
— 185 —

Flashcard-Based activities
Flashcard Games

 Teachers unfamiliar with “Flashing Cards” in the manual should refer to it 
before proceeding with the game explanations below, especially to review the 
principles of input (T→Ss→T), group output (Ss→T), and individual output.

A General Note on Winning and Losing

Our purpose in all these games is to use fun and challenge to focus stu-
dents’ attention on the material to be learned. In some games, the enjoy-
ment is sufficient that we need not make a production out of announcing 
and praising winners. But praise for winning, and for placing second and 
sometimes third as well, can boost a child’s confidence and build interest 
in, and comfort with, the English language. Rules of thumb:
 • Students should hear their names mentioned with approving, smil-

ing warmth more than once during (and finally when exiting) a class. 
Game conclusions are one opportunity to make this motivating effort.

 • No child should end a game with no points (cards, chips, etc.) earned.
 • No child should end class not having been given affectionate recogni-

tion for placing first, second or third in a game, or otherwise earning 
distinction (passing a test, handling teacher’s assistant duties, etc.).

 • To ensure the above, we as teachers must hone our “cheating fairly” 
skills to the utmost. We must also, especially in large classes, keep 
track (perhaps in our notes) of who has won a game on a given class 
day and who has not.

 • To spare the egos of those who have lost a game, do not over-praise 
a winner (unless that student rarely wins). Those who have won know 
it already; those who haven’t would prefer to move on to other things.

 • First, second, and third place champs in a game should not outnum-
ber those who did not win. We don’t want to praise all but the lowest 
scoring one or two kids, as this actually calls attention to the latter.


