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Unit of Work Planning

1. Brief description of the group of students: In our school, Year 8 class has 6 students with the age group of 12-13years old and they are in Yr7-8 in
their mainstream school. All are from Tamil speaking background. Four of them are very fluent in all four macro language skills while other two are
with reasonable skills in speaking and listening and limited knowledge in reading and writing skills. They are self-motivated and very keen to learn
the language at their best. Also, they have been attending this community language school for more than five years except for one student who has
joined the school recently. Four of them are in advanced proficiency level and two of them are in intermediate proficiency level according to ACTFL

proficiency guidelines 2012.

2. LANGUAGE - Tamil 3. STAGE/YEAR-Stage 4/Year8

4. Topic / Title - Connecting
Cultures through Traditional
Games

5. DURATION (Number and
duration of lessons) -
7 Weeks - 90 minutes per
week-

6. Aim of this Unit

At the end of this Unit students will be able to:

Interact in Tamil language with peers to exchange information about
traditional games around the world.

Compare the Tamil traditional games with other countries traditional
games in order to connect the cultures.

Use their target language in a culturally appropriate way and use of
grammatical structures correctly in their text types.

Make connections between Tamil and English to develop their
intercultural capability by exploring various traditional games.

7. End task.

Students will demonstrate achievement of this aim by:
e Comparing similarities and differences among the traditional

games around the world.

e Creating questions in Tamil for the discussion to understand
various traditional games around the world.

® Conducting a scenario of a media interview made with different
roles assigned as interviewer, coach and players.

e Designing and creating a digital poster to introduce to the
community about the various Tamil traditional games to be played

on the fun day.

8. Targeted Syllabus Outcomes

ML4-INT-01 - exchanges information and opinions in a range of
familiar contexts in Tamil by using culturally appropriate language

ML4-CRT-01 - creates a range of texts for familiar communicative
purposes in Tamil by using culturally appropriate language

9. Success criteria

Students will be able to:

-Obtain and organise information from a range of visual, audio, written

text.

-Compose informative text using Venn diagram, Mind map, Activity cards

and Poster for their purpose.




-Understand how different types of texts are structured. Eg. Procedure
writing, persuasive writing.

- Use Tamil language appropriately to practice for an interview.

- Manipulate the sentence structure and use grammatical features to
create texts in target language (Eg. Active to Passive voice and vice versa).

10. Prior learning (revision)

This unit builds on:

e Students’ awareness of modern games, hobbies and Tamil culture.
e Students’ knowledge about singular and plural verbs and different
types of verb tenses (present, past and future).

Eg.

We played Ludo game. (BITIG6T STW elem6rTWmL 6mL

aflemeTwmiq GeorTiD).

We are playing Ludo game. (IBTMBIG6T ST el 6ememulmL_enL

allememwmT(hSCmTLD).

We will play Ludo game. (IBTTRIG6T &ITU 6 6m6TWmL 6oL

aflemeTwimB GeurLh).

He plays Ludo game. (S{6U6dT ST elememumL_emL

allemerm i m(h &) m medT).

They play Ludo game. (6UJ&6T STW elem6TW T 6mL

aflemeTwmTB SR MTISHET).

e Understanding of different types of sentences (statement, question,
command, request and exclamation).

11. Suggested vocabulary

Names of traditional games (STWLD, &L, ReflEsL 6 .....)
Name of countries. (@ HSHUIIT, @6VHIeMNS, {6 eVHCredlwir..)

e Words related to cultural values — Justice (IB&)), respect
(LLflWmems), responsibility (QUITOILIL]) .......

e Linking words (and (LDMMILD), but (2, 60TT6L), also ((GLO&YILD), SO
(9,608 WLIT6L), or (B]6LVEVG) etc.)

e Greeting words — Good morning. (6U600T&&5L0.), How are you?
(eTLILLG. @HSINTHET?)

e Persuasive phrases - Come and join with us (6TmI&GeTT()
9)60)600T W 6UMT(HMIG6T), Don't miss the opportunity (&TeooTd
SeIMTHI6).

12. Key sentence structures

e Active voice (Subject + Object + Predicate)

Tamil people play Kabaddi
(BLALD DG5S 6T BLIG.em U] 6l6m 6l m(h eUIT 85 61T).

13. Resources

Teacher made worksheets for vocabulary and sentence building.
Images of traditional games collected from various sources.

YouTube videos related to traditional games.

World map from online to mark countries of different cultures.
Podcast from online regarding modern games over traditional games.




e Passive voice ( Object + Subject + Predicate)
Kabaddi is played by Tamil people
(BUIY LD 1088 6TTeL aflemeTwmL LILI(HILD.

e Statements are linked by the words ‘and’, ‘or’ ‘but’ and ‘also’.
Tamil people play Kabaddi and Ludo. SLALD D& &6T &L LDMHMILD
ST YR weumenm ellemeTwmHUTTSH6T.

e Templates for poster, Venn diagram etc.

14. Sequence of language teaching / learning activities (including
differentiation)

15. Resources

Annotations

Lesson 1:

Introducing Tamil Traditional Games

In this lesson

® Teacher recalls what they learned in the previous unit — Leisure
activities.

e Teacher shows some pictures related to modern day games and
traditional games.

e Use YouTube videos or to introduce the traditional games in Tamil
culture.

e Students discuss the following question.

Pictures from internet

YouTube for traditional games

https://www.youtube.com/watch?v=P F-Dig9e60

Wordwall Flip Tiles. (Teacher made)



https://www.youtube.com/watch?v=P_F-Dig9e6o

Have you played or seen similar games when you visit your traditional

country?

Teacher asks students to define the word “traditional games” in their
own words.

Encourage the students to ask parents or grandparents about their
childhood games they played.

In small groups, students will research about Tamil traditional games
using internet and make a list of games.

Activity 1 - Using Wordwall flip tiles to display the list of traditional
games in the classroom. Flip tiles contains the text on one side and
corresponding pictures of the games on the flip side. Students write
down the names of the traditional games while listen to the Wordwall
flip tiles.

Teacher flip the tiles randomly and ask students to guess the game by
looking at the picture.

Activity 2 - Find-a-word worksheet about Tamil traditional games.

Bring the students together and marked their responses for the
worksheet.

Differentiation

Intermediate Level -

Activity 1 - Number of vocabulary words in “Word wall” will be limited for
them.

Activity 2 will be done in pairs.

https://wordwall.net/resource/73095349

Teacher made “Find a word” worksheet.



https://wordwall.net/resource/73095349

Advanced Level -

Activity 1 - Number of vocabulary words in “Word wall” will be extended
for them.

Activity 2 will be done individually

Purpose: From these activities, students will be given opportunities to
build vocabulary about various Tamil traditional games and explore them.

Lesson 2:

Traditional Games Around the World

e Brainstorm the idea of different cultures around the world.

® Ask the students to mark the countries belongs to those cultures on
the world globe by placing sticky notes.

e Students will do research to find out what traditional games played in
other cultures/ countries.

e Insmall groups, students choose five countries with different cultures
and two traditional games for each country.

e Activity 3 - Make a table to show their findings with columns named
“Country, Culture, Language Spoken Traditional Games, Materials Used
and Indoor/Outdoor.

e Share their information with other group and discuss about their
favourite games out of the whole class list.

World globe and sticky notes.

Word document to make templates.

A Work sheet for active and passive voice. This work sheet
is attached as “ResourceLeTHsson2WorkSheet”

Online world map




e Activity 4 - Each group choose three favourite games from their list.
Record those three favourite games in the form of bar chart.

e From the findings each student practice writing two or more sentences
in different voices (Active and Passive). Teacher provide some example
sentences on the board.

e Teacher facilitates to form the correct sentence structure based on
subject, predicate and object.

e Activity 5 - Students will be given a work sheet with world map titled
“where are they played”. Mark with “X” in the world map where each
game is played.

Differentiation
Intermediate Level - Students make only two sentences in Activity 4.

For activity 5 teacher assist the students giving some clues.

Advanced Level - Students make five sentences in Activity 4

For activity 5, time is limited to complete the work (race against
time).

Purpose: To understand each culture has their own traditional games and
learn to write sentences using active and passive voices in the context.




Lesson 3:

Universal Traditional Games

e Brainstorm with following questions - In your research, have you
found out any common traditional games among the all cultures?

e |sthere any game like a Tamil traditional game?

® By using examples, teacher mentions some games are common in all
cultures.

® Activity 6 - Draw a Venn diagram to show their own cultural games,
different culture games and common cultural games.

e From the Venn diagram, each student writes two or more sentences by
using linking words.

® Teacher helps the students to identify linking words by providing
examples.

e Teacher reads text A while students find the difference in Text B. Both
Text A and B are related to Tamil Traditional Games.

e Activity 7 - Spot the difference between the text A and B and
translate English each difference word you found in Text B.

e Students will compare their answers with teacher’s answers.

e Teacher shows some sample activity cards detailing about games.

Online reading texts.

Power Point tools.

Teacher made worksheets.




® Activity 8 - Creating an Activity card for the game using digital
technology. Students select the one universal traditional game and
write about the game including following details:

Name, Aim of the game, Country played, Number of players, Materials,
Directions - how to play.

For this activity teacher provides a sample card to design their own
cards.

Differentiation

Intermediate Level - Students write two sentences with teacher’s help
for Activity 6

Teacher’s assistance will be provided for Activity 7 while Activity 8
will be done in groups.

Advanced Level -

No assistance provided for Activity 6 or 7 and need to write minimum 5
sentences contain more than four words in each sentence.

In Activity 8, different game cards need to be made with possible
challenges found in the games.

Purpose: Students will develop cross cultural understanding and learn to
make sentences by using linking words.




Lesson 4:

The Importance of Traditional Games

® Teacher asks students to write down the list of your personal values.

e Keep working through the list by comparing your values with your
partners.

e Explain to students in traditional games, values exist without your
knowledge think about it. Eg. Being creative; Developing cooperative
skills; Setting up goals etc.

® Activity 9 - Creating a bilingual mind map to explore the values
related with traditional games.

e Activity 10 - Students write sentences with linking words using this
mind map and write a paragraph about the importance of traditional
games.

e Teacher describes the next week activity in details. Students plan a role
play about media mock interview. In small groups they assigned their
roles as an interviewer, players, and coach.

Differentiation
Intermediate Level - . In activity 9, mind map is only done in English.

They only write sentences in Activity 10

Online mind maps templates to write down the values




Advanced Level - In activity 9, the mind map is done bilingually and
explaining why those values are important for multiculturalism. They can
write one or two paragraphs in Activity 10

Purpose: Understanding the importance of the traditional gamesin a
multicultural society and compose a paragraph writing.

Lesson 5:

Campaign about Traditional Games using media

® Teacher asks students the following questions:
o have you listened/watched any media interview before?
o lIsitinteresting? Why?

e After listen to the students’ answers, teacher played a podcast about
the influence of modern games over the traditional games.

o Now students are going to do a role play of media mock interview to
convince the listeners by telling, traditional games are important to
connect the cultures.

e Students prepare some possible questions and answers by talking to
each other.

o Teacher guide students how to improve their questions for their
theme.

® They collaborate to make 6 questions and answers.
e Teacher gave a template to write their transcript for the interview.

e Using the template, students prepare a transcript for their assigned
roles.

Podcast interview

https://www.swellcast.com/kavyanagarajan/d5cbf441-
504b-4fef-affd-bb8baec41a61/far-influence-modern-
games-traditional (an alternative podcast will need to be
found as this resource is no longer available)

Ipad or Mobile phone to record the interview.

Model transcript for role play interview




e Doing a practice for the interview with pronunciation, intonation, and
fluency.

e Activity 11 (End Task 1) - Perform the role play for media interview
about traditional games. This role play will be recorded for their
feedback.

e After the interview ask them to reflect on their performance.

Differentiation

Intermediate Level - . Simple questions will be asked by the interviewer
for Activity 11

Advanced Level - Standard questions will be asked by the interviewer and
extended responses are required for Activity 11. An interviewer also
chosen from the Advanced Level.

Purpose: Students develop communication skills to exchange their ideas in
media about traditional games.

Lesson 6:

Promoting Traditional Games in Community by Organising a Funday.

® Revise the ideas that learnt from previous weeks.
® Brainstorm students with the following questions:

o Why are posters important in communication?




O

How are your poster designed to create awareness?

® Activity 12 (End Task 2) - Designing and creating invitation poster to
promote traditional games in the community using digital platform

(canva).

e Students will do this activity in pairs.

® Write some texts in both Tamil and English.

e Select some images of traditional games from Tamil and other
cultures.

e Using the appropriate language to convey their message.

o The following information should be in the poster:

O

O

O

O

O

Title

Theme for the play.

Date, place, time, names of the traditional games etc,
Persuasive texts

Contact information.

Differentiation

Intermediate Level - . Text writing will be limited for Activity 12

Advanced Level - Detailed text writing is expected for Activity 12

Purpose: Create texts to express ideas about traditional games by using
language structures and digital platform.

Canva online tool (Teacher made)

https://www.canva.com/design/DAGGUyHHfOU/RYtYBmpB

KUC8X7dBzR-

sZQ/view?utm content=DAGGUyHHfOU&utm campaign=d

esignshare&utm medium=Ilink&utm source=editor



https://www.canva.com/design/DAGGUyHHf0U/RYtYBmpBKUC8X7dBzR-sZQ/view?utm_content=DAGGUyHHf0U&utm_campaign=designshare&utm_medium=link&utm_source=editor
https://www.canva.com/design/DAGGUyHHf0U/RYtYBmpBKUC8X7dBzR-sZQ/view?utm_content=DAGGUyHHf0U&utm_campaign=designshare&utm_medium=link&utm_source=editor
https://www.canva.com/design/DAGGUyHHf0U/RYtYBmpBKUC8X7dBzR-sZQ/view?utm_content=DAGGUyHHf0U&utm_campaign=designshare&utm_medium=link&utm_source=editor
https://www.canva.com/design/DAGGUyHHf0U/RYtYBmpBKUC8X7dBzR-sZQ/view?utm_content=DAGGUyHHf0U&utm_campaign=designshare&utm_medium=link&utm_source=editor

Lesson 7:

Let’s Play

e Revise the topic ideas and language features that learnt for the last six
weeks.

e Using the Kahoot or Quizlet to test out the knowledge in vocabulary
and grammatical structures through quiz questions.

e Display the posters they made for the fun day.

e Students play some favourite traditional games to understand the
connection between games and cultures and explain why they choose
certain games.

Purpose: Hands on practice for the traditional games and its relationship
to the cultures.

Poster display

Kahoot Quiz (Teacher made)

https://create.kahoot.it/details/blca8al2-0df8-4d53-

a949-b51df72a08a9

Ground marking for the play.

Evaluation (evaluate the unit of work up to the point you taught it)

This could include:
- Was there sufficient time for all activities/learning intentions?
- Were the activities/tasks engaging and effective?

- Were the resources relevant and stimulating?

Were students interested in the learning?



https://create.kahoot.it/details/b1ca8a12-0df8-4d53-a949-b51df72a08a9
https://create.kahoot.it/details/b1ca8a12-0df8-4d53-a949-b51df72a08a9
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Description: Aim of this activity is to build the vocabulary about traditional games by
listening to the “Wordwall Flip Tiles” activity created by the teacher. Students will
write down the list in Tamil language.




Activity 2

QuUw:

Sl rler
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1 2.

3 4.

5 6

7. 8

9 10.
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Description : Above activity is “find-a-word” about Tamil traditional games.



Exercises

Turn the following active voice sentences to passive voice.

oooooooooooooooooo

Gl 19 ST 2YeUTSETTe) STHE L |_60T.
1. @UNST SLOILD eUTLDE HILI LITLY 60T IT6IT



Activity 3 QuUWI :
SraGses UTFhuglw cfemerwii GEs6m

BrF® SQNESMTFLD @uomd dleneTwr_H&6T | 2 LUSFaurd |G /CEmY. | e 6Terssid /
Qeuerfluissid

Description : Above activity is about the traditional games around the world. Each column from left to right is Country, Culture,
Language Spoken, Traditional Games, Materials Used and Indoor / Outdoor games. In groups, students choose five countries with
different culture and two traditional games for each country they select.



Activity 4 QUWIT :
LOMeoOTEUT & EH &S L1955 FFeuCHEF afllem el L (b & 6T

LD IT600T6U 7856171 60T 6T600T 600118560085

elem 6T WLITL_19.60T QLW T &561T

Description : This bar chart shows the number of students who prefer international games listed in the selected
games in Activity 3.



Activity 5 Name :

EFeuCs e UmFwullw eflemerw i G &s6r
6THS HITL 196V elememwmLLILI®BILD? (LeTermlg QLB STL(H &)

Description : Teacher selects some international games from Activity 3. Students mark with “X" the
corresponding countries where they are played.



Activity 6 Q@ 6U 60T eUEMITLIL.LD (Venn Diagram)

S HemEFmy QUITSI6u TeoT GeuMm HEVTETT
allememwImL_(h &6iT eflemerwimL_ (B & allemerwImL_(h & 6i

Description: Students to compare different cultural games including the own culture and to find out the games that are common to
many cultures. Some common universal games are Tag, Hopscotch, Tug a war, LeapFrog, Snake and Ladder, Hide and Seek etc..



Activity 7

Text A (Teacher copy)
1,600T(H 8 - GUEF&LI CGUITLLY 2022

SO 6OTEM60TE & FITHS TS D), 2_MBIGH6T 3|6M60Tal(HE G @)60f1W LDTen6V
6U6D0TE: 8510, @) 60Temn MU 6T6oTSH GLIGF60T &H606VLIL|

glpfleor LmyuRflw eSlememrwimL (b &eiT

“IDIT6M6V (PR SILD 6XlemarTwtTL (h) — éT60T.@
6ULP&G & LILIBG G5 G &ITeT@B LITLILIT” - 6TedTmMTY I0&ms&ell LIMTF&SwIm.

&&EMVETe, sSlpflear urguflu elleeTwWTL(H&H6T 2 L eSS
o g@ummlerr; GBHMUIGBTIg&Gefleorn)  eumpy  eubl&TLIgeor;  LDeoT
WEHSHMES AFLiqger; NerHe HRPFFRW gHLUBSH 6, 6Tngl
urgpbuflu elememwml(hM&6eT GQeumitd ellememwml(h&eT L (HLD6V6v,
6TIDGI  UeoTUMLemLWD ea(hHSHE amevelsr. alGasld, iy,
ALTWME), seoterdLGmss, FHILILSHTMN @auMenm 6T6V6VITLD
SOHME SHIHEUGT. HD6EV6MLOLI LI6OoTL|, BHLL|6DOTTE] @6UMemnM 6T6VEVITLD
GUGITIJLILI6OT.

B umrybuflu eflemerwml(Qsemear Fh&0H, Hefllgssld), Seved,
&L, FGEsELG, Hoaustsmlm, Ueummi@wl,  ernlubsl,
FHEOOTEOOTTELNFF), STWD, OIS L LD, 2eTEhFev 6Te0T AHHH &
Q&meoorGL GUMHELMD.  @eumenm plealf, wWwaefly, Smieurd
allemeTWML(H&6T eTeor auen&LILIGGSHVMD. FRH&MH), HeflssL (), &L,
FHeooTeOOTMELNF S GuUmeoTm  ellememwITL(&6T  SeoreorldLI&6m Seml
oarl” (& OTMET. ST, LevevmRGW, bGiLed ol Lb- lCalssiams
66T [T 555 60T 60T.

SHCUMSI L 6T 60T ST & 55 60T 16185 611 60T AUHEHE 5TV
@euallemerwimL(H&&H6T LNMbHS Q&TeoTCL CUTERETMm6T. @) HIBl6tnsv
LOTMGaItT(HND. “Fnly 6UTPHESITEY G&HITLY [HEOT6MN”  6TETLIENS
IsoILITH WS o ooty M6UE G LD 6T Lmyufw
aflemerwml_(H&semer WL QLGLUGCUTD! 6Tngl SWOLD LMTLFTenevserilev
@eumenm  ellemeTwlmly  &HPGaUMD! eTeoT 2 MIGHUILET  Fam
6160 L_Q LI mI G 60T @M 60T.

1H 60T\, 61 6V0TE: & LD
Description: Text A does not contain linking words while Text B contain the linking
words. Students to find the linking words such as in
their Text B, when teacher read the Text A.



Activity 7

Text B (Student Copy)
1,600T(H 8 - GUEF&LI CLITLLY

S LOLDETEM 60TE @ FTHSTLLSD), 2_MIGH6T 60606l ([HEEGLD @)6ofll DmTem6y
6U6D0TE: 8510, @) 60Temn MU 6T6oTSH GLIGF60T &606VLIL|

glpifleor LmyuURflw eSlememrwimL (b &eiT

“IDIT6M6V (PUPSILD 6¥lemarTiTL () — éT60T DY
UGS LILI(BS D& G &BITETEH LITLILIT” - 6TedTMMT L0&THeN LITFSHWITy.

&H&EMVEGTen, sSlpfler urgbuflu elleeTwWTL(H&H6ET 2 L eSS
o gGummler; GHMUIABTIY&efleornd aump euPl&TL 16T, WMMILD LO6T
AWHSHMS yLllqer; WeTHe LHWFFRoW gHUBSH6r. 6Tngl
urguflw ellemerwml(h&eT Qeumid ellememuwml_(H&6T L (hLD 3{6V6v,
6TIDGI  UeoTUMLemL WD ea(hHSHE &mvelsr. alGasld, ey,
ALTpWMHE, SHeterbLGems:, FRILILSHTMND @ euMenm 66V6VITLD
HOHMIG HHEUCT. SSIL 6T HEGUEMLOLI LIGTOTL]|, HLLI6TOTT6Y @)6umenm
6T6VGVITLD GUGITITLILIGOT.

B urybuflu efleverwml(Qsemear Fh&0H, Hefllsslm, Seved,
&L, FGEsELG, Hoaustsmlm, Ueummi@wl,  ernlubsl,
FHEOOTEOOTMELNFF), STWD, OIS L LD, 2eTEhFev 6TetT AHHH S
Q&meoorGL GUMSHEVITD. @eumemm L ell, W&efly, evevd Fmieur
allemeTWML(H &6 eTeor aUenSHLILIGGSSVMD. Fh&MH, HeflssL (b, &L,
FHevoteooT TeLNFEF)  CuUmedTm  ellememwITL(H&H6T  &6oTeorLD LI 8560085600 UL
oarl_ Hi&GeTmer. GLaD STwD, UeummiGl), @G LUed oLl L Lb-
N GeUSG 60 66T TE 5 60T 60T.

L6010 SMHCUMSE OleoTeoTernl  FMGHeTRIG6M T U HEHSHSHT6V
@euallemerwmTL(H&&H6T eMBEH G&MeoorCL GLITGHIETMET. 5 60TMeV
@ mbmlensy IDMMEeUETT(HLD. “Fnly UTDBESITED CSHITLY [560T60ID ” 6T6OTLIEN
VLT H WIS o ooty M6UE G LD 6T Lmyurw
aflememuImL_(h &emerr S QLG LIGUITLD! 6T6oTG6l 6T G &AlLh
LTLETen6us6rfley @eumenm allememulmy ISILLGCEUTLD 6T60T 2 MIG UL 60T
Fo. M 6960 LG LI 01 G) 65T G 60T.

1H60TN), 6L 6U0TE: G510
Description: Text A does not contain linking words while Text B contain the linking
words. Students to find the linking words such as in
their Text B, when teacher read the Text A.



QFWMUTL (B oL 6oL - Activity 8

G prewrgwr > (HOPSCOtCh)

elenenulm_lg.6oT GHTSHELD:

> 60&-56001 69 (I RISI6MGUILILILD,
FLhlemeol|d ClLMIUHDS.

eenemimL_LIL(RLD BHIT(hS6:

> @6LRIMS, QbH&HIWIT, LFTeTery,
gmmm@%@m NGCr&eL , Smeorm

edlememum(BLeUTSH6T60T  6T600T60011560)8:
> €2(H6U 9L6VG| Lev GLiy
9 _LIGIJ6U0TIRIS6T:

> CleuetusL_Lg

edenenwim(hLd (Lpemm:

> QUBmeouTg WML L LD SLL MiGHemern Hleugslev euenul
Geu6vor(h'Ld

> (PSS §5HTHHL Hevemev GUITL Geueuun(hLb.
3lb%H H6L GCHTL6nL GQGHTLLMEL YL L LD
AL&sLILRLD.
> 66GI6UT(H FHITSHS60T 261 THEID C&HE HL &
QU6TII(HLD. (FRIG6T &Lblenevenut @LphHTGeom
GamLigemen QML TGeom gyl L b @LoLnigsar.

> @eti(h FHTMIGET QIHHHTEL QK SHTEMHEVL|LD
@Gy ChIH&HleL meUsHsH GeU6HuT(HLD.

> SlBLU QUBLOUTLRS] AHS S0V (RS
9hd &FHTGHS6t1 GOeomey UMLIGaU6I(HLD.

> 2 MISELENLII (LD (LDIghEaIL 6T ABSS
6T L MeM(h&GHS Q&M(hS5&6LD.




Activity card- Activity 8

Hopscotch

Aim of the Game:
» Hand-eye coordination + Master balance.
Countries Played:

» Sri Lanka, India, France, America, Iran, Brazil,
Ghana.

Number of Players:
» Single or Multiple
Materials:

» Chalk

How to Play:

» Draw a hopscotch squares on the ground.

» Throw a stone to the court on square 1..

» Hop through the squares, skipping the square with
a stone inside..

» Pick up the stone on your way back. .

» Pass the stone to the next player..

Source: Wikihow




Activity 9 QuuwIy:

urFuurlw eSlenemw m (&6 &mmis &L
)

61 (Lo L) LI I &5 61T

Description: This bilingual mind map explores the values related with traditional
games. Students need to write 8 important values they can learn from traditional
games.



Activity 10

LS 24em0gS6 (Paragraph Writing)

U upriw edlenerwm_Glesssenler (s sluls gieuin
(The importance of Traditional Games)

\
N

Sample Sentences

umguflw ellemeTwmL(H&6T 2 L& @& euedemnln &(HLD.
IS SBIL60T CHMTUIABTI&Herleorn) eurmp eubBlsmL(HILD.

06T  SWHSSHMS JL(l. wLmMmID WwarHe WHLPFF el
gOUBSSILD.
erlngl umyuflw ellememwml_(h &6 Qeumild aflememuwml(H&6T WL (BID

3|6V6V, 6TL0GI LIGooTLITL6mL WD eT(h&SIF G & T6V6U6DT.

allGeaussld, efgld, elLmupwm®, sSerearblilsens, WLLEGWL  er
IS5 SIL60T F&H LI5S 60T6e006MWIUL|LD SMMIG &(HEU6DT.

CLOSYILD F6M6VEMLOLI LIGOOTL], [HL_L|600TJ6) @) 6UMEmM 6T6VEVITLD GUGITITLILIGOT.

Description. Using the mind map in Activity 9, students make sentences using the
linking words to form a paragraph about the importance of traditional games. Few
sample sentences about values are given above as a guide.




Activity 11 QLW F&6IT :

o618 GpIIsImevoreV (Media Interview)

LImBl(E Ll Lig.euLh (Sample Role-Play script)

Qs mMGLILmeT): (Presenter)

6U6DOTE: & LD, 6T60TSI G LIWIT . @ 60T SBS
QBMMVSHHTLFlEH TS 06| 6vor MWL 9SHLIIHLD LOMEITEUJ&HEHLD @) MhIG
QUHENSH HHSIGTETITIH6T. 3 aUTseTler LUMTLEFTm6 &BHILOL &STEH6V
aflpmellemerQWImL Ly GBIaMeroTel GFUIUL 2 6TGaTTLD. (LN&656V HHisGe6T
2 MmG6T IMVWNEL LIBSHE Q& TE0oTLIT6V [FETMTE @) (HE G LD.

I\HUIF: (Principal)

6T60T QLI . [BITEDT 6TL0GI LML & Memevuiledr S\ LIT TS 6 0D
LD TEoOTEU T8 @h &G LIMFUflu eflemerwiml_(haemer

LWl miel ML TSHeLD 2 6TGeIT6oT.

LO IT600T6U & 6016V 6U 60T: (Class captain)

6T60T QWY . [BIT6dT 8% LIMLFmemneuuilev eTL_LITLD
SHIS5H6V LI 55 60T G M 60T. 6T6OTEB)IL_60T 6 [H Sl6TeIT [H600T LITSHEHLD 2G5
& LU0 sevadl LILN6L & 6OTMITT S 6.

LOIT60OT6U T8 6T (LoMemM L e 6Tl GLITE 6iT): (Rest of the students)
6T60T QLIWIY . 6T60T QLW . 6T60T QW

QMG LILITET:

BeLeVE. BHBIGET YHUTTEHLD, LUIMMmIeTIT&He WD @)HLILIS T

2 mGeTLLD) @&Csarallenw CaHL LG QUMTHSSHLOMS @) (HEELD eTeorm!
1516060785 @M 60T. 6J60T 2_MIG6T LITL&FMenev ellpmailey Limyuflul
allemeTwmL(h&HemeT SMIN&LID QF ULl Ceueoor(h LD 6T60TM 6T600T600TLD
gmULLZI?

B U:
@) 6TM PG LDMEOTEUTSH6T HLG! eUle)] CHTE6em& 560011 60flull 6ot
WeTUTEHEGC6 QFvall(h&TmeTH. @S 6TTeL allemTallel 2_L 6V, 2 6T [HeVLD



&6t (S OTMTISET. QUTLDEHSHE G G606 ULITeT L06vT15
I WMBI& 6T LD, Fl6v HMETEHEMETWLD 85MMISHQ STETET &6
NS OTMITTSHET.

Q5 MG LILITETI:

33 POHMIeYILD 2 600Tem NG 60T, @) LICLIMS! LOMetoTed &emevauflLLD
Q&FeGaurLd. UmyuUrlw ellemerwml_(h&s6T LM HhIs6T (L eoTeor G
Ga:etallILL (heTefTgermm?

LD IT6T0T 61 &5 6016V 6L 60T

GamemellLILIL (6T Cemsdr. 24,6076V 6l 6m6T WML UG V6m6V. 6TeoTS! LLTeN 5
BTL(H&6G CUTEGLLBUTS MBI Flevd allemeTum(heuens
856007 (h) 61T G 6IT6OT.

LOIT60OTEU T8 61T (LoMemMm L eLN6oTMI CLITSS 6iT):

BTHIG6T @UGCUTSIGTeT LMymuflu eflenerwiml G &e6T LM
GameTalLILL (R 6TG6TITLD. @6eumenm LML &Fmemeuuilev eflemerwimLLl
GuUmauemSUIL(h IDHRLDEFR TS 2 6Tl

QMG LILITET:

BITEOT Fol @) 6UGUTMITET (WM LITLFTen6v 0L LSH 6L ,TDLN5H8
L elensuil (b W&s G HEFF Uen L5 Cmedr

eTeleUem & W meoT ellememwmTL (M &emeT SMIWNELILIGESS 2 6TelJaH6T?

LO IT6T0T 61 &5 6016V 6L 60T

Wwsedlev eTing! LNguebwinmeor Al LmMyUflw elemerwim_(h &6 meor
ReflssL 0, #0 &0, HUL, 2 M 2 L5560 GLITETM
allemeTwmL (B &HemeT MINSLILMISS 2 6TGETTLD.

LOIT60OTEU T8 61T (LoMemMm U eLN6oTMI CLIT S 6iT):

SWIM @)(WE 56, HTULD @emmERG Hlevor(hLd GLImedTm
allemeTW ML (h&HemeTUD CFIEHSH 2 6TGETTLD.



Q& MG LILITETI):
LDMevoTeU T8 G6T HiIGH6T @ 6u allemerwm_(h&erfle erHev LUNMHE Qum
QaTLmS WeTefTaser?

LO IT6T0T 60 &5 6016V 61 60T:
Brer HeflssL B, &b &b ellemerwimlHseflev LUIMHT G LIS et CmeoT.

LOIT60OTEU T8 61T (LoMemMm L eLN6OTMI CGLITSS 61T):
BTEdT &L eflem6mulmL_em L 66m 6T Ul ITL_UL| 6T G6rmeoT.
BTET 2N 2 6058 2_6TC6ITe.

BTedT SHUIM @LILS6L QL TaULNTE 2 6TGeIT6oT.

QMG LILITETI:

SHUT SJeuTsHCer, 2 MmG6T GG LWL GSNEH6V Bl&HLH6] Q&L ITLITeT
U RI&HEm6T @ BIE 6T(h&SIS FaMI6oTT6V LI6V D& E6T LIMTemeuuldlL
QUIHGUTT&HET.

A U:

@6u LD 6TLD FeLN&SH6V LiIven T QFeTmen L Geuevor(hiLd eTeTLICS

6TlnGl GHMEHSD. @mICSH LT HISem6T &([H 5 60T Gm6or.
@)L LD &HITeLLD G
HEOLGLIM 2 _6TeT Bl&LDE T &6iT

LM MW (NHHW L WLD, @b BlISLeIMSETer enG @ 6VelFLD.

Q& MG LILITETI):
LD TevoTeU T8 GarT, @) 6) ellemeT L (h&emem ellem 6l m(h6uSs 6L 6T60T60T
LIW 6T QUMIeTTS6T 6T60T Q& MeV6V (LPLGWLOMT?

LO IT6T0T 60 &5 6016V 6L 60T:
6TINGI HVMEMTSHMS LD Nl (WLl MBI&Hem6T U CL6l6H&MES 2 56 LD.
FeNSHSHMH ML G H6V6V Sl (Himenel gMHLUBSSILD.



LOIT60OTEU T8 61T (LoMemMm L eLN6oTMI CLIT S 61T):

H6OTLIT& 6 lem LG HL_L|memed LeuLILI(HSSILD. 6TIDGI 2 L6V, 26T
a6eSlemLn6em WL P &8 & LD.HVEVEA S ITH LDGLDEF G UIMeoT QLIRS
GUMEE HL AU MG UITEH eMDU|D. H &L CF6V6ILD @) 6Veme.

Q5 MG LILITETI:
erliLgwimenr eudl&Herflev @b mlaspellement ellembLITL LGS S
2 §5CxHF GalaralTHeT?

2ABLIT:

6TINSI QFUIH) DL 6V 2ETL_MEHELD, LITLETEM6V &) 60)600T Ul &5 68 &) 60T
26T L_M&H6LD gM&H6TCel 3MleNl&SI6TGETITLD. LDMMILD LOTEo0TEM [T 86T
SWMHlEs ellembdUT L emL&HEHLD LIMTTen6UsHE 606Us5HEH 2 6TG6TITL.

LO IT600T 6L &5 60) 6V 61 60T:
BTHBIGET 6Tl0G! aU@GLIL G wmeor ellemibul L emLemnl SWmflé @l
WWMHRIWIL Q&S UMy FHILUL 2 6TGETTL.

LOIT60OT6U T8 61T (LoMemMm L e 6oTMI CLITSS 6iT):
6T6LGBBVITIHLD ETMRIGET (WM QeumM QLM 256 HISET.
S\ 76voT(h) UMIHHBISET! &HT6 &HIT(HMHISHET!

QMG LILITET:
2 _MIGET WPWMHT QeummMIQLIM 6T60TS! HeVEUTLDSSIG6T!

2B U:
@b CBISMTeoTaN &G eUMULIL6T&H&5emINEE LUTLETM6V FMFLMTS 6T0g!
15 60T ) 6T

6TeLGGUIT(HLD:
1560TM)). 61600T&HE51D.

Description: This is a sample TV transcript for the interview about the introduction
of traditional games in school funday program. In this interview principal and
students promote the family funday event in a persuasive way by telling the details

of the event and importance of the traditional games.



SIT6VLD: 23 Wi 60T 2024
GrpyLb: L9).L11. 1- 4 L6wof]
@L : weystorMmTUIL SO &6vaSH enev LD

@eusu@LLd umybuRw eflenseruimi(GHessir
@L1b Clup 2 siremss.

sevor(heseflss HaupnmSyeseir!

. 50 ©0 . &Ly
o HleflHsL(H ® SHITWILD
® LIGVEVITMRIGLH! ;

S155IL65T, UTFUflL 2 65076, 856061 |LD
E606US G| L&) (LIS 6iT!

Cuevdls 5861608 EHEG): http://www.mtsc.org.au/

Activity 12

Description : This activity is about promote traditional games in the community. For this
purpose, students creating an invitation poster using “Canva” digital platform. Students are

using persuasive phrases to convey their message attractively to the public. This is a sample
for students to use as a guide.



Name : Date:
End Task 1 - Assessment for Speaking and Listening
Role Play — Media Mock Interview for the School Funday
Criteria Excellent | Good Adequate | Limited
4 Points | 3 Points 2 Points 1 Point

Presentation of roles
Convincing communication for the purpose of the role

Vocabulary
Wide range vocabulary used

Use sentence structures grammatically correct.
Including linking words and persuasive phrases

Pronunciation
Speak words intelligibly and clearly

Fluency
Level of fluency in target language

Listening comprehensibility
Listen to others and share thoughts.

Use of variety of non-verbal cues
Voice, gestures, eye contact etc.




Name : Date:
End Task 2 - Assessment for writing
Creating Poster for the School Funday
Criteria Excellent Good Adequate Limited
4 Points | 3 Points | 2 Points 1 Point

Accuracy of text content
Purpose is clearly established for the context.

Visual clarity and appearance

In terms of design, layout and relevant graphics..

Vocabulary
Vocabulary used appropriately

Use sentence structures grammatically correct.
Including linking words and persuasive phrases

Spelling
No spelling errors.

Use of time
Work productively and efficiently




