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TEAMBUILDING ACTIVITY

MATCH MINE
Goal

The game is specificially designed to build language skills and vocabulary.  They are ideal for students learling English as a second language, for students learning a foreign language and for ldeveloping their native native language skills.  In addition, Match Mine is a fun format yielding many important learning benefits for students:
-develops academic vocabulary
-improves verbal communication
-enhances ability to give directions
-promotes active listening
-nurtures cooperative skills
-promotes role-taking ability
-develops visual analysis
-increases spatial vocabulary (right, left, top, …)
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How to Play

Ma

Studens pair up. Partners sit on oppo-
site sides of a barler so they can’ see
each others game board. They each
have an dentical game board and
identical game pieces. One studentis
the “Sender” and the other i the "Re-
celver* To star, the Sender firstlays out
allof his/her game pieces on the game
board in any arrangement without falk-
Ingto the Receiver. The Sender cannot
‘move the game pieces once they are

tch Mine

Pariners, on opposite sides of a barrier,
must communicate with precision in order for
the Receiver to match the Sender’s arrangement of
game pieces on a game board.

allset in place. The obiect of the game
s for the Sender and Receiver fo com-
municate clearly so the Recelver can
perfectly match the Sender’s arrange-
ment. To make a match, the Sender
describes his/her arangement by
‘explaining the location of each game
plece. The Recelver listens carefully and
follows the Senders directions. On the
following pages, you willfind defalled
instructions, plus game variations.
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Getting Read

Pariners, one the Sender, the other the Receiver, sit on opposite sides of a barrier
wilh dentical gome boards and game pieces.

| STEPS 4

1. Sender

Creates Arrangement

The Sender arranges his/her game
pleces on his/her game board while
he Recelver was quietly. For the Barn-
yord Animals game, the Sender places
his/her animals in the barm.

2. Sender

Directs Receiver

The Sender gives the Receiver directions
fo match the Sender's arrangement

of game pieces on fhe game board.
Insfructions may sound like: “The horse
s the top window of the barn. Below
thehorse on the right s the urkey...”

3. Partners Check

When finished, partners carefully set
their game boards side by side o check
for accuracy. “OK, f sounds lkewe
have @ match, lefs check "

4. Praise and Plan

The Recelver praises the Sender for
his/her insiructions and they develop
improvement irategies. “Great [ob
describing your bornyard layout, Next
ime, les call he femae chicken a
hen”

5. Switch Roles

The Recever now becomes the Sender
and the Sender becomes the Receiver.
The pair plays again.
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.) Partner A numbers body parts

on the human body game board.
Partner B cooperates with Partner A
to make a match.

yocanuliany
« Ankle
« Arm
« Body
« Chest
«Ear
« Elbow
~ Eyebrow
“Eyes
« Fingernail
» Foot
* Hair
*Hand
o Hip
* Knee
« Knuckle
olcs)
« Mouth
« Neck
« Shoulder
« Stomach
«Thumb

Game Pieces





image5.tiff
~ Human Body

=g 5]





image6.tiff
HumanBody [

Game Pieces — Partner A JRESESE





