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Level up 
Playfulness 

What is it? Application of this 
activity  

How does it help 
learners to make 
progress? 

Teacher reflections 
from this activity 

Deliberate 

deception 

  

Deliberate deception involves inserting 

mistakes into explanations as a way of 

challenging learners to critically assess 

what they are being taught.  Using body 

language cues, such as nodding your head 

while explaining a deliberate falsehood, 

can be a really effective way of engaging 

learners.  Using this strategy of deliberate 

deception can really challenge a class to 

concentrate on explanations and develop 

deeper understanding.  Similarly telling 

learners that they have to spot mistakes in 

the explanation or example of work.  

Points can be awarded for learners who 

spot them and further points for 

explaining why they are mistakes.   

When a teacher decides to 

deliberately mislead learners they 

are seeking evidence as to whether 

learners really understand.  If they 

do not spot the mistake, then they 

either are not paying attention or 

not thinking deeply enough about 

the learning.  Being playful around 

the whole area of mistakes helps 

learners to see them as important 

learning points instead of a sign of 

failure.  Pushing learners to explain 

what the mistake is, and why it was 

made, will help learners not to make 

the same mistake themselves.    

How often do you playfully 

mislead learners with your 

gestures and body language? 

 

How can creating a playful 

attitude to spotting mistakes 

build good learning habits such 

as attention to detail? 

 

How can you use deliberate 

deception to create deeper 

understanding of concepts you 

are teaching? 

3 Minute 

Motivators 

 

The phrase ‘3-Minute Motivators’ was 

first used by Kathy Paterson in her book of 

the same name. These games are used to 

great effect by teachers who notice that 

the class needs a short, but positive break, 

in order to refocus and get re-motivated.  

For instance, the class might play a game 

like ‘Verbal tennis’ for three minutes 

before bringing them back to what they 

were doing before the ‘break’. In Verbal 

tennis, learners sit facing each other and 

try to score points by coming up with 

words on an agreed topic. As soon as 

hesitation, wrong answers or repetition 

occurs their opponent wins the points. 

3 Minute Motivators can be an 

excellent technique to help learners 

review their learning and provide 

proof of understanding.  They can be 

easily adapted to any topic to help 

learners review learning. Karate 

Maths (or English …) is another 

example. Learners can demonstrate 

mathematical concepts with their 

arms using loud Karate moves.  This 

game is at its best when the teacher 

gets in role.  Download 101 three 

minute motivators here: 

http://bit.ly/1h8VE4u  

How good are you at reading 

your class’s energy and 

engagement levels? 

 

Which topics do your learners 

seem to find the hardest to 

learn or remember? How might 

3 Minute Motivators help them 

to review learning? 

 

How can you use timers to 

ensure that the transition into 

and out of these short games 

happens efficiently? 
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By playful we mean creative strategies which help learners explore and interact with their learning. Playfulness often stimulates fun, which is a powerful intrinsic motivator for many.  In these examples teachers are 

using playfulness to create a more open, positive learning environment where learning from mistakes and ‘having a go’ is encouraged.   
The ideas within this 4by4 come from teachers who have gone through the Outstanding Teaching Intervention (OTI).  To find out more about OTI or our other courses contact us at www.malit.org.uk 

Classic games 

 

 

We define a classic game as one which has 

stood the test of time and whose rules are 

easily understood.  Examples could 

include Connect Four, Snakes and Ladders 

and Guess Who?   With a little imagination 

classic games can be adapted for many 

purposes.  For example, Connect Four can 

be played by pairs or even one side of the 

room against the other when tackling any 

set of questions.  Could learners design 

their own ‘snakes’ and ‘ladders’ for 

particular characters in a story or play?  Or 

could learners use Guess Who to help 

them articulate their understanding about 

differences between concepts that they 

are studying? 

When learners use classic games as a 

way of learning they get highly 

involved, are more willing to take 

risks with their learning and embrace 

failing.  Why not challenge learners 

to create their own questions to 

embed into the game and test their 

peers?  The skill of creating questions 

requires the application of their 

learning and teachers find the 

volume of questions between 

learners are so much greater than in 

a traditional whole class question 

and answer session.  Games can be 

used as an effective way of recapping 

a topic or for pre-exam revision.  

What classic games do you and 

your learners enjoy playing?  

 

What topic content could you 

weave into the structure of a 

classic game? 

 

How can you find out more 

about the types of games that 

learners like to play?  Are you 

open to using these games to 

help learners to 

understand/remember their 

learning? 

 

TV show 

formats 

 

  

Popular TV shows can also form a great 

structure to use in lessons. For instance, 

could you ask learners to act as candidates 

pitching their recommendations or 

judgements, as if to the Dragons on 

Dragons Den?  Being familiar with the 

show enables the teacher and learners to 

use language and phrases from the show 

such as, ‘I will offer you the full £100,000 

for that idea …’  Other useful shows that 

we’ve seen adapted, include the 

Apprentice, quiz shows such as The Chase 

and comedy quiz formats such as Would I 

lie to You? 

 

This approach enables teachers to 

connect learning a topic to 

something learners are more familiar 

with. The format of these shows can 

seem more engaging than 

discussions and debates yet they are 

achieving the same outcome.  The 

format also provides a ‘safe’ 

environment for learners to 

volunteer their own thinking as they 

are in role.  They also make possible 

different roles being designated to 

learners such as the Host, 

Quizmaster, Judge, or Contestant.  In 

role, learners could collaborate to 

create questions and appraise each 

others’ answers.  

What TV shows do learners 

seem to enjoy? 

 

Which topics might be more 

engaging if you used a game/TV 

show format to get learners to 

show their learning? 

 

How can using TV show formats 

make learning more 

memorable?  


