Phoneme fun Trainer’s notes

/Aims To review and recycle phonemic symbols )
Syllabus area Phonology —
i)
Timetable fit For use as a practice activity, after trainees have been introduced to the phonemic alphabet E
o
Interaction pattern Group work —
- . v
Timing 20 minutes S
\Materials needed One copy of the worksheet (1.2A) for each group ) -8
=
R
The phonemic script can sometimes intimidate TKT NB Keep up the pace and fun level. If a round goes on E
candidates. This is an enjoyable practice activity to help for more than two to three minutes, stop it anyway and —
trainees decode it. select the team with the most, or the best answers as the E
. winners of that round. If a team gives an answer which Q
Instructions doesn’t contain the phoneme, write up the phoneme for the ~ J¥K
1. Divide the class into groups of three to five. Have each mistaken sound on the board so trainees can contrast the
group nominate one trainee as a scribe to write the symbols and the sounds, e.g. arm contains/a:/ not /&/.
answers down. Lo
2. Display the table on the worksheet by using an OHP or Variation 1
by reproducing the table on the board. Have the winning team in each round delete one of the
3. Demonstrate how to play the game. Write the phoneme existing categories and suggest another of their choice, i.e.
/&/ on the board. Elicit words that contain this sound delete Adjective and substitute Sport.
(the sound can occur at the beginning, in the middle or L
at the end of the word), and that fit into the categories Variation 2
listed. When three categories have been filled in, shout Have the groups find words for all five categories, rather
“finished’. than just three.
4. Explain that the teams will now play the game in the o
same way: you will write a phoneme on the board; each ~ Variation 3
team will try to find words for three categories; when Use the blank worksheet (1.2B) to substitute the categories
they have three categories completed they will shout or phonemes to suit your trainees.
‘finished’. For the TKT glossary term, allow trainees to
refer to the glossary. Ve ~N
5. Start the game by writing /e1/ (Round one’s phoneme: Answer key
see answer key) on the board. After each round, Here are some possible answers:
conduct feedback by asking for the answers from the e/ ler/ If/ 12/ 121/
winning team. Write the words (in English spelling, not
phonemic script) on the board, underlining where in the Al cat snake shark | elephant | horse
word the sound appears. Adjective happy crazy shy wonderful awful
6. Award two points for the team who won the round (i.e.
who shouted ‘finished’ first). Then award that team two FZ:::r sandwich cake fish sugar prawn
points for each correct answer. Award the other teams part of the
two points for each answer they have that is different to body back walst shoulder | stomach | forehead
the winning team’s answer. T
7. Play the next rounds, repeating steps five and six. Use glossary | accuracy board functions Inter- oral test
the phonemes suggested in the answer key, or choose 9 term &ame language )

others to suit your trainees. At the end, add up all the
points to find the overall winning team.
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