoived in putfing on a show

stage droctions
* Can you .. 7 Lke this? Yes, that's

it! Perfoct! Than what do | do?
* Rocognition of the value of tearmeork and sharing
€} Recycled structures * Satistaction in writing your project
* Shuctures that have bean * Interast in reading a programme
previously introduced + Confidencs i using classroom

* Salisfaction wilh lesrning in Tiger Tine 3
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7.3.9 Festivals: World Food Day, Grandparent’s Day, World Book Day

Contents
Objrativas and Koy Compatances

LoXis

nﬂdmnfylm relating to festivals Core vocabulary
*» Ask and say what you hiave . got in your lunchbox * healthy, unhealihy, packed lunch, knchbox, frult
. * adventure, far away, places, look after
1he Student's Resource Cendre
Use e % o * hook token, fact, fairy tals, legend, myth, poem
* Play a game Receptive vocabulary
n-MNapwlmabox.doasumwmdmakubookM * crunch
nou:menmdmadmmmvsb * celobrato, win
» Identify heaithy foads * celabrate, special
* Icantily diffarent kinds of books €} Recycled vocabulary
*» Compamn your cufure with UK cultire * appia, canol, strawberry, orange, banars, peas,
* Sing the songs and say 1he chants celery, yoghurl, fruit uice, chicken, mushroom, potalo
* Ask and say your laveurite kind of book * play gamas, walk, park,
* book, read. shop, woather

Featlvins Canterts

Croas-aurrioular

Soslanuturs! aspasts [[ke

Strustures Phonios

+ Festivals: Viord Food Day in the UK
+ Festivale: Grandparent's Day in the UK
previously introduced + Festivats: Word Book Day in fhe UK
Recycled struchires * Placsus in learning about Woekd Book Day,
9.—,“.“, Grandparent's Dey and World Book Day in the UK
o lvegot.. * Interast in comparing Werkd Book Day,
o gon't.. Day and World Book Day 1 the UK and in your country
« Dayou... 7 Yes, [ do/No, | don't. » Awitreness that soms foods are heathy
-mﬂnm,,, * Awnrengss (hat grandoarents are important
* Hasitgot ... 7 Yes, it hasl'No, It OWMMMMWMMW
hasnt! g _
o | lovafike ... Mo too! » Enoyment in singing sangs ard saying chants about
« What's your favourdte .., 7 Its ., Workd Baok Day, Grandparent's Day and books

Pocepiie Wangsde ‘
Active language mnmmm""
W M“m‘mmmmm M*‘““"..wpuumm | /"")
Grandparert'y Dayand Workd Book \ evanpairy peX prprtare, e |
"“"‘"‘"“m"?.‘am'&m.m““ oot _’Wmm .,,;:-4#- | =
.mw-vdw'vm P Sfvarture skark brvek fobeet . fory \ R nmmﬁmh:::‘
= A about it Say what you Gin 82 o, oot ‘ o.rm\mﬂm“‘*
a:mmmdgm:mw \ fow rcyclod g 0] \ J:-G-MW“""'“"W
= o Compant cunue W \ Pecyded fost aad i o CoNITY
= WNWM‘"‘*‘ soge, QUM LTS ey . 0 coomppien it = 1 R
o Sing It 803 IRC AV 0 0 | et carnce, . Y, \ oo LM, W 0 yout SOty ;
aMW"""" " MWM“"
yongs, e 4 SO | & m&whmw‘-ﬂhw‘mg
| o Awarwopeh Yok b ity DS 07N
.m‘l A ¢ ﬁqlﬂﬂ"“
nes .
? o farngness of Tty pss BT o
Cor rv — roadrg @ and saymg Lt
m,mm‘;lum anﬂ bocks
o AT e e
Book, rmad
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7.4. Games in Tiger Team 3

7.4.1. Starter Unit. Arrange the letters

Student’s Book Activity 7

(J Go to Activity Book page 89. Make the alphabet

cut-out cards. Play Arrange the letters.

* The students cut out and make their cards.
Demonstrate the game. Dictate letters: c-a-t, p-e-n,
s-o-f-a, d-o-g, c-a-r, c-a-r-d-s, s-h-o-e, b-i-k-e,
j-u-m-p-e-r. Only dictate familiar words that have one
instance of each letter. The students listen, arrange
the cards on their desks and identify the words.
(Optional) The students can also play the game in
pairs.

* Note: The students stick the alphabet cut-out cards
in order in their notebooks, perhaps in a later lesson
or as homework.

7.4.2. Unit 1. Copycat chain, Guess who!, Arrange the cards, Question

chain
Play Copycat chain ‘ Play Guess who!
® Detw the students’ stention 1o the rmeoycie Hyo * The stdents ook al the table which shows activities

Explain that thes garme gives the students an that the mombern of the Tiger Street Club do (V) and

ORPOUNTY 10 Use the now words 1o pctivities as
woll as other words thay koow, Ask them 10 give you
examples (road, write, draw, sing ., ).

* Explain and demonsirate the game, One student
says & sentonce |/ fake photos) and mumes. Everyone
ropeats the sertence and coples the mime. The next
student does the samao  do sports), and so on. The

don't do (X).

o Explain and domonstrate the game. Student A
pratends 10 be one of the memben of the Tiger Street
Club, Student B aska questions 10 identify the member.

* Student B: Do you (paint pictures)? Student A: Yes, |
do. /No, | don't. Student A: Are you (Blen)? Student B
Yeos, | am,

the sentonces and mimes

students then go back to the baginning and repest af

* Play the game with the whole class. The students
then play the game In pairs,

CE=IEYTsED
G %0 Actwty Bock pege B9 Make s s0r1 the
Sctruity tutdad Cands. Py Avange 1% cadn
o The Waderts (Wl af 90 ™aes Per SN
© AFENge pons cavy 1 bt fomn. Lagrie
e g el (1 Wega o ¥
ol Bt g you St O B
your rue e | do sperts. | on palet pichisws.
PNCE pons LB T T STy Ty
| * Dreicm e chams vms pves Lah aar aces » book
Dt aden TTaw™ ¥) M0N0 30 3 O Pew
o Dprorntste Be gaw Ti.amt A g enor b o e
Cardn » Ve mea. VADRTY) poas ey LS
0 anhs Whar G0 poy W0 » ponr Dew beme 7 Shadert A
-
1 orTu | $Qy gemmy) | k30 Y ke pAotue
Basser? ) srargms Py o Yar Dam (e SCCTRigly
© The shucherts smcwn e Sowwn 995l (hech thee ~
s 3w 1 1 savw crder SRadent B s B
MORET Yes, £ ) They charge rofes and [hay agen ‘

!

* Note: Onon Semdedl. the stusonts Dok Y Camty 0
e rOtBOORS W wrte tenterces | A3 tporty
1 on’® frate Py Thes couid #50 b dore 1 & ll
Mty hemton of for Prammeacrs.

Play Question chain.

. D-anonst:atethegame.r\skastwemboyou(watch
DVDs)? They respond and ask a question to another
student. Yes, | do./No. I don't. Do you fwrite emaits)?
That student responds and asks a question to the
next student.

A -t

* Note: The question chain can either go round the
class or the students choose who to ask.

* The game finishes when all the students have asked

and answered at least one guestion. (Optional) The

students can also play the game in groups.
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7.4.3. Unit 2. Say what it’s got, Guess the animal!, Animal riddes, True or

false
[ Seudortn Bock Actvity 2 M
Play Say what it's got.
S Sttt e et i :’l:v Gkuu; the animalt
0 the
m.z-&ﬁm& morm:';t @ pictures and read the names of the six
names of animats. .
* Ask the studants 10 give you exsmoles of arimals * EXDI.'" and demonstrate the game, Student A
mmf:m_)mm-amm choosaes an animal from the grid. Student B asks
- 8. PO O questions to identify it. Has it got fur? (No, it hasn't)
mmwﬂ:mmwm H“”WW?(Y“,”hﬂ'.)’a"‘b‘fd?m“".)
i ATt ""W'”:) * Play the game with the whola class,
:’mummummm * Divide the class into pairs. The partners play the game,
S0 on.
]
[ Studonts Bock Actity 12
) Go 1o Activity Book poge 91. Make the body part
cut-out cards. Play Anima riddles.

« The students cut out and make their cards
© Dwide the clags imo pars. They placs & boox 1
Detwean sher 10 S60ve 28 & HCTeeN

« Read the specch bubbis exchangss and demonsirate
mm.MAmﬂmmme

mwumammum-m‘
4 5 .
;“""‘;"‘?""’""‘:‘ﬂ &me:ﬂw”'m Student's Book Activity 15

charactaristics and guesses what tha animsi = 1t 1 3 Play True or false.

fratibiy? No, if isnt. Stugient A continues 10 describe
the animal until the ridde has been solved, 15 £ 2 * Say true and false sentences about mammals and

fhiger)? Yes, it is! reptiles. The students respond, scoring a point for
. mmmmwyml 3
-u";mommmmmmzmmu every correct answer. Mammals have got fur. (True!)
bady part cul-out cards in ther nNokebooks and write Reptiles have got warm blood. (False!)

m e:?:b';- o?:i':: later uss::‘ otgf-;r * Extend the game by asking individual students to say
homework. the sentences.

7.4.4. Unit 3. “Can do” chain, Guess who!, Memory, Ask and show

Student's Book Activity 2
Play ‘Can do’ chain, o et
» Draw attention to t ¢ The students look at the 1able, which shows the
. "o recyele loga. Explain that the activities the mambers of the Tiger Street Club can do
g:;n;) gn:res the students an opportunity 1o use new (v} and can't do (X).
o Ask ‘:m lar words for sports. » Explain and demonstrate the game. Student A
e students 'to ave you examples of sports {run, pratends 1o be one of the members of the Tigar
clirnb, dance, swim, play football, ete.). Street Club, Student B asks questions to identity the
* Read the speech bubbles. Explain and demonstrate member. Can you frofferbiade)? Student A argwers
the game. One student says / can (rollerblade), Can Yes, | can or No, | can't. Student B then guesses the
you? The next student answers Yes, I can./No, | can't. Tiger Street Club member. Ace you (Clare)? Yes, | am
He or she then says | can do (judo). Can you? The * Play the game with the whole class, The students
next student answers, and sc on. then play the game in pairs.




() Go to Activity Book page 91. Make the sparis

cut-out coards, Play Memovry.

« The studsnts cut out and make their cards. Divida the
class into pairs. Demonstrata the game. The students
put their sets of cards together and lay them face
down in & random order o the dask. Studant A tums
ovevawuandsayswhmtmbworgurimndozshe

turn. The winner has the most pairs.

can irofierbisde). Student A turns over another card
and says And she can (skatebcard). It the carda are
the same (She can skataboard, She can skateboard,
toal), Student A keaps them and Student B says Yes!
it's & pair! Wall done! If not. Student 8 says Naf My
turn! Student A tuens the cards face down again in
exactly the sams position and Student B has the nexy

e Note: Once the studants have finished, they stick
the sports cut-out cards in their notebooks and write
santences, He can dive. She can row. This can also
be done In & |ater lssscn or for homework.

Student’s Book Activity 15

Play Ask and show.

* Ask individual students questions based on the
speaking model. Can you (tap your fists)? The
students reply and do the action. (Yes, I can! Look!)

¢ Divide the class into pairs. The students take tums
to ask and show each other three actions from the
workout. They then change roles,

7.4.5. Unit 4. Repeat if it's true, Guess who!, Memory, Snap!

Lighen and stay Aapaat ¥ s b
¥ 00 2 Track 25 p12 |
o Dvipw the stogenty’ amamon 1 tha oyt G0
Exphie st the sre gries e BSems &n
opportunity 0 Lae e Atw KOd Wors 28 ael a2
olrer bood wors ey kiom
o Rek the $126Ts 10 rame S et foode.

[Studnis book A<ivits 2

[Play Guess who!

o The stiudents ok of e prctiens of Hhe food el the
Wrrhiees of 1o Tajes Sl s B ) aed it
T DO

o Expan arnd cemonsticne thie gune. Sudont A
pretores 16 e e of e menmbeo of the Tape
Stroet Gt Shudent B ks auessore 10 kentily e
mammber. Do you i simdwiches? Tos, | iz HN you
N chacsnn ? o, ) kv 1) Avo you Masin 7 res (o)

o Pay i g with Ihe whalo cims, The sluckats
hen playy e gome n s

Say what the Tiger Stroet Club lke, Pl Momavy,

* Fioter to the groesttiar i and Tgor Tips hom
Aaaily . Pemed he students thit we 200 an ‘s 1o
e verh when we Salk sbout offer peopk: 5o we sy
7 Ae ganatwvcies’ Dt 'He or she Bes oo’

o Tk the studonts 50 kook at tho titdo Som Activy §

[Gytect’s Bock Actly 12

30 uwnymmnumummm .
.out cards. Play Seopd

o The suscherts 20t tust mec ke e ¢ Ty
o st Biai Gl I Yo Py 46 Yup oA 3%
Yoods thary con's Ves (bettam mow) ATasgs o cartls
N WO reeas 10 dermassiras.

» Divide the Clgss o goiny, paong & b0k hatwesn
them fo senve 55 3 seren

'« Explan ant gemosstride the gem. Studert Azl
o fwate, but {don) e frut fuics;, | Sugart 83
cands 3 amingyd dtieerth, heor e sl
Iovsiiie it frice! Student B thn says 3 seniEncs
| B o craae, bt ) genY e (poghurtl f Stoet
K cargs corespond, then e o she sapsidenY e
ogerti. Sns!

» The pairs count e rumbee of tmes ey 53y nra'_"
They then change partnars &nd piay fe game e

o i ocmicpmmd iy Indaatiual shxdents then &1y what membees of the plazing a bock
The shucents istan. Thay wae fer arrrs and reted? y TS D « The studeels play th game 1 £,
1 e seetarces % e o e rct, 1y ke Tigec Seedt Chcti lin {hvey Su pnchnicond etesen Pam 1 sénve 353 cren, They count
Io Play Mamavy. Givo B students thirty seconcs 10 | g et back
ok sema sl e sl memarse whirt Clive, Nagin, e and Ben Bk, Sa runber o s they sey Srap
+ Plgy e CD. The stceets escend. Claan your ookl Sao tow ey el batushe. They then chacge patnets G By 200
o Cortine, naming rocyeied food worde 1ike passiti serbenoss e students can sy, Keep scom » Notec Qno= Srished, the sttients stck thai cecs
feamots}. | don'tlike jcheess). The saucents resgond, cothobcord. {her netaacots and Wit sérhEnces such as/ kove
« The stickants 5362 1 10 say tertenons. Thy rest of Argwers: Clim bow Ardvssesssapa ital Nairs by st fuce | N2 sancheichen, byt con b chicken.
the chiss responds Akumbarin'ch CA WY O, Uin ars oagn vt pic Thiz o0 b done in a latee lessan o for homancek,
T— s

7.4.6. Unit 5. Mime and guess, Guess who!, Find the same, Time puzzles

Play Mime and guess.

evary iy,

Studsnts Book Actlyiy 2

® Deiew the students’ atsnbon 1o th
& racyck: |
Fxpiain ".‘"" thiz gare gives e stme.m: 1
ooppr'.unny Lo use tha words far tha new daily
runtinzs and other tamilar weide o ings te|

* Ask the atudens to give you pxamales |
ooy, do homewrk, was’n facemands, 'f:g.” 1
* Cxplno and camonstrale the game. 1 the
apearing monal, One student mines o day rof
and agske Whal'y (%s? Tha other stucents gui

Play Guess wha!

‘fovusti yoor teeth)'t ha¥ st nne? (No, faan't) dre you Bea? (Yas, | am)
* Play the game several ires with tra who= ¢l « Play the gama with thé whole class. The studsnts
studen!s can also play in pairs, {hen play the gama in pars.
—-—

Studanm's Bock Acthity §

* Tha shudants icok a1 the tank, shich shows the daly
routings of the mambars of tha Tiger Street Chit 500
the imes a1 which shey 9o them

« To familanise the students wilh Ihs table and 19 gve
them practice saying the 1ime, 58y sentences o
tha studerds (o compiess. Bon gets up at ... 88
o'clock, Nssim has breakfast at .., (W& past seve

 Explan and demonstrate e game. Student A pretercs
to ba a rember of the Tiger Strest Chub. Student B
aghs questions to identity the chb mermie. Do you gef
wumow7ﬁmtduoaﬂugommm
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[stucent Bock Actity 16

Play Time puzzies.

» The studenss look ol the clocks, which show e
times in the four cities, Exgtain that you axdd S horf
10 tha time 0 Naw York to lind out Thes tiersr 10 Landon,
Youaddommtolrmmnlmlmmwmtoul
the time in Maddd, You add nine hours o the time in
Madrid 1o calculate he tme in Sydney.

» Divide the class inta twa teams. Reard the speaking

model, then st time puzzies foe gach bearm in tum.

Go to Activity Book page 93. Make the daly routos
cut-oul canda. Wite the imas. Pley Fing the same.
© The Studentn Cut Out Bl Itise Pes LOT0N
* The stucents wite Pw apgeos ety Time 4l atach

meuhmm-nrnemo:emsmd

© The stusents trder the Cords acoteting o e Site o
wheh they do tings.

* Dovicde e clis £90 Bos and domonstnate tha game
Thar Stuchecs tane torres 10 Loy Jown thes sarcs and
sy what thiry €. For exanple, Stent & | ped o)
ot tl post s, WIT abes you P Studert B get
W0 af ST 0 TRcA. 1 Briad iy G401 dF e 5 TROCA
Vihon a student haars hal ther paroer does &

rmﬂhmmhrm“n
oo

« AL1ha end, the D™ Moo BACk 0n oW sy hegs IiMO’Wﬂthm@hM'ﬂﬂ..

S D s b o g ik Whattimes it i London}? s vee 'cock] i thf
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7.4.7. Unit 6. Mime and guess, Guess who!, Say and arrange, Name the

animal

Student's Book Activity 8

Play Guess who!

* The students look at the picture of the beach scene.

* Explain and demonstrate the game. Student A
pretends to be one of the children on the beach.
Student B asks questions to identify the child. What
are you doing? (I'm playing volleyball.) Are you wearing
a red T-shirt? (Yes, I am.) Are you Tom? (Yes, | am.)

* Play the game with the whole class. The students

then play the game in pairs.

Pl;'y Mime and guess,

* Draw the students’ attention to -

Explain that this game gives mmm':fw .
Opportunty to use the new baach activity phrasss
and other famillar words lor activities,

* Asic the students to give you examples ey foothal,
dive, run, draw, £fc.),

* Explain and danonstrate the gama. Aead the
speaking model, One studant mimes and asks What
am { doing? The next student coples the mime ard
says You're (swimming in the seal

= When all the students have had a tum, they go back to
the beginning and repaat the sentances and mimes,

Student's Book Activity 12

() Go to Activity Book page 85. Make the beach

cut-out cards. Play Say and arrange.

= The students cut out and maske their cards,

* Divide the class into pairs. The studonis put a book
batwean them 10 S&ns as il screen.

* Demonsirate the game. Student A chooues five cards
and arranges them In a row. He or she dictates the
order of cards to Student B, Number (one). Thay're
(playing voliayhall). Number (two). They're collecting
shells ... Student B ligtens and lays out his or her own
cards. When the cards are In pasition, 1he parners
check that their cards are in the samea order, and

[Student's Book Activity 15
Play Name the animal.

Student B says OK! Let's check.

* The students change roles and play again.

« Note: Once the students have finished the game, thay
stick their beach cut-out cards in thair notebooks and
write sentencea. She's pufting on sun cream. He's
snorkelling. This can also be done in a later lesson or
for homework.

« Make statements about the animals in the ‘Secrels of
the sea’ text. The students identily and name the animal,

« Individual students then say sentences abo'ul me‘
animals for the rest of the class 10 name. It's waking

sideways. (It’s the crab.)
—
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7.4.8. Unit 7. Word chain, Sentence bingo, Mime and guess

Student's Book Activity 2

Play Word chain.

» Draw the siudents' attention to the recycle logo.
Explain that this game gives the students the
opportunity to use new theatre vocabulary and other
words they know.

 Read the speech bubbles. Point out that some letiers are
highlighted. Expiain that the wiords ‘reptie’, ‘email’ and

'ights’beginwimmelastleuerinmepteviasmrd
« The students play the game, following the example.
The word chain goes round the cfass.

—

 Btuidant's Book Activity 18 J

. Go to Activity Book page 95, Make the raview

sentence cut-out cards. Play Sentence bingo.

* The students cut out and make their cards

* Demonstrate the game. The studants chocse six
cirds and 12y them out, face up, on their cesks,
Explain that you will read out the sentences He gets
up a1 half past seven every day. A bird has got
wings and feathers ... Whan the students hear a
sentance that comasponds with one of thair Sards,
they should turn that card over and say Yes! Tne first
student 10 turn over all six cards says binga' and is
the winner.

* The studants play the game again In groups of 4-5
sludents,

» Note: Once the students have finianad. thay stick the
sentence review cut-out cards in thelr notetooks
Expiain that these are example santences which
contain the main language structures thay have learnt

In Tiger Time 3.

Student's Book Activity 13

Play Mime and guess.

am./No, I'm not.

« Explain and demonstrate the game. Student A mimes
an action relating to preparations for a show and asks
What am | doing? Student B tries to guess the mime.
Are you (reading a script)? Student A responds Yes, /

e The students play the game in pairs.
e
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7.5. Supplementing games for games in Tiger Team 3

7.5.1. Game 1. Tiger Street Club board game

PROCEDURE

Introduction. In this unit in the beginning of the year "Tiger Street Club" was formed.

Now we are going to know each other better playing a game that the Tiger Street Club
proposes to us. We are going to sit down on the floor in a circle. We are going to play a

special board game all together.

Description. This game is played on a crossed board with 20 squares. There are special

squares; there are 5 kinds of squares:

- Start/End: starting and ending square, where the game begins and finishes.

- Star: player has to take a card in the middle of the board and read it aloud.

- Die: player has another turn; throws the die again.

- Stop: player misses the turn immediately; turn is for the next player

- Spell: player has to take a card from the spell pile of cards. Player has to spell aloud
the word that the card describes. If the player is right, he/she can have another turn;

and he/she misses the turn if he/she is wrong.

Each player has their own piece (they can use a paper with their name). The pieces move
forward along the squares of the route according to the number shown on the die that

players have to roll every turn. This is the look of the board:

S LIVIS
A
_ =N
T34dS §0 13dS ‘?‘ g
=
a
v
= | ) v 4
= y SPELL B

—

SPELL [ '
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Firstly, each player throws the die. The one who gets the higher punctuation will start the

game. Player will throw again the die and will move their piece. There are two kinds of

cards in the middle of the board:

1. Cards with a star have instructions of what players should find. Every time that a

player takes a card from this pile has to read it aloud. Everyone playing should find

what the card says. Students will be allowed to stand up, stay around the class and

find people in order not to have a very noisy atmosphere in the circle Teacher, as a

moderator, should pay attention to see who the first student to find it is. The fastest

one will get the turn to throw the die. This is the look of the cards:

Find someone whose first
letter in his/her name is
yours and his/her birthday is
in the same month as yours.

Example:
My name is Marina.
| found Alberto whose

birthday is in January as me.

HELP: What’s your name?
What's the first letter in your
name? When is your
birthday? When were you
born? Is your birthday in
___?Wereyoubornin_?

Find someone whose
favorite number is the
same as yours.

HELP: What's  your
favorite number? Is ___
your favorite number?
Is number your
favorite?

Find someone whose
favorite animal is the
same as yours.

HELP: What’s your favorite
animal? Is ___ your favorite

animal?

Find someone whose
favorite color is the same as
yours.

HELP: What’s your favorite
color? Is your favorite
color?

Find someone who
has the same number
of books at home as
you.

HELP: How many books
have you got at home?
How many books do
you have at home?
Have you got __ books
at home? Do you have
____books at home?

Find someone who has
the same number of
siblings as you.

HELP: How many siblings
have you got? How many
siblings do you have?
Have you got
siblings? Do you have
siblings?
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Find someone who has
the same number of
cousins as you.

HELP: How many cousins
have you got? How many
cousins do you have?
Have you got _
cousins? Do you have
cousins?

Find someone who has
travelled by plane the
same number of times as
you.

HELP: How many times

have you travelled by
plane? Have you travelled
by plane -

(number/once/twice)
times?

Find someone who has
the same number of cars
at home as you.

HELP: How many cars have
you got at home? How many
cars do you have at home?
Have you got __ cars at
home? Do you have ___ cars
at home?

Find someone who has
the same number of pets
at home as you.

HELP: How many pets
have you got at home?
How many pets do you
have at home? Have you

got ___ pets at home? Do
you have pets at
home?

Find someone who has
the same number of
laptops and computers at
home as you.

HELP: How many laptops
and computers have you
got at home? How many
laptops and computers do
you have at home? Have

you got __ laptops and
computers at home? Do
you have ___ laptops and

computers at home?

Find someone who has
the same number of cars
at home as you.

HELP: What's your name?
What's the first letter in your
name?  When is  your
birthday? When were you
born? Is your birthday in ___?
Were you bornin_?

Find someone whose
favorite meal is the same
as yours.

HELP: What's your
favorite meal? Is ___ your
favorite meal?

Find someone who has
the same size of shoes as
you.

HELP: What’s your size of
shoes? Is ___ your size of
shoes?

Find someone who
knows how to spell your
name.

HELP: Can you spell my
name?

49



Find someone who is
scared of the same
animal as you.

HELP: What animal scares
you? Are you scared of
__ (animal)?

Find whose favorite film
is the same as yours.

HELP: What’s your favorite
film? Is ___ your favorite
film?

Find someone who has
the same number of balls
at home as you.

HELP: How many balls have
you got at home? How many
balls do you have at home?
Have you got __ balls at
home? Do you have ___ balls
at home?

Find someone who has
been the same number
of times in the same city
as you.

HELP: Have you been in

(city)? How many
times have you been
there? How many times
have you been in
(city)?

Find someone who has
the same number of aunts
as you.

HELP: How many aunts
have you got? How many
aunts do you have? Have
you got ___ aunts? Do you
have ___aunts?

Find someone who has
the same number of
uncles as you.

HELP: How many uncles
have you got? How many
uncles do you have? Have
you got uncles? Do you
have ___ uncles?

Find someone who has
the same age as you and
who has two letters in
common  with  your
name.

Example:
My name is Marina.

| found Alberto who is the
same age as me and he
has letters A and R in
common with my name.

HELP: How old are you?
Are you ___years old? In
which year were you
born? Were you born in
the year __ ? What's
your name?

Find someone who has
the same age as you and
who has two letters in
his/her name in common
with your surname.

Example:
My surname is Escribano.

| found Alberto who is the
same age as me and he has
letters A and R in common
with my surname.

HELP: How old are you?
Are you ___ years old? In
which year were you born?
Were you born in the year
___?What’s your name?

Find someone who has
the same age as you and
whose first letter in
his/her surname is in
your name.

Example:
My name is Marina.

| found Alberto who is the
same age as me and
whose surname is
Rodriguez.

HELP: How old are you?
Are you ___years old? In
which year were you
born? Were you born in
the year __ ? What's
your surname?
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2. Cards with the word spell have instructions of what players should spell. Every time

that a player takes a card from this pile has to read it aloud and try to spell what the

card describes. The rest of the players with the moderator of the game (teacher) will

say if the player is correct or not. If the player says correctly the word that the card

asks for, he/she will have another turn. If the player is not right, he/she will miss

their turn. This is the look of the cards:

Spell the first day of the week to
your classmates; they need to guess

what day of the week it is.

Spell the second day of the week to
your classmates; they need to guess

what day of the week it is.

Spell the third day of the week to
your classmates; they need to guess

what day of the week it is.

Spell the fourth day of the week to
your classmates; they need to guess

what day of the week it is.

Spell the fifth day of the week to
your classmates; they need to guess

what day of the week it is.

Spell the sixth day of the week to
your classmates; they need to guess

what day of the week it is.

Spell the seventh day of the week
to your classmates; they need to

guess what day of the week it is.

Spell the day of the beginning of
the week to your classmates; they
need to guess what day of the week it

is.

Spell the last day of the week to
your classmates; they need to guess

what day of the week it is.

Spell the day in the middle of the
week to your classmates; they need

to guess what day of the week it is.

Spell the first month of the year to
your classmates; they need to guess

what month of the year it is.

Spell the second month of the year
to your classmates; they need to

guess what month of the year it is.

Spell the third month of the year to
your classmates; they need to guess

what month of the year it is.

Spell the fourth month of the year
to your classmates; they need to

guess what month of the year it is.

Spell the fifth month of the year to
your classmates; they need to guess

what month of the year it is.

Spell the sixth month of the year to
your classmates; they need to guess

what month of the year it is.

Spell the seventh month of the
year to your classmates; they need to

guess what month of the year it is.

Spell the eighth month of the year
to your classmates; they need to

guess what month of the year it is.

Spell the ninth month of the year
to your classmates; they need to

guess what month of the year it is.

Spell the tenth month of the year
to your classmates; they need to

guess what month of the year it is.

Spell the eleventh month of the
year to your classmates; they need to

guess what month of the year it is.

Spell the twelfth month of the year
to your classmates; they need to

guess what month of the year it is.

Spell a winter month of the year to
your classmates; they need to guess

what month of the year it is.

Spell a spring month of the year to
your classmates; they need to guess

what month of the year it is.

Spell a summer month of the year
to your classmates; they need to

guess what month of the year it is.

Spell an autumn month of the year
to your classmates; they need to

guess what month of the year it is.

51



Step 1. Teacher (T) explains the board game to the students (Ss).

Step 2. Ss play the game.

LEARNING OUTCOMES. At the end of the activity Ss will be able to:

v

v

Ask information about personal details (e.g. name, family, favorite meals, etc.).
Give information about personal details.
Spell names, surnames, days of the week and months of the year.

Use interactional skills to talk to each other (or at least they should be encouraged
to do so0). E.g.: pass me the die, whose turn is it? Who goes next? You landed on...,

Where’s my marker? EtC.

STRENGTHS

Activity with a communicative purpose as a context and specific situation is

provided (i.e. playing the game).

Collaborative activity (Ss need something from Ss).

Meaningful and personal use of language to share personal information.
Motivating for Ss as they can have fun.

A positive atmosphere is created with the game.

Continuous active Ss’ participation.

WEAKNESSES

O

O

O

O

Noisy atmosphere.
Loud talking.
Not much oral production or very simple.

Fast conversations.
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SPEAKING SKILL PRACTICE (Brown, 2000:272)

Micro-skills of Speaking

1 Produce chunks of language of different lengths.
2 Produce differences among English phonemes and allophonic variants.

Produce English stress patterns, words in stressed and unstressed positions, rhythmic structure, and
3 intonation contours.
4 Produce reduced forms of words and phrases.
5 Use an adequate number of lexical units (words) to accomplish pragmatic purposes.
6 Produce fluent speech at different rates of delivery.

Monitor one’s own oral production and use various strategic devices — pauses, fillers, self-
! corrections, back tracking — to enhance the clarity of the message.

Use grammatical word classes (nouns, verbs, etc.) systems (e.g., tense, agreement, pluralization),
8 word order, patterns, rules, and elliptical forms

Produce speech in natural constituents: in appropriate phrases, pause groups, breath groups, and
? sentence constituents.
10 | Express a particular meaning in different grammatical forms.
11 | Use cohesive devices in spoken discourse.
12 | Accomplish appropriately communicative functions according to situations, participants, and goals.

Use appropriate registers, implicature, pragmatic conventions, and other sociolinguistic features in
13 face-to-face conversations

Convey links and connections between events and communicate such relations as main idea,
1 supporting idea, new information, given information, generalization, and exemplification.

Use facial gestures, kinesics, body language, and other nonverbal cues along with verbal language to
o convey meanings.

Develop and use a battery of speaking strategies, such as emphasizing key words, rephrasing,
16 | providing a context for interpreting the meaning of words, appealing for help, and accurately

assessing how well your interlocutor is understanding you.

Macroskills of Speaking

1 Appropriately accomplish communicative functions according to situations, participants and goals.
Use appropriate styles, registers, implicature, redundancies, pragmatic conventions, conversation
2 rules, floor-keeping and —yielding, interrupting and other sociolinguistic features in face-to-face
conversations.
Convey links and connections between events and communicate such relations as focal and
3 peripheral ideas, events and feelings, new information and given information, generalization and
exemplification.
Convey facial features, kinesics, body language and other nonverbal cues along with verbal
4 language.
Develop and use battery of speaking strategies, such as emphasizing key words, rephrasing,
5 providing a context for interpreting the meaning of sounds, appealing for help, and accurately

assessing how well your interlocutor is understanding you.
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LANGUAGE EXPONENTS

WH questions:

YES/NO questions:

Short answers:

Verb tenses:

Vocabulary:

What’s your name? What’s your surname? What’s the first
letter in your name? How old are you? When is your birthday?
When were you born? In which year were you born? What’s
your favorite _ (something)? Have you got __ (number)
(something)? How many __ (something) have you got? How
many ___ (something) do you have? How many times have you
been there? How many times have you been in ___? How many

times have travelled by plane? What animal scares you?

Were you born in ___ ? Were you born in the year __ ? Is your
birthday in __ ? Areyou ___ years old? Are you scared of
(animal)? Is ___ (something) your favorite? Do you have
(number) __ (something)? Have you travelled by plane
(number/once/twice) times? Have you been in ___ (city)? Can

you spell my name?

Yes, I am / No, I’m not. Yes, I was / No, I wasn’t. Yes, it is/
No, it isn’t. Yes, I do/ No, I don’t. Yes, I can / No, I can’t. Yes,
I have / No, I haven’t.

Present simple, present perfect, past simple.

Name, surname, birthday, months, animal, color, siblings, book,
car, laptop, computer, cousin, plane, times, pet, meal, size,

shoes, film, ball, city, aunt, uncle, age, letter.

TEACHER’S INSTRUCTIONS

We are going to try to know to each other better by playing a board game.

- Let’s sit down on the floor in a circle.

- Itis a board game, so you will need a board, a die and a piece or counter to move.

- Firstly everyone will throw the die and the one with the highest number shown on the die will

start playing from the start square.

- You will move with your piece through the board as many squares as the number shown on the

die.

- There are special squares.
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If you land on star square you have to take a card from the corresponding pile in the middle of
the board and read it aloud. (T can demonstrate, model instructions as they are given).

The card will say something that everyone has to find.

For example, it could say: Find someone who likes spaghettis.

All of you will have to stand up and look for that person asking to the rest of the player (Do
you like...?).

The fastest player will win the following turn to throw the die.

If you land on die square you will have another turn and you will be able to throw the die
again.

If you land on stop square you will miss the turn immediately and the turn will be for the next
player.

If you land on spell square you will have to take a card from the corresponding pile in the
middle of the board and read it aloud.

The card will define a day of the week or a month of the year that you have to spell and the rest
of the players have to guess.

If the rest of players do not guess what the day or month was, it doesn’t matter.

If you spell it correctly, you have another turn; and you miss the turn if you do it incorrectly.
The first to get the end square will be the winner of the game.

Let’s play.

MATERIALS Board game with its cards, die and piece from each

player.

INTERACTION PATTERNS Teacher-students (T-Ss), student-students (S-Ss),

students-teacher (Ss-T)

TIME 45 minutes

CURRICULAR CONTRIBUTION 1 (Real Decreto 126/2014, 28 febrero, por el que se

establece el Curriculo Casico de la Educacion Primaria. Primera lengua extranjera.

Contenidos, criterios de evaluacion y estandares de aprendizaje evaluables por blogues.)

Blogue 1. Comprensién de textos orales

+ Entiende la informacion esencial en conversaciones breves y sencillas en las que

participa que traten sobre temas familiares como, por ejemplo, uno mismo, la familia,

la escuela, el tiempo libre, la descripcién de un objeto o un lugar.
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+« Comprende las ideas principales de presentaciones sencillas y bien estructuradas sobre

temas familiares o de su interés (por ejemplo, masica, deporte, etc.), siempre y cuando

cuente con iméagenes e ilustraciones y se hable de manera lenta y clara.

Bloque 2. Produccion de textos orales: expresion e interaccion

+ Se desenvuelve en transacciones cotidianas (p. e. pedir en una tienda un producto y

preguntar el precio).

CURRICULAR CONTRIBUTION Il (Orden 16 junio 2014 Curriculo Educacion

Primaria. Anexo Il. Lengua extranjera: inglés. 3° curso. Contenidos, criterios evaluacion,

competencias clave, estdndares aprendizaje evaluables y relacion de éstos con

competencias clave).

Blogue 1. Comprensién de textos orales

Blogue 2. Produccion de textos orales: expresion e interaccion

Est.ING.1.1.3.
Est.ING.1.1.5.
Est.ING.1.2.5.

Est.ING.1.3.4.
Est.ING.1.5.3.

Est.ING.2.1.2.
Est.ING.2.1.4.
Est.ING.2.2.4.
Est.ING.2.3.2.
Est.ING.2.4.2.

Est.ING.2.4.4.
Est.ING.2.5.2.
Est.ING.2.5.4.
Est.ING.2.6.2.

Est.ING.1.5.4.
Est.ING.1.6.5.

Est.ING.2.6.4.
Est.ING.2.8.2.
Est.ING.2.8.4.
Est.ING.2.9.3.
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7.5.2. Game 2. Stairs board game

PROCEDURE

Introduction. Following the theme of the previous unit and linking it with the content of
this one, it will be explained to the students that once we have formed a club with members
we have to promote activities to perform in our club. For that reason, we will have to know

what each student likes to do during their free time. For that, students will play a game.

Description. This game is played on crossed board with 69 squares. This is the look of the

board:

| | o)

eo'@ | | —

There are special squares and elements; there are 6 kinds of elements:

? square: player has to ask a question to a partner.

-+ square: player has to say a positive sentence correctly. If the player is right, he/she
has another go; if the player is wrong, he/she misses their turn.

- -square: player has to say a negative sentence correctly. If the player is right, he/she
has another go; if the player is wrong, he/she misses their turn.

- X27?: player has to ask two questions. The same partner will be asked or two different
players will be asked.

- Ladder: player has to move to the square at the top or at the bottom of the ladder; it

depends on the position of the player.

- Die: player has another turn; throws the die again.
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Each player has their own piece (they can use a paper with their names). The pieces move
forward along the squares of the route according to the number shown on the die that
players have to roll every turn. Pieces can be moved back and forth following the squares’
numbering.

Firstly, each player throws the die. The one who gets the higher number will start the game.
Students have a card to complete. All the cards are different. This is the look of each player
card:

TIGER STREET CLUB TIGER STREET CLUB
NAME | LIKES | DOESN'T LIKE ACTIVITY NAME | LIKES | DOESN'T LIKE ACTIVITY
Doing sports Playing computer games
Going on excursion Taking photos
Meeting friends Reading books
Helping people Reading magazines
Listening to music Watching films
Making things Traveling
Painting pictures Writing stories
Drawing pictures Watching videos
Using computer Going shopping
Playing games Cooking

58



TIGER STREET CLUB TIGER STREET CLUB
NAME | LIKES | DOESN'T LIKE ACTIVITY NAME | LIKES | DOESN'T LIKE ACTIVITY
Making things Making things
Painting pictures Painting pictures
Drawing pictures Drawing pictures
Using computer Using computer
Playing games Playing games
Playing computer games Traveling
Taking photos Writing stories
Reading books Watching videos
Reading magazines Going shopping
Watching films Cooking
TIGER STREET CLUB TIGER STREET CLUB
NAME | LIKES DOESN'T ACTIVITY NAME | LIKES DOESN'T ACTIVITY
LIKE LIKE
Doing sports Cooking

Going on excursion

Watching videos

Meeting friends

Traveling

Helping people

Reading magazines

Listening to music

Doing sports

Playing computer
games

Meeting friends

Taking photos

Listening to music

Reading books

Painting pictures

Reading magazines

Playing computer
games

Watching films

Going on excursion
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TIGER STREET CLUB TIGER STREET CLUB
NAME | LIKES | DOESN'T LIKE ACTIVITY NAME | LIKES | DOESN'T LIKE ACTIVITY
Doing sports Doing sports
Going on excursion Going on excursion
Meeting friends Meeting friends
Helping people Making things
Listening to music Painting pictures
Traveling Drawing pictures
Writing stories Playing computer games
Watching videos Taking photos
Going shopping Reading books
Cooking Cooking
TIGER STREET CLUB TIGER STREET CLUB
NAME | LIKES | DOESN'T LIKE ACTIVITY NAME | LIKES | DOESN'T LIKE ACTIVITY
Helping people Helping people

Listening to music

Listening to music

Using computer

Making things

Playing games

Painting pictures

Reading magazines

Drawing pictures

Watching films

Playing computer games

Traveling

Taking photos

Writing stories

Reading books

Watching videos

Reading magazines

Going shopping

Watching films

60



NAME

LIKES

DOESN'T LIKE

ACTIVITY

NAME

LIKES

DOESN'T LIKE

ACTIVITY

Doing sports

Going on excursion

Meeting friends

Helping people

Listening to music

Making things

Painting pictures

Using computer

Playing games

Drawing pictures

Using computer

Playing games

Playing computer games

Taking photos

Reading books

Reading magazines

Watching films

Traveling

Writing stories

Watching videos

In order to get points students have to go to + square and — square and say a sentence like:

Marina likes going on excursion or Marina doesn’t like helping people. However, these

sentences need to be true. If players are not sure about the sentence they are going to say,

they should go first to ? square and ask. Everyone can take notes of what the other player

says and answers. Players get points when sentence are correctly said (teacher will approve

it) and they are true according to the player who they refer to (corresponding player will

approve it). The game ends when someone gets 10 points.

Teacher, as a moderator, should pay attention to guide the game and help if there are

questions or doubts. T will monitor the groups’ working. There will be groups of 6 players

as maximum.

Step 1. Teacher (T) explains the board game to the students (Ss) and divides Ss in groups

of 6 students as maximum.

Step 2. Ss play the game.
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LEARNING OUTCOMES. At the end of the activity Ss will be able to:

v

v

Ask their partners about likes and dislikes.

Ask about what others like doing in their free time.

Give information about their own likes (hobbies) and dislikes; and those of their

partners.

Use and practice vocabulary related to activities that people like or do not like doing in

their free time.

Use correctly the third person singular form of present tense to talk about other

classmates’ likes and hobbies.

Use interactional skills to talk to each other (or at least they should be encouraged to do

s0). E.Q.: pass me the die, whose turn is it? Who goes next? You landed on..., Where’s

my marker? Etc.

STRENGTHS Same as in Game 1.

WEAKNESSES Same as in Game 1.

SPEAKING SKILL PRACTICE (Brown, 2000:272)

Micro-skills of Speaking

1 Produce chunks of language of different lengths.
2 Produce differences among English phonemes and allophonic variants.

Produce English stress patterns, words in stressed and unstressed positions, rhythmic structure, and
s intonation contours.
4 | Produce reduced forms of words and phrases.
5 Use an adequate number of lexical units (words) to accomplish pragmatic purposes.
6 Produce fluent speech at different rates of delivery.

Monitor one’s own oral production and use various strategic devices — pauses, fillers, self-
! corrections, back tracking — to enhance the clarity of the message.

Use grammatical word classes (nouns, verbs, etc.) systems (e.g., tense, agreement, pluralization),
8 word order, patterns, rules, and elliptical forms

Produce speech in natural constituents: in appropriate phrases, pause groups, breath groups, and
? sentence constituents.
10 | Express a particular meaning in different grammatical forms.
11 | Use cohesive devices in spoken discourse.
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12 | Accomplish appropriately communicative functions according to situations, participants, and goals. | X
Use appropriate registers, implicature, pragmatic conventions, and other sociolinguistic features in
13 face-to-face conversations.
Convey links and connections between events and communicate such relations as main idea,
1 supporting idea, new information, given information, generalization, and exemplification.
Use facial gestures, kinesics, body language, and other nonverbal cues along with verbal language
1 to convey meanings.
Develop and use a battery of speaking strategies, such as emphasizing key words, rephrasing,
16 | providing a context for interpreting the meaning of words, appealing for help, and accurately
assessing how well your interlocutor is understanding you.
Macroskills of Speaking
1 Appropriately accomplish communicative functions according to situations, participants and goals. X
Use appropriate styles, registers, implicature, redundancies, pragmatic conventions, conversation
2 rules, floor-keeping and —yielding, interrupting and other sociolinguistic features in face-to-face
conversations.
Convey links and connections between events and communicate such relations as focal and
3 peripheral ideas, events and feelings, new information and given information, generalization and
exemplification.
Convey facial features, kinesics, body language and other nonverbal cues along with verbal
4 language.
Develop and use battery of speaking strategies, such as emphasizing key words, rephrasing,
5 providing a context for interpreting the meaning of sounds, appealing for help, and accurately

assessing how well your interlocutor is understanding you.

LANGUAGE EXPONENTS

Questions: What do you like doing in your free time? Do you like...?

Short answers: Yes, I do/No, I don’t.

Verb tense: Present simple.
Vocabulary: Doing sports, going on excursions, meeting friends, helping people,

listening to music, making things, painting pictures, drawing pictures,
using computer, playing games, playing computer-games, taking
photos, reading books, watching films, travelling, singing songs,

dancing, writing stories, watching videos.

TEACHER’S INSTRUCTIONS

- We need to propose activities to perform in our formed club.
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- We will have to know what each of us likes doing during our free time.

- To do so, we are going to play a board game, so you will have a die and a piece to move.

- Let’s make groups of 6 as maximum.

- Firstly everyone will throw the die and the one with the highest number shown on it will start
playing from the Go! square.

- You will have to move your piece through the board as many squares as the number shown on
the die.

- Pieces can be moved back and forth following the squares’ numbering.

- The aim of the game is to get 10 points before the rest of the players.

- You get a point when you say a sentence that it is correctly formed and it is true corresponding
to the person you are referring to.

- In order to say a sentence and get a point, you should go to the + square or — square, it
depends on the sentence.

- If you want to say a positive sentence, like Marina likes going on excursion; you will have to
go to the + square.

- If you want to say a negative sentence, like Marina doesn’t like helping people; you will have
to go to the — square.

- If'you are not sure about the sentence and you feel that maybe you don’t get the point, you can
go first to ? square and ask the person. And then, when you are sure about the answer, go to +
square or — square.

- Everyone can take notes of what other players say and answer. You can take advantage of
what the rest of the players say.

- There are other kinds of squares that you need to know to play.

- If you land on x2? square you will be able to ask two questions to someone. The two questions
could be asked to the same person or a different one each one.

- If you land at the top or on the bottom of the ladder drawn you have to move to the opposite
site. If you land at the bottom of the ladder, you will have to go to the top and vice versa.

- If you land on the die drawn, you will be allowed to throw again the die.

- Let’s play.
MATERIALS Board games with 6 cards each one and dice.
INTERACTION PATTERNS Teacher-students (T-Ss), student-student (S-S),
student-students (S-Ss)
TIME 45 minutes
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CURRICULAR CONTRIBUTION 1 (Real Decreto 126/2014, 28 febrero, por el que se
establece el Curriculo Césico de la Educacion Primaria. Primera lengua extranjera.

Contenidos, criterios de evaluacion y estandares de aprendizaje evaluables por bloques.)

Blogue 1. Comprensién de textos orales

+ Entiende lo que se le dice en transacciones habituales sencillas (instrucciones,
indicaciones, peticiones, avisos). ldentifica el tema de una conversacion cotidiana
predecible que tiene lugar en su presencia (por ejemplo, en una tienda, en un tren).

+ Entiende la informacion esencial en conversaciones breves y sencillas en las que
participa que traten sobre temas familiares como, por ejemplo, uno mismo, la familia,

la escuela, el tiempo libre, la descripcion de un objeto o un lugar.

Blogue 2. Produccion de textos orales: expresion e interaccion

+ Se desenvuelve en transacciones cotidianas (p. e. pedir en una tienda un producto y
preguntar el precio).

CURRICULAR CONTRIBUTION 1l (Orden 16 junio 2014 Curriculo Educacién
Primaria. Anexo Il. Lengua extranjera: inglés. 3° curso. Contenidos, criterios evaluacion,
competencias clave, estdndares aprendizaje evaluables y relacion de éstos con
competencias clave).

Blogue 1. Comprensién de textos orales

- EstING.1.1.3. - EstING.1.2.4. - EstING.1.6.3.
- EstING.1.1.4. - EstING.1.5.4. - EstING.1.6.5.
- EstING.1.1.5.

Blogue 2. Produccion de textos orales: expresion e interaccion

- EstiING.2.1.2. - EstiING.2.4.4. - EstING.2.6.4.
- EstiING.2.14. - EstiING.2.54. - EstING.2.8.4.
- EstiING.2.24.
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7.5.3. Game 3. The Clue

PROCEDURE

Introduction. Following the theme of the previous units and linking it with the content of
this one, students will be explained that the management of the club Tiger Street Club has
organized this week a trip to the Zoo. In order to know previously animals, their parts of the

body and actions, we are going to play a game.

Description. The game is the one called The clue. The game is played in pairs. The goal is
to guess a word from the clues given. Each time one player reads one clue; their partner has
to try to guess the word. If the player fails, the one reading the clues will read another clue.
There are in total five clues. The number of points won depends on the clues the pair of
players had to use to guess the word. If you get the answer with the first clue, the team wins
5 points; with the second clue, 4 points; and so on until the last clue, with which the team

would only gain one point.
Step 1. Teacher (T) explains the game to the students (Ss).

Step 2. T forms pairs of students and ask each pair to make two cards of two different
animals to play the game. T explains that they need clues that help to guess the animal. T
recommends them to order the clues from the most difficult one to the easiest one. T
reminds Ss that they can include parts of the body of the animals in the clues as well as their

actions.

Step 3. Ss make cards of the game individually. T reminds Ss that they can use computers

or dictionaries if they need them.

Step 4. Ss play the game in pairs.

LEARNING OUTCOMES. At the end of the activity Ss will be able to:

v Write descriptions of animals (at sentence level).
v Ask and give clues related to animals.
v'Identify and name animals.

v"Identify and name parts of the animals’ bodies and actions.
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v’ Use interactional skills to talk to each other (or at least they should be encouraged to

do so). E.g.: whose turn is it? Who goes next? Etc.

STRENGTHS

= Activity with a communicative purpose as a context and specific situation is

provided (i.e. playing the game).
= Collaborative activity (Ss need something from Ss).
= Motivating for Ss as they can have fun.
= A positive atmosphere is created.

= Continuous active Ss’ participation.

WEAKNESSES Same as in Game 1.

SPEAKING SKILL PRACTICE (Brown, 2000:272)

Micro-skills of Speaking
1 Produce chunks of language of different lengths. X
2 Produce differences among English phonemes and allophonic variants. X
Produce English stress patterns, words in stressed and unstressed positions, rhythmic structure, and
® intonation contours.
4 Produce reduced forms of words and phrases. X
5 Use an adequate number of lexical units (words) to accomplish pragmatic purposes. X
6 Produce fluent speech at different rates of delivery.
Monitor one’s own oral production and use various strategic devices — pauses, fillers, self-
! corrections, back tracking — to enhance the clarity of the message.
Use grammatical word classes (nouns, verbs, etc.) systems (e.g., tense, agreement, pluralization),
8 word order, patterns, rules, and elliptical forms X
Produce speech in natural constituents: in appropriate phrases, pause groups, breath groups, and
? sentence constituents.
10 | Express a particular meaning in different grammatical forms. X
11 | Use cohesive devices in spoken discourse.
12 | Accomplish appropriately communicative functions according to situations, participants, and goals. X
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Use appropriate registers, implicature, pragmatic conventions, and other sociolinguistic features in

13 face-to-face conversations.

Convey links and connections between events and communicate such relations as main idea,
1 supporting idea, new information, given information, generalization, and exemplification.

Use facial gestures, kinesics, body language, and other nonverbal cues along with verbal language to
1 convey meanings.

Develop and use a battery of speaking strategies, such as emphasizing key words, rephrasing,
16 | providing a context for interpreting the meaning of words, appealing for help, and accurately

assessing how well your interlocutor is understanding you.

Macroskills of Speaking

1 Appropriately accomplish communicative functions according to situations, participants and goals. X
Use appropriate styles, registers, implicature, redundancies, pragmatic conventions, conversation
2 rules, floor-keeping and —yielding, interrupting and other sociolinguistic features in face-to-face
conversations.
Convey links and connections between events and communicate such relations as focal and
3 peripheral ideas, events and feelings, new information and given information, generalization and
exemplification.
Convey facial features, kinesics, body language and other nonverbal cues along with verbal
4 language.
Develop and use battery of speaking strategies, such as emphasizing key words, rephrasing,
5 providing a context for interpreting the meaning of sounds, appealing for help, and accurately

assessing how well your interlocutor is understanding you.

LANGUAGE EXPONENTS

Verb tenses: Third person form in present simple (1¢’s got..., it flies, etc.).
Vocabulary: Animals, parts of their bodies and actions they do (bark, beak, claws,

feathers, fur, scales, shell, tail, teeth, whiskers, wings, etc.)

TEACHER’S INSTRUCTIONS

- The management of the club Tiger Street Club has organized a trip to the Zoo this week.

- Inorder to know animals, their parts of the body and actions, we are going to play a game.

- The game is the one called The clue and it is played in pairs.

- The goal is to guess a word from the clues given.

- Each time one player reads one clue; their partner has to try to guess.

- If the player fails, the one reading the clues will read another clue.

- There are in total five clues.

- The number of points won is defined according to the clues the pair of players had to use to

guess the word.
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For example, if you get the answer with the first clue, the team wins 5 points; with the second
clue, 4 points; and so on until the last clue, with which the team would only get one point.

Let’s form pairs and each pair has to make two cards of two different animals.

You need to write clues that help to guess the animals.

I recommend you to order the clues from the most difficult one to the easiest one.

You can include parts of the body of the animals in the clues as well as their actions.

You can use computers and dictionaries if you need them.

When you are done, give me back the cards to correct them before playing.

I am going to mix all the cards together and we are ready to play the game.

OBSERVATIONS Ss can choose their two animals for the cards. It

doesn’t matter if there are animals that are

repeated because clues are going to be different.

MATERIALS Cards that Ss prepared and computers or

dictionaries if it is necessary.

INTERACTION PATTERNS Teacher-students (T-Ss), student-student (S-S),

students-students (Ss-Ss)

TIME 45 minutes

CURRICULAR CONTRIBUTION 1 (Real Decreto 126/2014, 28 febrero, por el que se

establece el Curriculo Casico de la Educacién Primaria. Primera lengua extranjera.

Contenidos, criterios de evaluacion y estandares de aprendizaje evaluables por blogues.)

Blogue 1. Comprensién de textos orales

*

Entiende lo que se le dice en transacciones habituales sencillas (instrucciones,
indicaciones, peticiones, avisos). ldentifica el tema de una conversacion cotidiana
predecible que tiene lugar en su presencia (por ejemplo, en una tienda, en un tren).

Entiende la informacién esencial en conversaciones breves y sencillas en las que
participa que traten sobre temas familiares como, por ejemplo, uno mismo, la familia,

la escuela, el tiempo libre, la descripcion de un objeto o un lugar.

Bloque 2. Produccidn de textos orales: expresion e interaccion

+

Se desenvuelve en transacciones cotidianas (p.e. pedir en una tienda un producto y

preguntar el precio).
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CURRICULAR CONTRIBUTION Il (Orden 16 junio 2014 Curriculo Educacion
Primaria. Anexo Il. Lengua extranjera: inglés. 3° curso. Contenidos, criterios evaluacion,
competencias clave, estdndares aprendizaje evaluables y relacion de éstos con competencias

clave).

Blogue 1. Comprensién de textos orales

- EstING.1.1.3. - EstING.1.6.3. - EstING.1.6.5.

Bloque 2. Produccion de textos orales: expresion e interaccion

- EstING.2.1.4. - EstING.2.5.4. - Est.ING.2.84.
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7.5.4. Game 4. Sporting Cluedo

PROCEDURE

Introduction. Following the theme of the previous units and linking it with the content of
this one, students will be explained that the management of the Tiger Street Club is thinking
of offering users places in different activities so that they can join and practice them. In
order to do so, we need to know what our members can or cannot do. For that, we are going

to play a version of the game Cluedo.

Description. Cluedo is a game where five players try to figure out what a person can do.

They do this by having their characters run around a sport area and gather evidence.

The game includes 20 cards with different sports: diving, judo, karate, ice-skating, table-
tennis, tennis, riding a bike, riding a horse, rollerblade, rowing, skateboarding, basketball,
climbing, dancing, football, golf, volleyball, badminton, ice-hockey, swimming. It also
includes a board with squares and 8 different special places: volleyball court, ice-skating
rink, football field, park, swimming pool, sports hall, basketball court and tennis court.
Squares with +1 symbol mean player has another turn and he/she can throw the die again.
Finally there would be a secret envelope, one die, a pad of detective notebooks sheets. This

is the look of the board and the cards:

voLLEyaa, |4 JCE - SKAT! FooThmA |
ShunE R, yleLh
PRIK TAD Ennau
foow
WEaETBAU, Tawnis
_m SELY eSOy 1

=

KARATE | Jui SKAT
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The goal of the game is to correctly name the sport or the activity that a member of Tiger

Street Club can do and where he/she can do it.

Setup. Each player has their own piece (they can use a paper with their names). The pieces
move along the squares (never diagonally) according to the number shown on the die that
players have to roll every turn. Place the personal tokens from each player on the assigned
starting square and everyone throws the die. The player with the highest number will start
the game and turns continue clockwise around the board. Shuffle cards face-down and
without looking, take one suspect sport card and slide it into the secret envelope. Shuffle the
rest of the cards together and deal them clockwise to the players until all cards are dealt.

On your turn, roll the die, and move your playing piece. You can move only horizontally or
vertically, never diagonally, and can't enter a space where someone else is inside. When you
enter a place, your movement ends and you can ask to find out the card inside the envelope.



If you end your movement in a room, you get to make a suggestion. To do this, name an
activity or a sport that can be made in the place you are. For example, if you just entered the
ice-skating rink, you might say, "I suggest that a member of the club can play ice-hockey in
the ice-skating rink." Or you might ask, “Can the member of the club play ice-hockey in the

ice-skating rink?”

The player to your left should disagree with your suggestion by showing you one card from
her hand that matches your suggestion. If that player can't do so, the player to their left must
disprove your suggestion by showing you one card from his hand. This responsibility passes

clockwise until someone shows you a card, or until all players have passed.

If someone shows you a card, you should cross it off on your detective notebook as a
possibility. Any cards you hold should also be crossed off as possibilities. Don't let other
players see your notebook. This is the look of it:

CLUEDO
ACTIVITY/SPORT ROUNDS
Diving

Swimming

Karate

Judo

Riding a bike
Riding a horse
Football
Basketball
Tennis

Table-tennis

Rowing

Skateboarding
Volleyball
Ice-skating

Ice-hockey

Climbing

Dancing
Rollerblade
Badminton
Golf

In your next turn, you cannot stay in the same place to make another suggestion, you will

have to get out the place you were and go in another one.
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If you think you have figured out the secret sport on the envelope by eliminating all the
false possibilities and have not just had your suggestion disproved this turn, you can end
your turn by making an “accusation”. Announce that you are making an “accusation”, and

state your final guess of the sport in the starting square in the middle of the board.

Once this is done, secretly look at the card in the envelope. If you are correct, lay the card

face-up on the table, proving to all players that you have won the game.

If you are wrong, you lose the game. Secretly replace the card back in the envelope without
revealing them. Your turn is over, and you are now eliminated from the game. Your cards

will be seen by the rest of the players.

Step 1. Teacher (T) divides students (Ss) in groups of five people and explains the rules of

the game.

Step 2. Ss play the game.

LEARNING OUTCOMES. At the end of the activity Ss will be able to:

v Identify and name sports and places where they are practiced.
v' Make suggestions based on what S knows.

v Ask for and give information about what sport the member of the club can or cannot
do.

v' Apply logic to solve a mystery.

v Use interactional skills to talk to each other (or at least they should be encouraged to
do so0). E.g.: pass me the die, whose turn is it? Who goes next? You landed on...,

Where’s my marker? Etc.
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STRENGTHS

= Activity with a communicative purpose as a context and specific situation is

provided (i.e. playing the game).

= Good activity for logic-smart Ss (those with greater logical-mathematical

intelligence).

= Collaborative activity (Ss need something from Ss).

= Ss active participants in the game (they have to pay attention in each turn, it could

be a clue to figure out)
= Motivating for Ss as they can have fun.

= A positive atmosphere is created.

= Continuous Ss’ attention (if Ss want to win, they should be active during the game

and pay attention to questions and answers of the rest of the players).

WEAKNESSES Same as in Game 1.

SPEAKING SKILL PRACTICE (Brown, 2000:272)

Micro-skills of Speaking
1 Produce chunks of language of different lengths. X
2 Produce differences among English phonemes and allophonic variants.
Produce English stress patterns, words in stressed and unstressed positions, rhythmic structure, and
3 intonation contours.
4 Produce reduced forms of words and phrases.
5 Use an adequate number of lexical units (words) to accomplish pragmatic purposes. X
6 Produce fluent speech at different rates of delivery.
Monitor one’s own oral production and use various strategic devices — pauses, fillers, self-
! corrections, back tracking — to enhance the clarity of the message.
Use grammatical word classes (nouns, verbs, etc.) systems (e.g., tense, agreement, pluralization),
8 word order, patterns, rules, and elliptical forms X
Produce speech in natural constituents: in appropriate phrases, pause groups, breath groups, and
° sentence constituents.
10 | Express a particular meaning in different grammatical forms.
11 | Use cohesive devices in spoken discourse. X
12 | Accomplish appropriately communicative functions according to situations, participants, and goals. X
Use appropriate registers, implicature, pragmatic conventions, and other sociolinguistic features in
13 face-to-face conversations.
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Convey links and connections between events and communicate such relations as main idea,

1 supporting idea, new information, given information, generalization, and exemplification.
Use facial gestures, kinesics, body language, and other nonverbal cues along with verbal language to
= convey meanings.
Develop and use a battery of speaking strategies, such as emphasizing key words, rephrasing,
16 | providing a context for interpreting the meaning of words, appealing for help, and accurately
assessing how well your interlocutor is understanding you.
Macroskills of Speaking
1 | Appropriately accomplish communicative functions according to situations, participants and goals.
Use appropriate styles, registers, implicature, redundancies, pragmatic conventions, conversation
2 rules, floor-keeping and —yielding, interrupting and other sociolinguistic features in face-to-face
conversations.
Convey links and connections between events and communicate such relations as focal and
3 peripheral ideas, events and feelings, new information and given information, generalization and
exemplification.
4 | Convey facial features, kinesics, body language and other nonverbal cues along with verbal language.
Develop and use battery of speaking strategies, such as emphasizing key words, rephrasing,
5 | providing a context for interpreting the meaning of sounds, appealing for help, and accurately

assessing how well your interlocutor is understanding you.

LANGUAGE EXPONENTS

Questions: Can you...? Can he/she...?

Short answers: Yes, I can/No, I can’t; Yes, he/she can/No, he/she can’t.

Tense: Present simple.

Vocabulary: Sports, verbs for sports (diving, judo, karate, ice-skating, table

tennis, riding a bike, riding a horse, rollerblade, rowing,

skateboarding, golf, climbing, dancing, swimming, etc.)

TEACHER’S INSTRUCTIONS

- Tiger Street Club wants to offer activities but it needs to know what sports their members can

or cannot do.
- Inorder to do so, we are going to play Cluedo.

- Let’s sit down on the floor in a circle and I will explain you the rules.

- Cluedo is a board game, so you will have a die and a piece to move. It can be a piece of paper

with your name.




Firstly, place the personal tokens from each of you on the assigned starting square.

Everyone will throw the die and the one with the highest number shown on the die will start
playing from the start square.

Turns will continue clockwise around the board.

You will move with your piece through the board horizontally or vertically, never diagonally,
as many squares as the number shown on the die.

There are 20 cards with different sports that we will shuffle face-down.

We will take one card without looking and we will put it inside of the envelope.

Then, we will shuffle the rest of the cards and deal all of them clockwise to players.

The aim of the game is to correctly name the sport or the activity that a member of Tiger Street
Club can do and where can be done and it is inside the envelope.

In order to do so, you will need to go to a place of the eight that there are on the board and
make suggestions based on the cards you have.

For example if I have swimming and rowing cards, those ones cannot be inside the envelope so
I won’t go to the swimming pool to ask about those cards. I probably will go to the sports hall
in order to ask about other cards.

I need evidence so | will enter to the sport hall and I might say, “I suggest that the member of
the club can play table-tennis in the sports hall” Or I might ask, “Can the member of the club
play table-tennis in the sports hall?”

The player to my left should disagree with me and give me proofs of their disagreement. The
player should show me the card of table-tennis to prove it. This responsibility passes clockwise
until someone shows you a card, or until all players have passed.

In order to keep in mind all the information that you have and you hear from others, you can
use a pad of detective notebook sheet to write down possibilities.

For example, any cards you hold should also be crossed off as possibilities on the table. Be
careful. Don't let other players see your notebook.

In your next turn, you cannot stay in the same place to make another suggestion, you will have
to get out the place you were and go in another one.

You can't also enter a space where someone else is inside. You will have to wait until the other
player goes away or you can go somewhere else.

When you think you have figured out the secret sport on the envelope by eliminating all the
false possibilities and have not just had your suggestion disproved this turn, you can end your
turn by making an “accusation”.

Announce that you are making an “accusation”, and state your final guess of the sport in the
starting square in the middle of the board.

Once this is done, secretly look at the card in the envelope.

If you are correct, lay the card face-up on the table, proving to all players that you have won

the game.
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If you are wrong, you lose the game. Secretly replace the card back in the envelope without
revealing it. Your turn is over, and you are now eliminated from the game. Your cards will be
seen by the rest of the players.

Squares with +1 symbol mean player has another turn and he/she can throw the die again.

Let’s divide you in groups of five people and let’s play.

VARIATIONS It can be played with more than one card inside the
envelope.
MATERIALS Board game, cards of the board game, pieces from each

player, a detective notebook and a die.

INTERACTION PATTERNS  Teacher-students (T-Ss), student-student (S-S), student-

students (S-Ss).

TIME 45 minutes

CURRICULAR CONTRIBUTION 1 (Real Decreto 126/2014, 28 febrero, por el que se

establece el Curriculo Casico de la Educacién Primaria. Primera lengua extranjera.

Contenidos, criterios de evaluacion y estandares de aprendizaje evaluables por bloques.)

Blogue 1. Comprensién de textos orales

+

Entiende lo que se le dice en transacciones habituales sencillas (instrucciones,
indicaciones, peticiones, avisos). ldentifica el tema de una conversacion cotidiana
predecible que tiene lugar en su presencia (por ejemplo, en una tienda, en un tren).

Entiende la informacién esencial en conversaciones breves y sencillas en las que
participa que traten sobre temas familiares como, por ejemplo, uno mismo, la familia,

la escuela, el tiempo libre, la descripcion de un objeto o un lugar.

Blogue 2. Produccién de textos orales: expresion e interaccion

*

Se desenvuelve en transacciones cotidianas (p. e. pedir en una tienda un producto y

preguntar el precio).
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CURRICULAR CONTRIBUTION Il (Orden 16 junio 2014 Curriculo Educacion
Primaria. Anexo Il. Lengua extranjera: inglés. 3° curso. Contenidos, criterios evaluacion,
competencias clave, estdndares aprendizaje evaluables y relacion de éstos con

competencias clave).

Blogue 1. Comprensién de textos orales

- EstING.1.1.3. - EstING.1.5.3. - EstING.1.6.3.
- EstING.1.15.

Bloque 2. Produccion de textos orales: expresion e interaccion

- EstING.2.1.4. - EstING.2.6.4. - EstING.2.8.4.
- EstING.25.4
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7.5.5. Game 5. Guess What?

PROCEDURE

Introduction. Following the theme of the previous units and linking it with this unit, we
will introduce the activity in a context. The club formed from the first unit has decided to
organize a popular food day for all users. For this it would be necessary to play a new game.

Description. The game we are going to play is a version of Guess Who? It is a game for
two people. Each player has an identical board that contains 24 drawings of meals or
ingredients identified by name. The game begins by selecting each player a random card
from a separate stack of cards, which contains the same 24 images. The object of the game
is to be the first one to determine which card the opponent selected. This is achieved by

asking a question, one per turn, whose answer can be yes or no, to eliminate “meals or

ingredients candidates”. This is the look of the board and the cards of the game:
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Youngest person in each pair will start asking. If the player asks something and the answer
is yes, the player can keep asking another question and you turn faced down the picture(s)
discarded. For example, if you ask: “Do you like meat?” and the answer is yes, you will be
allowed to turn faced down the pictures of everything except the pictures of chicken,
hamburger and sausage:

If the answer is no the turn is for the other player and you will be allowed to turn faced
down the pictures related to meat:

When you think you know which the mysterious meal or ingredient that your opponent
likes, wait for your next turn and try to guess it instead of asking a question. If you are
right, you win the game; but if you are wrong, your partner wins.

Step 1. Teacher (T) divides students (Ss) in pairs and explains the rules of the game.

Step 2. Ss play the game.
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LEARNING OUTCOMES. At the end of the activity Ss will be able to:
v ldentify and name meals or ingredients.
v' Classify different types of food: fruit, meat, fish...

v" Ask and say what you and other people like and don’t like (related to food).

STRENGTHS

= Activity with a communicative purpose as a context and specific situation is

provided (i.e. playing the game).
= Collaborative activity (S needs something from S).

= Ss active participants in the game (they have to pay attention in each turn, if they

make a mistake they will be wrong when they have to guess).

= Motivating for Ss as they can have fun.

= A positive atmosphere is created.

WEAKNESSES Same as in Game 1.

SPEAKING SKILL PRACTICE (Brown, 2000:272)

Micro-skills of Speaking

1 Produce chunks of language of different lengths.

2 Produce differences among English phonemes and allophonic variants. X

Produce English stress patterns, words in stressed and unstressed positions, rhythmic structure, and

intonation contours.

4 Produce reduced forms of words and phrases.

5 Use an adequate number of lexical units (words) to accomplish pragmatic purposes. X

6 Produce fluent speech at different rates of delivery.

Monitor one’s own oral production and use various strategic devices — pauses, fillers, self-

corrections, back tracking — to enhance the clarity of the message.

Use grammatical word classes (nouns, verbs, etc.) systems (e.g., tense, agreement, pluralization),

word order, patterns, rules, and elliptical forms

Produce speech in natural constituents: in appropriate phrases, pause groups, breath groups, and

sentence constituents.
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10 | Express a particular meaning in different grammatical forms.
11 | Use cohesive devices in spoken discourse.
12 | Accomplish appropriately communicative functions according to situations, participants, and goals. X
Use appropriate registers, implicature, pragmatic conventions, and other sociolinguistic features in
13 face-to-face conversations.
Convey links and connections between events and communicate such relations as main idea,
1 supporting idea, new information, given information, generalization, and exemplification.
Use facial gestures, kinesics, body language, and other nonverbal cues along with verbal language to
s convey meanings.
Develop and use a battery of speaking strategies, such as emphasizing key words, rephrasing,
16 | providing a context for interpreting the meaning of words, appealing for help, and accurately
assessing how well your interlocutor is understanding you.
Macroskills of Speaking
1 | Appropriately accomplish communicative functions according to situations, participants and goals. X
Use appropriate styles, registers, implicature, redundancies, pragmatic conventions, conversation
2 rules, floor-keeping and —yielding, interrupting and other sociolinguistic features in face-to-face
conversations.
Convey links and connections between events and communicate such relations as focal and
3 peripheral ideas, events and feelings, new information and given information, generalization and
exemplification.
4 Convey facial features, kinesics, body language and other nonverbal cues along with verbal language.
Develop and use battery of speaking strategies, such as emphasizing key words, rephrasing,
5 providing a context for interpreting the meaning of sounds, appealing for help, and accurately

assessing how well your interlocutor is understanding you.

LANGUAGE EXPONENTS

YES/NO question: Do you like...?

Short answer: Yes, I do/No, I don’t.

Tense: Present simple.

Vocabulary: Chicken, chocolate, crisps, fruit juice, ice-cream, salad,

sandwich, strawberries, yoghurt, bread, meat, apples,

bananas, biscuits, carrots, cheese, eggs, fruit, peas,

potatoes, vegetables, vegetarian, etc.

TEACHER’S INSTRUCTIONS

related to food.

- For this it would be necessary to play a version of the game Guess Who?

The club is organizing a popular food day for all users and it needs to know what members like
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I am going to explain you the rules.

Itis played in pairs.

There are cards with pictures of different meals or ingredients.

Each of you at the beginning of the game, you will choose one card. Don’t let your partner
look at yours.

The object of the game is to be the first one to determine which card the opponent selected.

In order to do so, you need to ask yes/no questions, one per turn, to eliminate “meals or
ingredients candidates”.

Youngest person in each pair will start asking.

If you ask and the answer is yes, you can keep asking another question and you turn faced
down the picture(s) discarded.

For example, if you ask: “Do you like meat?” and the answer is yes, you can turn faced down
the pictures of everything except the pictures of chicken, hamburger and sausage. One of those
pictures will be the one that your partner chose.

If the answer is no, the turn is for the other player and you can turn faced down the pictures
related to meat (chicken, hamburger and sausage). Now, you know that any of those cards is
the one chosen by your partner.

When you think you know which the mysterious meal or ingredient that your opponent likes,
wait for your next turn and try to guess it instead of asking a question.

If you are right, you are the winner; but if you are wrong, your partner wins.

I am going to divide you in pairs and let’s play.

VARIATIONS Board and cards can be made by students.

MATERIALS Board game (cards, chopsticks and adhesive

tape) and cards of the board game.

INTERACTION PATTERNS Teacher-students (T-Ss), student-student (S-S).

TIME 45 minutes

CURRICULAR CONTRIBUTION 1 (Real Decreto 126/2014, 28 febrero, por el que se

establece el Curriculo Césico de la Educacion Primaria. Primera lengua extranjera.

Contenidos, criterios de evaluacion y estandares de aprendizaje evaluables por blogues.)

Blogue 1. Comprensién de textos orales
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+« Entiende lo que se le dice en transacciones habituales sencillas (instrucciones,
indicaciones, peticiones, avisos). ldentifica el tema de una conversacion cotidiana
predecible que tiene lugar en su presencia (por ejemplo, en una tienda, en un tren).

+ Entiende la informacion esencial en conversaciones breves y sencillas en las que
participa que traten sobre temas familiares como, por ejemplo, uno mismo, la familia,
la escuela, el tiempo libre, la descripcion de un objeto o un lugar.

Blogue 2. Produccidn de textos orales: expresién e interaccion

+ Se desenvuelve en transacciones cotidianas (p. e. pedir en una tienda un producto y

preguntar el precio).

CURRICULAR CONTRIBUTION Il (Orden 16 junio 2014 Curriculo Educacion
Primaria. Anexo Il. Lengua extranjera: inglés. 3° curso. Contenidos, criterios evaluacion,
competencias clave, estandares aprendizaje evaluables y relacion de éstos con

competencias clave).

Blogue 1. Comprensién de textos orales

- EstING.1.15. - Est.ING.1.2.5. - EstING.1.6.3.

Blogue 2. Produccion de textos orales: expresion e interaccion

- EstING.2.14. - EstING.254. - EstING.2.84.
- EstING.24.4. - EstING.2.6.4.
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7.5.6. Game 6. Daily routines Taboo

PROCEDURE

Introduction. Continuing with the theme of the previous units and linking it with this unit
we will propose a new activity. The director of the club wants to know more about its users,

wants to be closer and know the routines of its members. For that, we are going to play a

game, a version of Taboo game.

Description. Taboo is a verbal game played in pairs. It includes a board like this one:
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WAKE UP

There will be cards in each corner of the board. These cards will have the following look:

Morning cards

GET UP GO TO SCHOOL| GET DRESSED | BRUSH YOUR HAIR
EYE STAND UP KITCHEN TEACHER CLOTHES cOMB
BED BED EAT STUDENT T-SHIRT TOILET
GET UP FEET MILK BUILDING SHOES PONYTAIL

D

{ \il & : : .
BRUSH YOUR TEETH MAVE A SHOWER KE T
TOOTHPASTE WATER SHEETS EAT
CLEAN BODY pPILLOW BREAK
WATER BATHROOM TIDY KITCHEN
Afternoon cards
o2
o
9’ ‘5&&
M*—
BRUSH YOUR TEETH HAVE LUNCH| [eibimaiiiis DO SPORTS
TOOTHPASTE WATER EAT TEACHER FOOTBALL HOMEWORK
CLEAN BODY DINNING ROOM SUBJECT GYMNASIUM BOOKS
WATER BATHROOM | | KITCHEN STUDY SPORT CENTER LIBRARY
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MOUSE PAGE WATER EAR CHANNEL TIME
KEYBOARD AUTHOR TOILET HEAR PROGRAMME PHONE
SCREEN STORY EAT SINGER NEWS |  |sHopPma contee

Evening cards

(v,} s
| S
- *o
BRUSH YOUR TEETH et WASH YOUR HANDY
TOOTHPASTE TEACHER PAGE WATER EAR
CLEAN SUBJECT AUTHOR TOILET HEAR
WATER STUDY STORY EAT SINGER
— B PLAY wiTH
CHANNEL WATER BROTHER DOG
PROGRAMME | KITCHEN BODY SISTER CAT
NEWS | |omninGRoom| | BATHROOM FUN FUN

I
BRUSH YOUR TEETH R 1 (
TOOTHPASTE CLOTHES PILLOW BOOKS
CLEAN GET DRESSED BED SCHOOL
WATER | SsLEEP DREAM PENCILCASE
DREAM (GET UNDRESSED YAWN SAY GOCONIOHT | |® ;
SLEEP CLOTHES OPEN MOUTH MOUTH
FICTION CHANGE MOUTH PARENTS PARENTS
IMAGINE PUT OFF TIRED BED LIPS

Setup. The aim of the game is to win points. You can win a point when you guess the
colored word of the card by its definition. However the definition of the word is not allowed
to include the words below.

Each pair of players have to spin the hands of the clock, say the time correctly, take a card
from the pile according to the time and guess the word by the definition. Another player
will check that the player does not say the “forbidden words”.
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If the pair of players does not say the time correctly, the turn is for the next pair of players.

If players guess the word, they will have another turn. If they do not, it is next players’ turn.

The game ends when a pair of players wins 5 points.

Step 1. Teacher (T) divides students (Ss) in pairs and groups of four people.

Step 2. T explains the rules of the game.

Step 3. Ss play the game.

LEARNING OUTCOMES. At the end of the activity Ss will be able to:
v" Identify and name daily routines.
v' Give a definition of daily routines.
v Say the time.

v Relate different actions or daily routines to different moments of the day.

STRENGTHS Same in Game 5.

WEAKNESSES Same in Game 1.

SPEAKING SKILL PRACTICE (Brown, 2000:272)

Micro-skills of Speaking

1 Produce chunks of language of different lengths. X

2 Produce differences among English phonemes and allophonic variants. X
Produce English stress patterns, words in stressed and unstressed positions, rhythmic structure, and

3 intonation contours.

4 Produce reduced forms of words and phrases. X

5 Use an adequate number of lexical units (words) to accomplish pragmatic purposes. X

6 Produce fluent speech at different rates of delivery. X
Monitor one’s own oral production and use various strategic devices — pauses, fillers, self-

! corrections, back tracking — to enhance the clarity of the message.
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Use grammatical word classes (nouns, verbs, etc.) systems (e.g., tense, agreement, pluralization),

8 word order, patterns, rules, and elliptical forms X
Produce speech in natural constituents: in appropriate phrases, pause groups, breath groups, and
? sentence constituents.
10 | Express a particular meaning in different grammatical forms. X
11 | Use cohesive devices in spoken discourse. X
12 | Accomplish appropriately communicative functions according to situations, participants, and goals. X
Use appropriate registers, implicature, pragmatic conventions, and other sociolinguistic features in
13 face-to-face conversations.
Convey links and connections between events and communicate such relations as main idea,
1 supporting idea, new information, given information, generalization, and exemplification.
Use facial gestures, kinesics, body language, and other nonverbal cues along with verbal language to
= convey meanings.
Develop and use a battery of speaking strategies, such as emphasizing key words, rephrasing,
16 | providing a context for interpreting the meaning of words, appealing for help, and accurately | X
assessing how well your interlocutor is understanding you.
Macroskills of Speaking
1 | Appropriately accomplish communicative functions according to situations, participants and goals. X
Use appropriate styles, registers, implicature, redundancies, pragmatic conventions, conversation
2 rules, floor-keeping and —yielding, interrupting and other sociolinguistic features in face-to-face
conversations.
Convey links and connections between events and communicate such relations as focal and
3 peripheral ideas, events and feelings, new information and given information, generalization and
exemplification.
Convey facial features, kinesics, body language and other nonverbal cues along with verbal
4 language.
Develop and use battery of speaking strategies, such as emphasizing key words, rephrasing,
5 providing a context for interpreting the meaning of sounds, appealing for help, and accurately | X

assessing how well your interlocutor is understanding you.

LANGUAGE EXPONENTS

Question: What time is it?
Vocabulary: Daily routines (verbs: brush your teeth, get up, go to bed, go to school,

have a shower, have breakfast, have dinner, have lunch, put on your
pyjamas, afternoon, morning, do homework, evening, read a book,
sleep, study, use a computer, wash my face/hands, etc.) and hours

(o’clock, quarter past, half past, quarter to, etc.).
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TEACHER’S INSTRUCTIONS

- The director of the club wants to know more about its users, so in order to solve it we are
going to play a version of the Taboo game.

-l am going to explain you first the rules and then I will divide you in pairs.

- Taboo is a verbal game played in pairs in which the aim is to get 5 points before the rest of
pairs playing.

- The pair of students with the youngest person will start playing the game.

- First, it is necessary to spin the hands of the clock and say the time correctly.

- Ifyou do it, you can take a card from the pile according to the time.

- Ifyoudon’t do so, the turn is for the next pair of students.

- When you are right and you take a card you can get a point.

- One person from a pair should define colored word in the card without using the ‘‘forbidden
words” below to the other person, who will have to guess it.

- Another player will check that the one defining does not say the “forbidden words”.

- If player guesses the word, they will have another turn.

- Ifthey don’t or say a forbidden word, it is the next players’ turn.

- The game ends when a pair of players wins 5 points.

- I am going to divide you in pairs and groups of four people and let’s play.

VARIATIONS Board and cards can be made by students.
MATERIALS Board game and cards of the board game.
INTERACTION PATTERNS Teacher-students (T-Ss), student-student (S-S).

TIME 45 minutes

CURRICULAR CONTRIBUTION 1 (Real Decreto 126/2014, 28 febrero, por el que se
establece el Curriculo Césico de la Educacion Primaria. Primera lengua extranjera.

Contenidos, criterios de evaluacion y estandares de aprendizaje evaluables por blogues.)

Blogue 1. Comprensién de textos orales

+ Entiende lo que se le dice en transacciones habituales sencillas (instrucciones,
indicaciones, peticiones, avisos). ldentifica el tema de una conversacion cotidiana

predecible que tiene lugar en su presencia (por ejemplo, en una tienda, en un tren).
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+ Entiende la informacion esencial en conversaciones breves y sencillas en las que
participa que traten sobre temas familiares como, por ejemplo, uno mismo, la familia,
la escuela, el tiempo libre, la descripcion de un objeto o un lugar.

Blogue 2. Produccidn de textos orales: expresién e interaccion

+ Se desenvuelve en transacciones cotidianas (p. e. pedir en una tienda un producto y

preguntar el precio).

CURRICULAR CONTRIBUTION Il (Orden 16 junio 2014 Curriculo Educacion
Primaria. Anexo Il. Lengua extranjera: inglés. 3° curso. Contenidos, criterios evaluacion,
competencias clave, estandares aprendizaje evaluables y relacion de éstos con

competencias clave).

Blogue 1. Comprensién de textos orales

- EstING.1.1.4. - EstING.1.3.6. - EstING.1.6.4.
- EstING.1.15. - EstING.1.3.7.
- EstING.1.2.4. - EstING.1.5.2.

Blogue 2. Produccién de textos orales: expresion e interaccion

- EstING.2.1.4. - EstING.2.84.
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7.5.7. Game 7. What'’s happening at the beach?

PROCEDURE

Introduction. Following the theme of the previous units and linking it with this one, the

Tiger Street club has decided to organize a trip to the beach.

Everyone is there, in the beach, going around and doing different things. In order to know

what everybody is doing we are going to play a game.

Description. The game has a board game and its look is the following one:

Tiger
Street

Club m
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The aim of the game is to make players complete with players’ names’ the activities they

are doing. In order to do this, each player has to take one card from the Tiger Street Club

squares. The look of the cards is the following:

Find someone who is
collecting shells in the
beach.

You’re fishing in the
beach.

Find someone who is
fishing in the beach.

You’re lying in the

shade.

Find someone who is
lying in the shade.

You’re making a
sandcastle in the
beach.

Find someone who is
making a sandcastle
in the beach.

You’re playing
Frisbee in the beach.

Find someone who is
playing Frisbee in the
beach.

You’re playing
volleyball  in the
beach.

Find someone who is
playing volleyball in
the beach.

You’re playing with
a bat and a ball in
the beach.

Find someone who is
playing with a bat and
a ball in the beach.

You’re putting on sun
cream in the beach.

Find someone who is
putting on sun cream
in the beach.

You’re snorkeling in
the sea.

Find someone who is
snorkeling in the
sea.

You’re swimming in
the sea.

Find someone who is
swimming in the sea.

You’re watching
jellyfishes in the sea.

Find someone who is
watching jellyfishes in
the sea.

You’re relaxing in the
seashore.

Find someone who is
relaxing in the
seashore.

You’re taking care
of a sea urchin.

Find someone who is
taking care of a sea
urchin.

You’re flying a kite in
the beach.

Find someone who is
flying a kite in the
beach.

You’re jumping waves
in the beach.

Find someone who is
Jjumping waves in
the beach.

You’re eating fish
and chips in the
beach.

Find someone who is
eating fish and chips
in the beach.

You’re reading a
book in the beach.

Find someone who is
reading a book in the
beach.

You’re rowing in the
sea.

Find someone who is
rowing in the sea.

You’re sticking the
umbrella in the sand.

Find someone who is
sticking the umbrella in
the sand.

You’re putting on your
swimsuit.

Find someone who is
putting  on  their
swimsuit.

You’re windsurfing in
the sea.

Find someone who is
windsurfing in the
seaq.

You’re driving a jet-ski
in the sea.

Find someone who is
driving a jet-ski in the
seaq.

You’re sailing in the
sea.

Find someone who is
sailing in the sea.

You’re taking pictures
of the beach’s
landscape.

Find someone who is
taking pictures of
the beach’s
landscape.

You’re surfing in the
sea.

Find someone who is
surfing in the sea.

You’re collecting
shells in the beach.
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It is a collaborative and cooperative game. There is no winner. It is also a memory game.
Everyone should remember as much as possible in order to complete the game. They
should remember what people are doing although it is not the information they are looking

for in order to make everyone successful.

Players need to find out the name of the person described in their cards. They would do it
asking: What are you doing in the beach? They also should be guessed by another person
who has your description on their card. While players are asking they should try to
memorize what everyone is doing in order to be able to complete the table at the end of the

game all the players together.
Step 1. Teacher (T) explains the rules of the game to students (Ss).

Step 2. Ss play the game and complete the board.

LEARNING OUTCOMES. At the end of the activity Ss will be able to:
v ldentify and name activities done in the beach.
v Ask what other people are doing.
v" Give information about what you are doing.
STRENGTHS
= Same as in Game 1.

= Collaborative and cooperative activity (Ss need something from Ss, Ss need the

help of everyone to complete the game).
WEAKNESSES Same as in Game 1.

SPEAKING SKILL PRACTICE (Brown, 2000:272)

Micro-skills of Speaking
1 Produce chunks of language of different lengths. X
2 Produce differences among English phonemes and allophonic variants. X
3 Produce English stress patterns, words in stressed and unstressed positions, rhythmic structure, and X
intonation contours.
4 Produce reduced forms of words and phrases.
5 Use an adequate number of lexical units (words) to accomplish pragmatic purposes. X
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6 Produce fluent speech at different rates of delivery.
Monitor one’s own oral production and use various strategic devices — pauses, fillers, self-
! corrections, back tracking — to enhance the clarity of the message.
Use grammatical word classes (nouns, verbs, etc.) systems (e.g., tense, agreement, pluralization),
8 word order, patterns, rules, and elliptical forms %
Produce speech in natural constituents: in appropriate phrases, pause groups, breath groups, and
? sentence constituents.
10 | Express a particular meaning in different grammatical forms.
11 | Use cohesive devices in spoken discourse.
12 | Accomplish appropriately communicative functions according to situations, participants, and goals. | X
Use appropriate registers, implicature, pragmatic conventions, and other sociolinguistic features in
13 face-to-face conversations.
Convey links and connections between events and communicate such relations as main idea,
1 supporting idea, new information, given information, generalization, and exemplification.
Use facial gestures, kinesics, body language, and other nonverbal cues along with verbal language
= to convey meanings.
Develop and use a battery of speaking strategies, such as emphasizing key words, rephrasing,
16 | providing a context for interpreting the meaning of words, appealing for help, and accurately

assessing how well your interlocutor is understanding you.

Macroskills of Speaking

1 | Appropriately accomplish communicative functions according to situations, participants and goals. | X
Use appropriate styles, registers, implicature, redundancies, pragmatic conventions, conversation
2 rules, floor-keeping and —yielding, interrupting and other sociolinguistic features in face-to-face
conversations.
Convey links and connections between events and communicate such relations as focal and
3 peripheral ideas, events and feelings, new information and given information, generalization and
exemplification.
Convey facial features, kinesics, body language and other nonverbal cues along with verbal
4 language.
Develop and use battery of speaking strategies, such as emphasizing key words, rephrasing,
5 providing a context for interpreting the meaning of sounds, appealing for help, and accurately

assessing how well your interlocutor is understanding you.

LANGUAGE EXPONENTS

Question: What are you doing in the beach?
Verb tenses: Present continuous and past continuous when they are remembering

what people were doing while they are completing the table (and also

third person).
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Vocabulary: Beach activities and its vocabulary relate to them (collecting shells,
fishing, beach, sea, sand, lying in the shade, making a sandcastle,
playing Frisbee, playing volleyball, playing with a bat and a ball,
putting on sun cream, snorkeling, swimming, watching jellyfish,
relaxing in the seashore, taking care of a sea urchin, flying a kite,
jumping waves, eating fish and chips, reading a book, rowing, sticking
the umbrella in the sand, putting on your swimsuit, windsurfing, driving

a jet-ski, sailing, taking pictures beach’s landscape, surfing).

TEACHER’S INSTRUCTIONS

- Tiger Street club organized a trip to the beach and everyone is doing a different thing.

- We want to know what everyone is doing and in order to do so we are going to play a game.

-l am going to explain to you first the rules and then you can play.

- The game has a board or table and the aim is to complete it with players’ names.

- Inorder to do this, each player has to take one card from the Tiger Street Club squares.

- You need to find out the name of the person described on your card. You will do it asking:
What are you doing in the beach?

- Maybe you ask this question and the person answers something that you are not looking for;
but you should try to remember.

- There is no winner, it is a memory game. While you are asking you should try to remember
what everyone is doing in order to be able to complete the table at the end of the game all
together.

- Ifeverything is clear, let’s play the game.

VARIATIONS Board and cards can be made by students.
MATERIALS Board game and cards of the board game.
INTERACTION PATTERNS Teacher-students (T-Ss), student-student (S-S),

students-students (Ss-Ss).

TIME 45 minutes.
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CURRICULAR CONTRIBUTION 1 (Real Decreto 126/2014, 28 febrero, por el que se
establece el Curriculo Césico de la Educacion Primaria. Primera lengua extranjera.
Contenidos, criterios de evaluacion y estandares de aprendizaje evaluables por blogues.)

Bloque 1. Comprension de textos orales

+ Entiende lo que se le dice en transacciones habituales sencillas (instrucciones,
indicaciones, peticiones, avisos). ldentifica el tema de una conversacion cotidiana
predecible que tiene lugar en su presencia (por ejemplo, en una tienda, en un tren).

+« Entiende la informacion esencial en conversaciones breves y sencillas en las que
participa que traten sobre temas familiares como, por ejemplo, uno mismo, la familia,

la escuela, el tiempo libre, la descripcion de un objeto o un lugar.

Blogue 2. Produccion de textos orales: expresién e interaccion

+ Se desenvuelve en transacciones cotidianas (p. e. pedir en una tienda un producto y
preguntar el precio).

CURRICULAR CONTRIBUTION Il (Orden 16 junio 2014 Curriculo Educacion
Primaria. Anexo Il. Lengua extranjera: inglés. 3° curso. Contenidos, criterios evaluacion,
competencias clave, estandares aprendizaje evaluables y relacion de éstos con

competencias clave).

Blogue 1. Comprensién de textos orales

- EstiING.1.1.3. - EstING.1.1.5. - EstING.1.2.5.

Bloque 2. Produccidn de textos orales: expresion e interaccion

- EstING.2.14. - EstING.24.4. - EstING.2.8.4.
- EstING.2.24.
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7.5.8. Game 8. Dialogues Scrabble

PROCEDURE

Introduction. The club Tiger Street is closing its doors for this year but it doesn’t want to

let us go without learning more things. It is time to show how much we have learned and

keep learning by playing another game.

Description. The game has different elements. There is a board like this one:

There are cards to be used and their look is the following:

- moming, howcanI help
you?

+ Hello, I saw the poster
outside that vouneed actors
and actresses.

- Yes, are youanactor?

+ Yes. I amhere because ofthe
audition that the poster shows.

- Sure, everything is ready.
There is audience alzo. Do vou
have any problem with that?

+ Mo, it is okay.

- Okay,so, youcan go tothe
dressing room atthe end of this
comdor.

+ CanIwear a costume and
make-up?

- Yes, sure, whateveryvou need.
Here you are. Itis the script.

+ Thank vou. When am I
supposedto go to the stage?

- Somebody will let vouknow,
wait in the dressing room.

+ Perfect, thank yvou.

- See vow.

- Good moming, hew I
help you?

+ Hello, I saw the poster
outside that vouneed actors
and actresses.

- Yes, are youanactor?

+ Yes. I amhere because ofthe
audition that the poster shows.

- Sure, everything is ready.
There is audience alzo. Do vou
have any problem with that?

+ Mo, it is ckay.

- Okay,so, youcan go tothe
dressing room atthe end of this
comdor.

+ CanIwear a costume and
make-up?

- Yes, sure, whatever yvou need.
Here you are. Itis the script.

+ Thank vou. When am I
supposedto go to the stage?

- Somebody will let vouknow,
wait in the dressing room.

+ Perfect, thank yvou.

- See vou.

- Good moming, how canl
help you?

+ Hello, I saw the

outside that yvouneed actors
and actresses.

- Yes, are youanactor?

+ Yes. I amhere because ofthe
audition that the poster shows.

- Sure, everything is ready.
There iz audience alzo. Do vou
have any problem with that?

+ Mo, it iz ckay.

- Okay,so, youcan go tothe
dressing room atthe end of this
comdor.

+ Canlwear a costume and
make-up?

- Yes, sure, whateveryou need.
Here you are. Itis the script.

+ Thank vou. When am I
supposedto go to the stage?

- Somebody will let vouknow,
wait in the dressing room.

+ Perfect, thank yvou.

- See vou.
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- Good moming, how can I help
wou?

+ Hello, I zaw the poster outside
that youneed and
actresses.

- Yes, are youanactor?

+ Yes. I amhere because ofthe
audition that the poster shows.

- Sure, everythingis ready.
There iz audience alzo. Do you
hawve any problem with that?

+ Mo, it is okay.

- Okay,so, youcan go tothe
dressing room atthe end of this
comdor.

+ CanIwear a costume and
make-up?

- Yes, sure, whateveryou need.
Here vou are. Itis the scrpt.

+ Thank you. When am
supposedto go to the stage?

- Somebody will let youlmow,
wait in the dressing room.

+ Perfect, thank you.

- See you.

- Good moming, how can I help
wou?

+ Hello, I zaw the poster outside
that youneed actors and
actresses.

- Yes, are youanactor?

+ Yes. I amhere because ofthe
auditionthat the poster shows.

- Sure, everythingiz ready.
There iz audience alzo. Do you
_____anyproblemwith that?

+ Mo, it is okay.

- Okay, so, youcan go to the
dressing room atthe endof this
comdor.

+ CanIwear a coshume and
make-up?

- Yes, sure, whateveryou need.
Here vou are. Itis the scrpt.

+ Thank you. When am 1
supposedto go to the stage?

- Somebody will let youlmow,
wait in the dressing room.

+ Perfect, thank you.

- See you.

- Good moming, how can I help
wou?

+ Hello, I zaw the poster outside
that youneed actors and
actresses.

- Yes, are youan actor?

+ Yes. I amhere because ofthe
audition that the poster shows.

- Sure, everything iz ready.
There iz audience also. Do you
hawve any problem with that?

+ No, it is okay.

- Okay, so, youcan go tothe

dressing  attheend ofthis
comdor.

+ Canlwear a costumme and
make-up?

- Yes, sure, whateveryou need.
Here vou are. Itis the script.

+ Thank yvou. When am I
supposedto go to the stage?

- Somebody will let youlnow,
wait in the dressing room.

+ Perfect, thank you.

- See you.

- Good moming, how canI help
wou?

+ Hello, I saw the poster outside
that youneed actors and
actresses.

- Yes, are youanactor?

+ Yes. I amhere because ofthe
audition that the poster shows.

- Sure, everything is ready.
There i audience alzo. Do you
have any problem with that?

+ No, it is okay.

- Okay, s0, youcango tothe
dressing room atthe end of this
comdor.

+Canl____ acostumeand
make-up?

- Yes, sure, whatever you need.
Here you are. Itis the script.

+ Thank you. When am I
supposedto go to the stage?

- Somebody will let youknow,
wait in the dressing room.

+ Perfect, thank you.

- See you

- Good moming, how canI help
wou?

+ Hello, I saw the poster outside
that youneed actors and
actresses.

- Yes, are youanactor?

+ Yes. I amhere because ofthe
audition that the poster shows.

- Sure, everything is ready.
There i audience alzo. Do you
have any problem with that?

+ No, it is okay.

- Okay, s0, youcango tothe
dressing room atthe end of this
comdor.

+ Canlwear a costume and

-up?
- Yes, sure, whatever you need.
Here you are. Itis the scrpt.

+ Thank you. When am I
supposedto go to the stage?

- Somebody will let youknow,
wait in the dressing room.

+ Perfect, thank you.

- See you.

- Good moming, how canI help
wou?

+ Hello, I saw the poster outside
that youneed actors and
actresses.

- Yes, are youanactor?

+ Yes. I amhere because ofthe
audition that the poster shows.

- Sure, everything is ready.
There iz audience alzo. Do you
have any problem with that?

+ No, it is okay.

- Okay, s0, youcango tothe
dressing room atthe end of this
comdor.

+ Canlwear a costume and
make-up?

- Yes, sure, whatever you need.
Here you are. Itis the script.

+ Thank you. When am I
supposedto go to the stage?

- Somebody will let youknow,
wait in the dressing room.

+ Perfect, VOLL.

- See you
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- Hi, mom! What are you
i

+ I am going to prepare a
brownie cake. Do you want
to help me with the recipe?
- Yes, sura.

+ Okay. So, we need some
ingredients like: butter,
chocolate, honey, sugar,
eggs, vanilla, powder, flour
and cream.

- Perfect. What about the
preparation? Is 1t too
difficult?

+ Mo, we only need fo melt
butter, chocolate and
honey. And then add the
other ingredients.

- In which order?

+ Well, the best option 1s:
sugar, eggs, wanilla,
powder and flour.

- Ewverything should be
mixed, right?

+ Yes, and then we bake 235
or 30 minutes. Do wyou
think it is difficult now?

+ No, mom. The recipe is
great! Let’s do it

- Hi, mom! What are you
doing?

+1am to prepare a
brownie cake. Do you want
to help me with the recipe?
- Yes, sure.

+ Okay. So, we need some
ingredients like: butter,
chocolate, honey, sugar,
eggs, vanilla, powder, flour
and cream.

- Perfect. What about the
preparation? Is 1t too
difficult?

+ Mo, we only need to melt
butter, chocolate and
honey. And then add the
other ingredients.

- In which order?

+ Well, the best option 1s:
sugar, gggs, vanilla,
powder and flour.

- Everything should be
mixed, right?

+ Yes, and then we bake 235
or 30 minutes. Do vou
think it is difficult now?

+ No, mom. The recipe is
great! Let's do it.

- Hi, mom! What are vou
doing?

+ I am going to prepare a
brownie cake. Do vou
to help me with the recipe?
- Yes, sure.

+ Okay. So, we need some
ingradients like: ‘butter,
chocolate, honey, sugar,
eggs, vanilla, powder, flour
and cream.

- Perfect. What about the
preparation? Is it too
difficult?

+ No, we only need to melt
hutter, chocolate and
honey. And then add the
other ingredients.

- In which order?

+ Well, the best option 1s:
sugar, eggs, vanilla,
powder and flour.

- Everything should be
mixed, right?

+ Yes, and then we bake 25
or 30 minutes. Do vou
think it is difficult now?

+ No, mom. The recipe is
oreat! Let’s do it.

- Hi, mom! What are vou
doing?

+ 1 am going to prepare a
brownie cake. Do vou want
to help me with the ?
- Yes, sure.

+ Okay. So, we need some
mgredients like: butter,
chocolate, honev, sugar,
eggs, vanilla, powder, flour
and cream.

- Perfect. What about the
preparation? Iz it too
difficult?

+ No, we only need to melt
buttar, chocolats and
honey. And then add the
other ingredisnts.

- In which order?

+ Well, the best option 1s:
slgar, eggs, vanilla,
powder and flour.

- Evervthing should be
mixed, right?

=+ Yes, and then wea hake 23
or 30 minutes. Do vou
think it iz difficult now?

+ Mo, mom. The recipe iz
oreat! Let's do it

- Hi, mom! What are vou
doing?

+ 1 am going to prepare a
brownie cake. Do vou want
to help me with the recipe?
- Yes, surs.

+ Okay. So, we s0fne
mngredients  likke:  butter,
chocolate, honey, sugar,

eggs, vanilla, powder, flour
and creatm.

- Perfact. What ahout the
preparation? Iz it too
difficult?

+ Mo, we only need to melt
butter, chocolate and
honey. And then add the
other ingredisnts.

- In which order?

+ Well, the best option is:
sgar, eggs, vanilla,
powder and flour.

- Everything should bhe
mixed, right?

=+ ¥es, and then wa hake 25
or 30 minutes. Do vou
think it is difficult now?

+ Mo, mom. The recipe 1=
great! Let's do it

- i, mom! What ars vou
doing?

= I am going to prepare a
browniz cake. Do vou want
to help me with the recipe?
- Yes, sure.

-+ Okav. So, we need some
like: hutter,
chocolate, honey, sugar,

eggs, vanilla, powder, flour
and creatm.

- Perfect. What about the
preparation? Is it too
difficult?

=+ Mo, we only nead to melt
huttar, chocolate and
honev. And then add the
other ingradisnts.

- In which order?

- Well, the best option is:
sugar, eggs, vanilla,
powder and flour.

- Everyvthing should be
mixead, right?

-+ Yes, and then we halke 23
or 30 minutes. Do vou
think 1t is difficult now?

+ MNo, mom. The recipe i3
great! Let's do it
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- Hi, mom! What are you

doing?

+ I am going to prepare a

brownie cake. Do you want

to help me with the recipe?

- Yes, sure.

+ Okay. So, we need some

ingredients like:  butter,

chocolate, honey, sugar,

eggs, vanilla, powder, flour

and cream.

- Perfect. What about the

preparation? Is it too

difficult?

+ No, we only need to melt

butter, chocolate and

honey. And then add the

other .

- In which order?

+ Well, the best option is:

sugar, eggs, vanilla,

powder and flour.
Everything should be

mixed, right?

+ Yes, and then we bake 25

or 30 minutes. Do you

think it is difficult now?

+ No, mom. The recipe is

great! Let's do it

- Hi, mom! What are vou

doing?

+ I am going to prepare a

brownie cake. Do you want

to help me with the recipe?

- Yes, sure.

+ QOkay. So, we need some

ingredients like:  butter,

chocolate, honey, sugar,

eggs, vanilla, powder, flour

and cream.

- Perfect. What about the

preparation? Is it too

difficult?

+ No, we only need to melt

butter, chocolate and

honey. And then add the

other ingredients.

- In which order?

+ Well, the best option is:

sugar, eggs, vanilla,

powder and flour.
Everything should be

mixed, right?
+ Yes, and then we bake 235
or 30 . Do you

think it is difficult now?
+ No, mom. The recipe is
oreat! Let's do it

- Hi, mom! What are you

doing?

+ I am going to prepare a

brownie cake. Do you want

to help me with the recipe?

- Yes, sure.

+ Okay. So, we need some

ingredients  like:  butter,

chocolate, honey, sugar,

eggs, vanilla, powder, flour

and cream.

- Perfect. What about the

preparation? Is it too

difficult?

+ No, we only need to melt

butter, chocolate and

honey. And then add the

other ingredients.

- In which order?

+ Well, the best option is:

sugar, eggs, vanilla,

powder and flour.

- Everything should be

mixed, right?

+ Yes, and then we bake 25

or 30 minutes. Do you
it is difficult now?

+ No, mom. The recipe is

great! Let's do it

Svnonym of .. | Bynonym of ... | Oppositz of .. | Opposite of
afraid biz Cini=s bz
Srared Largs huge Bafore Little
Svnonym of ... | Synomvm of .. | Opposits of .. | Opposits of
=i todlat Fwaks bov
Hart Restroom Girl
Svnonym of ... | Bynonym of .. .. | Croposits of.
: fathar bad clazn
Daddy, dad ood i
Svnonmym of ... | Oppositz of .. | Opposit2 of
OOLC zad battar Fvan
Sofa Linhaamm; Worse Qdd
Svnomym of ... | Synomym of ... | Opposits of... | Opposits of.
chaarful ill = fzil
Hapm Pass
Svnonvm of .. . f... | Cppositz of.
littla Lok 2zt dark
Small See Fast Lighr
Svnonym of .. | Bynonym of ... | Oppositz of .. | Cpposite of .
ey mathsr happy lazt
Furigus, nad | ddbwinns weene Sead First
Svmonym of ... | Svoonym of ... | Opposita of .. | Opposita of.
tidy pi=sant l=zz lanzh
Clean Gift Adope Cry
Svmonym of ... | Svoonym of ... | Opposita of .. | Opposita of.
1ok 125t lzzm moga
Stone Reaiont Teach Lass
Svmonym of ... | Svoonym of ... | Opposita of .. | Opposita of..
gquick tall lovva polita
Fast Hign Hate Rudz
Svmonym of ... | Svoonym of ... | Opposite of... | Opposita of..
umdar WOMHAD bettar bttar
Bailons Lady, female Warse Warse
Svonomym of .. | Bynonvm of ... | Opposits of . | Opposit2 of .
man stramma s slow
Cevsloman, mals Weird Rich Ouick
Svnomym of .. | Bynonvm of ... | Oppositz of . | Opposit2 of .
Eafbazs bunny shodt taft
Rubbizh Rabbir Laong Srop
Svnonym of ... | Svnonym of ... | Opposita of .. | Cpposits of.
liztam g whita wat
Hear Clarper Biack I
Svnonym of ... | Svnonym of ... | Opposita of .. | Cpposits of.
sopesm quita TOURE uely
Showrt Calm oid Deaurifld
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Each player takes a card of an incomplete dialogue. The card cannot be seen by anyone.
Each player needs to find out the missing word. When the player knows the word has to get
the necessary letters to form the word.

For that, player needs to go to the squares of the letters he/she needs. When the player is on
the square of a letter, the player on their left will take a card from the other pile of cards
(synonym and antonyms cards). The player has to guess the synonym or the antonym that
is asked. If the player is right, he/she will get the letter. If the player is wrong, he/she will

miss the turn.

The starting square is the one in the middle of the board where it says Tiger Street club.
Each player will have a piece to move around the table (it could be a paper with the
players’ name). Pieces are moved the number of squares that the die shows. Pieces can be
moved horizontally and vertically, never diagonally. Two pieces are not allowed to be on
the same square. If you want to go to a letter square where there is another player, you will

have to wait until he/she moves.

When the player gets all the letters that thinks he/she needs, the player will have to come
back to the central square (Tiger Street Club square) and read all the complete dialogue. If
the player is wrong about the missing word, he/she will be able to continue playing. The
first one to have all the letters of the correct missing word will be the winner of the game.

Step 1. Teacher (T) explains the rules of the game to students (Ss) and divides them into

two different groups.

Step 2. Ss play the game.

LEARNING OUTCOMES. At the end of the activity Ss will be able to:
v Learn synonyms and antonyms of words covered throughout the year.
v Spell words.

v" Complete a dialogue and know what it is with its turns and structures.

STRENGTHS Same in Game 1.

WEAKNESSES Same in Game 1.
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SPEAKING SKILL PRACTICE (Brown, 2000:272)

Micro-skills of Speaking

1 Produce chunks of language of different lengths. X

2 Produce differences among English phonemes and allophonic variants. X

Produce English stress patterns, words in stressed and unstressed positions, rhythmic structure, and

intonation contours.

4 Produce reduced forms of words and phrases.

5 Use an adequate number of lexical units (words) to accomplish pragmatic purposes. X

6 Produce fluent speech at different rates of delivery.

Monitor one’s own oral production and use various strategic devices — pauses, fillers, self-

corrections, back tracking — to enhance the clarity of the message.

Use grammatical word classes (nouns, verbs, etc.) systems (e.g., tense, agreement, pluralization),
word order, patterns, rules, and elliptical forms

Produce speech in natural constituents: in appropriate phrases, pause groups, breath groups, and

sentence constituents.

10 | Express a particular meaning in different grammatical forms.

11 | Use cohesive devices in spoken discourse. X

12 | Accomplish appropriately communicative functions according to situations, participants, and goals. X

13 Use appropriate registers, implicature, pragmatic conventions, and other sociolinguistic features in X
face-to-face conversations.

1 Convey links and connections between events and communicate such relations as main idea,
supporting idea, new information, given information, generalization, and exemplification.

15 Use facial gestures, kinesics, body language, and other nonverbal cues along with verbal language to
convey meanings.

Develop and use a battery of speaking strategies, such as emphasizing key words, rephrasing,

16 | providing a context for interpreting the meaning of words, appealing for help, and accurately

assessing how well your interlocutor is understanding you.

Macroskills of Speaking

Appropriately accomplish communicative functions according to situations, participants and

goals.

Use appropriate styles, registers, implicature, redundancies, pragmatic conventions, conversation
2 rules, floor-keeping and —yielding, interrupting and other sociolinguistic features in face-to-face | X

conversations.

Convey links and connections between events and communicate such relations as focal and
3 peripheral ideas, events and feelings, new information and given information, generalization and

exemplification.

Convey facial features, kinesics, body language and other nonverbal cues along with verbal

language.

Develop and use battery of speaking strategies, such as emphasizing key words, rephrasing,
5 providing a context for interpreting the meaning of sounds, appealing for help, and accurately

assessing how well your interlocutor is understanding you.
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LANGUAGE EXPONENTS

YES/NO questions:

WH questions:

Short answers:

Verb tenses:

Courtesy conventions:

Dialogues vocabulary:

Are you an actor? Do you have any problem? Can |
wear a costume and make-up? Do you want to help me?
Everything should be mixed, right? Do you think it is
difficult now?

How can I help you? When am | supposed to go to the
stage? What are you doing? What about the

preparation? In which order?
Yes/Yes, sure/Perfect. No, it is okay/No, mom.

Present simple, present continuous, past simple and

passive form.
Good morning, here you are, thank you, see you.

Poster, outside, actor, actress, audition, audience,
dressing room, end, corridor, costume, make-up, stage,

cake, recipe, melt, add, mixed, bake.

Synonym and antonym vocabulary:Afraid, scared, large, huge, after, before, big, little, cap,

hat, toilet, restroom, awake, asleep, boy, girl, famous,
well-known, father, daddy, dad, bad, good, clean, dirty,
couch, sofa, sad, unhappy, better, worse, even, odd,
cheerful, happy, ill, sick, true, false, fail, pass, little,
small, look, see, east, west, dark, light, angry, furious,
mad, mother, mommy, mom, happy, sad, last, first, tidy,
clean, present, gift, less, more, laugh, cry, rock, stone,
rest, relax, learn, teach, more, less, quick, fast, tall,
high, love, hate, polite, rude, under, bellow, woman,
lady, female, better, worse, better, worse, man,
gentleman, male, strange, weird, poor, rich, slow, quick,
garbage, rubbish, bunny, rabbit, short, long, start, stop,
listen, hear, rug, carpet, white, black, wet, dry, scream,

shout, quite, calm, young, old, ugly, beautiful.
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TEACHER’S INSTRUCTIONS

- The club is closing and it doesn 't want to let us go without learning more things.

- Itis time to show how much we learned and keep learning by playing.

-l amgoing to explain to you the rules of the game and then you can play.

- Itis a board game so; you will need a piece to move and a die.

- You can use a paper with your name as your piece.

- Place the pieces on the starting square, the one which says Tiger Street Club in the middle of
the board.

- Pieces move around the table horizontally and vertically; never diagonally.

- Firstly, everyone will throw the die.

- The player with highest score will start and will throw again the die. Its piece will move the
number of squares that the die shows. Turns will go clockwise.

- Each of you takes a card and you can’t show it to anyone.

- Cards have an incomplete dialogue and you have to find out the missing word.

- When you know the word you have to get the necessary letters to form the word.

- For that, you need to go to the squares of the letters you need.

- When you are on the square of a letter, the player on your left will take a card from the pile of
cards of synonym and antonyms.

- You have to guess the synonym or the antonym that is asked.

- If you are right, you will get the letter.

- If you are is wrong, you will miss the turn.

- There is one more rule: two pieces are not allowed to be in the same square.

- If you want to go to a letter square where there is another player, you will have to wait until
he/she moves.

- When you get all the letters that you think you need, you will have to come back to the square
in the middle (Tiger Street Club square) and read all the complete dialogue.

- If you are wrong about the missing word, you will be able to continue playing.The first one to

have all the letters of the correct missing word will be the winner of the game.

- Let’s play.

VARIATIONS Board and cards can be made by students.
Dialogues can be read as a role-play at the end
of the game. Synonym and antonym cards can
be used twice.

MATERIALS Board game, cards of the board game and a die.

INTERACTION PATTERNS Teacher-students (T-Ss), student-student (S-S).

TIME 45 minutes.
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CURRICULAR CONTRIBUTION I (Real Decreto 126/2014, 28 febrero, por el que se
establece el Curriculo Césico de la Educacion Primaria. Primera lengua extranjera.

Contenidos, criterios de evaluacion y estandares de aprendizaje evaluables por bloques.)

Bloque 1. Comprension de textos orales

+ Entiende lo que se le dice en transacciones habituales sencillas (instrucciones,
indicaciones, peticiones, avisos). ldentifica el tema de una conversacion cotidiana
predecible que tiene lugar en su presencia (por ejemplo, en una tienda, en un tren).

+« Entiende la informacion esencial en conversaciones breves y sencillas en las que
participa que traten sobre temas familiares como, por ejemplo, uno mismo, la familia,

la escuela, el tiempo libre, la descripcion de un objeto o un lugar.

Blogue 2. Produccion de textos orales: expresién e interaccion

+ Se desenvuelve en transacciones cotidianas (p. e. pedir en una tienda un producto y

preguntar el precio).

CURRICULAR CONTRIBUTION Il (Orden 16 junio 2014 Curriculo Educacion
Primaria. Anexo Il. Lengua extranjera: inglés. 3° curso. Contenidos, criterios evaluacion,
competencias clave, estandares aprendizaje evaluables y relacion de éstos con

competencias clave).

Blogue 1. Comprensién de textos orales

- EstING.1.1.5. - EstING.1.3.3. - EstiING.14.3.

Bloque 2. Produccidn de textos orales: expresion e interaccion

- EstiING.2.3.3.
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7.5.9. Game 9. Get the Treasure

PROCEDURE

Introduction. It is the final game in which Tiger Street Club is going to participate this
year. We need a great game, a great experience and a great treasure leaving a good taste in

the mouth of all involved.

Description. The game is played in pairs and it consists in a map of a treasure with
different tests and activities.

Maps. Teacher will give a map to each player but maps are not complete. Players will need
their partner to follow them. There will be missing information in both maps of the pair of
players. Working together they will have to guide and help each other in order to find the
final treasure before the rest of the pairs of players. This will be the ORIGINAL map:

.....

This is the look of the map for student A:

107



This is the look of the map for student B:

There will be 6 different places in the school where they will have to go. In each place of
the school a different festival is going to be celebrated and they will have to do an activity
in each place related to that festival. These three first festivals are suggested by the text
book and the other three will be suggested by students previously or by the teacher. In this

case, as an example, these are suggested:

1. World Food Day 4. April Fool’s Day.
2. Grandparents’ Day 5. Carnival in Notting Hill
3. Book Day 6. St. George’s Day

Setup. All the pairs of players in the starting class will take maps and one riddle. On their
handouts not only the maps will be provided but also the order of the riddles that pairs have

to follow to correctly complete the game. This order will be different for each pair.

Activities. Players in each place will have to complete a different activity to get the next
riddle they have to and then go to another place by the answer of the riddle. When there are
not more riddles or places, students will have to come back to class for the re-counting of

their points. Activities in each place would be:

1. Dining room. World Food Day.

It is World Food Day; each pair will receive a famous dish of a country. Both
students of the pair should write down the ingredients and how they will make it
(complete the handout below). When they are done, they will keep the recipe as a

proof for the points’ re-counting. Then, they can have the following riddle.
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Famous dishes to give to students: paella (Spain), complete hamburger (United
States), Argentinian pork roast (Argentina), Wiener Schnitzel (Austria), Mole
Poblano (México), roast beef (United Kingdom), Schweinshaxe (Germany),
Tandoori chicken (India), falafel (Arabia Saudi), lahmacum (Turkey), gyros
(Greece), carbonara pasta (Italy).

Handout to complete:

RECIPE
PR OF ETUDENTE
COUMTRY|
AMOURT INGREDIEMTS
= ATEPS DESCRIFTION
=]
E i
2
E
& 1
o
1
5
[
]
E]
1
1

Computer room. St. George’s Day

Where is St. George? Each student of the pair should use one computer to play
Battleships with St. George. In Excel each student will place St. George (StG)
wherever they want. These tables are done for students but they will have to place
StG and write down what a player and their opponent ask. They will take a
screenshot of the rounds at the end and they will save it with their names in the
computer. This will be necessary for the re-counting of points at the end. Then,

they can have the following riddle.
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Left table for writing down what you ask:

AIB|C|DIE|FIG|H|I

WO | O [ [ O | | e | | B |

Right table for writing down what your opponent asks:

AIBIC|IDIE[FIG|H|I

s | L | B |

p=R--1 = L]

Tables at the beginning of the game:
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3. Playground. April Fool’s Day.

April Fool’s Day is in the playground of the school. One player would write

down 3 sentences about him/her; two of them will be real and the other one a lie.

Then, the player will read them to their partner and he/she should guess which

one is the lie. When both players are right at least once they can get a new riddle.

Players will have to keep papers with the sentences and the results as a proof for

the points’ re-counting.
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Music room. Grandparents’ Day.

Each pair of students should write a song to get the next riddle. The song should
have at least 4 lines and should end with the sentence: It’s Grandparents’ Day.
They will keep the song until the end of all the activities. At the end they will
have to sing and perform it with the rest of the players and it will be the proof to
get points.

Library. Book day.

It is Book Day and each pair should agree and take one book from the library that they
know. They will have to think about and prepare a performance of a part of the book that
they choose. They will have to prepare dialogues and actions. They will be able to consult
the book while they are preparing the mini-show. Then, they will get another riddle. They
will role-play at the end of the rest of the activities and it will be a proof to get points in

this stage.

Art classroom. Carnival in Notting Hill

It is Carnival in Notting Hill. Each pair of student will have a picture of the celebration
and then they will have to choose one character or situation from the picture. Each one of
the pair will have to look at the picture and write down the answer individually for these
questions: what do you see? What do you think about that? What does it make you

wonder?

Carnival in Notting Hill picture:
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Table to complete:

7 A What| [7s, Whatl [ ¢ Whatl
0a) see <’ Think | 22" Wonder

Both players will keep their answer as a proof for the discussion between them at
the end of all the activities as a re-counting of points. Then, they will be able to

get another riddle to go to a different place.

Riddles. Riddles will be written down in different papers. They will be in a special point in

the places. Riddles and cards with riddles:

1.

| feed a lot of mouths every day. People hate me or love me depending on the day.

(Dining room)

I need a lot of energy to give you a great morning. Don’t use me too much or your

eyes will be exhausted. (Computer room)

Everyone is free. You have to respect by playing to be like birds. All of you love me

as you had won a price. (Playground)

I can’t stop the rhythm on me, I hate silence around me. I love hearing all your

voices at the same time close to me. (Music classroom)

I can show you stories about dreams, monsters, bears and beautiful butterflies. I can

lend you pieces of all these incredible things but only for a week. (Library)

I am always alive because every day you color my life. | need to be clean because if

not you can’t be with me (Art classroom)
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I

I feed a lot of mouths
every dav. Peopie
hate me or love me
depending on the day.

>

I need a lot of energy
to give yvou a great
morning. Don't use
me too much or your
eves will be
exhausted.

3

| Evervone is free. You

have to respect by
plaving to be like
birds, All of you love
me as vou had won a
price.

I can't stop the
rhvthm on me, I hate
silence around me. 1
love hearing all your
voices at the same
time close to me.

5

I can show you stories
about dreams,
monsters, bears and

beautiful butterflies. I |

6

I am always alive
because every day
vou color my life. I
need to be clean

can lend you pieces of | because if not you

all these incredible

1 can't be with me.

things but only for a
week.

End. When all the pairs of students are done, they will come back to class. Activity by
activity all together with the teacher will check the production done previously for each
pair. Teacher as a moderator will guide this final activity. Players will recount points of
players. Teacher will ask one pair to correct the production of another one in order not to

take forever. They will need the following table:

POINTS

TIGER STREET CLUB 1 2 3
(No) (More or less) | (Yes)

WORLD FOOD DAY

Are all the ingredients in the recipe? -

Avre all the ingredients correctly written?

Is the recipe ordered by steps coherently? -

ST. GEORGE’S DAY

Are there screenshots? -

m| OO |® | > |-

Did the players use the tables? -

(More than 4) (2-4) (1-2)

How many rounds were necessary to play?

APRIL FOOL’S DAY

Avre the sentences correctly written?

(More than 4)

(2-4) O]

How many rounds were necessary to play?

&~ T @ |[w| T

GRANDPARENTS’ DAY

Does it have a message? -

Does it make sense?

Does the song end with the sentence provided? -
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Has the song at least 4 lines? -

Do words have rhythm?

Can players sing it together? -

BOOK DAY

Is the performance related to the book?

Has the performance got coherence?

CARNIVAL INNOTTING HILL

Are the students’ dialogues intelligible? -

Do players answer the three questions? -

Did they answer them with coherence?

Can players have a discussion about it?

cld|o|n|lole|v|ojolz|z|r

Did they give reasons or arguments? -

Total:

Winners at the end will get the treasure: winners will be allowed to choose a done game
during the year to repeat or they can choose other one. And Tiger Street Club is going to
issue a certificate of “Great Gamers of the Year”.

Teacher (T). T will be the moderator of the whole activity. T will be in the corridors of the
school to control the volume of students’ voices. T will pay attention that students follow
the riddles’ order. Students (Ss) should be in different places, not everyone in the same

place. T will facilitate dictionaries and computers if Ss need them during the whole game.
Step 1. T explains the rules of the game to students (Ss) and T divides them in pairs.

Step 2. Ss play the game.

LEARNING OUTCOMES. At the end of the activity Ss will be able to:
v Write down ingredients, recipe structure and steps.
v Use computer to play Battleships with Excel program.

v Write down sentences correctly with coherence about themselves; two lies and one
truth.

v Inform what happens and how they solved activities.
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v" Actout a role play / dialogue extracted from a library book used as inspiration.

v" Analyze an art picture and discuss about it.

STRENGTHS
= Same as in Game 1.
= Activity with movement around the school.

= Attention paid to different learning styles and multiples intelligences.

WEAKNESSES
o Noisy atmosphere.
o Loud talking.

o Bother other classrooms in the school.

o Too many students divided around the school and only one teacher to control

everything.

o Uncontrolled situations.

SPEAKING SKILL PRACTICE (Brown, 2000:272)

Micro-skills of Speaking
1 Produce chunks of language of different lengths. X
2 Produce differences among English phonemes and allophonic variants.
Produce English stress patterns, words in stressed and unstressed positions, rhythmic structure, and
3 intonation contours.
4 Produce reduced forms of words and phrases.

5 Use an adequate number of lexical units (words) to accomplish pragmatic purposes. X
6 Produce fluent speech at different rates of delivery. X
Monitor one’s own oral production and use various strategic devices — pauses, fillers, self-

! corrections, back tracking — to enhance the clarity of the message. X
Use grammatical word classes (nouns, verbs, etc.) systems (e.g., tense, agreement, pluralization),

8 word order, patterns, rules, and elliptical forms X
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Produce speech in natural constituents: in appropriate phrases, pause groups, breath groups, and

° sentence constituents.
10 | Express a particular meaning in different grammatical forms.

11 | Use cohesive devices in spoken discourse. X
12 | Accomplish appropriately communicative functions according to situations, participants, and goals. | X
Use appropriate registers, implicature, pragmatic conventions, and other sociolinguistic features in
13 face-to-face conversations. %
Convey links and connections between events and communicate such relations as main idea,

1 supporting idea, new information, given information, generalization, and exemplification. %
Use facial gestures, kinesics, body language, and other nonverbal cues along with verbal language
= to convey meanings. %
Develop and use a battery of speaking strategies, such as emphasizing key words, rephrasing,

16 | providing a context for interpreting the meaning of words, appealing for help, and accurately | X

assessing how well your interlocutor is understanding you.

Macroskills of Speaking

Appropriately accomplish communicative functions according to situations, participants and

1 X
goals.
Use appropriate styles, registers, implicature, redundancies, pragmatic conventions, conversation

2 rules, floor-keeping and —yielding, interrupting and other sociolinguistic features in face-to-face | X
conversations.
Convey links and connections between events and communicate such relations as focal and

3 peripheral ideas, events and feelings, new information and given information, generalization and | X
exemplification.
Convey facial features, kinesics, body language and other nonverbal cues along with verbal

4 language. X
Develop and use battery of speaking strategies, such as emphasizing key words, rephrasing,

5 providing a context for interpreting the meaning of sounds, appealing for help, and accurately | X

assessing how well your interlocutor is understanding you.

TEACHER’S INSTRUCTIONS

- Itis the final game in Tiger Street Club, a game that it has a treasure, a final gift.

- You are going to play in pairs.

- Each of you is going to have the map of the treasure; but these maps are going to be
incomplete. You will need the information that your partner has on their maps.

- There are riddles whose answers will let you go to the next place until the end.

- You have to follow the order of the riddles that you have in your maps.

- 1 will give you the first riddle. Then I trust on you and you will take the next one that your maps
say. Riddles will be in each place for all of you. There will be enough copies. There are 6
riddles, when you don’t have more to follow, come back to class.

- lam going to explain to you what you have to do in each place.
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In the dining -room it is World Food Day. Each pair will write down a recipe of a famous dish
of a country. You should complete this handout. I will give you the names of the recipes.

In the music room it is Grandparents’ Day. Each pair should write a song of 4 lines and should
end with the sentence: It’s Grandparents’ Day.

In the library it is Book Day. Each pair should prepare a performance or role-play of a part of
a book that the students want.

In the playground it is April Fool’s Day. One player would write and say orally 3 sentences
about him or her; two of them will be real and the other one a lie. The other player will listen
and try to guess which one is the lie. Both people should be right at least once.

In art room it is Carnival in Notting Hill. Each one of the pair will have to look at the picture,
choose one character or situation from the picture and write down the answer individually for
these questions: what do you see? What do you think about that? What does it make you
wonder?

In the computer room it is St. George’s Day. Each pair should play Battleship in Excel placing
somewhere St. George (StG). Each one should complete the tables while you are playing. At
the end of the round you will have to take a screenshot.

Remember that all the written production that you need to complete during the different
activities, you should bring it back to the classroom at the end of the game. These documents
and handouts will be the proofs for the recounting of points.

When everyone is back, you will correct the production of another pair of students with the
rubric 1 will give you.

Then, we will know who winners are! Let’s begin!

MATERIALS Maps, school material, computers, dictionaries.
INTERACTION PATTERNS Teacher-students (T-Ss), student-student (S-S).
TIME 1 hour 30 minutes

CURRICULAR CONTRIBUTION 1 (Real Decreto 126/2014, 28 febrero, por el que se

establece el Curriculo Casico de la Educacion Primaria. Primera lengua extranjera.

Contenidos, criterios de evaluacion y estandares de aprendizaje evaluables por bloques.)

Bloque 1. Comprension de textos orales

+ Entiende lo que se le dice en transacciones habituales sencillas (instrucciones,

indicaciones, peticiones, avisos). ldentifica el tema de una conversacion cotidiana

predecible que tiene lugar en su presencia (por ejemplo, en una tienda, en un tren).
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*

Entiende la informacion esencial en conversaciones breves y sencillas en las que participa que
traten sobre temas familiares como, por ejemplo, uno mismo, la familia, la escuela, el tiempo

libre, la descripcion de un objeto o un lugar.

Bloque 2. Produccién de textos orales: expresion e interaccion

+

Hace presentaciones breves y sencillas, previamente preparadas y ensayadas, sobre temas
cotidianos o de su interés (presentarse y presentar a otras personas; dar informacion basica
sobre si mismo, su familia y su clase; indicar sus aficiones e intereses y las principales
actividades de su dia a dia; describir brevemente y de manera sencilla su habitacién, su mend
preferido, el aspecto exterior de una persona, o un objeto; presentar un tema que le interese (su
grupo de musica preferido); decir lo que le gusta y no le gusta y dar su opinién usando
estructuras sencillas).

Se desenvuelve en transacciones cotidianas (p. e. pedir en una tienda un producto y preguntar el
precio).

Participa en conversaciones cara a cara o por medios técnicos (teléfono, Skype) en las que se
establece contacto social (dar las gracias, saludar, despedirse, dirigirse a alguien, pedir
disculpas, presentarse, interesarse por el estado de alguien, felicitar a alguien), se intercambia
informacién personal y sobre asuntos cotidianos, se expresan sentimientos, se ofrece algo a
alguien, se pide prestado algo, se queda con amigos o se dan instrucciones (p. e. como se llega a

un sitio con ayuda de un plano).

CURRICULAR CONTRIBUTION Il (Orden 16 junio 2014 Curriculo Educacion

Primaria. Anexo Il. Lengua extranjera: inglés. 3° curso. Contenidos, criterios evaluacion,

competencias clave, estandares aprendizaje evaluables y relacion de éstos con

competencias clave).

Blogue 1. Comprensién de textos orales

- EstING.1.1.3. - EstING.1.2.5. - EstING.1.5.3.
- EstING.1.1.4. Est.ING.1.3.4. Est.ING.1.6.3.
- EstING.1.1.5. Est.ING.1.3.6. Est.ING.1.7.4.
- EstING.1.1.6. Est.ING.1.5.2. Est.ING.1.7.5.
- EstING.1.2.4.
Bloque 2. Produccion de textos orales: expresion e interaccion
- EstING.2.1.4. - EstING.2.5.4. - EstING.2.7.3.
- EstING.2.5.1. - EstING.2.6.1. - EstING.2.8.4.
- EstING.2.5.3. - EstING.2.7.1. - EstING.2.9.3.
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7.6. Assessable Learning Standars depending on the game

ASSESSABLE LEARNING STANDARS
GAME
Block 1 Block 2
Est. ING. 1.1.3 Est. ING. 1.5.3 Est. ING. 2.1.3 Est. ING. 2.5.2
Est. ING. 1.15 Est. ING. 1.5.4 Est. ING. 2.1.4 Est. ING. 2.6.2
1 Est. ING. 1.25 Est. ING. 1.6.5 Est. ING. 2.2.4 Est. ING. 2.6.4
Est. ING. 1.3.4 Est. ING. 2.3.2 Est. ING. 2.8.2
Est. ING. 2.4.2 Est. ING. 2.8.4
Est. ING. 2.4.4 Est. ING. 2.9.3
Est. ING. 1.1.3 Est. ING. 1.5.4 Est. ING. 2.1.2 Est. ING. 2.5.4
2 Est. ING. 1.1.4 Est. ING. 1.6.3 Est. ING. 2.1.4 Est. ING. 2.6.4
Est. ING. 1.1.5 Est. ING. 1.6.5 Est. ING. 2.2.4 Est. ING. 2.8.4
Est. ING. 1.2.4 Est. ING. 2.4.4
3 Est. ING. 1.1.3 Est. ING. 1.6.5 Est. ING. 2.1.4 Est. ING. 2.8.4
Est. ING. 1.6.3 Est. ING. 2.5.4
4 Est. ING. 1.1.3 Est. ING. 1.5.3 Est. ING. 2.1.4 Est. ING. 2.6.4
Est. ING. 1.1.5 Est. ING. 1.6.3 Est. ING. 2.5.4 Est. ING. 2.8.4
Est. ING. 1.1.5 Est. ING. 1.6.3 Est. ING. 2.1.4 Est. ING. 2.6.4
5 Est. ING. 1.2.5 Est. ING. 2.4.4 Est. ING. 2.8.4
Est. ING. 2.5.4
Est. ING. 1.1.4 Est. ING. 1.3.7 Est. ING. 2.1.4 Est. ING. 2.8.4
6 Est. ING. 1.15 Est. ING. 1.5.2
Est. ING. 1.2.4 Est. ING. 1.6.4
Est. ING. 1.3.6
7 Est. ING. 1.1.3 Est. ING. 1.2.5 Est. ING. 2.1.4 Est. ING. 2.4.4
Est. ING. 1.15 Est. ING. 2.2.4 Est. ING. 2.8.4
8 Est. ING. 1.15 Est. ING. 1.4.3 Est. ING. 2.3.3
Est. ING. 1.3.3
Est. ING. 1.1.3 Est. ING. 1.3.6 Est. ING. 2.1.4 Est. ING. 2.7.1
Est. ING. 1.1.4 Est. ING. 1.5.2 Est. ING. 2.5.1 Est. ING. 2.7.3
Est. ING. 1.1.5 Est. ING. 1.5.3 Est. ING. 2.5.3 Est. ING. 2.8.4
9 Est. ING. 1.1.6 Est. ING. 1.6.3 Est. ING. 2.5.4 Est. ING. 2.9.3
Est. ING. 1.2.4 Est. ING. 1.7.4 Est. ING. 2.6.1
Est. ING. 1.2.5 Est. ING. 1.7.5
Est. ING. 1.3.4
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