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1. INTRODUCTION TO THE PROJECT 

The project: “How can we create cooperative games working in groups for the school English Day Event?” was 

carried out during the academic year 2017-18 by the Physical Education teacher of the ESC Baldiri Reixac located 

in Barcelona, as a part of the GEP 2. 

The current project has been planned to design The English Day event in the school. Not only to students (from P3 

to 6th grade) but also with the support of their families and students from the Universitat Ramon Llull. 

Implementation started in March and carried out for a month and a half as we used our weekly Physical Education 

lessons in English. After overcoming several difficulties, students of 5th grade managed to create and design the 

Event. I think students enjoyed the project although it was a huge challenge for them. They learnt some new 

vocabulary and concepts which they eventually used to create their cooperative games and enjoyed together. 

The driving question: How can we create cooperative games working in groups for the school English Day Event? 
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2. GOALS 2. HOW DO YOU KNOW STUDENTS ARE MAKING PROGRESS? 
(assessment criteria) 

 

1. In groups design and create a cooperative game using 

a poster/mural/cards (being supported by students 

from URL) 

 

2. Explain/present and carry out through a 

demonstration the games in order to play in mixed 

groups (students from P3 to 6th grade in the English 

Day event) 

 

3. Enjoy the whole project 

 
1. Students are able to identify a cooperative game versus a competitive one 
1. Students can create/choose a game to be played in The English Day (through a poster/mural/card) 
1.Receive support from Ramon Llull University students’ 
2. They are able to work in group and take their own responsibility 
2.Students can explain/present and demonstrate the game with their own rules 
3.Participate in a positive way 
4. Enjoy the project 

 
ASSESSMENT TOOLS: 

- Workshop Gamification (Initial assessment -Self assessment “Class Dojo” related to cooperative 
games): to know their previous knowledge. 

-  Brainstorming and “Kahoot” (Initial assessment: to start the Project with): to know their 
previous knowledge. 

- Peer assessment rubric (Formative assessment-during the process-): to design and create 
different games will be carry out in the English Day Event. 

- Checklist (Summative assessment: as a final product): to know they final knowledge, skills and 
competences. 

- Video of the English Day: Students record their presentation to the audience (Summative 
assessment: final product, feed-back and conclusion). 

 

 

3.PRODUCT/S 
 

Design (5th grade) and carry out an English Day Event with the participation of schoolmates, families and students from Universitat Ramon LLull. 
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4. CURRICULUM CONNECTIONS 

Link your project to the curriculum 

SPECIFIC COMPETENCES AND KEY CONTENTS 

Subject-matter curriculum Foreign language curriculum 

 L’ÀREA D’EDUCACIÓ FÍSICA contribueix al desenvolupament de les competències 
bàsiques: 

- Coneixement i interacció amb el món, mitjançant la interacció del propi cos i 
l’espai determinat, el coneixement, la pràctica i la valoració de l’activitat 
física per preservar la salut. 

- Competència social i ciutadana, ja que ajuda a prendre a conviure, acceptar 
les regles per al funcionament col·lectiu, la participació i el respecte envers 
les diferències i conèixer les possibilitats i limitacions pròpies i alienes. 

- El reconeixement i l’apreciació de les manifestacions culturals específiques 
de la motricitat humana col·labora amb la competència cultural i artística. 

- Els intercanvis comunicatius i la valoració crítica dels missatges i estereotips 
referits al cos procedents dels mitjans d’informació i comunicació 
contribueixen al desenvolupament de la competència comunicativa i al 
tractament de la informació i competència digital. 

- El coneixement d’un mateix o mateixa i de les pròpies possibilitats i 
carències, l’autosuperació, perseverança i actitud positiva i l’organització 
individual i col·lectiva contribueixen a la competència aprendre a aprendre i 
a l’autonomia i iniciativa personal 

 EL CONTINGUT D’EF principalment treballat és: EL JOC 

 
DIMENSIÓ COMUNICACIÓ ORAL: 
Competència 2: Activity “create games in groups” (voice and choice). Peer 
assessment rubric (during the process) 
Competència 3: Presentation and demonstration the game to the audience in the 
English Day Event. Assessment tool: recording their presentations (final project) 

 
DIMENSIÓ EXPRESSIÓ ESCRITA: 
Competència 7 i 8: Activity “design games in groups”. Peer assessment rubric (during 
the process) 

 
DIMENSIÓ PLURILINGÜE I INTERCULTURAL: 
Competència 12: Presentation the game (using a poster/card) and demonstration 
(oral and active presentation). Final product. 
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5. 21st CENTURY COMPETENCES 

Collaboration X Information, media and technology X 

Communication X Leadership & Responsibility X 

Critical Thinking and Problem Solving X Initiative & Self-direction X 

Creativity & Innovation X Social & Cross-cultural X 

Others: 

 

 

6. KEY COMPETENCES 

Communicative, linguistic and audiovisual competence X Digital competence x 

Mathematical competence  Social and civic competence X 

Interaction with the physical world competence x Learning to learn competence X 

Cultural & artistic competence x Personal initiative and entrepreneurship competence X 
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7. CONTENTS (Knowledge and Skills) 
TOPIC-RELATED KNOWLEDGE TOPIC-RELATED SKILLS 

- Characteristics about cooperative games versus cooperative ones 
- Designment one cooperative game 
- Team responsibilities: set different roles (leader, writer, designer and 

speaker) 
- Explanation and demonstration cooperative games 

- Team group 
- Communication skills 

 
 
 

8. CONTENT-OBLIGATORY LANGUAGE 
Cooperative game, competitive game, roles and responsibilities, different values related to cooperative games, work in groups, demonstrate and explain a game 

 
 
 

9. PERSONAL & EMOTIONAL DEVELOPMENT 
As a teacher our main goal is teaching students comprehensively (holistically education): physically, cognitively, emotionally and intellectually. To be able for: 

✓ They enjoyed creating and playing collaborative games. 
✓ They felt great sharing our games with the other groups and respected other proposals. 
✓ They felt amazing teaching cooperative games to the rest of the school. 
✓ They were proud of improving their English. 
✓ They participated in a positive way. 
✓ They felt invested in the whole project. 
✓ They felt inspired, enthusiastic and motivated to carried out the project. 
✓ They were able to demonstrate different values of cooperative games. 
✓ They had fun presenting the games to the audience in a self-confident way. 
✓ They tried to do their best. 
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10. MATERIALS & RESOURCES 
Books: .IBE (2016). Cooperar per incloure en l’activitat física I l’esport. 50 propostes pràctiques. 

. Anna Riba (2016). Unitat de Programació: els Jocs Cooperatius. Pràcticum. 

. Grup de Treball d’EF de Gràcia (2017-18): Jornada de Jocs Cooperatius al camp de l’Europa. 

On Internet: www.formiguescooperatives.cat . Projecte d’Educació Física Cooperativa: Reptes edició 2014-15. Reptes nous edició 2015-2016. Reptes edició 2016-17. 

 

11. REFERENCES 
This is the second English Day of the school. 

 

12. COMMENTS 

The project focused on Project Based Learning (PBL): 
- Driving question: inspired and motivated the students. 
- Significant content: knowledge + skills. 
- 21st century competencies: student worked in collaborative skills teams, beyond the classroom (Google apps for education-Google Drive), and competences were 

assessed by tools used at the beginning, during and at the end of the process. 
- In depth inquiry: built their own knowledge, understood the tasks, let them think and be critical in a positive way. 
- “Voice and choice”: they took significant responsibility, they had the opportunity to took decisions due to the content (create games) and the conduct of the project 

(organization event). 
- “Decision and reflection”: they received feedback about the quality of their work-in-progress in order to revised it and improved it. 
- “Public audience”: student presented their project in The English Day Event. 

 

13. ACKNOWLEDGEMENTS 

The entire educational community has participated in the event and valued it very positively. We are expecting to repeat it next year, for sure! 

http://www.formiguescooperatives.cat/
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· 14. UNIT OVERVIEW · 
 
 

 
 
 

S 

 
 
 

Activities 

 
 
 

Content-obligatory Language 

 
 
 

Timing 

Reading/ 

Speaking/ 

Listening/ 

Writing/ 
Interaction 

Skills 

 

Interaction 

T-S 

S-S 

S-Expert 

S-World 

 

 
CMC 

 

Assessment 

Peer assessment 

Self-assessment 

Teacher assessment 

... 

 
 
 

1 

“Workshop Gamification”: 

1.Play some cooperative games 

2. Do assessment through 
“Class Dojo” 

 
 

 
- Play some cooperative games 
- Score and win points /group 

 
 

 
45’ 

15’ 

 
 

-Listening 

-Interaction 

-Writing 

 

 
S-T, S-S, S- 

Expert (URL 
pupils) 

S-computer 

 
 
 
 

Pupils - 
computer 

(Class Dojo) 

Initial assessment: 
To know their previous 

knowledge 

. Peer assessment (table 
that allow us to score the 4 
games) 

. Self-assessment 

(using Class Dojo) 

 
 
 
 
 

2 

 

WHAT DO YO KNOW ABOUT 
COOPERATIVE GAMES? 

1.Brainstorming: 

Refresh about cooperative 
versus competitive games 

- Which cooperative games do 
you know? 

- Which values of cooperative 
games do you know? 

- Characteristics and differences 
between them 

 
 

 
25’ 

 
 

-Interaction 
Skills 

- Speaking 

 

 
T-S 

S-S 

 
 

 
- 

 
Initial Assessment: 

To know their previous 
knowledge 

Teacher assessment 

2.Test: kahoot.it 
https://play.kahoot.it/#/?quizId=73f0cd92- 
ba19-407e-a115-d67dc1edf1f7 

(Uploaded: Google Classroom) 

 

Test of previous knowledge 

 

20’ 

 

- Reading 

 

S-computer 

 

Pupils - 
computer 

(kahoot) 

Initial Assessment: To know 

their previous knowledge 

Self-assessment 

(test from kahoot.it) 

https://play.kahoot.it/%23/?quizId=73f0cd92-ba19-407e-a115-d67dc1edf1f7
https://play.kahoot.it/%23/?quizId=73f0cd92-ba19-407e-a115-d67dc1edf1f7
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3&4 

Make groups and decide the 
roles 

“Role playing”: 4 roles: leader, writer, 
designer and speaker 

5’ 
-Speaking 

-Interaction 

T-S 

S-S 
- 

Formative assessment 
(during the process): 

 
Peer assessment rubric 
To design and create 
different games will be 
carry out in the English 
Day Event. 

 
Each group choose a game to 
work and work with the 
support of students from 
Universitat Ramon Llull. 

 
 

Language Frames 

 
 

55’ 

 

-Speaking 

-Interaction 

-Reading 

 

S-T, S-S, 

S-Expert (URL 
pupils) 

 
 

- 

 

5 

 
Design and develop the card/ 
poster to do the presentation 

Card/Poster 

(share the work with the members of 
my team in “Google Drive”) 

 

45’ 

 

Writing 

 

S-S 

Pupils - 
computer 

(Google 
Classroom) 

Peer work (during the 
process): Google Apps for 
education (uploaded to 
the Google Classroom) 

 

6 

The English Day Event 
Explain/present and carry out through a 
demonstration the games in order to 
play in mixed groups (students from P3 
to 6th grade in the English Day event) 

 
 

Present cooperative games 

3h 

2 turns: 

(1h30’+1h30) 

 
Speaking 

Interaction 

S-S 

S-Expert 
(families and 
URL pupils) 

 

S-video 
recorder 

Video of the English Day: 
Students record their 
presentation to the 
audience (final product) 

 

 
Last 

7 

Watch the videos of 
presentations 

 
Play the videos 

 
45’ 

 
Listening 

S-S 

S-T 

 

S- 
computer 

Watch the video of the 
English Day: oral 
feedback 

 
Checklist 

 
I am able to… 

 
15’ 

Speaking 

Interaction 

Listening 

S-S 

S-T 

 
- 

Summative assessment: 
Checklist: as a conclusion 
of the project. 
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ACTIVITY 1 & 2 from session 1 
TITLE INITIAL KNOWLEDGE: WORKSHOP GAMIFICATION (Class Dojo) AND BRAINSTORMING 

Objective 1. Students are able to identify a cooperative game versus a competitive one 
2.They are able to work in group and take their own responsibility 
3.Participate in a positive way 

Activity instructions 

Dynamic of the class 

 “Workshop Gamification” 
Activity 1: In the playground students have to play 4 cooperative games (read it by themselves). Let’s separate into 4 groups (6 
players each one). Each group has to read the following cards (provided by the teacher) and start the game. After 10’ they will 
change the game until they’ll play all 4 games. So, they’ll spend 40’ playing them. 
Each team has to focus on the Table with the following values (1 point each value, maximum 5): participation in a positive way, 
effort, encourage the others (friendship and helpful), allow yourself to be corrected and respect the others or their opinion. 
Activity 2: At the class do the assessment using “Class Dojo”: (each rule you do, 1 point you’ll get. Your group has to score the 
maximum points. If not, you’ll score zero points/group) 

Assessment tool? Initial assessment (Initial process): 
Questions to reflect… Activity 1: Peer assessment. Teacher provides to each group an assessment table and they have to score themselves as a group 

 playing 4 games. 
 Activity 2: Self-assessment (using Class Dojo) https://teach.classdojo.com/#/classes/5a8ca54da841426c082e9104/points?_k=1qej16 

Materials needed ANNEX 1: 
(links or annexes with Activity 1: 4 cards of cooperative games to play (uploaded at the Google Classroom -Google Apps for Education-) 
the hands on, pictures, Cards of the games: 1. Ambulance, 2. Cross the river, 3. Pass the hoop, 4. Sack’s race (in pairs) 
…) Activity 2. Class Dojo (uploaded at the Google Classroom) related to the Table focused on different values of cooperative games 

 https://teach.classdojo.com/#/classes/5a8ca54da841426c082e9104/points?_k=1qej16 
 Introduce students to Class dojo: https://www.youtube.com/watch?v=Rzzb5cmNoc0 
 To access in Class Dojo, you need to be invited by the teacher 
 To access in Google Classroom, you need a domain related to the school …@baldirireixac.cat 

https://teach.classdojo.com/%23/classes/5a8ca54da841426c082e9104/points?_k=1qej16
https://teach.classdojo.com/%23/classes/5a8ca54da841426c082e9104/points?_k=1qej16
https://www.youtube.com/watch?v=Rzzb5cmNoc0
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ANNEX 1: SESSION 1 
 
 
 

ACTIVITY 1: In the playground students play 4 cooperative games (read it by themselves) separated into 4 groups (6 players each one). Each group has to read 
the following cards (provided by the teacher) and start the game. After 10’ they will change the game until they’ll play all 4 games. So, they’ll spend 40’ playing 
the games. 
Cards of the 4 games: 1. Ambulance, 2. Cross the river, 3. Pass the hoop, 4. Sack’s race (in pairs) 

 

1. NAME OF THE GAME: THE AMBULANCE 
SUPPLIES- MATERIAL: Sacks 

DESCRIPTION: Make groups of five. You will have to transport the 
patients one by one to the hospital using the sacks. When the group 
arrives at the middle of the field, they will change the patient. Every 
member of the group will have to be the patient (so change roles). 

GRAPHIC: 
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2. NAME OF THE GAME: CROSS THE RIVER 
SUPPLIES- MATERIAL: Cardboards 

DESCRIPTION: 
Make groups of six people. The challenge is to cross the river from one 
side to the other side all together holding our hands. To get it, you can’t 
touch the floor; you only can stomp/step in the cardboards. If not, you 
have to start again. 

GRAPHIC: 
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3. NAME OF THE GAME: PASS THE HOOP 
SUPPLIES- MATERIAL: Hoops 

DESCRIPTION: 
Make groups of 4 
Stand on a line, holding hands 
Pass the hoop from one extreme to the other, without let hands go 
Possible adaptations: add more hoops / add a foam ball having to pass it 
from neck to neck. 
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4. NAME OF THE GAME: SACK’S RACE (in pairs) 
SUPPLIES- MATERIAL: Huge sacks 

DESCRIPTION: 
You have to cross the playground from one side to the other side (go and 
come back). 
You have to be inside the sack with your pair. Jump together at the same 
time to forward and go on. 

GRAPHIC: 
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ANNEX 1: SESSION 1 ACTIVITY 1 (Initial process: Peer assessment) 
Sit down in your groups of 4. Teacher provides to each group this table (at the class). You have to score yourselves as a group. Each value you put into practice, 1 point you’ll 
get. Your group has to score the maximum points (5). If not, you’ll score zero points/group). Each team has to focus on these following values: 

 
TEAMS 

VALUES (1 point each)  
TOTAL POINTS 
(5 maximum) PARTICIPATION 

(in a positive way) 
EFFORT 

(do your best) 
ENCOURAGE THE OTHERS 

(helpful & friendship) 
RESPECT THE OTHERS 
OR THEIR OPINIONS 

ALLOW YOURSELF TO 
BE CORRECTED 

TEAM 1 
      

TEAM 2 
      

TEAM 3 
      

TEAM 4 
      

ACTIVITY 2: (Initial process: Self-assessment) After that teacher pick up the 4 sheets of paper with the results and let’s score them using “Class Dojo”(access with your mail): 

https://teach.classdojo.com/#/classes/5a8ca54da841426c082e9104/points?_k=1qej16 

https://teach.classdojo.com/%23/classes/5a8ca54da841426c082e9104/points?_k=1qej16
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ACTIVITY 1 & 2 from session 2 

TITLE WHAT DO YOU KNOW ABOUT COOPERATIVE GAMES? 

Objective 1. Students are able to identify a cooperative game versus a competitive one 

Activity instructions 

Dynamic of the class 

Test of previous knowledge: 
Activity 1: Brainstorming (Refresh about cooperative versus competitive games). Think- Pair-Share activity 
In the class teacher asks the following questions and the pupils have to think individually, then they share it in pairs and finally they share 
it with the whole class with their hands up (teacher will write the answers at the blackboard) 

- Which cooperative games do you know? 
- Which values of cooperative games do you know? 
- Characteristics and differences between them 

After that, in a “anecdotal record sheet table” (full de registre anecdòtic) teacher will rewrite these questions (according to their answers 
and the deductions - What do you know? What do they remember?, What should we learn?-) 

Activity 2: Go and play! Split the class in two groups. Pupils are provided with a computer for each one, go to the following 
website kahoot.it or https://play.kahoot.it/#/k/73f0cd92-ba19-407e-a115-d67dc1edf1f7 

(you have it also uploaded at your Google Classroom https://classroom.google.com/c/MjY1MTM1MDI5) and try to do your best! 

Assessment tool? 
Questions to reflect? 
…. 

Activity 1: Brainstorming. Initial Assessment: Teacher assessment (direct observation using a “anecdotal record sheet table”) 

Activity 2: Kahoot test. Initial Assessment. Self-assessment (test from kahoot.it). (to know their previous knowledge) 

Materials needed 
(links or annexes with 
the hands on, pictures, 
…) 

ANNEX 2: 
Activity 1: Brainstorming. Table 

Activity 2: Kahoot test https://play.kahoot.it/#/?quizId=73f0cd92-ba19-407e-a115-d67dc1edf1f7 

(you have also uploaded it at Google Classroom https://classroom.google.com/c/MjY1MTM1MDI5) Use your domain to access in ...@baldirireixac.cat 

https://play.kahoot.it/%23/k/73f0cd92-ba19-407e-a115-d67dc1edf1f7
https://play.kahoot.it/%23/k/73f0cd92-ba19-407e-a115-d67dc1edf1f7
https://classroom.google.com/c/MjY1MTM1MDI5
https://play.kahoot.it/%23/k/73f0cd92-ba19-407e-a115-d67dc1edf1f7
https://play.kahoot.it/%23/k/73f0cd92-ba19-407e-a115-d67dc1edf1f7
https://classroom.google.com/c/MjY1MTM1MDI5
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ANNEX 2: SESSION 2 
 

 

 

ACTIVITY 1: Brainstorming: Refresh about cooperative versus competitive games. Think- Pair-Share activity 
 

In the class teacher asks the following questions and the pupils have to think individually, then they share it in pairs and finally they share it with the whole class with their hands 
up (teacher will write the answers into a Google Classroom at the same time) 

 
- 1.Which cooperative games do you know? 
- 2.Which values of cooperative games do you know? 
- 3.Characteristics and differences between them 

 
 Initial Assessment: Teacher assessment. In a “anecdotal record sheet table” (full de registre anecdòtic) after the brainstorming, teacher will rewrite these questions into a 
Google doc from the Google Classroom 

 

BRAINSTORMING 

QUESTIONS ANSWERS 

(rewrite/transfer the answers from the blackboard) 

DEDUCTIONS 

(What do you know?, What do they remember?, 
What should we learn?) 

1. Which cooperative games do you know? 
  

2. Which values of cooperative games do you know? 
  

3. Characteristics and differences between them 
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ANNEX 2: SESSION 2 
 

 

 
 

ACTIVITY 2: Test about your previous knowledge 
Go and play: Go to kahoot.it, answer the following questions and try to do your best! kahoot.it or https://play.kahoot.it/#/?quizId=73f0cd92-ba19- 

407e-a115-d67dc1edf1f7 

(you have also uploaded it at your Google Classroom https://classroom.google.com/c/MjY1MTM1MDI5) 

Here we have the answers: 

1. What's a cooperative game/sport? 

✓ Collaborative sport/game 
- Competitive sport/game 
- Individual sport 
- Outdoor/indoor sport/game 

4. Which values do the cooperative games have? 

✓ Collaborative work 

✓ Ask for help and help the others (solidarity and friendship) 

✓ Participate in a positive way and with effort 

✓ Everybody wins 

2. How many players do I need to play cooperative sports/games? 

- 1 
✓ 2 
✓ 3 

✓   +3 

5. Which values do the competitive games have? 
✓ There is always a winner/loser/draw 
✓ You/Your team can be eliminated/removed 

✓ Someone scores points 

3. Who wins the cooperative game/sport? 

✓ Everybody 
- Nobody 
- Some players 

 

 

https://play.kahoot.it/%23/k/73f0cd92-ba19-407e-a115-d67dc1edf1f7
https://play.kahoot.it/%23/k/73f0cd92-ba19-407e-a115-d67dc1edf1f7
https://classroom.google.com/c/MjY1MTM1MDI5
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ACTIVITY 1 & 2 from session 3 & 4 

TITLE Design a cooperative game! 

Objective 1. Students can create/choose a game to be played in The English Day (through a poster/mural/card) 
1. Receive support from Ramon Llull University students’ 
2. They are able to work in group and take their own responsibility 

Activity instructions 

Dynamic of the class 

 

In groups you are going to design and create a cooperative game using a poster/cards (helped by students from URL) 
 

Activity 1: Make groups of 4 and decide your role: “Role playing”: 4 roles: leader, writer, designer and speaker 

Activity 2: Each group has to choose a game to work with the support of students from Universitat Ramon Llull. You’ll have to 
simulate and present the games to your group as a training. Use the books at the “P.E. corner” and the card model in Drive. 

Assessment tool? 

Questions to reflect? 

Formative assessment (during the process): 
Peer assessment rubric to design and create different games will be carry out in the English Day Event 

Materials needed 

(links or annexes with 

the hands on, pictures, 

…) 

Language frames (Annex 3) 

At the “Physical Education corner” you can find some resources to look search and choose different games: 
− Books: . IBE (2016). Cooperar per incloure en l’activitat física I l’esport. 50 propostes pràctiques. 

. Anna Riba (2016). Unitat de Programació: els Jocs Cooperatius. Pràcticum. 

. Grup de Treball d’EF de Gràcia (2017-18): Jornada de Jocs Cooperatius al camp de l’Europa. 
− On Internet: www.lesformiguescooperatives.cat 

. Projecte d’Educació Física Cooperativa: Reptes edició 2014-15 /Reptes nous edició 2015-2016.Reptes edició 2016-17 
Formative assessment (during the process): Peer assessment rubric (To design and create different games will be carry out in 
the English Day Event) 

http://www.lesformiguescooperatives.cat/
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ANNEX 3: SESSION 3 & 4 
 

 

In groups (helped by students from Universitat Ramon Llull), you are going to design and create/choose some cooperative games (and start training the 
presentation). 

At the end of the session 4 will do a rubric. 

 
ACTIVITY 1: 

 

Divide the class into groups of 4 and decide your role: “Role playing”: 4 roles: leader, writer, designer and speaker 
 

 

Once you have a role in the group, you have to allocate responsibilities: everyone has to be responsible for: 

. LEADER (L): tell others what to do, check if they are doing the task and do the presentation with the speaker (they’ll share the presentation) 

. WRITER (W): the girl/boy who writes all the questions to make the game clearer 

“What’s the name of the game”? TITLE 

“What do you need to play”? SUPPLIES 

“How do you play the cooperative game”? DESCRIPTION 

. DESIGNER/ DRAWER (D): who makes the map/draw/ scheme? 

. SPEAKER/S (S): the boy/girl who is going to speak/expose the game in front of the class 
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ANNEX 3: SESSION 3 & 4 
 
 

ACTIVITY 2: Each group has to choose a game to work with the support of students from Universitat Ramon Llull. Use the books at the “P.E. corner”. 

What’s more, you have to use this table to train the presentation in the English Day Event (Language frames): 
 

 

SENTENCES YOU CAN USE (helps you to speak) 

Hello, good morning/afternoon everybody. 

Let me introduce you our group. He/she is the writer/drawer/speaker and I am the leader 

We are going to demonstrate/show you a cooperative game 

The cooperative game is called: (“…tittle.”). We need “X” groups to play it and we also need different material(..say the material…”) 

How we can play the game? (pointing the map/draw): 
- Make groups of 4/5/10... Separate the class in/ split the class in two halves 
- The goal-objective is... The goals-objective are… / You have to achieve-try to. /There is one group who has to and the other one has to.. 
- Let’s make a demonstration ….to make it easy! 

Do you have any doubt? / Do you have any question? 

Thank you for listening us and we hope you enjoy playing it! Let’s play the game and have fun! 
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ANNEX 3: SESSION 3 & 4 Let’s do the Peer assessment rubric: each group has to assess themselves following these criteria 

. Preparation: all the members of the team have and specific role and the know what they have to do (responsibilities) 

. Organization: How do I organize? 

. Communication skills: they speak clearly and understand you in a easy way 

. Presentation: explanation (using a poster/card) and demonstration (oral and active presentation) 

 

PROJECT ASSESSMENT RUBRIC: Formative process 

  

 
 

 

 

 
 

 
Total 

Preparation It seems that all the 
members of the team 
have a specific role and 
they know what they have 
to do 

It seems that all the 
members of the team 
have a specific role, but 
they made some 
mistakes 

It seems that all the 
members of the team have 
a specific role but there are 
some of them that are not 
helping with the 
presentation 

It seems that they didn’t 
prepare well the 
presentation. You realize that 
there isn’t enough 
communication between 
them 

 

Organization You organized your work 
very well 

You organized a lot of 
your work 

You organized some of 
your work 

You put little effort into 
organizing your work 

Communica- 

tion skills 

You speak clearly all the 
time and the class can 
understand you in an 
easy way 

You speak clearly most 
of the time 

You speak clearly most of 
the time, but few words are 
mispronounced 

 You don’t speak clearly, and 
the class cannot understand 
you 

Presentation 

(card/ mural / 

poster) 

The creation of the 
project is amazing 

The creation of the 
project is good 

The creation of the project 
is good, but it could be 
better 

The creation of the project is 
not good 
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ACTIVITY 1 from session 5 

TITLE Let’s design and develop the card game! 

Objective 1. Students can create/choose and develop a game to be played in The English Day (through 
a poster/mural/card) 

Activity 

instructions 

 
Dynamic of the 

class 

You have to develop the card/ poster to do the presentation 

Full file the card (use the card model in Google Drive) and then you have to simulate and 
present the games to your group as a training, it means, carry out the presentation to your 
group 

Assessment tool? 

Questions to 

reflect? 

…. 

Peer work (during the process): Google Apps for education (Google classroom and Google 
Drive) 

Materials needed 

(links or annexes 

with the hands on, 

pictures, …) 

Card model of the game (Annex 4) 
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ANNEX 4: SESSION 5 
 

ACTIVITY 1: Card model of the game 

At the end of the class you have to simulate and present the games to your group as a training. 

This is the card model. Fulfill it in with your group and upload it at the Google Drive 
 

NAME OF THE GAME: 
SUPPLIES- MATERIAL: 

DESCRIPTION: 

GRAPHIC: 
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ACTIVITY 1 from session 6 

TITLE ENGLISH DAY EVENT 

Objective 2. Students can explain/present and demonstrate the game with their own rules 
3. Participate in a positive way 

Activity instructions 

Dynamic of the class 

 

Present cooperative games in the English Day Event: 

In groups of 4 you have to present 10 games and carry out through a demonstration in order to play 
in mixed groups in the English Day event: 

- First round (students from P3 to 3rd grade): 10 groups of 15 each team (mix level groups). 
Time to play: 10’ each game. All the groups are going to play all games. 

- Second round (student from 4th to 6th grade): 3 groups of 25 students each one (mix level 
groups). Time to play: 20’ each game. All the groups are going to play all games. 

Students from URL and families are going to help you, in case you need it. 

Enjoy the project and the experience! 

Assessment tool? 

Questions to reflect? 

Video of the English Day: Students are going to record their presentation to the audience 
(Summative assessment: final product). 

Materials needed 

(links or annexes with the hands 

on, pictures, …) 

Some devices to record presentations (I pad’s, phones, recorders) 

Schedule of the English Day Event 
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ACTIVITY 1 from session 7 

TITLE ENGLISH DAY EVENT 

Objective 4. Enjoy the project 

Activity instructions 

Dynamic of the class 

 Activity 1: Let’s watch the videos of presentations of the English Day Event 
After watching them, you can talk about your presentations and your feelings, your impressions related to 
your group, to other groups or to the whole event. 
Hands up and respect your turn if you want to talk and give your feedback to the rest of the class. 
Activity 2: look at the checklist to realize and check your knowledge, skills and competences (as a 
feedback and conclusion) 

Assessment tool? 

Questions to reflect? 

…. 

Activity 1. Video of the English Day: Students are going to watch their presentations done in The English 
Day 
(oral feedback about their presentations and feelings) 
Activity 2. Checklist (Summative assessment: as a final product): to know they final knowledge, skills and 
competences. 

Materials needed 

(links or annexes with the 

hands on, pictures, …) 

Recordings 

 
Activity 2: Checklist (Annex 5) 
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ANNEX 5: SESSION 7 CHECKLIST 
 
 
 

In this project: 

 
 

 I enjoyed creating and playing collaborative games. 

 I felt great sharing our games with the other groups and respected other proposals. 

 I felt amazing teaching cooperative games to the rest of the school. 

 I was proud of improving my English. 

 I participated in a positive way. 

 I felt invested in the whole project. 

 I felt inspired, enthusiastic and motivated carrying out the project. 

 I was able to demonstrate different values of cooperative games. 

 I had fun presenting the games to the audience in a self-confident way. 

 I tried to do my best. 


