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Games to learn English  
(d’après “Découvrir l’anglais par le jeu », David Allen chez Hatier) 

 

Games to learn numbers 
 
Stone game: 
 

 Each pupil has 10 stones; pupil A hides anywhere between 1 and 5 stones in his hand 
and holds out his hand towards pupil B. If B finds out how many stones A has, he wins 
one stone from B; if not he gives one stone to A.


A: How many stones? 
B: 4?  
A: 1, 2, 3, 4. Right!  
B: give me a stone. Thank you. 
A and B: Bye bye. 
Then A and B look for another partner. 

 
 The same game with 20 cents and other words :


A: Excuse me? 
B: Yes? 
A: How much? 
B: Sixty cents. 
A: Twenty, forty, sixty. Right! 
B: Give me twenty cents please. 
A: Here you are. 
B: Thank you. 
A and B: Bye bye. 

 
Series 
 

 Teaching numbers from 1 to 10 is easy, we’ve got our fingers! We work in order, then 
out of order.



 To teach numbers from 11 to 99, it is possible to teach them by series, for example: 
the series 6, 16, 60 and 66. After having learned the 6 series, pupils can find out the 
4, 7, 8 and 9 series. As the 1, 2, 3 and 5 series are less regular, they will be taught 
after. The teacher gives the first number and  the pupils give the others.

 
Bingo 

 

 The teacher chooses the numbers he wants to work on, for example from 1 to 20 or 
from 11 to 40 or from 71 to 99. The pupils each write 3 numbers on a sheet of paper. 
The teacher says numbers randomly; the pupils circle the numbers on their paper if 
called out. The first who has circled his 3 numbers shouts: « Bingo! » and reads his 
numbers out loud so that the other pupils can check.


 The same can be done with the alphabet or any other set of vocabulary (fruits, 
clothes, Christmas ect…).



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Body numbers 
 

 The teacher says a number: 1 for example. He mimes this number. All the pupils 
mime it too.



 Half of the pupils mime numbers; the others try to recognize these numbers.



 A group of pupils represents an addition (for example: 12 + 47) ; the pupil who stays 
in the middle (between the two numbers) mimes the sign plus with his arms out 
stretched. The first pupil, who finds the solution, chooses 4 friends who will present 
another addition for the rest of the class to guess. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 

Fingers 
 

 Pupil A pretends to be a tourist who cannot speak English and uses his fingers in 
order to make pupil B understand. For example, A shows 6 fingers and B says: « six », 
then A shows another number and so on…



 Variation: each finger represents the numbers 10 to 100.
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Only thumbs 
 

 A pupil chooses a number between 1 and 100. He stretches his hand with his thumb 
pointed upwards to show that he is ready. The other pupils suggest numbers: When 
the number is too small he puts his thumb upwards; when the number is too big he 
puts his thumb downwards. The person who finds the correct number then becomes 
the leader.



 The same can be done with months and ordinal numbers (5 pupils are sitting in a 
circle and try to find out the birthday of every one; first the day, then the month).

        Leader → Pupils  
              a: ………………………………. → … June? 

b: June……………………… → … October? 
c: October………………….→ … September? 
a: September……………. → … 10th September?  

              b: 10th September……. → … 20th September?  
              c: 20th September……..→ … 19th September?  
              a: 19th September 


 The teacher gives each pupil a calendar and asks for example : « When is Saint
George’s day? », the first pupil to find the date answers : « It’s on the 23rd of April. » 

 

Numbers competition 
 

 2 teams. One pupil from each team goes to the board. The teacher says a number 
randomly. Both pupils write the number. It is checked, the board is erased and the 
game continues. When a pupil makes a mistake or takes too much time to write, he is 
« out! » and goes to the back of the line and the next pupil comes forward. 

 

Games to learn letters 
 

R.U.O.K. 
 

 The teacher writes the letters grouped by sounds on the board.
 

B C D E G P T V 
F L M N S X Z  

K A H J     

U K W      

I Y  
O 
R  

The pupils try to find the key code. Once they have found it, they work on the 
pronunciation: the teacher shows a letter, the pupils react by giving another letter 
which rimes with it, from the same sound group.  
For example: D…P, I…Y, Q…U  
No letter rimes with O and R. So, for O the class learns to answer with « O.K. » and 
for R with « Are you O.K.? » (R.U.O.K.)
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 For this game, you need 26 big cards with a letter on each. The teacher takes 10 cards 
(always the 5 vowels plus any 5 consonants). The pupils try to form words with these 
letters. Each letter can be used as often as wished. For example with the letters : A - 
D - E - B - I - L - O - R - U - S the class can find : door, ball, bus, blue, ear, bed…. When a 
pupil finds a word, he raises his hand, says it and spells it. When the students can find 
no more words, the letters are changed.



 The pupils can work in teams or individually. One pupil is chosen to lead the game, « 
Quizmaster » and takes 10 letters (the 5 vowels plus any 5 consonants) and 
pronounces them distinctly.
Quizmaster :    A - R - E - N - I - C - O - G - U – P 

 

A. I’ve got a word. 
Quizmaster : Spell it please. 

A. C  A  R 
Quizmaster: What’s the word? (asking the whole class) 
B. Car.  

Quizmaster: O.K. (he writes the word on the board). Any more words? …. 

 

What did I spell? 

 

The teacher dictates the beginning of the words he wants to revise. He ends with « plus » 
and the number of letters which are missing. The pupils have to write the dictated letters 
and to complete the words.  

For example : chai  plus 1…………………………………. chair 
playi  plus 2………………………………….playing 
eleph plus 3…………………………………elephant… 

Each word is pronounced and spelled by a pupil. 

 

 The same game, but it’s a pupil who dictates the words. It can be done with 
the whole class or by groups or by pairs.

 

Hangman 

 

 A pupil chooses a word and draws lines on the board (each line matches to a letter of 
the chosen word). The class proposes letters: if the letter is in the word, it is written at 
the right place, if not a line is drawn (and step by step a hangman is drawn). 
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Body Words 

 

 It’s like body numbers. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 

Anagrams 
 

 The pupils look for a difficult word in their copybook and then write it in 
alphabetical order. The teacher asks a pupil to read out loud the letters of his 
anagram. The first pupil who finds out this word reads his own anagram now and so 
on…



 The same can be done with the game « body word ».

 

Vocabulary games 
 

Move 
 

 TPR (Typical physical response) : the verb is said and mimed at the same time (swim, 
stop, listen, clap, stand up, sit down, walk, eat, drink, jump, dance, drive, count (1 to 
10), fly, run, read, write, play (tennis, football, volleyball, the piano, the violin, the 
guitar, the flute), open, close (the door, the window, your eyes, your copybook), 
sleep, wakeup, stretch, shake, scratch, sing, smile, laugh, turn around, be quiet, count 
down (10 to zero), cry, shout, wait, speak, (English, French, Spanish, German…) 
(Hello, Bonjour, Buenos dias, Gutentag…), say (goodbye, thank you…), fall down, 
draw, take a photo, phone, blow, shake hands, go to the (window, door, board…), 
catch a ball, cross the room, paint, switch on/watch/switch off the T.V., meet 
somebody, carry (a bag, a dog…), call somebody, go to bed, get up, wash, brush your 
teeth, queue, get on/off the bus…
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 You can add adverbs like: slowly, fast, quickly, nicely, properly, badly, one, twice,
three times… For example: eat slowly, clap three times, walk quickly, turn round 
twice… 




 You can add complements like: paint a wall/a picture, drive a car/a bus/a train, read 
a book, a magazine/a comic, catch a fly/a chicken, wash your hands/face…




 You can add polite phrases like: Will you…, Could you…. Could you paint the door 
please? Yes certainly (the pupils work by pairs).

 

Touch and point to 
 

 Touch (body parts, something blue, red yellow….)


 Point to (something in the classroom: the window, the board, the table, the chair…)



 Touch or point to (clothes: a pullover, a shirt, a skirt, a dress, a t-shirt, a belt, some 
jeans, some trousers…)

 

 

Teaching adjectives by moving 
 

 The pupils have to find a gesture to communicate the sense of an adjective.
 

Kim’s game 

 

 Things are showed to the pupils and then hidden. The things are presented one by 
one and then placed on a table so that everyone can see them. Pronunciation is 
worked on, then the things are hidden with a piece of cloth and the pupils must find 
them. A competition game can be done. Or, pupils turn around and the teacher 
removes 1 (or more) of the objects. When the pupils turn around, they need to guess 
which object(s) is (are) missing.



Things, vehicles, containers 

things vehicles animals containers 
knife car cat box (plastique) 
fork motorbike dog glass 
spoon lorry sheep bag (transparent) 
key bus cow cup 
button bicycle (bike) horse plate 
stamp plane mouse basket 
watch train duck tin 
doll boat spider  

book spaceship pig  

floawer van tiger  

pencil  lion  

pen  elephant  
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 The same game with prepositions (in, on, under, near, behind, beside, in front of, 
between). Things which are known will be placed in containers or vehicles (which are 
also known) : the doll is in the bag, the watch is in the box, the spoon is in the basket. 
Other prepositions will be gradually introduced.



 Once prepositions are well known, it’s possible to teach these structures : there is, 
there are (there is a doll in the bag, there is a watch under the box, there is a spoon 
near the basket, there are two cats in the basket….).

 

Can I have a blue one? 

 

 This game teaches the colours, to win one point (a coloured card) the pupil must 
appoint all the colours and then ask for the card he would like to have: « Can I have a 
blue card please? »

 

Hungry or thirsty ? 

 

 The pupils are sitting and the teacher show photos of food or drinks and work on the 
pronunciation. Kim’s game can be played to fix the vocabulary. The teacher has to 
teach the structures: I am thirsty, I am hungry.



 Food and drinks
Drinks: coffee, tea, hot chocolate, milk, water, lemonade 
Food : a hamburger, a steak, an egg, a banana, an apple, an orange, an ice-cream, a 
biscuit, soup, meat, chicken, fish, ham, cheese, salad, cake, spaghetti, apple pie, 
bread, chocolate, nuts, crisps, chips 
I’m hungry, I’m thirsty, I’m not hungry, I’m not thirsty, would you like…? Yes, 
please/No, thank you. 



 The teacher asks 5 pupils to come in front of the others and to play with him. He says 
to each pupil: « I am hungry. » or « I am thirsty ». The pupil reacts by offering him 
food or a drink, but he must not choose something which has been already chosen. 
And when he makes a mistake, he is out.



Teacher to Peter: I am hungry. 
Peter: Would you like some cake? 
Teacher: Yes, please. 



Teacher to Elsa: I am thirsty. 
Elsa: Would you like some milk? 
Teacher: Yes, please. 



Teacher to Lisa: I am thirsty. 
Lisa: Would you like some bread? 
Teacher: No, thank you. 



Teacher to Paul: I am hungry. 
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Paul: Would you like some cake? 
Teacher: No, thank you. 

 

The game continues till there is only one pupil left. 
 

 The pupils can play by groups of 5 or 6. Successively they are the teacher.
 

Monday 

 

 Here is a chant to learn the days of the week with a good accent (the gestures help 
the pupils to pronounce well).


Money on Monday (scrubbing your thumb against your major finger or the 
index) Tea on Tuesday (raising up a cup of tea with the little finger in the air) 
Work on Wednesday (wiping his forehead with the back of the hand) 
Nothing on Thursday (showing empty hands with spread arms) 
Fish on Friday (a hand mimes the movement of a fish) 
Saturday : samedi (smile ; note [ça te dit ?](ça me dit 
!]) Sun on Sunday (a big circle with the arms) 

 

Change 
 

 A game to learn the colours and the days of the week (and other vocabulary…).
7 pupils are sitting in a circle; they each have a coloured piece of paper. An eighth 
pupil is in the middle of the circle and says the name of two colours, for example: red, 
blue. The two pupils who have these colours must stand up and change their place. 
The pupil in the middle has to try to get on one if the two places. If he is successful he 
gets his colour and the one who lost his place goes to the middle. 



 The same can be done with the days of the week (or other vocabulary).
 

This and that 

 

 First teach the use of: this (by touching only one thing), these (by touching more than 
one thing), that (by showing one thing with the finger without touching it), those (by 
showing more than a thing with the finger).


 2 players are in front of each other. One asks the questions, the other answers. The 

one who is asking touches a part of his body or shows a part of his partner’s body by 
using the appropriate demonstrative. His partner must answer correctly (with “a” or 
“an”) or the plural (without article) according to the question. If the word is not used 
correctly the referee counts one point against the pupil who made the mistake. 
When one of the pupils reaches 3 points, roles are reversed. When one of the pupils 
reaches 5 points he has lost and must now play against the referee. The pupil who 
wins becomes the referee.
A: this? (by touching the chin)  
B: a chin. 
A: those? (by touching the ears of his partner with both of his index)
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B: ears. 
A: that? (by showing a foot of his partner)  
B: a foot. 
A: these? (by touching his feet) 
B: feet. 
A: this? (by touching one ear) 
B: a ear? 
A: no, an ear. 
If A doesn’t notice the mistake, the referee must do it for him. 
Later on the game can continue like this: 
A: what is this? 
B: it is a shoulder. 
A: what are those? 
B: they are fingers. 
A: what is that? 
B: it is an eye…. 

 

Games to learn structures 
 

Draw it (to work on “is it…?”, “yes it is/”no it is not”) 
 

 The class is trying to find out what a pupil is drawing on the board (a thing or an 
animal). The drawer draws a small line on the board:
A: is it a cat? 
B: no, it is not. 
Another small line is drawn. 
A: is it a lion? 
B: no, it is not. 
And so on….. 
A: is it a cow? 
B: yes, it is; it is your turn now. 

 

Animal game (to work on “Are you? + adjective”, “yes I am”/”no I am not”) 
 

 A pupil behaves like one animal, the others try to find out what it is; five questions 
must be asked before saying the name of an animal. Before you start with this game, 
colours and adjectives must be reviewed (black, brown, yellow, white, green, yellow 
and black….; big, small, wild, tame, friendly, dangerous, common, rare, fats, slow).
The chosen animal is a tiger: 
- Are you friendly? 
- No, I am not. 
- Are you white? 
- No, I am not. 
- Are you black? 
- No, I am not. 
- Are you fast? 
- Yes, I am. 
- Are you dangerous? 
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- Yes, I am. 
- Are you an elephant?  
- No, I am not. 
- Are you a tiger? 
- Yes, I am. 

 

The names of the animals are written on the board. 
 

And I… (to work on “I am…”, “you are…”, “he is…”, “she is…”) 
 

 First the pupils have to learn the pronouns: I (by showing oneself), you (by showing 
one’s interlocutor), he (by showing a boy) and she (by showing a girl). The pupils can 
work on these pronouns by groups of 4 in a square like this (each pupil talking to the 
pupil sitting in front of him):


 The verb “to be” can be worked on as above with complete sentences and the names 

of the pupils: I am David, You are Richard…
 The pupils are in groups of 10 and sitting in a circle. There is a leader, at first the

teacher, and after a pupil. 
 

- I am David and I am happy (he smiles to illustrate his adjective). All the next 
sentences are going on the same way. The pupil sitting on his right repeats what he 
said and adds information which characterizes him. 

 

- You are David and you are happy. I am Charles and I am cross. The third pupil 
repeats what has been said and adds some more information about him. 

 

- You are David and you are happy. He is Charles and he is cross. I am Mary and I am 
hungry. 

 Variations:
Jobs: - I am David and I am teacher. 
Animals: - I am David and I am a rabbit (the pupil must mime the animal).  

A structure which has to be worked on: - I am Nina and I have got a dog. 
- - I am Jim and I like chocolate. 
- - I am Loan and I can play golf. 

 

The same room (to work on “there is”, “there are “, “it is the same”, “it is not the same”, 
the prepositions) 
 

 The pupils play in pairs and look for the differences between two pictures that are 
placed in a way they cannot see the picture of their partner. There are 5 differences 
between the pictures and the “master picture”. The structures which will be used are 
the following: there is a lamp on the table; I have got a lamp in my picture; there is 
not a lamp in my picture… One of the pupil plays with the “master picture” and his 
partner with one of the other pictures.
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Country scenery (to describe a picture) 
 

 Pupils play by pairs and look for the differences between two pictures. There are 7 
differences between the pictures and the “master picture”. The questions and the 
sentences to be used are the same as the ones in the “same room” game plus these 
ones:
- There are four trees in my picture. 
- How many cars are there?  
- Is there a boat on the river? 
- Where is the boat? 
- It is on the river, near the bridge. 
- Where are the cows? 
- They are in the field, on the left. 

 
One of the pupil plays with the “master picture” and his partner with one of the 
other pictures.  
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Mice (to work on prepositions) 
 

 The pupils play by pairs and look for the differences between two pictures. They are 
placed in a way they cannot see the picture of their partner. One of the pair places 
the three mice on his picture, his partner asks him some questions until he succeeds 
in finding where the mice are (there is no need to make full sentences).
- In the cup? 
- Behind the cheese? 

 
Three answers are possible: yes, not exactly (if the noun is right and the preposition 
false) and no. Once the location of the three mice has been found the roles are 
reversed. 
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The village (to work on “there is… “, “there are…”, “Is there…? “, “Are there…?”) 
 

 The pupils play in groups of 5. A volunteer chooses on of the cut out houses, that will 
be his. The pupils of his group have the picture of the village with all the houses and 
they must find out which house it is. But they must not ask questions. The volunteer 
has to describe his house until someone has found the number of his house. Each of 
the pupils has the right to ask only once: “I think it is number…”

 In this version of the game the volunteer answers to the pupils’ questions.
- Is there a gate? 
- How many windows are there? 
- Is the roof flat? 
- Are the windows square? 
- Where is the door, on the right or on the left?  
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Snakes and ladders (a kind of “jeu de l’oie”) 
 

 Maximum 6 players who are sitting around a table. The players start on the square 
number 1 and then follow the numeric order until the end square (72). If a player 
lands on a ladder he climbs up it and says “up the ladder” (if he doesn’t say the 
sentence then he stays on the same square). When the player lands on the mouth of 
a snake, one of the other players must say “down the snake” and he has to slide 
down to the tail of the snake (if no one says the sentence then he can stay where he 
is). Whena player rolls the dice and gets a 6, he can roll the dice again.
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Seaside 8 (to work on prepositional nominal groups) 
 

 All the 8 pictures are different but the characters and the things are the same (boy, 
girl, fish, bird, snake, ship, boat, house). These things and characters have to be 
located with “in” or “on” according to the sea, the sky, the beach, the rocks, the 
boat.


Each pupil has a picture and tries to memorize the location of the characters and the 
things meanwhile the teacher draws a big rectangle on the board and 3 lines which 
represent the sea, the beach and the rocks. After 2 minutes the pupils give their 

 
pictures back to the teacher (but first they have noted the number of the picture 
they had). The teacher asks: 
- Where is the ship? 
A pupil answers: on the rocks. 
- What number? 
- Number 3. 
The teacher checks and says: “that is right” or “that is not right”. 
Three cases: 

 
Bob was the first to answer, his answer is right. The teacher draws on the board the 
boat at the given place and gives two tokens to Bob. Bob cannot play the next game. 
Bob made a mistake; he doesn’t receive a token and doesn’t play the next game. Bob 
wasn’t the first to answer. He must prepare himself for the next question. 

 

Once all the questions are answered the teacher’s drawing is finished. The teacher 
gives the pupils back their original pictures. Each pupil counts the numbers of 
elements corresponding to the drawing on the board; for each corresponding 
element one point is won. Tokens and points are added: the winner is known.  
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