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ASK ME ABOUT 

Each person at a table take a post-it and pen  

Write one topic you are very knowledgeable 

about (excluding ASL & Teaching) 

When given the cue you will stand up and 

rotate the asking others about their topic 

and sharing about your own.  

Voices Off! 



BACKGROUND 

CODA and Deaf Siblings 

Masters in Education 

Leadership Development Institute Trainee (K-12/CC 

Administrator focused) 

High School ASL Teacher 6 years 

Community College Instructor for over 3 years 

Passionate about ASL and Deaf culture 



GOALS FOR THE ONE-HOUR SESSION 

To discuss the benefits of games & activities in 

ASL 

To introduce new materials for games and 

activities 

To participate in game demonstration through 

hands on and interactive learning. 

To share feedback and ideas about games and 

activities teachers employ in their classroom. 

To answer questions and share feedback 



LANGUAGE IS DIFFICULT TO LEARN AND EFFORT IS REQUIRED AT EVERY 

MOMENT, GAMES AND ACTIVITIES CAN  SUPPORT THE PROCESS: 

1. Students learn best by learning, seeing and doing 

2. Boosts enthusiasm and readiness to learn 

3. Reinforces language skills and increases creative 
thinking 

4. Games & Activities can be used to introduce or 
review content 

5. Encourages Participation 

6. Develops rapports between students/teachers 

7. Clarifies content ,opens student discussion about 
information/signs they need clarified or questions 
they need answered. 

8. Keeps them focused (awake) 

9. Games solely are not meant to replace other 
aspects of learning but to compliment the 
curriculum and class process. 

 

http://www.google.com/url?sa=i&rct=j&q=animated+gifs&source=images&cd=&cad=rja&docid=GoCwewlO4itAnM&tbnid=b81n6pD72etANM:&ved=0CAUQjRw&url=http://classroomclipart.com/clipart-view/Animations/Education/thinking_412cc_gif.htm&ei=yv88Ubn1NcLs2gXfzYBw&bvm=bv.43287494,d.b2I&psig=AFQjCNE8IvLgXHd7QBW-csu1SPhTZbotWw&ust=1363036832308829


TIPS FOR GAME PREPARATION 

Prepare  ahead of time 
  "Advance organizers" are devices (visual aids, props, PowerPoint's, toys, etc.) that 

you use while introducing a topic/game to enable your students to "figure out" the 
topic/game and link it to what they already know. 

Explaining a game to the students in ASL (in a beginning level 
class) often takes way too much time away from the game itself. 
Explain the game ahead of time. 
 Students should spend time "playing and using ASL themselves" rather than 

watching the teacher explain the rules of a game. 

Explaining games can be done: 
 By Voice 

 In a no-voice class by typing up the instructions for the game and giving students 
the instructions by print, online or in class to read.  Then play the game during the 
next class period. 

 

 

 

Dr.Vicars:http://lifeprint.com/asl101/pages-layout/teachingasl/teachingasl12.htm 



HOW MANY OF US HAVE PLAYED THIS? 



HOW MANY OF YOU HAVE PLAYED THESE 

COMMON ASL GAMES BY A SHOW OF HANDS? 

Telephone  

ASL Bingo 

Charades 

Elephant Game 

ASL Hangman 

Jeopardy 

I Spy 
 



SEARCHING FOR NEW GAMES????? 



GAMES AND ACTIVITIES (WE WILL NOT LEARN ALL OF THESE TODAY) 

Ask me about… 

Fingerprint 

Conversation Wheel 

Password 

Its all about the end 

Pass the words (Hot Potato) 

Line Up 

Four Corners 

 

 



LET’S TRY OUT AN ACTIVITY! 



PASSWORD 



DIRECTIONS 

 Student volunteer to stand with their back facing the screen 

A one word answer will appear on the screen 

The audience will give them one word clues clues about the word 

but cannot use sign the actual word.  

The audience can act out, gesture, sign a one word clue related to 

the word. 

The volunteer will be given 45 seconds to guess what the word is. 

Note:  

This can be played in teams 

Or as an entire class with one individual taking turns at a time 



NERD 



FACEBOOK 



HERB 



ZOO 



CONVERSATION WHEEL 



CONVERSATION WHEEL 

Form a circle within a circle. Each person should 
be standing face to face with a colleague.  

A word/question or phrase will appear on the 
next PowerPoint slide and participants will have 
a 1 to 1 dialogue based on that term. 

When the light flashes the outside circle will 
take one step to the right and you will be in 
front of a new person and will have a new topic. 

You will have one minute for each term.  



TOPICS 

1. Can you think of a good teacher you had? Why 

2. When was the last time you felt really happy? Explain. 

3. Can you name some chores that need to be done everyday? 

4. Describe a perfect date. 

5. Have you ever been to Disneyland? What were you like and detest? 

6. What would you do if you were rich? 

7. What's something you don't like about Facebook? Why? 

8. What are some characteristics of your personality? 

9. How big is your family? Who is in your family?  

10. If you had only 24 hours to live, what would you do? 



INSTRUCTIONS FOR EACH GAMES 

FOLLOW 

Additional Games for the Road… 



FINGERPRINT (HANDOUT ON TABLE) 

Overview: Students learn best through interactive and fun experience! This game 

allows students to be active while learning after all the goal is to keep the student 

awake. In this activity students will review or learn new American Sign Language 

vocabulary by using their receptive skills and selecting the correct vocabulary 

word. The objective will be accomplished by utilizing various tools for students to 

practice and increase this skill set. 

Resources/materials: 

 White board in classroom  

 Vocabulary as it applies to your lesson 

Duration: 

 Estimated 20-30 minutes depending on quantity of vocabulary words 

 



FINGERPRINT 

 The teacher will write as many words from the current vocabulary or a mixture of current 
and old vocabulary on the whiteboard.  

 Separate students into teams of four to five or depending on the number of students in 
your classroom. 

 Each team must send one person at a time to face the whiteboard. If you have 5 teams 
then there will be 5 students standing in front of the whiteboard.  

 Sign a word in front of the five students and the student who puts his fingerprint on the 
word first will receive a point for their team.  

 Once the 5 students have completed the fingerprint task then they will rotate with 
students in their teams to ensure all students participate. 

 The team with the most points wins the game. If you would like to award a prize to the 
winning team, homework or test passes are great incentives. 

 Additional Information: 

 This method can also be used to teach students new vocabulary. If teaching new 
vocabulary, sign a word and ask students what word on the board does the sign look like? 
Explain that some signs are iconic (iconic means the sign resembles the word. Example: 
Walk-there are two ways to sign it but the iconic sign is a number two hand shape, facing 
downwards and moves like legs walking.) 

 This activity can be used for any grade level K-12 and college. The activity supports 
vocabulary attainment and retention.  



IT’S ALL ABOUT THE END 

This activity can be done as a class in a large circle or students can be 

grouped into individual circles. 

Select a student to begin the game and the route the circle will follow either 

to the right or left. The selected student will sign a word such as “game”. The 

next student must sign a word beginning with the last letter of “game”-E-. They 

might think to sign “elevator”.  The next student in line will sign a word 

beginning with the last letter of “elevator”-R.  

If a student cannot think of a sign or exceeds the time limit they must step 

out of the game. If you are playing in individuals circles then each student in 

the individual circle must form into one circle and compete against each other 

or whomever is left in each circle wins. 

This activity is continued until only one person is left in the circle. They win! 



PASS THE WORDS (HOT POTATO) 

 Create a set of flashcards or use  8 ½ x 11 sheets of paper with current 

or previous vocabulary on it. 

 The vocabulary on the flashcards can either be pictures or words. 

 Have students form a circle and select a person to begin. 

 Normally, I play music as to keep the students awake but this optional. 

 Begin with 5 flashcards/sheets of paper and as the game progresses or if 

a large number of students remain additional words are added to make 

the game more challenging. 

 Each time the music stops, whomever is holding a flashcard must sign the 

word correctly or they must step out of the game.  

 When a student is out, I give them the responsibility of watching to make 

sure signs are correct or handing flashcards. That way everyone is 

involved.  



FOUR CORNERS 

 Select the four corners of your room or facility 

 Label each corner as “corner 1, 2, 3, 4” 

 Select a student to be a counter and one student to be a signer/speaker(this student 
will need a list of vocabulary) 

 You will oversee the game and crowd control 

 The counter must keep their eyes closed and will count down from 10 to 1, During 
this time all your students will move around the room to choose a corner to be in. 
Once the counter hits 10, students must stay in whatever corner they are in or near. 
The counter will select a corner. 

 That corner must sign whatever words from the list the signer/speaker gives them. 
The signer/speaker will give everyone in the corner a different word. If they sign it 
correctly they stay if not they are out.  

 Then repeat the process until you have so many students left or just one! 

 This game is great to use to review vocabulary, grammar/culture notes and more. 



TIPS FOR GAMES 

Ask your students to develop games 

Don’t reinvent the wheel-look for games that lend 

themselves well to ASL  

Connect with other ASL educators, and 

professionals in the field to find positive and proven 

results. 

Use all resources such as books, internet and 

people. 

 



ADDITIONAL REASONS FOR GAMES… 

1. Games are fun with a purpose 

2. Games provide feedback to the learner 

3. Games provide feedback to the trainer 

4. Games are experiential 

5. Games motivate 

6. Games improve teamwork 

7. Games create a less threatening learning environment 

8. Games bring real-world relevance 

9. Games accelerate learning 

10. Games give you choices for your classroom 
 
 
 
                                                           http://www.thegamegroup.com/article1.htm 



RESOURCES 

PowerPoint can be found at 
www.handstalktoo@wordpress.com  

  http://www.teflgames.com/why.html 

http://www.teflgames.com/games.html 

http://iteslj.org/c/games.html 

http://iteslj.org/questions/ 

Books: 

The Elephant game-ASL &Deaf Culture Activity 
Series-J.Zinza 

American Sign Language Activities-Edgar Shroyer 
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http://iteslj.org/questions/


SHARING IDEAS!!!! 

Educators learn best from other educators! 

 

 

Share with your fellow educators: 

  Games or activities that are used in class and their success 

Feedback 



QUESTIONS 
'Games are often used as short warm-up 

activities or when there is some time left at 

the end of a lesson. Yet, as Lee observes, a 

game "should not be regarded as a marginal 

activity filling in odd moments when the 

teacher and class have nothing better to do" 

(1979:3). Games ought to be at the heart 

of teaching foreign languages. 
From 'Games for Language Learning' 

by Andrew Wright, David Betteridge and Michael Buckby 

Cambridge University Press, 1984. 




