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1.  Bingo

 Bingo games can be a great way of reviewing vocabulary and for  exposing students 

 to the printed word.  You can easily create your own versions by using pictures 
 from the specific play you are working on or by using a variety of illustrations from 

 various sources to create sentence bingo games.  

 Create a series of 25 large flash cards.  Then downsize your flash cards so that 
 the images can be placed in a 5 x 5 grid on 8 1/2 X 11 photocopy paper.  Make sure 
 the grid is done in a very bold font.  Rather than have students create their own 
 Bingo cards, you can save paper by making a class set that you can carry from room 

 to to room.  Photocopy a class set and  prepare a class set of numbered ziploc 

 bags. Turn each sheet face down.  If your grid is thick, you should still be able to 

 easily see each of the 25 blocks.  Write the  same number on each block.  (For 
 example, on your first sheet you would write the number 1 on the back in each 
 square for a total of 25 times.  On the second sheet, you would write the number 2 
 etc. sheet.)  Cut up your student sheets into squares.  Then, sort the squares  into 
 each of the numbered ziploc bags.   Numbering not  only helps to sort them into 

 bags but also helps get those papers back in the proper bags whenever students 
 drop them on the floor.  

 Before playing the game, introduce your flash cards in a gesture review.  Then, 
 provide each student with a Bingo bag.  Students select 5 squares from the bag 
 and place these face up on the table.  Rather than call the bingo, the teacher 

 gestures the words/sentences on the teacher flash cards as you pull them up.  This 
 encourages as much whole class participation as possible.  As any student’s word 
 or sentence is called, the student turns that card down.  The first person to have 
 all 5 cards turned down wins the game.

 Once students are comfortable with the words, volunteers can be selected to 

 be the Bingo caller/gesturer.



2. Trouver le trésor.

 Create a grid with subjects for each row and verbs for each column.  Select the 

 co-ordinates of the hidden treasure and write these on a small piece of paper 
 which is to be hidden from students.  This game can be used as a gesture 
 review. Students who are actively participating may have an opportunity to try to 
 find the treasure. 

COURT SAUTE DANSE CRIE MARCHE

LE COCHON

LE LOUP

LE CHAT

LE CHIEN

 An alternative might be that the student volunteer might be expected to create a 

 sentence use the co-ordinates of choice.

3. Baseball 


 Divide the class into two teams.  Use how thestudents are seated as the batting 

 order.  Designate the bases at various parts of the room:  Home plate at the front, 
 1st base to the far right, 2nd base to the back of the room, 3rd base to the far 
 left of the room.    Create a score board as well as a box to record the “strikes”.

 The team that goes first is up to bat.  The first batter comes to the home plate at 
 the front of the room.  The teacher is the pitcher.  The teacher gestures a word. 

 If the batter answers correctly, this person moves to first base.   A second batter 
 comes to the home plate.  If the batter answers incorrectly, put an X in strike box.  
 The next player to answer a question correctly moves to first base which advances 
 the player on first base to the second base.  It takes 4 players to score a point for 
 the team.   The team with the most points wins the game.  (Maximum of 2 pts at a 

 time to insure that one team does not monopolize the game.)



4.  Le loup/Cartes blanches

 Create a deck of flash cards which consist of word cards from your PDL lists as 

 well as “loup” cards. The “loup” cards each have a picture of the “loup”.  Divide the 
 class into 2 teams.  Team 1 may select a card.  If the student can say and gesture 
 the word, they may keep the card as a point for their team.  That team continues 
 to play until they make a mistake or until they get a “loup” card.  It’s important to 
 have lots of “LOUP” cards mixed in with the words so that one team won’t 

 monopolize the game. The team with the most points at the end of the allotted 
 time wins the game.

5.  Indication

 Students are given a check list which has 3 categories.  For example:  Les 
 personnages, les activités, les moyens de transport.  Each item has 5 boxes beside it. 
 This  allows students to play the game 5 times.  Students are to use box 1 for the  
 first game, box 2 for the second game, etc. 

 The teacher has cards for each of the items and then selects a card from each of  
 the categories.  The students use their check list to ask questions to help them find  
 out what cards the teacher has selected. 

 The template provided is based on  ‘Comment y aller?’.

 Volunteers ask questions.  For example:  “ Est-ce que Marie joue de la guitare dans 
 le bateau?”

 If the teacher responds by saying no, everyone can eliminate these three items by  
 putting an X in the corresponding boxes. ‘Marie’ is eliminated, ‘joue de la guitare’ is  
 eliminated, and dans le bateau is eliminated.
 
 If the teacher responds by saying “yes” only the the student who has asked the  
 question may see what part of that question was correct. That student can then  
 check that item with a checkmark ! and would put an X in the boxes for the other  
 items in the question.  Other students may place a question mark in each of the 3  
 items mentioned in the question until further play reveals a yes or no answer.   
 Play continues until the solution is found.



6. Ping Pong
 For this game you will need 3 sets of sentence strips that have been glued onto 3  
 different colours of paper or photocopied on 3 colours of cardstock.

 The first set is the teacher set which has about 14 or 15 sentence starters written  
 on sentence strips.  The number of sentence starters should be half of your largest  
 class size.   Then make  2 copies of the responses.  One answer set should have the  
 word  PING on each strip as well as the sentence finishers.  The other set should  
 have the word  PONG on each strip as well as the sentence finishers.

 Divide the class into 2 teams:  Ping and Pong.  Give the Ping team the “ping” answer  
 strips.  Give the Pong team the “pong” answer strips. There should be at least one 
 answer strip per student but some students may need to have 2 strips in order to  
 insure that each team has received  all of the answers.  

 The teacher pulls a sentence strip and reads the sentence starter out loud.  
 A student from each team will have the sentence ending for the sentence the   
 teacher has read.  Those two students are to compete.  The PONG student must try  
 to say PONG before the other student says PING.  Once the teacher announces the  
 winner of that round, the winner must then provide the answer to insure that he/she 
 has completed the sentence correctly.  If the student has the correct answer that  
 student earns a point for the team.  If the student gives an incorrect answer, the  
 other team scores the point.  

 This game is played very quickly.  Students get very excited. The teacher keeps  
 shuffling the sentences so that sentences do not continue to come up in the same  
 order.  The team with the highest score at the end of a given time or the team that  
 reaches a pre-selected number of points wins the game.

7.  La course des nombres/mots
 Make flashcards of vocabulary or numbers.  Attach magnets to each card.  Spread  
 the flashcards around the blackboard.  Divide the class into 2 teams.  Establish a  
 starting line. Create a score board. Choose a volunteer from each team to come to  
 the starting line. Call out a number or gesture a word.  The 2 students race to get  
 the flashcard.  The card is moved to the scoreboard as a point for their team.  The
 team with the greatest number of numbers/words at the end of the allotted time
 wins the game.



8. Match Trois
 Divide a pocket chart into 2 sections with 9 pockets on each side.

MATCH TROIS
1A 2A 3A 1B 2B 3B

4A 5A 6A 4B 5B 6B

7A 8A 9A 7B 8B 9B

 Label each pocket with numbers, letters, or vocabulary.  Put 9 cards of one colour 
 on one side, 9 cards of another colour on the other side.  3 out of 9 on each side 
 have a matching picture or word.  The 6 other cards on each side are blank.  Divide 
 the class into 2 teams. The teacher gestures a sentence while all students speak.   

 A volunteer from one team  may then choose a card.  If the student gets one of 
 the MATCH 3 cards,  that student gets a small prize (candy or eraser).  Gesture a 
 new sentence and allow an individual from the other team to pick a card. The team 
 that gets all 3 matching cards first wins the game. (Variation:  Teacher gestures 
 question, an individual responds to the question)

9. Où est Boucles Violettes?
 This game coincides with the Boucles Violettes play.  The vocabulary associated with 
 parts of a house is taught in this unit (cuisine, salon, etc. )  There are no gestures  
 for the various rooms in the house.  If you have a labelled poster, you can always
 teach other parts of the house such as le sous-sol, le garage etc.  Create large 
 pockets with a different picture of a room on each.

 le salon      le garage
 la chambre à coucher    la cuisine
 la salle de bains     la salle à manger
 la salle de récréation    le sous-sol
 la salle de lavage    la salle de télé

 Hide Boucles Violettes in one of the pockets. Then line the pockets up on the front  
 ledge.  In turn students ask:  “Est-ce que Boucles Violettes est dans le salon?”  
 Respond by answering in a full sentence “Non. Boucles Violettes n’est pas dans le 
 salon?”   Remove each card that is eliminated through play.  The student   
 who finds Boucles Violettes may hide Boucles Violettes in the next round.



10. Le Prof a perdu (and other versions)
 Create a pocket chart with 16 pockets.  Create cards for each pocket.  There are 4  
 cards that have one of the following words “Le”  “Prof”  “A”  “Perdu”. The class plays  
 against the teacher.  The teacher might gesture a sentence.  The whole class speaks 
 while the  teacher gestures.  A volunteer is then picked to choose a card.  If the  
 class finds the 4 words within the allotted time, the class wins.  If the class does  
 not find the 4 words within the allotted time, the teacher wins.

 Another version is to have 16 pockets, 4 of which have the following words:  “Le”   
 “Prof”  “A”  “Perdu”.  The other 12 cards have silly things that students have to do in 
  front of the class.  Students take a risk.  They may earn a prize or they may need  
 to do something silly in front of the class.

  1. Oh!  Non! Tu dois danser avec une autre personne dans la classe.
  2. Oh! Non!   Tu dois danser le TWIST.
  3. Oh! Non!  Tu dois danser comme Barney.
  4. Oh! Non!  Tu dois chanter “FRÈRE JACQUES.”
  5. Oh!  Non! Tu dois marcher avec un crayon sur ton nez.
  6. Oh! Non!  Tu dois embrasser une marrionnette.
  7. Oh! Non!  Tu dois parler comme un bébé. Tu dois dire: “Je veux un bonbon.”
  8. Oh! Non!  Tu dois marcher comme un pingouin.
  9. Oh! Non!  Tu dois pleurer comme un bébé.
  10. Oh! Non!  Tu dois mimer un musicien de ROCK.
  11. Oh! Non!  Tu dois sauter comme une grenouille.
  12. Oh! Non!  Tu dois mimer un gorille qui frappe sa poitrine.  

11. Les mots en action!

 Photocopy and cut out sentences for this game using the PDL.  Some can be found in  
 the Appendix for the teacher’s guide “Les trois petits cochons”.  Students sit in  
 their groups. Give each group one minute to identify as many sentences as possible.

 Teacher-Led:   You gesture the sentences to one group for one minute and see how  
 many they get.  Give the group one point per sentence.  Move on to the next group to 
 see how many they get...etc.  The group with the most points wins!

 Student-Led:   One student in each group takes a sentence and gestures it.  When  
 their group has guessed correctly they take another one etc, until the time is up.   
 Groups count the number they got correct and get a point for each one.



12. Monsieur/Madame dit

 Put the students in groups of seven or so.  Have them stand in lines facing you.  The  
 teacher says a word and the entire class gestures the word.  If a student makes a  
 mistake (i.e.,  if the student does not do the proper action for the word you have  
 said  or the student performs an action when you have not said Monsieur/Madame  
 dit),  then he/she must go to the front (or back if you wish) of the line.  If the 
 student does not gesture the word at all that student must also move to the   
 front (or back). The goal, therefore, is to be the student toward the front (or back) 
 of the line as this means that you have played well throughout the whole game.  This  
 process ensures that all students are playing throughout the game. 

13. Qu’est-ce qui se passe?

 This is a whole class game which develops oral comprehension skills.  Prepare a 
 numbered card for each student with #1 on one side of each card and #2 on the  
 other.  Make one copy of some flashcards, pictures from the plays or pictures 
 depicting characters doing activities related to PDL words.  Students sit in a circle,  
 each with their card (marked #1 on one side and #2 on the other).  Put two pictures  
 in the middle of the circle.  Say Qu’est-ce qui se passe?  Then describe one of the  
 pictures, gesturing for the class to say the words together.  The class then 
 indicates with their card whether you described card 1 or 2 by turning their card to  
 the correct number.  Say “Je sais!  Ça c’est numéro un” and continue to play.  Give  
 points to those who got it correct, do a bravo dance, reward them any way you wish  
 (or not at all).  Play as many times as you wish in 10 minute blocks of time.

14. Défis drôles
 Give kids team numbers as well as a défis number.  Prepare cards with corresponding 
 numbers that describe silly défis.  Draw a card, announce the number.  The child  
 with that défis number comes forth to answer a question.  If they answer correctly, 
 give a point to that team.  Then, for a bonus point, the child must attempt the défis  
 on the card.  Even if they get the question wrong, they can still try the défis for the 
 bonus point.  Emphasize that the défis are optional.  The sillier the better. 
 some examples:
 - hold breath 30 secs
 - stand on one leg with eyes closed 30 secs
 - give a piggy back around the class to student holding number 15
 - have thumb fight with student number two
 - do the Can Can in front of the class for 30 secs



 - arm wrestle with student number 20
 - gargle water while singing Oh Canada (en français si possible)
  - do twenty push-ups
 - draw a picture of the principal on the board in 30 secs
 - call the office and tell the secretary “I think you’re fantastic!”
 - lead the class in a one minute aerobics workout to music
 - count backwards in French from 20 to zero
 - sing your favourite tv theme or commercial jingle
 - fall backwards eyes closed into the arms of student number seven
 - name as many animals in French as possible in 30 seconds. More than 10 gets two  
  points.
 - lead the class in a mini game of Simon Dit en français
 - sit on the ground back to back with student number 10 and both stand up without  
  using hands
 - give a mini puppet play with two puppets talking in French

15. Téléphone Cassé

 Choose five students.  While four students hide their eyes, gesture a sentence to  
 the first student.  Silently share with the class as well.  Make sure the students can  
 remember and gesture the sentence.  Then he/she gestures the sentence to the  
 second student without mouthing the words while the others are still not looking.   
 This is repeated from student to student until the last student must gesture and  
 say the sentence.  The class loves watching the sentence change and deteriorate as  
 it passes from student to student.

16. Cloche/Bouteille

 Split your class into two teams.  Each team lines up facing the board or area of play.  
 Place 2 cloches (available at Staples) or other noise making devices (mine are from  
 Dollarama).  The first person for each team comes up to the table or chair you have  
 your bells on.  Gesture a sentence (older or more experienced AIMers) or a word  
 (beginners).  The first one to ring in gets to tell you what you gestured.  If correct  
 they get a point.  If incorrect the other team can ring in and answer for a point.   
 Both members then go to the end of the line and the next team’s player comes  
 forth.  Play until everyone has had a turn or time runs out.

 An alternative way of playing this game is to use a water bottle. Place a water bottle  
 on a table at the front of the room. Divide the class into 2 teams.  Choose a 



 volunteer from each team to come to the front and stand behind the water bottle  
 with arms behind back. Gesture a word.  The student who grabs the bottle first  
 must say the gestured word.  If incorrect, the other team automatically gets the  
 point.  If the student on the other team can also identify the gestured word, the  
 student gets an additional point for the team.

17.  Entre-nous

 You can play this wih 8-15 students at the front of the classroom or with an entire  
 class standing in a circle shoulder to shoulder.  Everyone needs a flashcard and  
 there can be no repeats.  The teacher calls out the name of one of the cards and the 
 student holding that card quickly steps back out of the line or circle.  The students  
 standing on either side of this student quickly turn around to face each other and  
 say the word that is on their opponent’s card.  For example Student A is holding the  
 “tombe” card, Student B is holding the “court” card and Student C is holding the  
 “danse” card.  If the teacher says “court”, Student B steps back and Students A & C 
 would quickly turn around to face each other.  Student A must say “danse” before  
 Student C says “tombe” or vice versa.  Whoever says the opponents word last must  
 sit down.  Student B steps back into the game and the game continues until there  
 are 2 students left.  You can declare 2 winners or they can face off with cards from 
 the discard pile or unseen cards.

18. Tornade

 Create a game board with 2 stick houses.  In a card pocket have a 1, 2, 3,4 as well as  
 cards with tornados with a 1, 2, 3, 4.  Students are divided into 2 teams.  They stand 
 in 2 lines on either side of the board.  The first student in line must answer a 
 question or perform a task.  If correct, they may select a card from one of the  
 pockets.  If a numbered card is pulled the student may draw that many lines towards 
 the completion of their team’s house.  If a tornado is pulled, the student may “blow  
 down” or erase that many sticks on the opposing team’s house.



19. Les poissons

 Before this game starts, prepare two fish out of paper.  This can be played on the  
 floor with a start and finish line.  Divide the class into two teams.  They should form 
 two rows at the starting line.  Place a fish in front of the first member of each  
 team.  Ask both players a question, gesture a word or sentence, have them complete  
 the line from the play etc.  The first to ring in and answer correctly gets to blow  
 once to propel the fish forward.  They move to the end of the line and the next two  
 students have their turn.  When the fish gets to the finish line that team wins!

20. Risque
	 This is a traditional Core French game which can be played a little differently in an  
 Aim classroom.  It can be used for gesture review as well as an opportunity to build  
 on reading skills. Create a pocket chart with 4 pockets.

RISQUE

          $ 5             $ 10     $ 15    $ 20

	 Create cards for each pocket. The 5 dollar pocket would have very simple words to
 read and gesture (one word on each card), your 10 dollar pocket would have more
 challenging words to read and gesture, your 15 dollar pocket would have simple 3 or  
 4 word sentences to read and gesture, and your 20 dollar pocket would have more  
 challenging 6 or 7 word sentences to gesture.  As you advance through the 
 programme, you can change your cards according to your new expectations.

 Divide the class into 2 teams.  You might do a kinesthetic review or oral review as a
 pre-requisite for having the opportunity to take a risque for your team.  Then   
 choose an individual to pick a question.  That student must read and gesture the  
 word without help from the team.  The weak students will have a chance to pick an  
 easy question while your strong students might like to take on the more challenging  
 questions to earn extra money for their team.   The team with the most money at  
 the end of the allotted time wins.



21.   Board Games

 Board games can be a great way to practise gestures or to build on reading skills.  
 They can be played as a whole class or in small groups. 

 As a whole class, board games can be played on an overhead using counters for pegs 
 or you can create a large game on bristol board to be attached to the blackboard 
 using magnets as game pegs.  As a whole class, you might divide the class into 
 two teams.  You might gesture a question to the first team.  Everyone is expected 
 to speak with you as you gesture.  They may all gesture the answer with you as well 
 or you might ask a volunteer on  that team to give you the answer.  That person 
 would then be able to throw the die and advance around the board.

 In a small group setting, you might provide each group with a game board, pegs, and 
 questions or word cards.  Initially you might have word cards that students might 
 be expected to read and gesture in order to advance around the board.  Later you 
 might use CHOISIS LE BON MOT sentences or QUESTIONS TOTALES.

22. Pêche

 This is the traditional fish game.  It can provide students with an opportunity to 
 build on reading skills.  Make 4 sets of each of 12 cards per deck for a total of 48 
 cards per deck.  This can be used as an alternate activity for students who have 
 completed work but are not yet ready to move on to the next activity.  You might 
 even create 5 decks for Games Day. Once students are familiar with the language 
 for playing the game, this can also be left as an IPG work activity for a supply 
 teacher.

 5 cards are dealt to each player, or seven if there are only two players, and the 
 remaining card pack is placed between the players.

 The player whose turn it is to play asks a specific player for a particular card. For  
 example, "Mark, est-ce que tu as la maison de paille?”.  A player may only ask for a  
 card of which they already hold at least one card.  If the recipient of the request  
 has cards that match that request, he/she must respond by saying “ Oui, j’ai la  
 maison de paille. “ and must then hand over all cards that match that request.  If  
 the call was successful, the same player has another turn. If the player who was  
 asked has no cards of that item, they say "Non, je n’ai pas de maison de paille.   
 Pêche.”  and the asking player draws the top card from the pack. The turn then  
 passes to the person to the left of the person who asked the preceding   
 question.  When one player has two of the same cards, they form a pair, and the  



 cards are placed face up on the table.  The game continues until there are no cards 
 left in the deck and all the cards have been paired off.  The player who has the  
 most pairs wins.

23. Quatre-en-suite
 For this game you will need:  foam squares, velcroe circles, bristol board, small
 box or ziploc bag.

 Create a 7 by 7 grid.  Label the columns with numbers 1 to 6 (or 13 to 18 as practise  
 for identifying higher numbers).  Label the rows with letters A to F.  Cut foam  
 squares that would fit each block on your grid.  Make 18 squares of one colour and 18 
 squares of another colour.  Put half of a velcroe circle on each square on the grid  
 and the other half of the velcroe circles on the foam squares.  Place foam squares in 
 a Ziploc baggie or a small box.

13 13 14 15 116 17 18

A

B

C

D

E

F

 Divide the class into 2 teams. Each team is given a colour to use for play. Gesture a  
 word or sentence to team 1.  All students say the word that matches the gesture. A  
 volunteer is then chosen to specify the coordinates for the foam square.  The   
 teacher continues to gesture encouraging whole class participation  while individuals  
 have an opportunity to choose the location for their team’s square.  The first team  
 to get 4 in a row horizontally, vertically, or diagonally wins.



24. ZUT ZA ZOU

 This is a great game for gesture review as well as for review numbers.  Create a  
 chart with 3 pockets.  Number each pocket.

ZUT ZA ZOU
         1         2          3

  Place cards in each pocket with numbers from 1 to 15 as well as several cards with  
 any of the 3 words, ZUT, ZA, or ZOU.  

 Divide the class into 2 teams.  To start the game, each team is given 20 points.  
 Gesture a sentence or a question for the team. Everyone must gesture and say the
 question and the answer in order for an individual to be selected to choose a card.

  If the whole team participates, a volunteer from that team may select a pocket.   
 Rather than have the student come and choose a card, you might encourage more  
  by using lots of language as you play:  “De quelle poche est-ce que tu veux choisir ta  
 carte?”  or “Quelle poche est-ce que tu veux?”  Then pull the first card in the   
 pocket the student has selected.  Encourage the whole class to read the point value  
 or word.  If the card has a number, that number is added to the team’s score.  If  
 the student picks the word ZUT, the team’s score is reduced to zero.  If the 
 student selects ZA, the team’s score is doubled.  If the student selects the word  
 ZOU, the teams switch point totals.  The element of surprise makes this game great  
 fun.

25. Concentration

 Concentration can be played as a whole class or in small groups.  To play as a whole  
 class, make a chart with 16 pockets. Create 8 pairs of matching cards.  (Picture-  
 word or question- answer matches) and place a card in each pocket.  In an AIM  
 classroom you might play a little differently than in a regular French classroom.  You 
 can use this game as an opportunity for whole class gesture review.    Divide the  
 class into 2 teams. Gesture words or sentences to the class.  If the whole team is  
 actively participating,  a volunteer from that team may try to find a match by 
 selecting 2 cards from the chart.  If the student gets a match, that student’s team  
 receives a point. The team with the highest number of points wins the game.
 Alternatively, you can use this game for centers as speaking and reading practise.




