QUICK GAMES 
Adverb Charade: Compile separate activity (example: eating a banana) and adverb cards for players to mine. 
Advertising: Students advertise products without naming them. 
Alphabet Recognition: Call out initials of celebrities for players to guess. 
Appearances: Divide into two teams, each facing the other. One team turns its back while each person on the other team changes something about himself. 
Artist Please: Allow three minutes for each student to draw something anonymously. Collect pictures and redistribute for students to guess the artist. 
Autobiography: Students fill out information sheets anonymously; shuffle and read. Variations: (1) Post one sheet for students to guess identity. To determine identity, have students stand for each characteristic called out. (2) Ask each student to write an interesting fact about himself (include yourself). Collect the sentences and compile a master list to distribute later for students to guess or to question each other. (3) Students make a self-collage. 
Beautiful Things: Prepare object cards (pizza, car, etc.). Player must describe the object negatively for others to guess. 
Bumps Under the Cloth: Cover assorted objects on a tray or a desk for students to guess what they are. 
Clue Word: One player whispers a word to a second player who gives clues to the class. 
Comparative Game: Display four objects or visuals. One student silently selects one and responds to questions formed with the comparative. 
Cyclone: When a student leaves the room, change one thing in the class. 
Definitions: Given a list of unfamiliar words and their definitions, students try to match them correctly. 
Descriptive Cognates: Students write self-descriptions using cognates chosen from a list; shuffle and read randomly. Variation: Choose three adjectives. 
Falling Objects: Blindfold a student; drop an object. 
Famous People: Student draws a celebrity抯 name to describe to the class. Variations: (1) girlfriend? or boyfriend? describes the star. (2) One student leaves the room while the class decides his identity. (3) Tape names to students? backs. Players circulate asking yes/no questions. 
Feel and Tell: Students feel objects in a paper bag before guessing. Variation: Feel and describe to others. 
Find the Owner: Players choose one or two objects they have with them. Collect the items surreptitiously; display them for players to guess owners (must give a reason for selection). 
Five Favorites: Students list five favorites (TV shows, etc.) as the basis for a guessing game. 
Gibberish: Write a sentence as one word; rewrite it on the board, breaking at odd intervals for players to decipher. 
Guess the Object: When a student leaves the room, select an object for him to guess. Variation: Student ask when, where, and why he would use it. 
Guess the Word: Each student writes a word for every category named (separate slips of paper). Draw slip; at random and call out category. 
Guessing Pool: Place object cards on desk One player from each team selects one; as soon as his group guesses the word, another player selects a card. Winning team is the one with the most cards. 
Guilty Party: When a student leaves the room, class decides his crime.? 
Half the Class Knows: Show visual to half the class; the other half asks questions. Variation: Those who see it describe it to those who don’t. 
Hide and Seek with Prepositions: One player mentally hides an object seen in a picture. Other players try guess where the object is. Variation: One player pretends to be a mouse hiding in the picture; other players guess where he is hiding. 
Hotel Receptionist: A hotel guest? who has lost his voice receives a slip of paper stating a request for assistance; he mimes this request to the class until someone guesses correctly. 
How Well Do You Know Him: When a student leaves the room, teams decide how he would answer a set of questions. Award points for each match. 
I Forgot the Word: Paste catalogue cut-outs on index cards, Player draws a card, describes the object, and replaces card; another player tries to find it. 
I Spy:I spy something that starts with the letter ___ .? or in my house there’s an object that starts with the letter ___.? Variation: Describe the object. 
Incomplete Statements: Students anonymously complete statements (example: I like to drink ___?) Distribute papers randomly for students to question each other. 
It’s Going to Be?: Show visuals before shuffling and drawing one from the stack. 
Letter Feel: Blindfold a player and hand him a letter to feel and guess. 
Lifestyles: Students bring significant objects for class to guess owners. 
Likes and Dislikes: Each student lists five likes and dislikes. Read at random. 
Missing Objects: Place several objects on a desk. When a student leaves the room, remove one or more of the items. Variation: Display several visuals. 
Mr Dictionary: Given an unfamiliar word, each player writes a definition. Collect cards, slip in real definition and read to class. 
Murder: ddetective? leaves the room while a murderer? is selected. Upon returning he asks questions to determine the murderer’s identity. 
My Choice: Display several visuals. Each player secretly chooses one and responds to questions from other players. 
My Secret: Student writes clues to be used in guessing the secret. 
Mystery Actions: Write past-tense actions on slips of paper. Each student selects one and writes one or two actions that would logically precede and follow the original action. In pairs, students read the before and after actions for partners to guess. Variation: Use pictures for pairs to conjecture what happened before and after. 
Mystery Circle: Blindfold a student; after being spun around, he points to someone and asks yes/no questions to determine identity. 
Mystery Classifications: Make five-word lists for students to guess category. 
Name the painting: Display several paintings. Each player selects one and makes up a title for it. Read titles for students to guess the painting. 
Person X: When two players leave the room, the rest of the class chooses a person X.? When the players return, the others make comparisons of Person X with other students. The first player to guess the identity scores a point for his team. 
Pet Store: Show ten to twelve animals for players to purchase secretly. Students ask yes/no questions to determine the choice. 
Picture Predictions: Announce topic of visual (example: at the beach) for teams to guess logical items in the picture. 
Predicaments: When a student leaves the room, class decides his predicament. When he returns, student asks different people. what would you do if it happened to you?? 
Prepositional Identification: With back turned, a player listens to a description of another student’s location in the classroom before guessing his identity. 
Sentence Guess: Teams form four or five word sentences for other teams to guess word by word (lowest number of guesses wins). 
Sound Effects: Play a recording of sound effects for players to guess the items heard. Variation: Players tell where the sounds might be heard. 
Super Spy: Spy team decides its mission: each spy? goes to another to answer questions about the mission. 
Talk Show: Two students carry on a conversation (without names) as if they were on a talk show. Variation: Secret topic to guess. 
The Answer Is?: After hearing the answer, students decide the question. 
Time: Players guess the exact time that another player did a certain activity. Play passes to the person who guesses correctly. 
Trivia Board: Post a question. The first person to post the answer gets a bonus point. 
Twenty Questions: Students draw slips of paper (place, person, profession, thing, etc.) and respond to questions. Variation: Give description. 
What Am I: In three statements, students describe themselves as an imagined object and respond to the questions from other players. 
What Am I Going to Need: When a student leaves the room, class decides his occupation. The returning student asks, what am I going to need?? 
What’s in the Box: Conceal objects in a box (or a bag or a pocket) for players to guess. 
What’s Next: After seeing a picture, pairs or groups decide what did, would, or will happen next. 
Where Am I: After hearing a statement telling what he has or what he is doing, student guesses where he is. Variation: When a student leaves the room, class decides his location. 
Where’s the Bomb: After being told that a bomb has been left in the classroom, students try to guess where it is before it explodes? (a timer goes off). 
Which One Am I: Player secretly chooses a person in a picture of a large group of people and responds to questions that other players ask. 
Which Pocket: To practice colors, hide an object in a pocket of a pocket board (large sheet of sturdy poster board with different colored pockets of construction paper attached to it). Players guess which pocket contains the object. 
Who Said It: Given a sentence (example: follow me, please.?), teams list who might have said it.
