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English through Interaction

A. MASTERTALKER®
 The interactive language game

Language learning the fun way

MASTERTALKER® language learning aids have 
been developed specifi cally to enable language 
learner interaction, while also assisting ESL 
teachers to accurately assess student abilities.
Activites are simple and quick to set up, and 
focus on key learning areas such as grammar, 
vocabulary, reading, speaking and listening.

‘The great thing about this game is that it is so 
adaptable. The students really like it. The rules 
are so simple that students don't get confused. 
Great resource!’ 
Anne Cox, ESL Co-ordinator, South Oaks Centre

Visit www.mastertalker.com to fi nd out more!

Q.  What has all the
ESL students talking?
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Divide the participants into two 
groups: sales assistants and 
customers.

Nominate how much money the 
customers each have.

Tell the sales assistants to think of 
one product to sell and to decide 
on the price of that product. (It 
must cost the same as or less than 
the amount of money each cus-
tomer has).

Instruct the sales assistants to go 
somewhere in the room and ‘set 
up shop’.

Customers go shopping in the 
shopping mall. (That is, visit the 
sales assistants in their shops).

Sales assistants must try to sell as 
much of their product as possible.

Continue until all customers have 
spent as much money as possible 
(within their limit), or for a set time 
limit (e.g. twenty minutes).

Bargain hunt

Winner:
The sales assistant with the most 
money at the end.

Note: 
All participants must constantly 
keep track of how much money 
they have.

Variation:
All participants are sales assistants 
and customers simultaneously. All 
participants can buy other items 
(from anyone) and sell their one 
product (to anyone).



6© Mastertalker

Divide participants into two teams.

Take one team to a place where 
they can not see the other team.

Participants in each team pair up 
and imagine they are best friends.

Participants discuss their lives, habits, 
likes/dislikes with their best friend 
and fi nd fi ve things they have in 
common. For example, they both 
have pet dogs, they both go to 
the supermarket every Saturday 
morning, or they both like cycling.

If there are an odd number of 
participants, one team has one set 
of three best friends.

Bring everyone from both teams 
together.

Participants split up from their 
best friend and team, mingle with 
participants from the other team 
and explain the fi ve things they have 
in common with their best friend.

If the person they are talking to 
can correctly guess who their best 
friend is, they and their best friend 
are out of the game and must move 
to the side or sit down.

If the person they are talking to 
can not correctly guess who their 
best friend is, they can continue 
to mingle and meet with other 
participants.

Eventually, as correct best friends 
are guessed and removed from the 
game, participants from only one 
team remain.

Game ends when members from 
only one team remains in the game 
and all members from the other 
team are out of the game.

Best friends

Winner:
Team whose members remain in 
the game at the end.
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Put the participants into small groups.

Tell everyone that there was a 
crime last night. Someone robbed a 
bank between 9pm and 11pm.

Take one member from each group 
out of the room. Choose one of 
these as the criminal.

These members are all friends, in-
cluding the one criminal. The friends 
must make a story about last night, 
claiming to be each other’s alibi and 
that they were all together last night.

Before they make the story, take the 
criminal away from his/her friends. 
The friends then have fi ve minutes 
to make the story.

Tell the other people in the groups 
(in the room) that they are all de-
tectives and the people outside are 
all suspects, but they have to fi nd 
out which one of them is the crimi-
nal. They have six minutes to think 
of questions to ask all the suspects.

At the end of the fi ve minutes, 
when the friends have made up 
a story, they have one minute to 
quickly tell the criminal what the 
story is.

Suspects come back inside the 
room.

One suspect goes to each group 
and is questioned.

After a certain time, suspects 
change groups and are questioned 
by a new group.

Repeat until all groups have 
questioned all suspects.

At the end, each group discusses 
who they think the criminal is.

Reveal the criminal.

Cops & robbers

Note:
The criminal is usually found as 
having the least information about
last night, as he/she had only one 
minute to learn of the story made 
up by his/her friends, whereas the 
friends had fi ve minutes to discuss 
it in detail.
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Divide the participants into teams 
of three or four.

Choose one person from each 
group (Person A) to go out of the 
room or to a place where they can’t 
hear the discussion.

Choose another person from each 
group (Person B) to be the one 
who answers questions.

The remaining participant(s) in 
each team must ask fi ve questions 
to Person B about Person A. (For 
example, ‘Where does A live?’, 
‘What TV show does A like to 
watch?’). Person B must answer 
these fi ve questions to the best of 
their knowledge. If the answer is not 
known, Person B must make up or 
guess the answer.

When the fi ve questions have been 
answered, bring Person A back into 
the room.

The team then asks Person A the 
same fi ve questions to see if Person 
B was correct in his/her answers.

For every correct answer, the team 
scores one point.

Repeat the activity until everyone 
in each team has played all the 
different roles (Person A, Person 
B and the one that asks the 
questions).

Do you know them?

Winner:
Team with the highest score at the 
end of the game.

Variation:
Use specifi c topics related to 
Person A (e.g. his/her past, 
interests)

Use hypothetical questions (e.g. 
‘What would Person A do if …?’)
  
Use hypothetical Yes/No questions 
(e.g. ‘Would Person A … If…?’)
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Choose three participants to be travel 
agents. Move them to the front of the 
room and tell them to set up their 
three shops, for example, think of 
a name for their business, decide 
whether they cater for luxury or 
budget customers, etc.

Divide the remaining participants into 
groups of equal numbers. Tell each 
group that they are one family and 
must decide what roles they have in 
their family, e.g., the father, mother, 
daughter, etc.

Tell each family they want to go 
on holiday and must buy a holiday 
package from one travel agent.

Allocate an amount of money for 
each family to spend on their holiday.

Travel agents think of a holiday 
package for equal to or less than 
that amount of money.

Members of each family spread out 
individually and discuss the packages 
with separate travel agents.

Families come back together to 
discuss their options.

After discussing their options, families 
may want to bargain with the agents 
to get a better deal.

Travel agents can adjust their packages 
accordingly.

Families choose a fi nal holiday 
package.

Family Vacations

Winner:
The travel agent with the most 
money at the end.

Note: 
For a large number of participants, 
adjust the number of travel agents 
and the size of the families 
accordingly.
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Put the participants into teams of 
four and number each person in 
each team from one to four.

Taking the fi rst team, Player 1 stands 
at one end of the room while 
Player 4 stands at the other end 
of the room. Players 2 and 3 stand 
between Players 1 and 4, such that 
players are an equal distance from 
the person next to them.

Repeat for the second team, 
standing some distance beside the 
fi rst team, and then for all teams 
so that eventually a grid has been 
formed by all participants.

Choose a topic for the game. 
See example topics below.

Tell Player 1 from each team the 
topic. Player 1 from each team then 
races to their team mate, Player 2, 
and describes the topic, without 
saying the name of the topic.

Player 2 then races to Player 3 and 
repeats what Player 1 has told them. 
Player 3 then races to Player 4 and 
repeats what Player 2 has told them.

Player 4 must guess the topic.

If Player 4 can guess the topic, 
he/she must say shout out the topic. 
If correct, that team scores one 
point. If not, play continues until a 
team correctly guesses the topic 
and says it aloud.

If Player 4 can not guess the 
topic, other team mates can give 
additional information, but only 
to the player immediately after 
them. That is, Player 1 can only 
give information to Player 2, 
Player 2 can only give information 
to Player 3 and Player 3 can only 
give information to Player 4.

Repeat for various topics, 
changing the positions of players. 
For example, Player 1 becomes 
Player 2, Player 2 becomes Player 3, 
and so on.

Grid Races

Winner:
Team that has the most number 
of points after a certain time (e.g.
twenty minutes) or team that is 
fi rst to reach a set number of 
points (e.g. ten).

Example topics:
a sport, a kind of food, an object, an 
animal, a job, an art form, a famous 
person, a famous company

Variation:
Each team has a ‘baton’ (an object 
of choice) and a player can only 
speak when they have the baton.
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Divide participants into teams of 
equal numbers.

Each team decides on a ‘rule’ for their 
group during discussions. 
See examples below.

Teams conduct a discussion about 
anything the group wants to talk 
about (or give them a specifi c topic 
to discuss).

One member of each team visits 
another group and engages in that 
group’s discussion. They can interact 
by asking and answering questions or 
commenting just like other members.

This ‘outsider’ must try and work out 
what the ‘rule’ for that group is.

Once they think they have worked 
out the rule, the ‘outsider’ must go 
back to their own team, and another 
member of their team must go off to 
another group to fi nd the next ‘rule’.

Game continues until one team 
thinks they know the rules of all other 
groups. This team then explains all of 
the rules to the whole room. If they 
have guessed correctly for every rule, 
that team is the winning team and the 
game ends. However, if they haven’t 
guessed correctly, game continues 
until a winning team is found.

Guess the Rule

Example rules:
Participants must put their right 
hand on the right leg before
answering a question.

Every answer to every question 
must start with ‘I think’.

Only females ask questions, and 
only males answer questions.
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Stand or sit half of the participants 
in a line, and stand or sit the other 
half of the participants directly 
opposite them.

If there are an odd number of 
players, one person stands or sits 
by himself/herself at the head of the 
group, as a person would sit at the 
head of a table.

Nominate one person to be the 
Captain, one person to be the 
Pirate and another person to be 
the Joker.

Decide on a topic for the 
participants to talk about.

Participants discuss the topic with 
the person standing/sitting opposite 
them for a set time limit (e.g. two 
minutes). (If there are an odd 
number of participants, the player 
standing or sitting at the head of 
the group doesn’t participant in 
discussion, but watches the group 
and rests.)

When the time has fi nished, all 
participants stop talking and the 
joker swaps positions with another 
participant of his/her choice.

Next, all participants move to the 
left one position, in a clockwise 
manner.

Participants again speak about the 
topic for the set amount of time. 
When the Captain begins to speak 
however, he/she must start the 
conversation with ‘Hello Captain’, 
thus transferring the title of ‘Captain’ 
to the person standing/sitting 
opposite him/her. Likewise, the 
Pirate transfers the title of ‘Pirate’ 
to the person opposite him/her by 
greeting them with, ‘Hello Pirate’. 
Similarly, the Joker transfers the title 
of ‘Joker’ to the person opposite 
them by greeting them with, 
‘Hello Joker’.

When the set time for discussion 
has fi nished, the joker again changes 
position with another participant 
of his/her choice. Next, instead 

of moving one space to their left, 
this time all participants move two 
spaces to their left.

After each discussion period, the 
number of spaces moved increases, 
so that next time players move 
three spaces, then four, then fi ve, 
and so on until the fi nal round, 
where players move ten spaces.

Again, after each round, the 
transference of titles is marked by 
the greetings of ‘Hello Captain’, 
‘Hello Pirate’ and ‘Hello Joker’ to 
those standing/sitting opposite the 
current Captain, Pirate and Joker.

Hello Captain

Winner:
Player at the end that holds the 
title of Captain.

Loser:
Player at the end that holds the 
title of Pirate.



© Mastertalker13

Divide the participants into groups 
of four.

Select one participant from each 
group to come to the front of 
the room.

These participants at the front are 
looking for a place to live.

The remaining three members in each 
group live together in a house that has 
one vacant room, and are looking for 
a new housemate.

The housemates must interview each 
person looking for a new place to 
live to see which person would 
be the most welcome addition to 
their household.

Likewise, the people looking for a new 
place to live need to ask questions to 
the housemates to see which house is 
most appropriate for them.

Before beginning, give everyone time 
to think of some questions they 
would like to ask. For example, 
questions relating to jobs, interests, 
cleanliness, friends, times to get up 
and go to bed, food and personality.

The people looking for a new place 
to live visit a house for an interview. 
When the interview is over, they 
move on to the next house for a 
new interview.

After each house has interviewed all 
potential new housemates, the most 
welcome housemate must be chosen 
by the current housemates, and the 
vacant room in each and every 
house fi lled.

If suitable matches towards the 
end can not be found, agreements 
between other houses and new 
housemates may be broken, and 
renegotiations can be made in the 
hope of brokering deals and fi nding 
solutions for everyone. 

Housemates

Variations:
Assign particular traits to all 
participants looking for a new 
house. For example, personality, 
job, age, relationships.
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Divide the participants into two 
groups: employers and candidates.

Employers are small business 
owners and have one job vacancy 
for their business.

Employers must decide what kind 
of business they have and tell the 
group of candidates what job is 
available.

Candidates visit employers that 
they want to work for and try to 
get the job.

Employers interview each 
candidate and chose the best 
person for the job.

If candidates do not get their 
desired job, they must choose a 
new job and a new employer.

Activity continues until all job 
vacancies are fi lled.

If anyone towards the end can 
not fi nd a job or new employee, 
they may ask other employers 
/ employees to renege on their 
previous agreements and re-enter 
the discussions in the hope of 
brokering a deal.

Job Interviews




