Games for thinking

Here are a range of games that can be incorporated into class to develop thinking skills. 

Concept games

Connections

Audience: KS2 plus

Materials: Display board, pen/pencil and paper

How to play

1. Ask the children to suggest any interesting words that some into their heads. Discuss that you want concept words- words that stand for something rather than connecting words.

2. Display words eg. Head, giraffe, holiday, handbag, balloon, daisy, hat

3. Ask the children to think of words, and try to pair any two up with a connecting idea eg hat and head. They list or map the pairs of words they can connect with their connecting idea.

4. Class feedback their ideas and gain a point for each pair and connect idea, and 2 or more words if no one has the same connection

** Possible pre concept maps training

Extension

* Ask the children to write a story that includes all words in the list

* Play game linked to topic

What am I thinking of?

Audience: KS2

Materials: Pen/pencil

How to play

1. One player is appointed the ‘thinker’ and thinks of something- need to restrict to a given topic or theme!!
2. The other players must guess what the thinker was thinking of. 

3. In round 1 each player says what they guessed the thinker was thinking. The thinker does not respond at this stage.

4. After all the players have stated their guesses, the thinker then says what s/he was thinking about

5. Round 2 now begins with each player justifying their guess by trying to link their guess with the ‘thinkers’. Each player gains one point if they can make a connection. If a player cannot make a connection with their guess it is then opened to the whole group for a bonus point.
Extension

* Write a conversation

* I am thinking of 2/3 things- what might link them?

* Using pictures create speech and thought bubbles

Crazy answers

Audience: KS2

Materials: Pen/pencil

Each player is given three pieces of paper. On one is written a question, on another a noun, and the third is left blank for an answer. The aim is to answer the question using the noun as part of the answer. 
How to play
1. Players are given a slip of paper on which they write a question. On another slip of paper they write a noun or noun phrase. These are shuffled together in a box or hat.
2. Each player is given a question and a noun, and a blank piece of paper.

3. Players must devise an answer to the question which incorporates the noun they have been given. 

4. Questions and answers are read out and a point is awarded for every answer that includes the noun given and makes sense.

Definition games

Dictionary Race

Audience: KS2

Materials: A dictionary, pen/pencil and paper

How to play

1. Prepare a list of words, say ten, ready for the players to hunt in their dictionary.

2. Players each have a dictionary ready for use. A word is called out and the  spelt aloud. Players race to find the word in their dictionaries.

3. The first player to find the word raises a hand, and gives the page reference and reads the meaning of the word. The winner gets the point.

Other

* Players can create their own list

* Players to find words without any vowels

* Players find words that are compound words

* Find words from different derivations

* Play this game with other reference books

Speed word

Audience: KS2

Materials:  all the other items Word lists

How to play

1. One member of each team is given a list of words which must not be shown to the other members of the team. On a given signal this person has to describe or define each word to the rest of the group who try to guess the word.

2. Each group is allowed two minutes to guess as many words as possible from their list.

3. The team is awarded one point for each correct answer. No points are awarded if the word itself or a close derivation is used as a clue.

Call my Bluff

** Remember the TV game!!
Memory Game

Suitcase/ I packed my bag
Audience: KS2

Materials: None

The players are going on a long journey with a large suitcase. Each player will choose one item to pack in the suitcase, but must remember all the other items already suitcase. If a player forgets an item they are out of the game.

1. The first player chooses the first item to be packed in the suitcase, and tells the others.

Extension

* Alphabet games

* Random numbers- remember a two digit number 
* Fizz Buzz

Poetry Games
Scrambled poems

Audience: KS2

Materials: Pen, paper, a poem cut up into lines, couplets or verses

Each player is given the muddled poem and are challenged to reassemble the poem in the order that makes the best sense. After a while, the players look at the poems they have created from their given lines.

The players are shown the original poem as written by the poet. The players whose poems is nearest to the order wins the game.

Extension

* Unscramble a story

* Choose a reference book, scramble some lines

* Unscramble a picture book
* Scrambled words or sentences

The furniture game

Activities: KS2

Pen/ Pencil and paper

Demonstrate the game by asking the group to describe someone they know, such as you, under a number of descriptive headings such as: a colour, a season, a place, a type of weather etc.
Ask the group to read out their descriptions beginning ‘He is’ or ‘She is’. 

1. Once the group have got the idea the guessing game can start. 

2. The rest of the group try to work out who it is by asking questions.

3. The person who guesses correctly can be the next one to choose to think of someone.

Example:


This person is crimson red


She is midsummer

A school playground

And a windy day

She is a multi-coloured duvet

An easy chair

The Big Breakfast Show

A slice of apple pie

Extension

* Character portraits

* Create metaphors

Three in a bed poem

Audience: Primary

Materials: Pen, Paper, collection of pictures, colour magazines or postcards
How to play
These poems have a number of lines consisting of three words. The se poems can be themed and using pictures can help develop visual awareness.

Using three columns place a noun in the first add an adjective in the second and finally add a verb
Moon

Bright Moon

Bright Moon shining

Trees

Green Trees

Green Trees swaying

Extension

* Five line poems

* What is the longest three word line poem?

Rhyming Consequences

* Like consequences but do need to make sure that the last word for each line to be at the bottom of the fold so that the next player can rhyme their line.
Question Games

How many questions

* This game invites players to create as many questions as they can about a given object or idea.
What’s the answer?

Twenty questions

Who am I?

Questions

* To keep a conversation going using only questions.

** Compile a series of questions from newspaper articles
Speaking and Listening Games

Fish and Chips

* Disguise voices

Chinese Whispers

Just a minute

The Minister’s cat

* This game is mainly about the use of adjectives, but also the use of alphabet

The minister’s cat is:


An angry cat and his name is Arthur


A bald cat and his name is Balthazar

Story Games

Story Chain 
* Children sitting in a circle and add a sentence

Story battle

One team starts a story and stops at a certain point. The other team tries to change the story by starting with the word ‘but’. The original team then tries to bring the story back.
Picture Stories

* Using pictures to tell a story 
Alphabet Stories

* Every word must begin with the same letter of the alphabet

Word Games

Crosswords

Place names

* This is a list game using geographical place names, each of which must begin with a chosen letter.

* Choose a letter and children have to list all the names known

Word hunts

Anagrams

Scrambled Paragraphs

Games taken from:

** Fisher R (1997) Games for Thinking
Nash Pollock Publishing
Oxford
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