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Introduction

Side by Side Communication Games & Activity Masters 1 is intended to serve as a
resource for dynamic, interactive activities to accompany Book 1 of the third edition of the
Side by Side textbook series. These 78 activities, along with their accompanying
reproducible activity masters, have been designed to reinforce the vocabulary and
grammar structures presented in each chapter of the Side by Side text through pair,
group, and full-class interaction.

Overview of Activity Types

The following types of activities are included:
Board Games—group activities in which students play a game that reviews key
vocabulary and grammar structures through a variety of questions and tasks

Classroom Search Games—éfull-class activities in which students circulate around the
classroom and ask their classmates questions

Concentration Games—group activities for vocabulary reinforcement in which students
attempt to remember the location of visuals and their corresponding word cards

Drawing Games—pair activities in which one student describes a scene and the other
student draws it

Group Discussion—group activities in which students discuss problem situations and
then report back to the class

Guessing Games—ull-class activities in which students make guesses based on verbal
or visual clues

Information Gaps—pair activities in which students ask and answer questions in order
to gain missing information

Interviews—pair activities in which students interview each other and then report back
to the class about what they learned

Listening Games—pair, group, and full-class activities in which students listen for
information and then react or respond accordingly

Listening Grids—full-class activities in which students arrange visuals on a grid and
then listen for clues that match the arrangement they have chosen

Matching Games—group and full-class activities in which students circulating around
“the classroom give verbal clues to each other in an attempt to find their appropriate
“match”

Memory Games—group activities in which students respond based on information they
remember

Mystery Games—group activities in which unknown answers to questions are revealed
Pantomime Games—team activities in which students respond to mimed actions

Picture Descriptions—group activities in which students work together to describe
pictures )

Picture Differences—pair activities in which students work together to identify
differences in two pictures

v




Tell-a-Story—group activities in which students write a story based on a set of visuals

Story Games—pair activities in which students ask and answer questions about stories
in order to gain missing information

Game Book Overview

The following are provided for each of the Communication Games:
¢ The activity type
¢ The corresponding Side by Side Student Book 1 pages
¢ The grouping arrangement—pairs, groups, teams, full-class

* The corresponding reproducible Activity Masters found at the back of the book
e A brief description of the éctivity

* A Getting Ready section with instructions for before-class preparation of materials
needed for the activity

e Step-by-step instructions for doing the activity in class

The activities are intended to be done upon completion of the particular Student Book
page. They may be used either before or after the Expansion Activities for each lesson
suggested in the accompanying Teacher’s Guide.

There are several strategies for pairing students for pair activities. You might want to
pair students by ability, since students of similar ability might work more efficiently
together than students of dissimilar ability. On the other hand, you might wish to pair a
weaker student with a stronger one. The slower student benefits from this pairing, while
the more advanced student strengthens his or her abilities by helping a partner.

We encourage you to modify or adapt these activities in any way you feel would be
appropriate for your students. In keeping with the spirit of Side by Side, they are

intended to provide students with a language-learning experience that is dynamic . . .
interactive . . . and fun!

Steven J. Molinsky
Bill Bliss
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1.1 (u A Personal Identification Py ACTIVITY MASTER
. % % {J) ConcenTRATION GAME (Text pages 4-5)

mStudents look for matching personal information vocabulary cards.
| Getting Ready
3 Students will do this activity in groups. Make a copy of Activity

Master 1 (Personal Identification Cards) for each group. Cut each copy of Activity
Master 1 into separate cards.

1. Divide the class into groups of four. Then divide each group into two
teams—Team A and Team B.

2. Give each group a set of Personal ldentification Cards.

3. Have the groups shuffle the cards and place them face down in three rows
of four cards each.

4. Tell students that the object of the game is to find cards that match.

IR I N E A W

5. A student from Team A turns over two cards, and if they match, that team
keeps the cards. If the cards don’t match, the student turns them face
down and a member of Team B takes a turn.

The play continues until all the cards have been matched. The team with
the most correct matches wins the game.

Alternative: This game can be played in pairs, or as a class with two
competing teams.
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information about someone.

1.2 ﬁﬁ\ What's Missing? PAIRS Y ACTIVITY MASTERS
: m’ INFORMATION GAP (Text pages 4-5) a ‘ 2&3

The Activity

Students ask and answer questions in order to find out missing

Getting Ready

Master 2 (Information Form A) for half the class and Activity Master 3 (Information
Form B) for the other half of the class.

Students will do this activity in pairs. Make copies of Activity

. Divide the class into pairs.

. Give a copy of Information Form A to one member of each pair and a copy of

. Write the following questions on the board, and have the class practice

. When the pairs have completed filling in their forms, have them read their

Information Form B to the other.

saying them:

What's your name?

How do you spell that?

What’s your address?

What'’s your apartment number?

What'’s your phone number?
What's your zip code?
What's your e-mail address?
What's your license number?

Tell the class that each member of the pair has different information
about the person on the Information Form. The object of the activity is

for each member of the pair to fill in their missing information by asking
questions.

answers to each other to make sure they have written the information
correctly.
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The Students in My English Class

INTERVIEW (Text pages 4-5)

m Students interview each other and record their answers
on a chart.

Getting Ready
Students will do this activity as a class. Make a copy of Activity

Master 4 (Class List) for each student.

. Give each student a copy of the Class List.

(R
[ B

. Write the following questions on the board:

What’s your name?
How do you spell that?

What'’s your phone number?
What'’s your e-mail address?

[ 3. Have the students interview their classmates and ask for their names,
phone numbers, and e-mail addresses. Students can keep these forms to
use as contact lists during the semester.
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] 4 ; Personal Information Game

BoArRp GAME (Text pages 4-5)

The Activity

Students play a board game that focuses on personal
information questions.

Getting Ready
Students will do this activity in groups. Make a copy of Activity
Master 5 (Personal Information Game) for each group. Each group will need a die.
You can duplicate Activity Master 6 (Game Cube) to make a die for each group, or

students can use a coin. Each player will also need a marker (a button or anything
small) and a piece of paper.

" (J 1. Divide the class into small groups.

} ! < [0 2. Give acopy of the Fersonal Information Game to each group. Also provide
e each group with a die, markers, and a piece of paper. If students use a

Ye = coin as a die, the class should decide which side of the coin will indicate a
move of one space and which will indicate a move of two spaces.

< [d 3. Have students place their markers on Start. The group should decide who
< goes first. That student begins the game by rolling the cube (or flipping
the coin) and moving his or her marker. If the student responds to the
question or task correctly, he or she may take one more turn. (The group
decides if the response is correct.) If the student doesn’t respond

correctly, the next student takes a turn. No one may take more than two
turns at a time.

Option 1: The first person to reach Finish is the winner.

Option 2: The game continues until each student reaches Finish. This way
everybody is a winner.
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2.1 (D'%‘% Classroom Obijects
) % % u) CoNcenTRATION GAME (Text page 8)

Students will do this activity in groups. Make a copy of Activity
Master 7 (Classroom Object Cards) for each group. Cut each copy of Activity
Master 7 into separate cards.

1. Divide the class into groups of four. Then divide each group into two
teams—Team A and Team B.

2. Give each group a set of Classroom Object Cards.

3. Have the groups shuffle the cards and place them face down in three rows
of six cards each.

4. Tell students that the object of the game is to find cards that match.

5. A student from Team A turns over two cards, and if they match, that team
keeps the cards. If the cards don't match, the student turns them face
down and a member of Team B takes a turn.

The play continues until all the cards have been matched. The team with
the most correct matches wins the game. i

Alternative: This game can be played in pairs, or as a class with two
competing teams.
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