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 ABSTRACT T T

' Educatlonal games can make the English classrocn a: .
giant playground for natural language cpportunities. Some of the ) P
games include (1) th'e use of the anllate-iaanxnate switéh for a unit
on the language of advertising, vhere the studénts usé two decks of
+ word cards (one for nouns 'and the other for adjeélives), the purpose
being to datch the adjective with the noun- (2) the use of -
alliteration in advertising, in which students make alliterative )
pairs by matching appropriate card combinations; (3) the use of ' o
foreign money to stress the impertance of communication (players aust
trade and communicate with each other to sake combinations of M
- different currencies which equal a specified amount); (4) the nse of,
a gameboard divided into three parts (child, parent, and adult), in -
. which players explore partlcular aspects of. that part of the
personality and consider gualities which make .a winner or loser at 7
living; and (5) the use of literature games. Games, wvhen used vwisely
with a combination of other activities, can help revive the student
and revitalize the English prograsm. (HOD) .
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N Educational 2amas have been recelvrng ‘a great deal of attentlon reccntly as tays (

\;\ of d1scover1ng and organrzrng experlz?ce in a- nunber of‘flelds. "They are con51dered

’ "\Valld way's of.etororlng aﬂd packaging ideas about language and llterature. But games ' .
-}cx) have also received a great deal of criticism. :
Qo ) ‘

o De51gners ‘of educational games arc\frequently questloned about their use 1n the ’o

‘*‘ classroom. Hou can a prog ran be any good 1f students play games in class? Aren t

games “just sugar- coated frllls--glmnleks that teach noth1ng° Don't srgdents lose s1ght

of educatidnal ob*ectl“es when playing oames° a o ' o 'r?fﬁ
- : '/‘.~ . .

A frequent cr1t1C1sm of’oames is that they allow for and teach conpetltlon.. Yet:
' ' AW o
compet1t10n is a part of every day living and must be dealt with. Competitlon in ganlng -

occurs in a way hthh is less threatenlno than in real life. ‘Students are not graded

s .

on the ways they perform in games. : “ e . L

) -

«

. . . _ . . . ; ~ . o LT -'\ ) . 5 .
Gavry Shirts o{ ihe Western fpnavioral institute nas discussed the cooperative .

nature of gaming. " o N - I S : ' :)&

: . ) . . .t

. Without the ooooegthOn of the participants...games simply would not Y
happen. I'm not.surc why the ccop cerative element or games is =0 often* . S

overlooked Perbz aps it comes from the fact that cormpetiten and all’
that it 1mlees is:so much more 1ntérest1ng, uusual , rlsk), colorful

. and attention gettits to peoplie of Vestern ulture tﬁhﬂ ccoperatioh 1is, .
! so that when the tia are ﬁp sent in the saz rcom, no one not ces that . o
" cooperation is present. R \ , i \ : ,
oL 5 o

- Certalnl), no gare can be ola)ed without the w1111non°ss of the p]a)ers to cowe R

o together ab a group and to agree to -abide by th rulcs of the game. When rules aré\ o
. X \

T 1mposcd by games or by other Qtudents communicatipn lines are more easily openeu.- \

Often students scem more h1111ng to share thelr 1deas and accepr criticism. from thelr \
: Nt
,peers than thhv are from the teacher. Game: take advantage of boob cooperatron and L
} . . . . e ias . v
. compct1t1on. Studonts realize that winning dnd losing are part of the game apd that \

" they w111 bc able to play analn. o < ' o . . g
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“._ Recently a teacher. who was - testing a game for thc Hawaii Evgllsh Pro;eut com-

mented that the gane was of no real value because ”the students had too much fun “ .j)“

~

' Yec,‘ore of. the most frequently used “ords 1n the ochctlves of Engllsh currlcura is

the. kord ‘enjoyment. Games can help put enjoyment pack into the cla\Sroom. They add
.structure to the child's natural play 1nst§i!l§and capltallze on hlS way of d01ng thlnvs.
Engagement 1nvolvenent through games can lead to educatzon for the student. _ Students ‘
have fun, but they also take games seriously. The) accept them as honest: a%tempts to

“create more pleasant learnlng egperlences. :
_ _ . , _ |
Games .based on rote learning offer a greater variety of teaching approaches and .

‘more varied repetition than do formalized drills% Th8j seem to lead to more open .

rS
-

.interpersonal‘communication. They are structured ways to taik and use language to*

focus on uhat is being studled they .can incrcase the emount- and quallty of hhat student

. [

say and are sometlmes pre*erable to pencil and paper f CthnS. . e -

HEN

As teachers. we'are constantly searchlng for the test avallable method of teacﬁlno '

: , '
and a‘t agare ‘that the rlchcr ‘and broader the wvariety bf approacnes, tiie more Llncxy

L4

- - Ja

ve are to find approaches suitable to the needs of. the 1nd1v1dua1 learner. . Games should

be added to the growing list of classroon act1v1t1es whlch includes readlng, wrltlng‘

-
<

) _ .
“v1qu1ng3 speaklng, and creatlve drama L s

Sometimes the criticism of games is Justlfled because of the kinds of games that
N

are be1ng ueed in the clhssroom.. 'Most of us’are familiar with the penc11 and paper

games in which students are askéd to work.through a naze of letters to "flnd the hldcen “
\ .

character" or "flnd the hidden book tltles." In the past, I used them in my own. classesr

N - .

But I suspect that they are generally of 11tt1e or,w real value in the classroomg If
- A _ . :
it is to ‘be of any value in tcachlno a game must have sérious ‘educational cbjectives.

4Th1nk how more effcctlve a game based on the strdggle of character agalnst character,

:or charactcr agalnst cnv:ronmnnt ould be in experiencing a work of llterarv art than

would be a game in which DISYLTS match the name of an author with the titles of’ two, E §.

S .



http:teachers.we

'_" .‘ .. * L - * .o ' - . : [ . L . .,
d ' ) ‘ . " ’ " '.~ ; : . ) -3. S\ s ) l( :< /‘I“ - : ‘&
'c\"": Y S . > o
A o . A . l - ) i . o 7.
or gmge, or £our ‘of his mrks. . ,,,“ L : =
? . ' 7 N ' ] o ‘
Inan artlcle. in a recent issue of Harpers nagazme Tony Jones gave a descrdptlon

ﬁ l
of language which d.eserves some att°nt1on ;\ R L
*, Language seems a glant play ground we swmg on the trapeze of maglnatlon,,
‘7 climb the jungle gym.of argum ~ volly at conversation, climb thrQugh-
tunnels of deception, s slide Mto extravagance shag bbn mots, and ha<e
elusive ideas until finally) at the end of the day, nothing ¢atche$tthe - «
mixture of satisfaction and tiredness quite as elegé.ntly as a heavy 51gh, N

T the expressmn of a reality beyond the reach of uords e \

<« -
As 'We look at this giant playground ue must reallze that 1t is the responsibility .-
. L ¢ ' -4
of each of us as English teachers tg be sure that all stude,pts experlence the language =
¢,
in all 1ts.r1chness. It has been said that there are.néd "non-verbal" students out--

.s1de the classroom. This seens true when we observe them in the hallways and en. the: -.
o .

pla) grotnd I would suiiest that we make ‘the F.ngllsh Elaserom? a glint playground for
v s

natural language opporturiities. Where is there a more ‘natural place° As ohe enters “"’

'such a classroom he might ,_s'ee students playmg w1th language in a variety of ways,

e

<

- e ’ N ‘. . . . . ‘ e
I would like to describe some of the games one might see students playing in such a
. N S

. [ 4 A
- classroon .

“In a game de51gned for a unit on The Language of. Advertl.,mg, students explcre AN
B the a}xmate inanirate switch. There are t‘fo decks ofmord cards. One deck contains
}
’, adJ ective cards with such words as Cheerful Gold -plated, Transistorized, anﬂ Tired.

The other. dcck contams noxh car‘ds such as Radm Family, Audience, Eno bheater, 'and .

. Tmcwmter The first pla\'er drax»s one card from each deck and determnes if the .
pa1r sounds "funny" or "OK". His opponent holds two card§, one labelled 0K whlch refers
to pa1rs that are both animate or both 1nanmate the other labelled _f_L___)_ w‘lere one

‘ word is animate and the other inanimate. The pla)er drahs one of ‘the cards from his

8
opponents’ hand and determines if that card matches the’ pa1r he holds. If the cards

‘ 4 -

match ‘he kecps them in astacl\ 1f “not hc returns them to the’ decl\ . The gamc con-

tmucs unt11 all of the cards have been: matched. .The winner is the player who colleéts ,




the nOSt cards. Players npcognlze ‘the anlmate 1nan1ma£e switch in such palrs as Cheerful

* .

' g

Egg beater and Tr1n51storx~ —ug lence, but reallaes that a Geld- plate@ Radlo is OK. “f

'vyAt another lewel of the séﬁb gqme ‘a player‘must tell how his combantlon of words’

mlght be uSed tod advertlse a pp0d ct He nay;for example “note that “the “cheerful egg

AR

lbeater mlghu aovertlse Chplstmas eggno .or the gold- plated'radlo may be an excellent

g1ft for the person’ who has e»erythlng He may see ‘the value of a t1red-typewr1ter.gs

\ 3

an adVertlsenenttfor typewr1fér r1bbon§ or tlred amlly as the ‘basis of an ad £or
T g

s’

vacatlon resorts.~ As he etplores the language of advertlsl the °tudent reallzes that

a great deal can be learﬂed about language throu0h such an exploratlon. He dlscovers

13 >
4 that ad wrlte?s ‘are’ experts at playing hlth lagguage because thelr knonledge of 1anouage '
co

‘ is the equipment hlth \thh they sell products. - .

»

n\‘

In another" game students examine the use of all;terathn in advertlslng They

. Ty

make -alliterative pa1rs by. natchlno such, card conblnatlons as §h1ny § Chevrolet and
™~ ta
o’

. e
Hax;ng <tuue“ts ey crlehce 1anru€ve usaae/tﬁfouon,pla}lr" card gznes seems mueh

. Ch111v & Chocolate. :2 R

)

P

K4
less threatc—:nl‘h'J thcn do: scue of the trad1t10na1 approaches to language study dhere.tne
1

- teacher 1s'the sole’ dULhOTlty figure in the classroom, since the game determines ?het‘e

_‘the student is rlght or-wrong. Students can seek out examples of varlous klnos of

1angua¢e usagsy anJ creute ‘fames of their own. The 1a1guqoe of the sport° page and the - . (

v L]
’

sports cast seem naﬁural ch01ces for such a game. o S . S

~ These methods of- pla)lnw thh languaoe can also oenerate some gpod 1d°as fdr

E WTltln& as students wrltc ad\ortlsemcnts for thelr own 1mrg1nary products, and- as. they

N
-

wrlte d1r°ct10ns for the games whlch they create. Learning about language and learnlng

Y .
L.

‘to use languagce. more effectlvcly are both featulcs of this kind of gam ' _ ‘e

‘A gane plq)cd w1th forelﬂn mone) stresscs the Jmportance of commun1cat10n.

-, te

-

Students are glvcn equdl amounts of fOXCl"n moncy 1nd are asPed to look at- 1ts symbols.'

l ¢ e

’ N R e
. . Lo .
. .® - ' ’ .
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.Eaéh player also rece ives an equnalcnc)'.,table. Thc ob1cct of thc game is to make

' cmblwatlons of 'dlf fcrent currcncms \\hrch gqual a spcclfled amount. In order to achieve
A : . )
this players must trade ard co"mon icate With each other. - . .
I'n a game called "Aree You Ga;.xe" playcr,s‘ consy"*r qualltles whach make 4 winner .

" .or loser at ( living, and ghsco»er that the mcre we are m touch futh our own purposes,

(

N

the more 111\,1\' we are to bcccme a w1nner. “The more we play games mth ourselves, the

-

m‘ore likely we are to be a loser. PLa} ecs move markers around a,«gameboard whlch is -

d1V1dcd mto three parts of the personahty--chlld ‘parent, and aduat. When-.herland‘s

~ l

on a spot on the board, ‘a gla)er explores a particular aspect of that part of the B ’,

Y

; personahtyr Spots contaln 1nstruct10ns relatnd té winning or losing. Losers "cop out"

L)
LY

and move backwérd or lose a turn. Winners- e«1fh°r roll the d;e again or ‘move forward
£

14 '

Players may be 1nstructéd to draw a card fr0’n one of two stacks. "Pla)'ing Games"
.cards contalr negattve behaviors. ¥Get m ‘touch” eards a&k the student to reveal some- - -

'thln‘, p051t1ve’ about himself and are related to positive ‘values gassocaated With keepmb oo

.+in touch mth one's own ooals ard purposas.

o . 5

. If the classroom is to becohe a playcnounu for ma.\mum languagmg oppmtumtles, - .
—/xthen we must offer opportunltles-for maxmwn part1c1pat1on by all students. Develop-. - ";".
mg gancs that lead to- relevan* dlscassmn is one of the \sa)s a teacher can offer
studr\nts nﬂtural larmafvmv owportuutlc Thls may bo -done thrmgh 11terature "’1."‘”5

-as is ‘the ca!e with a game based on Island of thc Blue Dolvhms. Players focus their

-

attentlon on Karana's strehgths, her qualltles of- character \\thh help her surv1ve, -

by maxchm"l 1nterna1 quahtlcs with external ‘actions. The reader is taken into the -

\ [ 4

) :
-mind and hcart of the charactt:r and back to the stor) through an mterpretatlon game. .

.
3

S thn one flTSt responds to Rod Scrlm' S p]ay, A Stom in Surmer, he is touc}.cJ

"‘, .

by the: eanc s,1on of affcctlon bctwcen the thO mam characters--}ioman, a young black

-.Iad and ddlck,,an old Jcmsh ncrchant. In 5 game bascd on thﬂ play, ~9tudcnts méve _
bey_ond this fiTst, cmotmnat response \to'cx,amflne 'rclationshi'p more -closcly. ~ They enter
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t-};é divc‘rso mrl’ds of Hcrr‘::an‘.and Sgl;addick b); idéntifying and‘discussilig portions of thhe”
» dia‘logue from the play and Qat.ch the two worlds convergé as the pie;:es- of a puzzle are
- fitted together. . L B I B ' S |

-
[y

» We don't .need to be experts to design new games since fost games are based on oth'

“
‘

' games that we alreadv know'. As we design educational games, i»ze must keep in mind ‘that'. T "
thoy are of value in the Enghsh Classgoom oply if t.hey have soqu_athmo to teacl;, and e
if they can mduce the student to e&press his ideas and create new lancruage-. . LY ’ :

s : .

Games need not be elaborately produced cornnerc1a1 1te'ns. For most \.lassrooms, all
"that is. needed for card games are mdex cards. . Game boards can be made from art supnhe.,. )

) Spinner? and dice are inexpensive nbv'elty store items which caﬁ be"nsed ag'am and agaln.'

A.ll th:-lt is needed fgr des1gn1r}g ganes are a- few basu. supphes 'thqughtful ‘planning, R

and the materlals \\thh are already avallable--the lancuage and the llterature. wh1ch :

-

are the heart of the Engllsh currlcullm. . oo R 1

We must be aware that games, like other activities can turn the S'tudent off 1f

Thcy are misusad. 1Inc 'r si‘t of eGucational, overKiii exlsT.; wiih aii- téa\.}ung tech-. -

N -
.

, m.ques. G:mcs are pot the panaceca for the 1115 o t}.c English Cu riculu:n, but. when *

o

the are u&ed -m_sely, with a. omblnatlon of other act1v1t1es, other Way's of respondlng ,
4 €

< Ld v

to'lﬂterature and other ua\'s of uemg language, they, . can help revive the student and -

: : 'y : .
- i p 0 . ’ . ) L.

,:’.‘rev1ta11¢.e the English program. » L c - S A

‘ Y : . . )

N\ ’
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1. "R. Gary Shirts, Of‘ asloml \'cvxslcttc* 'xbout Smulatlons and ("mcs,, t\o.. 15 o
Septcmber 1972 (1}1 Jolla Calif: Western Bemyloml 5c1ence< I'nstltute) p 9.' .

Tony Jones, "Rules' of the bame" in ldrpcrs Ma)' 19/9, p S

1

3. ‘The Games which? Z&rc dcqcnbcd were all dev 9lopcd b) planncr., at thc Hawan Enghsh ;
' .Pro,;cct 1750 Wist Plate, Honolulu Ihwan; T o Cw
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