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Develop Your Own Pronunciation and 
Grammar Games 

}  Agenda: 
}  Introductions 
}  Sample games for Pronunciation 
}  Sample games for Grammar 
}  Break out sessions to create games 
}  Show and Tell 
}  Wrap up and questions 



Games 
}  Introductions 

}  Name, type of program, goal for session 



IPA 



Fun and Effective Pronunciation Games 

}  IPA Game #1: Phoneme Go Fish 
}  Goal: For students to master the symbols and sounds of IPA 
}  Materials: Notecards 
}  Dynamic: small groups 
}  Procedure: give each group a set of ‘cards’ with different 

phonetic symbols on them.  Follow go fish rules. Students must 
make words.  Student with most words wins! 



Fun and Effective Pronunciation Games 

}  IPA Game #2: Tic-Tac-Toe 
}  Goal: To have students identify and produce target sounds 
}  Materials: Handout 
}  Dynamic: Pairs 
}  Procedure: Give pairs handout with multiple tic tac toe drawings 

as well as their target sound.  Students write word with target 
sound in block.  Student to win most games on handout wins! 



Fun and Effective Pronunciation Games 

}  IPA Game #3: Bingo 
}  Goal: To have students listen for and produce target sounds 
}  Materials: Target sounds Bingo cards 
}  Dynamic: individual or pair activity 
}  Procedure: Give teams set of Bingo cards with target sound 

words.  Follow Bingo rules.  First team with Bingo must 
correctly pronounce words in order to win! 

}  http://makeworksheets.com/samples/puzzles/index.html 

}  http://print-bingo.com/print-bingo-cards.php 

 "



Word Endings 
}  S endings: 

}  Words ending in voiceless 
sounds like: /t/, /k/, /p/, /f/ 
have a /s/ ending 

}  Words ending in a voiced 
sound like: /b/, /d/, /g/, /v/ and 
vowels have a /z/ ending 

}  Words ending in /s/, /z/ and 
other hissing silibant sounds 
have a /iz/ ending. 

}  ED endings: 
}  Verbs that end in a voiceless 

sound have a /t/ ending. 
}  Verbs that end in a voiced 

sound have a /d/ ending. 
}  Verbs that end in a t or d 

have a /id/ ending. 



Fun and Effective Pronunciation 
Games 

}  Word Ending Game  #1: Crazy 8’s 
}  Goal: To have students identify and distinguish between the -ed 

endings. 
}  Materials: Crazy 8 -ed cards 
}  Dynamic: Small groups of 3-4 
}  Procedure: Give each group a pack of Crazy –ed Cards, Dealer shuffles and deals 5 

cards to each player, Turn over the top card in the draw pile, The player to the dealers left 
must produce a card that has the same number or the same –ed ending sound, If the 
player has neither they must continue to pick cards from the draw pile until they have 
one to match the number or –ed ending. 



Fun and Effective Pronunciation 
Games 

}  Word Ending Game  #2: Final -s Jeopardy 
}  Goal: To have students identify and produce -s endings.  
}  Materials: Notecards, tape 
}  Dynamic: Two large groups (divide class in half). 
}  Procedure: Create five categories  with words that have-s endings. Create statements for each word in 

which the student will have to produce an,  –s ending word as the answer, Write the statement on the card and 
on the reverse side a point value, Example: Card: Bananas are one of their foods of choice  30pts Ss: What are 
monkeys? The student must pronounce the –s ending correctly and state whether it makes the /s/, /z/, or /Iz/ If 
so, student gets points on front.  If the student answers correctly others from their team continue taking turns 
until they get one wrong at which time play passes over to the other team 



Fun and Effective Pronunciation Games 

}  Word Ending Game  #3: File That Sound! 
}  Goal: To have students identify word ending sound; apply word 

ending rules. 
}  Materials: Notecards 
}  Dynamic:Pairs or small groups 
}  Procedure: Have /t/, /d/, /id/, /s/, /z/ and /iz/ headings and 

students ‘file’ words under the sound that represents its’ 
ending. 



Word Stress: Parts of Speech 
•  Rule One:  The stress falls on the first 

noun in compound nouns and noun + 
noun combinations.  Example:  
DEADline, TRAffic jam 

}  Rule Two:  In compound adverbs of 
location, the stress is on the second 
syllable.  Example:  northWEST, 
outSIDE 

}  Rule Three:  In reflexive pronouns, the 
stress is on SELF or SELVES.  Example:  
mySELF, our SELVES 

}  Rule Four:  In an adjective + noun 
phrase, stress both the adjective and the 
noun.  Example:  NEW HOME. 

}  Rule Five: In numbers with a –teen, stress 
the teen, other numbers, stress the base.  
Example:  sixTEEN, SIXty 

}  Rule Six:  In verbs with a prefix, stress 
the base form of the verb.  Example:  
deCIDE, rePEAT 

}  Rule Seven:  In two syllable words that 
are both nouns and verbs, stress the first 
syllable in a noun and the second in a 
verb.  Example:  PREsent (n) and 
preSENT (v). 

}  Rule Eight:  In phrasal verbs, stress the 
preposition. Example:  give UP, pick 
OUT 



Word Stress: Suffixes 

}  Rule One:  With these suffixes, -ic, -ical, -ity, -ify, -ogy, -ion, -scopy, -meter, -graphy, 
stress the syllable before. 
}  Example:  optiMIStic 

}  Rule Two:  With these suffixes, -ee, -eer, -ese, -esce, -esque and -ette stress the 
syllable with the suffix. 
}  Example:  engiNEER 

}  Rule Three:  With the suffix -ate, the third syllable from the end should be 
stressed, even if  an -ed is added.  The only time it isn’t stressed is when -ion is 
added.   
}  Example:  EStimate 



Fun and Effective Pronunciation Games 

}  Word Stress Game  #1: Circles 
}  Goal: for learners to master word stress patterns 
}  Materials: notecards, colored paper cut into circles 
}  Dynamic: pairs or small groups  
}  Procedure: give each group a set of words, and a set of circles.  

Say or show the word and have each group mark the stress 
pattern.  First group claps. 



Fun and Effective Pronunciation Games 

}  Word Stress Game  #2: Stand Up, Sit Down! 
}  Goal: for learners to master word stress patterns 
}  Materials: students and chairs lined up in a row 
}  Dynamic: entire class 
}  Procedure: write a word on the board and have students in a 

line.  Each member of the line represents one syllable.  The 
stressed syllable must stand up. 



Blending/Reductions 
}  Rule #1:  We pronounce 

the same consonant once: 
}  Black coffee—bla kofee, One 

night—onight 

}  Rule #2: Same vowel 
sounds are linked by a /y/ 
and other vowel sounds 
are linked by a /w/ 
}  He isn’t /y/, Too angry /w/ 

}  Rule #3: Before an 
unstressed syllable, the /t/ 
often sounds like a quick /
d/ 
}  Matter (mader), A lot of   (a 

lodov) 

 
}  Rule #4:  The /d/ + /y/ 

sounds like a j in just. 
}  Did you—didja, Made you---

maja 



Fun and Effective Pronunciation Games 

}  Blending/Linking Game  #1: Concentration 
}  Goal: To have students recognize linking patterns. 
}  Materials: Notecards 
}  Dynamic: pairs or small groups 
}  Procedure: Set up cards like concentration, have students flip 

two cards to match the pronunciation with the correctly spelled 
phrase.  Student with most sets of cards wins! 



Fun and Effective Pronunciation Games 

}  Blending/Linking Game  #2: By the Numbers 
}  Goal: To have students produce linked phrases and identify 

why it is linked. 
}  Materials: Chalkboard, Notecards 
}  Dynamic:Entire class in teams 
}  Procedure: Fill out big notecards with a number on the front 

(starting at 1) and a phrase with a blend in it on the other 
side.  Small groups choose a number and then must produce 
the blended or linked pronunciation of the phrase. 



Fun and Effective Pronunciation Games 

}  Reductions Game  #1: Reduction Gab 
}  Goal: To have students pronounce the reduction and identify the 

full speech meaning. 
}  Materials: notecards 
}  Dynamic: pairs 
}  Procedure: Give each team a set of reduction note cards. The 

team to correctly write the full speech answers and pronounce 
phrases both ways wins! 



Fun and Effective Pronunciation Games 

}  Reductions Game  #2: Reduction, Production! 
}  Goal: To have students produce reductions. 
}  Materials: knock, knock jokes 
}  Dynamic: Pairs 
}  Procedure: Pairs tell each other knock-knock jokes and monitor 

their pronunciation on reductions. 
}  http://www.ahajokes.com/knockknockjokes.html 



Rhythm  

}  Only CONTENT words are stressed (and only the stressed syllable of 
the content word) 
¨  Content words are words that carry meaning . . .nouns, verbs, adjectives, 

adverbs, negatives, WH words 

}  FUNCTION words are reduced.   
¨  Function words serve a grammatical purpose.  They are articles, 

prepositions, conjunctions, helping verbs 



Fun and Effective Pronunciation Games 

}  Rhythm Game  #1: Rhythm in Song 
}  Goal: To have students listen for, identify and differentiate 

content and function words. 
}  Materials: Song, handouts with Jigsaw 
}  Dynamic: Whole class and pairs 
}  Procedure: Play song, supply pairs with information gap activity, 

have students deduce content and function words 	
 	




Fun and Effective Pronunciation Games 

}  Rhythm Game  #2: Dominoes 
}  Goal: To have students identify and match rhythm patterns in 

short phrases. 
}  Materials: chalkboard, Domino cards 
}  Dynamic: Small groups 
}  Procedure: Play just like dominoes.  Have students line up cards 

with same rhythm patterns. 



Fun and Effective Grammar Games 

 
When Did THAT Happen???? 
" Goal: review verb tenses 
" Materials: variety of action and emotion pictures, dice 
" Dynamic: Pairs, small groups 
" Procedure: List various verb tenses 1-? on board. Have 

student roll dice and match the verb tense with the 
numbered picture and create a sentence. 

" Variation: If only working on one particular verb tense have 
student roll dice and match the numbered picture with die 
and create a sentence 



Fun and Effective Grammar Games 

Adjective order #1:  Describe It! 
}  Goal: To have students identify and order descriptive adjectives 
}  Materials: unique items, board 
}  Dynamic: pairs 
}  Procedure: Give each pair an item to describe.  No sentences—

just descriptive phrases.  Write phrases on board—erase all 
incorrect sentences.  Go over order, have them rewrite. 



Fun and Effective Grammar Games 

Adjective order #2:  Guess the Noun! 
}  Goal: To have students identify and order descriptive adjectives 
}  Materials: everyday items, cards with adjectives 
}  Dynamic: class or teams of students 
}  Procedure: After review each item (noun only), post adjective 

cards on board that describe one of the items. Leave out the 
noun.  Have the class guess the item.  Then, you can have 
students post the cards to describe on the board.   

 



Fun and Effective Grammar Games 

Adjective order #3:  Search and Find 
}  Goal: To have students identify and order descriptive adjectives 
}  Materials: items, cards with adjectives 
}  Dynamic: small groups, pairs, entire class 
}  Procedure: Put cards up to describe the item (no more than 3 

to 4).  Label each card under a category, take out one card.  See 
if students can replace with an adjective that falls under the 
SAME category, ie. size. 

 



Fun and Effective Grammar Games 

Sentence Structure:  Patterns and Production 
}  Goal:  To have students recognize patterns and to produce 

grammatically correct sentences. 
}  Materials:  colored markers/pencils, reading material handouts/

overheads 
}  Dynamic:  dyads or small groups 
}  Procedure:  After having taught target patterns (simple SVO 

sentences, prepositional phrases, dependent clauses, independent 
clauses, etc.), provide reading material (paragraph or so) and have 
students label targeted patterns and provide explanation.  Step it 
up to the next level and have students produce structures in their 
writing. 



Fun and Effective Grammar Games 

Sentence Structure:  Patterns 
}  Goal:  To have students recognize sentence types. 
}  Materials:  notecards with 1 sentence part on each card 
}  Dynamic:  dyads or small groups 
}  Procedure:  Have students use notecards to create a variety 

of sentence types. 



Fun and Effective Grammar Games 

Contractions:  Contraction Extraction 
}  Goal:  To have students correctly identify the contraction’s 

full structure. 
}  Materials: Audio clips and cloze exercises 
}  Dynamic:  dyads or small groups 
}  Procedure:  Play audio clip once for meaning.  Pass out cloze 

exercise (contractions missing) and play audio clip again this 
time allowing students to fill in contractions.  Provide time 
for students to then produce the correct full structure.  
Share with the class. 



Fun and Effective Grammar Games 

Any Grammar Point: The Sentence Auction 
}  Goal: To have students identify and correct grammatical errors. 
}  Materials: Powerpoint, fake money 
}  Dynamic: small groups, pairs, entire class 
}  Procedure: Create a powerpoint with student errors, or 

common errors, have groups ‘bid’ on the wrong sentences.  
Highest bidder wins sentence, they must correct.  If they get 
correct, they get a point.   

 



Fun and Effective Vocabulary Games 

Vocabulary Jeopardy! 
}  Goal: To have students match new vocabulary terms with 

meaning. 
}  Materials: Notecards, blackboard 
}  Dynamic: small groups 
}  Procedure: Just like Jeopardy, number cards and have definition 

on card.  Team choose a number, and tries to guess vocabulary 
word. 



Fun and Effective Vocabulary Games 

Vocabulary Bingo! 
}  Goal: To have students match vocabulary item and definition. 
}  Materials: bingo cards with key terms. 
}  Dynamic: individual 
}  Procedure: give the definition of the word to your class. Each 

person must then determine if he has the word that 
corresponds to the definition on his bingo board. When 
anyone gets five squares in a row, he should shout, “Bingo!” 
Warn your students not to clear their boards until you have 
checked the winner’s words to make sure they did not have an 
incorrect answer.  



Fun and Effective Vocabulary Games 

}  Other games that can be adapted to vocabulary: 
}  Vocabulary Auction 
}  Concentration/memory game 
}  File that word! (Can list under part of speech) 
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