
Speaking through finger puppets (drama/ role-play)
Good speaking is a combination of good ideas, structure and confidence. Speaking 
happens in all lessons and in all walks of life, so it is essential that students get it right.

• Put students into groups of four.
• Give all students either a piece of cloth or a piece of paper and get them to make a finger 

puppet, but as they make it, each student must explain to the group how they are 
creating it.

• One pupil in the group records who is the most successful at explaining and why. Class 
discussion about this.

• Each pupil to decide who their finger puppet is - it must be a famous person from that 
subject area (alive or dead) or a teacher. Each pupil to explain their puppet person's 
history or, in the case of a teacher, to teach the group a topic being studied at present 
(presentations to last no longer than three minutes).

• One student from each group to re-present their finger puppet presentation but this time 
to the whole class - these students become experts.

• The class is allowed to ask questions about the presentation to the student presenting 
(every student should aim to ask at least one question).

• Another finger puppet expert is brought up to the front to re-perform and so the process 
continues.

Why use this strategy?
• It hooks students in and can be quite moving to watch.
• Students no are unsure about some areas of a subject will learn more through this fun 

medium - it gives access to information to all learning abilities.
• As this is a dynamic and relatively unusual strategy, students tend to remember it.



Presentation skills evaluation
Name of student:                                Date:

Topic presented

Strengths of performance

Targets/ areas to develop

Date targets achieved (include 
teacher signature)



Circle - Who am I? (drama and role-play)
•  Clear the desks to the side of the classroom and arrange the chairs into a circle.
•  Students to sit in a circle.
•  Invite students to begin by clapping to a slow beat. The aim of the game is for everyone 

in the circle to talk when it is their turn in between claps which will need to be kept to a 
rhythm.

•  Some less able students may need to use the literacy prompts (see below).
•  Invite a student to begin. That student states their name and favourite element of the 

subject they are studying which everyone repeats after the clap.
•  Immediately afterwards, the student sitting on their left has to define the previous 

student's element to which everyone claps once and then repeats the definition. There 
should be a constant slow clap occurring, between every clap there should be someone 
speaking.

•  If the class feel that the student has defined incorrectly they stand up on the beat of the 
clap taking place. Someone else in the group explains the correct definition. Once a 
definition is said that everyone is happy with, everyone can sit down.

•  If the class feel that the original definition is correct, another member of the group has to 
volunteer to give an example of the literacy element in context.

•  Again, if the class agree, the game continues and another student states their name and 
favourite subject element. And so the game continues as above.

•  The aim is for everyone to speak. Once a student has spoken they can continue in the 
game but must push their chair back so that the teacher can see they have contributed.

Why use this strategy?
•  It ensures all students speak and listen in class.
•  Getting students to become physically involved through movement brings literacy to life.
•   It's fun and allows students to test out their understanding of different literacy 

definitions.
•  Drama can allow some students easier access to the curriculum.
•  Excellent for revision of literacy skills.



Literacy prompts
Some students may feel that they need some support, so let them choose a card and get 
them to write a definition in their own words and an example of the skill. You could do a 
similar activity with the rest of the class whereby they choose their own literacy skill, define 
it and give an example - all of these could be written on a card and then shared with e rest 
of the class before the game begins. This could be done as a warm-up activity for the 
whole class.

Spelling strategies

Dictionaries

Writing frames

Proofreading

Root words

Herringbone Pattern

Debating 

Capital letters and full 
stops



Presentations (presentation)
At some point in our lives we need to present - be it for an oral assessment, a job or at a 
birthday party. This strategy emphasises the skills needed when presenting.

• Arrange the students into groups of four. Within their groups, students are to design a 
three minute presentation about the art of presenting - this can be about a topic of their 
choice.

• A time limit is given. Students are able to use resources from the two resource tables - 
one for the subject and one for the presenting skills.

• Students are given roles - two presentation directors (these students are to offer opinions 
about the actual presentation) and two content directors (these students are to offer 
opinions bout what material they need to include about the subject matter) however, all 
four students in the group will present their presentation.

• Students to present to the rest of the class.
• After each presentation, each group is to self-evaluate (see 'Presentation skills 

evaluation' proforma)
• After the proforma has been filled out, it is fed back to the class. The class then offers 

any tips to help students develop their presentation skills.

Why use this strategy?
• This strategy allows all students to learn from each others' presentations.
• Good way to revise for any subject.
• Good learning to learn technique as students need to work effectively in their groups - 

remember to talk about good group work skills as it will help students improve for next 
time.

• Students need to take responsibility for their learning as all students will need to speak.



Literacy chairs
• Clear the desks and arrange the chairs into a circle.
• Students to sit in a circle with one student standing in the middle of the circle.
• Each student to imagine they are a speaking, reading, writing or literacy skill used in this 

subject area. Students must fill out a name badge including a brief explanation and 
example of that literacy skill.

• The game begins with the student in the middle calling out one of the literacy skills, for 
example, 'words'.

• All students who have chosen words as their literacy skill must stand up and introduce 
their explanation and example. If there are any discrepancies about definitions/ 
examples then a class discussion occurs.

• After that, the student in the middle shouts out 'literacy chair' to hitch all the words 
students and the student in the middle have five seconds (the rest of the group counts 
backwards from five aloud) to change seats.

• The student go is unable to find a seat goes into the middle.
• And so the game continues. If a student in the middle shouts 'literacy' then everyone has 

to stand up and introduce their literacy skill, explanation and example. Then everyone 
changes chairs.

Why use this strategy?
• It encourages all students to take part.
• Listening to others is good for the self-esteem of those ho are speaking as it can make 

them feel valued.
• Listening to others speak is an important life skill.
• It's a fun way of addressing literacy.
• The activity works well for those students who are kinaesthetic learners.



Freeze-frame 
(drama/role-play)
This is a good strategy to reinforce speaking through drama. It's fun and works well.

• Move all the desks and chairs to the side of the classroom.
• Each student is given a badge stating a word, reading, writing or speaking literacy skill.
• On receiving a badge, students write down an example of a literacy strategy and 

definition, Some of the literacy class experts could help those students who would 
benefit from support.

• Every student introduces their literacy skill, definition and example.
• Te aim of the game is that the teacher will call out one of the literacy skills or 

'literacy' (meaning all four skills together) and students must form a group of four 
students containing the correct skills which have been called out. Students to share with 
their new group their understanding of the definition of that skill.

• Students will gain extra marks if they can make a visual image of the literacy skills 
(e.g. !).

• The group that create the visual image will be able to ask the class to name another 
visual image literacy skill and explain it.

• And so the game continues.

Why use this strategy?
• All students take part, speak and listen.
• Good for revision.
• It's a fun way of addressing literacy.
• Kinaesthetic learners will be happy as this strategy involves learning and movement 

married together.
• It requires students to explain their literacy skills audibly and clearly so that the rest of 

the class can ensure their understanding of that skill is accurate.
• Visual images will help strengthen the learning for some visual and creative learners.
• Good for developing independent skills.



Las Vegas - Clap and roll the dice
This is a good strategy for reinforcing speaking and listening skills.

• Push the desks to the side of the classroom and put the chairs in a circle.
• Around the walls of the room stick 40 cards about literacy skills that are specific to your 

lesson (10 about reading, 10 about words, 10 about writing, 10 about speaking). On 
each card is a literacy target (e.g. Using a capital letter correctly), a definition (of what 
capital letters are) and an example ( a sentence showing capital letters used correctly).

• All students are divided into four teams - reading, writing, speaking or words.
• The aim of the game is for each team to collect all the cards connected with their skill 

from the wall and place them in the middle of the circle. However, in order to get the 
cards off the wall, students will need to take it in turn to roll the dice. If the dice falls on an 
even number the dice is passed on to the next person and nothing happens. If the dice 
falls on an odd number that student can collect a card from the wall (related to their 
team’s literacy skill), place it in the middle of the circle and read it out to the group - 
discussion is allowed about that skill.

• The game continues until one team has won.

Why use this strategy?
• Good way to revise literacy skills - speaking and listening!
• Fun!



name of student Strengths of 
performance Areas to develop

Chair

Writer

Diplomat

Questioner

Observer



Diplomats (working with others)
This activity encourages students to speak up.

• Students to be put into groups of five.
• Within each group roles are issued: chair, writer, diplomat, questioner and observer.
• The aim of each group is to research a topic for a set amount of time.
• When the time is up, the diplomat leaves that group and imparts the knowledge learned 

to the next group and so on.
• The winner is the group whose diplomat manages to gain the diplomatic car number 

plate for their original group. In return for the diplomat imparting their knowledge, the 
group they join shares their original knowledge with the diplomat. However, each group 
ranks each one of the diplomats out of three: one mark for eye contact, one mark for 
imparting knowledge and one mark for making the group feel comfortable with the 
knowledge - confidence.

• The rules are as follows:
- The diplomat is allowed diplomatic immunity from one group’s questions - students to use 

the ‘diplomatic immunity card’.
- The diplomat can ask the embassy (teacher) for help once.
- The diplomat has to travel to each group and impart the knowledge they’ve learnt so the 

other teaching groups feel secure with their knowledge. If the diplomat is uncertain about 
teaching a group they can use the above resources.

• The roles within the group are to ensure that everyone is on task. The chair is to ensure 
that learning is taking place and everyone is fulfilling their role. The writer is minuting the 
notes. The diplomat imparts their original knowledge to all the groups. The questioner is 
to ask at least five questions to each diplomat to ensure that their group has a clear 
understanding and the observer is to make notes about everyone in their group - their 
strengths and weaknesses.

• When all the diplomats have finished, marks are added up and the highest winning 
diplomat gains his or her diplomatic number plates. The diplomatic number plate consists 
of three numbers (these identify the country) followed by a D or X and then three more 
numbers (these identify the vehicle within the country).

• Remember to have the observers feedback to their groups about the learning, so that 
students can look for ways to get even better at learning!



Rise from the dead - become a specialist of your 
subject (presentation)
• Teacher-led discussion about the skills needed for presenting:
- audibility
- eye contact
- keep to the point
- relevance
- structure - introduction, middle, conclusion
- smile
- remember the audience doesn't know your speech, so they won't know if you've made a 
mistake
- be confident - don't giggle unless its part of the presentation
- relax and put the audience at ease.
• Students, in pairs, to be given a card on which is the name of a character/ person / 

subject/ symbol (e.g. Fractions in Maths). This is to be kept a secret from the rest of the 
class as their role is to guess the subject.

• In pairs, students to plan how to present their topic to the rest of the class. They are 
allowed to make visual props. However, their focus should be on their dialogue and 
acting.

• Time limit to be set.
• Pairs to present to the rest of the class and students to guess the subject.
• If a student thinks they know who/ what is being acted, they shout out the word 

'speaking' and then give the answer.
• And so the game continues.
• After each presentation, pairs to self-evaluate and class to offer tips to help them with 

their speaking skills.

Why use this strategy
• Students need to take responsibility for their learning through speaking and listening and 

this game promotes that
• Good revision tool to test prior learning
• Good leaning to learn exercise as students need to work effectively in their pairs - 

remember to talk about good paired work as it will help students improve for next time.
• It's a game, so hopefully it's fun!

  



Questions - open and closed
Closed questions have yes or no answers, a single word or short phrase as the answer. 
Examples of closed questions are: What day is it? Do you have a brother? Is it raining? 
Usually they are easy-to-answer questions which require a simpler fact.
Open questions tend to begin with: what, why, how or describe. They require longer 
answers and usually ask for you to express your opinions and feelings. As a result you 
gain control of the conversation and can talk in greater depth and give examples (e.g. 
Generally it is out that ..., but I think..., because..., I remember when..., so this is why...). 
Examples of open questions are: What do you think the next World Cup will be like? How 
will you go about training for the next World Cup?

• Class brainstorm the merits of open and closed questions.
• Students to work in pairs to analyse a text - the literacy focus is on open and closed 

questions.
• Individually, students write two closed questions about the text and five open questions.
• In pairs, students to ask each other closed questions and then open questions. Students 

to use connectives to extend their answers. Students should try to speak for a minimum 
of 15 seconds in their answer to each open question.

• Teacher collects in all the questions and asks individual students open questions about 
the text.

• Students must try to break the 15 second talking barrier - whoever can talk the longest 
(no longer than three minutes) is crowned the winner. However, students must talk 
sense!

• And so e game continues.

Why use this strategy?
• It encourages students to think about what they are saying and talk in greater depth.
• It's a game, so has a competitive element to it. Hopefully, this will motivate students to 

transfer these skills from one class to another.
• It encourages teamwork and develops group work skills - it is therefore excellent for 

learning to learn.
• It's good way of revising a subject.
• It gets students thinking. 



Weather corners
This is another strategy to promote speaking and listening.

• Clear all the desks to the side of the room or use the LRC.
• In three of the corners of the room put up signs:
CORNER 1: YELLOW SUN - Knowledge is improving in this subject.
CORNER 2: GREY RAIN - I'm not sure whether knowledge is happening.
CORNER 3: BLACK THUNDER -  Knowledge is not developing in my subject.
•  Students are given two minutes to reflect upon their development in that subject. On a 

card they self-evaluate their development.
• Each student is given a number for that corner (so that you might have a corner 1 

number 1 student or corner 2 number 1 student and so on).
• Staff member then shuffles a pack of cards (on the cards are corner numbers and 

student numbers).
• When a student's number is called out, they read out their review of their target.
• The rest of the class has two minutes within their group to come up with two separate 

strategies that will help that student improve and develop. Each corner will need to 
appoint a spokesperson to feed back to the class.

• Te game continues until all the cards a removed from the deck.
Why use this strategy?
• It encourages speaking and listening skills, so makes the student who is talking feel 

valued - the importance of this must be emphasised to the class beforehand.
• Inclusive - all students will share their self-reviews with the class (if you think this would 

not be suitable for all students then ask them to share their feedback with teaching 
assistants or experts and get feedback from them instead).

• Enjoyable!
• It encourages teamwork.
• It gives students the chance to hear other students' views about them, so that they all 

know that everyone has to develop - they are all learners.



Literacy self-evaluation
Name:

Subject:

Term and year:

Tick one of the following:
 CORNER 1: YELLOW SUN - knowledge is improving in this subject.
 CORNER 2: GREY RAIN - I’m not sure whether knowledge is happening.
 CORNER 3: BLACK THUNDER - Knowledge is not developing in my 

subject.

Explain your choice:

Areas covered in that subject:

What can I do to help myself develop in this subject?
1.

2.

Strategies which the other corners suggest:

 

 

 



Voicemail! (working with others)(drama and role-play)
The class forms a circle and a message is passed around the circle and added to. This is 
a good strategy to promote speaking and listening.

• Clear the desks and arrange the chairs into a circle.
• Students to sit in a circle.
• Invite a student to begin. They tell a message to the student next to them. The message 

must explain a subject skill - state it, explain it and example it!
• The student who receives the message must repeat it in its entirety and add to their own 

literacy skill - state it, explain it, example it! And so on. The message is passed around 
the circle with each additional student adding their message.

• If a student in the circle feels that one of the previous students has defined a skill 
incorrectly they shout 'operator' and the student who defined the skill incorrectly is given 
a phone bill. The game is frozen and the class as a whole examine the 'state it, explain it 
and example it!' Of the skill given.

• If a student shouts 'operator' and they are correct, they are handed a CEO badge - they 
become one of the experts.

• Once everyone in the circle has messaged, a class discussion is held about the 
messages.

Why use this strategy?
• It's fun and allows students to test out their understanding of different definitions, while 

developing their speaking and listening abilities.
• It encourages teamwork and develops group work skills - it is therefore excellent for 

learning to learn.
• Suits learners who like to be active.
• Drama can allow some students easier access to the curriculum.
• It's a good way of revising literacy skills across the curriculum.



Prompts for voicemail
Some students might benefit from completing the first card before beginning the game. It 
might be worthwhile pairing up literacy experts with those students in need of additional 
support.

The additional cards are to add to the fun factor - cards should be put in the middle of the 
circle so that if students need to distribute them they can reach in and get one.

A skill - state it, explain it and 
example it!

skill -
Explain it - 
Example - 

CEO
Congratulations! You have just been 

promoted to CEO (Chief Executive Officer). 
People work for many years to achieve this 
status - you’ve achieved it today! Well done!

Operator
There is a possibility that someone has 

made a mistake with their ... skill - state it, 
explain it and example it!

Who is it and can we correct it?

Phone bill
You have incorrectly explained your ... skill - 
state it, explain it and example it! This will 

need to be resolved immediately.



United students! (working with others)
This strategy encourages students to talk in the depth required, rather than the usual one 
word answers which can often happen when presenting!

• Students to be divided into groups of three.
• Each group is given a sub-topic of the topic being studied at present to discuss in their 

group for a timed period.
• When the time is up, students form new groups with different students.
• Each student feeds back to their new group about the original topic they have just 

discussed - everyone in the group must talk for a minimum of one minute about the topic.
• Anyone who does not talk for a minute will have to present the whole group's discussion 

to the whole class.
• Like diplomats students should make eye contact and ensure their group understands 

and feels comfortable with their new knowledge. All students to grade all talkers.
• End with a class discussion about the speaking skills used.

Why use this strategy?
• Inclusive - all students have to speak and listen
• Students need to take responsibility for their learning as they will need to express 

understanding to the group.
• It encourages students to think bout what they are saying and talk in greater depth.
• It's a game, so hopefully it is fun.
• It encourages teamwork and develops group work skills - it is therefore excellent for 

learning to learn.
• It's a good way of revising a topic.



United students! - Speaking 
evaluation

Name of 
speaker

Was it loud 
enough?

Did they 
smile and 
make you 
feel at 
ease?

Eye 
contact?

Enough 
depth to 
their 
speech? Targets?



Actioning (drama)
Take a text from a current unit of work. Divide it into sensible units of meaning according to 
the text - phrases, lines, small blocks of lines. Students explore the emotion of the speech 
or scene, finding a movement or gesture to go with each chunk of words. Keep focus on 
expression of emotion, not dumb-show replication of the business of the text. Prepare in 
small groups or do spontaneously with the whole class act-in. Explore the issues and 
ideas arising.

Back-to-Back (discussion)
• Students sit in pairs 'back-to-back' - the chair backs should touch so that the students are 

close enough to hear each other above the noise that will follow. They decide who is A 
and who is B.

• A is given a visual material, which he holds close to his chest (so that prying eyes around 
the room can't see it), B is given a piece of plain paper and a pencil.

• A describes the visual to B , while B draws it, aiming to make a perfect replica which is 
the exact size, shape and detail, complete with labelling. Describers are not allowed to 
draw in the air with their fingers!

• This is a cooperative exercise. B asks as many questions as she likes and A's job is to 
be as helpful as possible.

• When the time is up, partners compare the original with the attempted copy.
• Partners swap roles and try it again, using different material, with B describing and A 

drawing.

Balloon Debate (discussion/ debate)
Each student is one character. The characters are in a hot air balloon (or a stricken life 
raft) and some of them have got to be thrown overboard for the rest to survive. They must 
decide who is going to make the sacrifice for the greater good. Result: raging debate about 
each character’s virtues and vices, a lot of laughing, and when a character’s back is up 
against the basket, some really interesting arguments about subtle details and ambiguities.

Broken Pieces (working with others)
1. Best done in circles, but not impossible with conventional seating arrangements.
2. Explain the task to be completed by the group - a problem to be solved, a code to be 
cracked, a sequence to be decided, a conclusion to be drawn, a decision to be made, a 
solution to be found, a product to be created.
3. Explain the rules:
 - You cannot show or physically give your information to anyone else. Nor can you take 
anyone's.
 - You exchange your contributions by word of mouth only.
 - Only one person can write.
 - You cannot move or leave your seat, except for one person who may be asked by the 
group to write notes on the board.



 - From time to time the teacher will let you know how long is left, and will remind you of 
the rules if they are being broken. Apart from this, you have to organise yourselves.

Adjust the rules for the nature of the activity. It is important that each student hold onto 
their information or resource or particular responsibility throughout the exercise.
4. Announce the deadline, which should create a sense of urgency, and let them start.
5. Teacher's role: The activity is designed to exercise the group's problem-solving skills. It 

is therefore important to allow the group to take charge of the process. If you sit back 
observing but not intervening, the dynamics of the class will probably become evident: 
domination, withdrawal, poor listening, put-downs or whatever. It may be difficult to hold 
back, but this experiential learning will bear fruit. Intervene only if physical harm or 
emotional abuse is about to occur. Talking about what has happened afterwards with the 
group is as important as the exercise itself.

Centre of the Universe (discussion/ debate)
1. Have students clear the desks and create a circle of chairs.

2. Have a round cardboard ‘bullseye’, or a rope-circle about half-a-metre in diameter, 
on which students can stand. This should be placed in the centre of the circle and 
represents the ‘centre of the universe’.

3. The first volunteer student stands at the ‘centre of the universe’ and makes a 
statement about the topic in hand. All other students respond. The more they agree 
with the statement, the closer to the middle they stand. If they totally disagree, they 
remain seated. Those who agree completely with the statement stand ‘shoulder to 
shoulder’ at the ‘centre of the universe.’ Then they all sit down.

4. Another student takes over, stands in the middle and makes a fresh statement. The 
process continues with volunteer students taking turns to have their say.

Creative Retelling (presentation)
Take a situation from a text. Retell the story in a different format or from another point of 
view, giving free rein to imaginative development.

Dicey Business (working with others)
1. Prepare a set of connected prompts or questions to which the students should 

respond. These should be put in logical order, lettered A, B, C, D...On the back, 
and made up into packs of cards enough for one pack per group.

2. Students work in groups of six. Each group sits at a table with its pack of cards in 
the middle, face down, with card A on top. The group also has a die. Each person 
has number 1 to 6.



3. The group decides who goes first. The first player rolls the die and the person with 
the number shown picks up the first card and responds to the prompt or question.

4. The second player throws the die. The person with the number shown picks up 
card Band responds ... and so on round the circle as often as it takes to get 
through the cards. As the prompts or questions are connected, and as no one 
knows whose number will be next, everyone has to pay full attention all the time.

Discussion Carousel (discussion/ debate)
• Clear the desks. 
• Have the group sitting in chairs in two concentric circles, an ‘outer’ and an ‘inner’ of equal 

numbers. The inner circle faces outwards the outer circle faces inwards. In other words, 
everyone is facing a partner. 

• The facing pairs are given a prompt and have a conversation for, say, three minutes. 
They are asked to make sure that each has a chance to speak. The teacher lets them 
know when it is half-time. 

• When the time is up, the outer circle ‘spins’ and new pairs are formed. Students have to 
summarise both their first and second partners’ contributions before conducting their 
third conversation. 

• This may be repeated as many times as is useful.

Dominoes (working with others)
1. Prepare a set of cards, A6 or A7 size, each divided in half by a line like a domino 

tile. On one half of each card is a question, on the other half an answer. The 
question and answer on any card do not match.

2. The cards are shuffled and given out, one per person.

3. Anyone can begin by reading out their question. Someone in the room has the 
answer – they read it out and everyone else has to indicate whether they think it is 
right or wrong by sticking their thumbs up or down. If no one offers, the teacher 
asks for those who think they might have the right answer – consequently, several 
people offer answers and the class debate which one is correct.

4. Whoever had the right answer asks the question on their card ... and so on. When 
students have ‘played’ their domino cards, they remain involved by judging 
whether other people’s answers are right or wrong.

Forum Theatre (drama/ role-play)
• Ideally sit the group in a circle or horseshoe around a working space. 
• Introduce the situation to be portrayed. It should involve a small number of players (e.g. 

how a family handles the sacking of a son: mum, dad, son, older sister). The situation will 
need some kind of tension (e.g. the sacking is for lateness and the father is very proud of 
his own punctuality). 

• Decide where the action is taking place, when and what the opening line will be. 
• Invite students to volunteer to take on the roles. The volunteers organise the furniture 

and play the scene spontaneously for three or four minutes. 



• Once the scene is well under way, members of the audience are free to stop the action 
by raising a hand. They do this in order to suggest modifications. Specific lines can be 
suggested. In addition, audience members can ask to take over one of the roles, or to 
join the original player to form a ‘composite character’. Likewise, players can stop the 
action and ask for advice from the audience, or can ask for someone to take over if 
they’ve had enough. 

• Like a film, the action can be rewound and bits replayed in different ways. By the same 
token, the action can be wound on to new and interesting moments in the future. This 
enables consequences and effects to be examined. The drama can always be taken 
back again and a new course of action explored. 

• All this enables the drama to be moulded. It allows the group to understand the effects of 
different attitudes, languages, behaviours, and the consequences of different actions. 

• Key learning points can be brought out in the debrief. The teacher needn’t wait until the 
end. Stop the action at any time and lead a discussion or make an input. 

Goldfish Bowl (drama/ role-play)
Most students form a circle. They are the observers. In the middle a few students perform 
an activity or process of some sort. When they have finished, the observers either outline 
the process they have learned about by watching closely, or they give constructive 
feedback about the quality of the activity.

Guess Who (working with others)
1. Students work in groups of four, sitting so that group members can easily see and 

hear each other.

2. Give each group a pack of cards, which is shuffled and placed face down in the middle 
of the table. The cards depict items that should have been learned.

3. Group members agree to take turns, or to have numbers and use a die to determine 
who goes next. The player whose turn it is picks the top card and looks at it, taking 
care not to let anyone else see it.

4. The rest of the group ask questions. The player holding the card can only answer yes 
or no. If preferred, the number of questions, or the time, can be limited.

5. Once the item has been successfully identified by the group, the turn passes to the 
next player.

Hot-Seating (drama/ role-play)
• Announce that you will play a character and will want to answer the class’s questions. A 

small piece of costume such as a scarf, hat or bag helps everyone tell when you are in 
and out of role. 

• The reason for playing the character is explained. Give students time to get to grips with 
the precise learning objectives – write them up for all to see. If necessary, give the 
students time to frame a few quick questions so the process gets of to a good start. Then 
spontaneity should take over. 



• Ground rules are established: no comments of any kind on either the students’ questions 
or the teacher’s answers, except by asking another question. 

• Sit (theatrically) and take questions in role, providing answers that, at best, invite further 
questions. If the role is hammed up too much, though, silliness can creep in and the 
power of the experience is lost. 

• It is crucial to hold the role, behaving and answering consistently in character. If belief in 
the character is broken, the strategy will quickly fall part. Therefore if you need to speak 
to the class ‘as a teacher’ then get off the hot seat and remove the symbollic costume to 
signal the change. 

Mantle of the Expert (drama/ role-play)
• Explain that a new topic is to be tackled. Give the learning objectives, offer an outline of 

the content and connect to the bigger picture of the syllabus or scheme of work. 
• Ask people to jot down what they already know, or can do, regarding any aspects of the 

topic. You might ask them to exchange these details in pairs, so they gain some 
confidence. 

• Ask for a volunteer to come out to the front, wear the mantle of the expert, and tell the 
class what she knows or can do. It’s usually effective to have a shawl or scarf for the 
student to wear. 

• The class can ask questions, the expert has the right to say ‘pass’ if she’s not sure of the 
answer and the teacher can add comments. 

• Another volunteer is sought- ‘who can add to what Sharon has just told us?’ – and the 
process continues. 

Marketplace (working with others)
This exercise is conducted through a series of strictly timed stages. The number of 
stages, and the timing of each, will vary according to the topic, the complexity of the 
material and the readiness of the students.

Students work in groups of three (four are too big for this). Allocate a subdivision of the 
topic to each group and give them resource material on their subdivision only (one copy 
per. Person). The material should be mainly text. Also give each group a large piece of 
sugar paper and three or four differently coloured thick felt pens.

Four or five subdivisions of the topic work well. In a regular class there will be ten or 
more groups, so give out each subdivision twice, to different groups in different parts of 
the room.

Write up the sequence and timing of the stages on the board so that students can follow 
the exercise easily.

Have a gong or buzzer to signal the start and end of each stage. Occasionally during the 
stages, let the students know how much time is left.

Stage 1 (1 minute)

Show students the learning objectives and the test that they will take later. Give them a 
minute to read through the test then switch off. They are not allowed to take notes. Make 
sure that they understand that they will sit this test under exam conditions, without 
reference to any materials, or anybody at Stage 5.



Stage 2 (15 minutes)

Each group converts the resource material for its subdivision into a visual display, ‘a 
poster using the large paper and pens. The poster must be designed for visitors to view 
and understand (at Stage 3). The poster can have up to ten words and no more (adjust 
according to the material, but don’t let them have too many words or the activity will be 
spoiled). The group is encouraged to use as many numbers, diagrams, symbols, pictures, 
graphs, cartoons, sketches and initial letters as it wishes, but not more than ten words. 
Abbreviations count as whole words. The group collaborates on this, making sure that 
everyone in the group understands the material and contributes to the ‘poster’. If 
necessary, give each member of the group a different colour felt pen and expect to see all 
three colours in the final product.

Towards the end of this stage, issue each group with its minimum requirements. These 
are the precise details to be included on the poster that will ensure that visitors get 
access to the right information for the test. The minimum requirements can simply be 
questions taken from the test that are relevant to each group’s material. For example: ‘As 
a minimum make sure that your poster gives the answer to these questions...’

Stage 3 (10 minutes)

By now each group has only a fraction of the information needed for success in the test. 
So groups have to learn from each other. In preparation, each group has to decide which 
one of its members will stay home and be its ‘stallholder’. The others will go out into the 
‘marketplace’ to gather information. The stallholder touts for business by calling out the 
title of his group’s subdivision, so customers can find their way around. The stallholder 
explains the poster to visitors, but is allowed to answer only questions asked by visitors. 
The researchers who go out into the marketplace will need to visit all the other 
subdivisions of the topic. They have to organise themselves to get the job done within the 
time limit, so they might decide to divide up the labour and operate individually.  They 
should all take notes so that they can work out the ideas and information portrayed and 
ask the stallholders questions for clarification, explanation and expansion. If they have 
enough time, they should go to subdivisions to cross-check information.

Stage 4 (10 minutes)

Everyone returns to their home base. Those who went into the marketplace to research 
information should now take turns to teach what they found out. It is an opportunity to 
clarify understanding. Students can run back to look at posters again or to ask quick 
questions in order to check details. The aim is for everyone by the end of this stage to be 
ready for the text. Even though they won’t be able to use them in the test, encourage all 
group members to make notes – seeing and doing, as well as hearing, helps information 
to stick. During this stage distribute test papers, face down, to each group in preparation 
for Stage 5.

Stage 5 (10 minutes)

All notes, posters and original source materials are put out of sight. The test is conducted 
under examination conditions, individually and in silence.



Stage 6 (5 minutes)

In each group, students now put their heads together and see if they can come up with a 
complete and accurate set of answers between them. It’s important that they did not 
know about this stage at the beginning.

Finally, go through the test, focusing on questions that groups generally found difficult. 
For each of these tougher questions, the teacher asks volunteers to have a go at the 
answer. Then, as a last resort, the teacher teaches! In this way gaps are filled and holes 
are plugged.

Opinion Cards (discussion/ debate)
Make up sets of cards representing certain types of opinion. Students are given one or 
more of the cards and have to formulate a response within this constraint. Use in small 
group discussion or whole class. Holding them up provides an instant straw poll, beating a 
‘hands up’ approach because everyone does it more or less simultaneously, giving 
individuals less room to change an answer merely to be part of the dominant group. 
Hundreds of variations but here are a few:

Coloured dot or star 
cards

purple    = positive or supportive opinion
red         = negative or opposing opinion
green     = new idea or line of enquiry sparked
orange   = any other opinion or argument

Playing cards diamond = aspect most enjoyed
ace         = aspect most challenged by
heart       = question you’d most like to ask the author
club        = any other comment

Numbered cards 1-5 1             = strongly agree
5             = strongly disagree

T U F cards T for True, U for Unsure, F for False

Pairs to Fours (discussion/ debate)
• The students form pairs. 
• Each pair has a task to complete, involving the need to discuss and make decisions 

together. For example, a ranking exercise, choosing which mock business plan to 
accept, sequencing a narrative, creating headings for paragraphs in a text, proposing the 
design of an experiment, deciding on captions for a series of photographs, putting 
forward a proposal for drama, deciding the order in which topics will be covered. 

• As pairs finish (or after that time) they come together into fours. That is, two pairs join up, 
just by turning their chairs, and each pairs shares the results of its labours with the other. 
The four then enter into further debate in order to arrive at an agreed version, which will 
then be shared with the whole class. 



• It is important that any of the four is able to explain and defend the decisions made by 
their group. The teacher may want to ‘drop on’ any of the four to do this, rather than have 
the group decide who the spokesperson will be. Just to keep everyone on their toes. 

• Debrief the content, and debrief the process, focusing on the nature of decision making 
and on the pros and cons of consensus, compromise and voting. 

Questionning
Ask good questions to encourage students to think in increasingly complex ways. Moving 
beyond factual recall is much more demanding than it looks. The basic trick is to use more 
open questions than closed ones, and ensure that you are never merely inviting students 
to guess what is inside your head.

Socratic questionning:
1. Choosing a question or topic to work on.
2. Students are either given or produce a central statement in response to the question or 

topic.
3. Clarification of the statement e.g. what do you think is the main issue here, or what is 

your main point?
4. Critical exploration of the assumptions, support, reasons and evidence underpinning the 

statement, e.g. what are you assuming, what evidence do you have to support that are 
these reasons adequate?

5. Exploration of the origin of the statement e.g. where did you get this idea, have you 
always felt this way?

6. Examination of the implications and consequences of the statement, e.g. what are you 
implying by that, what effect would that have?

7. Objective analysis of the alternative points of view, e.g. how would other groups of 
people respond, why have you chosen this perspective rather than that?



Bloom’s Taxonomy

Knowledge Observation and recall questions such as who, what, 
where, when, as well as those involving listing and 
labelling things, defining or describing them.

Comprehension Interpretation questions requiring summary, contrast, 
prediction, estimation, discussion and differentiation.

Application Questions that necessitate the use of information to solve, 
prove and show, and to classify, experiment and change.

Analysis Questions which interrogate components and meanings, 
requiring selection, comparison, inference and 
explanation.

Synthesis Questions that link ideas together to create new ones 
through combination, modification, design, invention, 
creation and speculation.

Evaluation Questions that interrogate the value and validity of ideas, 
by assessing, ranking, testing, making recommendations, 
justifying and convincing.

Round Robin (discussion and debate)
Kind of like a blown-up game of consequences. Give groups of students a problem, a 
question, a text, etc. They discuss it, or any part of it that they find fruitful, for a given 
amount of time. At the end of this they provide a summary of their ideas on a flipchart, 
which then gets passed round to the next group. They follow up ideas, interrogate 
assumptions, add examples, explore additional parts of the text, speculate, etc. and add 
their parts to the flipchart accordingly. It keeps going like this until each group gets its 
original sheet back, by now covered in ideas. The draw all this thinking together and 
formulate a coherent solution to the problem, answer to the question, or interpretation of 
the text.

Scrambled Groups (working with others)
• Explain the learning objectives and the whole ‘Scrambled Groups’ process to the 

students before you begin. The exercise is then conducted over two stages. 
• At the beginning of Stage One the class is divided into groups of, say five. Each group is 

given a research or discussion brief that specifies the learning objective for the group, 
the required outcome, the deadline and step-by-step guidelines if necessary. Each brief 
is different. Each concerns a particular aspect of the topic in hand (for example, different 
types of business: sole traders; partnerships; private limited companies; cooperatives 
and so on). The briefs are like pieces of a jigsaw; together they make the whole picture.

• The groups conduct their specified research for discussion, all working to a common 
deadline. 

• During the process, each person is responsible for understanding (they ask others in the 
group for clarification if necessary) and recording the main points or essential research 



information. Each person must then prepare a teaching aid to use at the next stage (this 
can make for very productive homework if the exercise runs over two lessons). Teaching 
aids are best on A3 or A2 paper, so they are easy to see. Encourage a range of colours 
and graphic devices. 

• Towards the end of Stage One, the teacher gives each person a letter A-E in each group. 
This determines which new group each student will move into. 

• At the beginning of Stage Two, the groups are rescrambled. All the As form a group, all 
the Bs form a group, all the Cs and so on. This means that each of the new groups has 
one member from all the original groups. 

• In these new groups, people take it in turns to report on their previous group’s 
discussion, or to teach the research using their teaching aids, being careful to relay all 
the key points. Everyone should take notes; ideas and facts are more likely to sink in that 
way. Also, each student can do a bit of personal revision before the test (if the test option 
is chosen by the teacher). 

• Once all the reports have been heard, the group holds a final discussion designed to 
ensure that everyone understands all the material. 

• In theory, at the end of the process any one person in the class should be able to sum up  
the whole range of opinion or information. A formal test may be set to check this. To 
make matters ‘worse’, you could award the average test mark of the rescrambled group 
to each of its members. This reflects the quality of their teaching as well as the quality of 
their learning. 

Spotlight (presentation)
• A volunteer student comes to the front of the class and stands in the ‘spotlight’. 
• All the other students turn to the backs of their books, or use scrap paper, and lists 

numbers 1-10 ready to respond to questions. 
• The teacher asks ten questions of the spotlight volunteer about the topic just covered. 

The student answers each one out loud. After each answer, the rest of the students 
individually decide whether the response was right, or wrong, or if they weren’t sure. 

• If they think the answer was right, they put a tick against the number; if wrong, they put a 
cross. If they weren’t sure (or the spotlight volunteer couldn’t answer it), they put a 
question mark. 

• To conclude, the ‘spotlight’ student is applauded and the teacher goes over the 
responses. For each question, the teacher asks how many people gave which response. 
This gives feedback to the teacher about who has learned what. It also gives precise 
feedback to individual students about the issues they need to work on further. 

Thinking Hats
Six hats each of a different colour, each representing one type of thinking.

Get students wearing the hats and doing the thinking, individually, in groups, as a class. If 
wearing hats is beyond the pale, flash them up on the whiteboard if working as a whole 
class, or have hat cards on desks for students to ‘play’ as they think, or a set of hats Blu-
Tacked to the board. The hats can then be worn/ played in any order, and as many times 
as they are needed, but each hat must be used at least once in the process.

White Neutral thinking - facts, data, information



Red Emotional ‘gut reaction’ thinking with no judgement or 
justification

Black Critical judgement of ideas

Yellow Positive perspectives and possibilities

Green New ideas and creative alternatives

Blue Control of the thinking process

Value Continuum (discussion/ debate)
• Clear the desks and arrange the class in a semicircle. 
• Across the open end of the semicircle ask people to imagine a line (or use chalk, 

masking tape or a rope) and place a chair at each end. 
• Introduce the issue to be discussed and outline the two opposite positions. Do this by 

sitting in one chair and speaking as if you held this extreme view. Then sit on the other 
chair. 

• Ensure that the two views are extreme and balanced – one is not obviously more right 
than the other. Explain that everyone’s views will fall somewhere on the sliding scale 
between the two chairs. 

• Explain the rules: ‘You choose whether to participate or not. The person who is on the 
line is guaranteed that her view will be listened to. There will be no agreeing or 
disagreeing (there will be time for that later) – no reaction, verbal or otherwise from the 
audience. Honesty is expected. 

• The teacher sits down in the semicircle and anyone may begin by taking her chair and 
sitting in a position on the contiuum that represents their view. The volunteer is expected 
to say a few words to the class about her position and then stays in her chosen spot. 

• The process is repeated, with volunteers going out and speaking, one after another. If 
one person’s view is identical to that of an earlier speaker, she can sit in front of him. 

• If, after the first few brave souls, the rest of the students are reluctant to take part, then 
you might use two softer strategies: “Come and stand on the line, but you don’t have to 
say anything.” If there’s further reluctance you can say, “Stay where you are and just 
point to your position on the line.” This way everyone makes a ‘statement’ of some kind. 
These options might be needed with shy or fearful students initially, but the aim is to 
encourage bolder participation in future, which is why protective ground rules are so 
important. 

• The process is likely to come to a natural end. 

Verbal Tennis
• Students sit facing each other in pairs. No books or notes are allowed. 
• A topic is set by the teacher. Each pair tosses a coin to see who ‘serves’ first. The server 

begins by saying a word or phrase associated with the topic, the partner immediately 
gives a second word or phrase, the server gives a third and so on backwards and 
forwards in rapid succession. It has the pace and feel of a word- association game. 

• When a student hesitates, or gets stuck, or repeats a word or phrase already given by 
either player, or makes an inaccurate contribution, their partner gains a point. The 
scoring follows the rules of tennis. 



• Some topics can be sustained for a number of games, even a whole set, because they 
are sufficiently wide. Otherwise, write a list of topics on the board and ask students to 
change to a new topic at the start of each game. 



Speaking and listening self-assessment form
Name:! ! ! ! Subject:! ! ! ! ! Date:

Individual Presentations
Explain how these speaking and listening assessments relate to this 
subject

What do I need to improve?

Target - how will I improve?

Have I achieved my target? How?

Drama/ role-play
Explain how these speaking and listening assessments relate to this 
subject

What do I need to improve?

Target - how will I improve?

Have I achieved my target? How?



Working with others
Explain how these speaking and listening assessments relate to this 
subject

What do I need to improve?

Target - how will I improve?

Have I achieved my target? How?

Debating
Explain how these speaking and listening assessments relate to this 
subject

What do I need to improve?

Target - how will I improve?

Have I achieved my target? How?


