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Section A: For the teacher
A1: Educational context
· Time frame 1 lesson
· Setting: Students do not generally find going through the Internet sources  an interesting task. In order to encourage students to broaden their general knowledge with the use of the Internet and practice formulating questions in English I have created a board game. 
· School resources. Computers, the Internet, answer cards for the student to write their answers for.
· Curriculum mapping. The aim is to create cross-curriculum  task but it will be especially useful for English teachers when introducing and practicing WH questions.


A2: Rationale
· Why you propose the scenario
To foster students creativity and provide variety on the lessons. To reverse the roles in the classroom and give more control to students. To increase students` motivation.
· What problem you address
Lack of students’ motivation to participate in the lesson actively (passenger students)
· What your (i.e. teacher’s) goals are
· The main goal is to transform my students from passive receivers into creators and improve their language skills, mainly the use of WH questions in the process. 

Section B: For the student
B1: Beginning
Design purpose: setting the stage and defining student’s goals
· Situation: Students will be asked to prepare a question card with answers and interesting facts in groups. Their task will involve choosing the general categories for the questions. Use the Internet to find an interesting fact in the fields they have chosen and formulate the questions on a question card. They will be asked to prepare  7 questions on one card. Each question has to be from a different field (history, English speaking countries’ culture, sport, geography, science and so on) The answers to the questions will be all numerical (date, amount, speed, length, weight and so on). Students will also be required to provide an interesting fact to the numerical answer. For example:

Q: How many bones are there in a giraffe’s neck
A: 7. -  all mammals have 7 bones in their necks but there are exceptions for example the two-toed sloths and the manatees have only 6.

Later when the game is played students answers will be placed in one row from the highest numeral to the lowest one. In this stage of the game the students bet putting provided tokens on the cards they feel are correct or closest to the correct answer. 

· Goal definition: problem assignment.  Students work in groups in order to create question card for the other group to play.
· Minimal set of initial knowledge (to set the stage for goal definition) 
Basic computer skills. At least pre-intermediate level of English.
B2: Middle
Design purpose: providing means, structure, and support for students to be autonomous but substantially engaged
· Activities. 
1st stage: Students work in groups to prepare the question cards with the help of the Internet and dictionaries
2nd stage: Student play the game. 
· Materials and tools
Computers, Internet, dictionaries.
· Content resources
Dictionaries, the Internet.

· Rules 
In order to play you will need:
1. A question card with seven questions and the answers at the back with interesting facts.
2. Answer cards ( as many as players)
3. Sets of 3 tokens for each player (different colors) Two tokens with number one on it and one special token with number 7 on it. 
How to play the game?
1. The students are divided into groups of 3-7 people (the more the better). Each group prepares one question card with 7 questions on one side and the answers and the interesting facts on the other.
2. During each round one question is read and students write their answers on their answers cards. The answers are then placed from highest to lowest on the table. 
3. When the cards are arranged students place their bets with tokens on the cards they feel have the correct answer on them or the closest to the correct one but not higher since all higher answers do not give any points. While betting the students may place either 2 tokens with number one in one round or play with the special token. If they choose the normal tokens on the correct answer they get one point for each token on the correct answer (they can bet two tokens on the same card or put them on different cards). If they play with the special token and they get the correct answer they get 7 points but if they bet on the incorrect answer they lose all the points they gathered up to this point.
4. The person with the most points after seven questions wins the game.

Students. 
· Division of labor
The students will work in groups of 3-7 and they decide on the division of labor. It will be up to them if they will divide the necessary work into individual parts or collaborate to achieve the objective. They will choose the seven general fields and prepare the seven questions.  The teacher role will be to ensure all students get involved in the process and serve as a mentor rather than have any decisive role in students’ ideas.
· Timeframe (overall duration, frequency etc.)
The game can be created and played in one lesson unit - 45 minutes.

B3: End
Design purpose: providing closure to the activity
· Final product (if any) 
The final product will be the question cards that can be used with different groups of students while playing the game.
