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Teams-Games-Tournaments (TGT) Method of Cooperative Learning

One strategy for establishing cooperative behaviors is the use of games that involve students
cooperating to overcome an outside obstacle (time, the difficulty of the task, etc.) rather than trying
to overcome one another. Games are useful because they represent activities with high appeal for
children and because they can structure the environment for a brief period of time according to
specific rules.

Cooperative games can be purely recreational, or they can be designed to have
content. Cooperative games can be active or quiet, and they can be played indoors or out.
generally characterized by the fa.ct that.all childrei? are engaged in the activity most of the time,
players are not eliminated, and children interact during the game in helpful and supportive ways.

Who Am I? Who am I'is a cooperative game where each student has a card pinned or taped to
his or her back with the name of a famous person, an animal, an event in history, or so forth.
Participants circulate asking each other only yes/no questions in order to figure out what is on their
back. Participants can only ask one qL_lestion 01_021 person before going on to another player. When
players know who they are, they continue to circulate, answering questions from other players. In
order to play this game, students must learn how to phrase questions that can be answered by "yes"
or "no" that will yield useful information. Because of the one-question-per-person rule. students
interact with a range of people. This activity can be adapted to a number of areas and very young
children or nonreaders can use pictures of the object to be guessed. One third orade teacher
culminated a unit on the United States by putting the name of a state on each chde'S back and
priming them with questions to ask like, "Am [ east of the MiSSiSSippi?"’ "Am 1 a Great Plains
State?", "Do I border on another country?"

Concentration - Finding Partners. The teacher prepares a set of cards that ¢
(one card has Astana to match another that has baiterek; pictures of animal
and their definitions, etc.). Players stand or sit in a circle, each holdi
hidden agains.t their chest. One player F)eg_ins by ca].ling. on another player 1o revel Bis o f o e
and then calling on another player (or him- or herself to reveg] that card, attem ti
match. If the player successfully makes a match (group consensus), the tWO, cards P .l“gl to m.ake a
center. If no match is found, the next player takes a turn. The play on both sid&le pfaced i
taking his or her turn are designated as "helpers," and may provide assistance if ol isd oTIthe perso.n
"won" when all matches have been made and placed in the center. Playerg CQm_\ - 1Ne game i1s
even after they are no longer holding a card. Inue taking turns

This game combines the skills of regular concentration (bein
remember where they are, and determine if they are matches) with 5 S0 : i
which students help one another to succeed. This game has beep Successf‘pflratlve fr.amework in
classes (children matching colors with color words) and high school terminui o i Preschool
matching terms and their deﬂnit.iOHS)- A Si'mi]ar game can also be played \;)it(;gy classes (students
giving each child a card and having them circulate around the room ttying to fl the same cards by
version actively involves all students who must look at carq combinations dmd thenlr match. This
together. . _ _ and determine if they go

Sequence Activities. Various cooperative games involve having stq
some kind of order. Students can each be given a letter ang asked to put g, e“ﬁts put.themse]ves in
order, they can be given a card with an event from a story and asked tzmé’eives in alphabetical
sequence of the story. or they can be given tenses and aske Lo put themg PUl themselves in (he
order. In all of these cases, students must talk and discuss the Sequer selves in Chmnological
correct before asking each other or i;he teacher for confirmation Se(m? thd all agree they are
played with cards: cards are p:‘e]aal-ec{ in advance with each one C()nlain‘]uuue games can also be
next. For example, one card might say, "When a student turns oy g 'Ng a clue fo what follows
dark in here." The next card would say, "When someone yells. 'He]e _h'ghts, You yell, 'Hey, it's
T 22 O S dark in here. you sun
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around in circles saying, 'T'll generate a little energy," and so forth. The cues can be words, actions,
gestures, or anything else that would be visible or audible to other players. One card must indicate
the beginning, for example, "You go first by ." The cards are distributed and then each
child follows the sequence. This game is infinitely adaptable according to the age, level, or reading
ability of the students. More advanced students often enjoy writing their own sequence games for
other class members. Cards for nonreaders can have a pantomime on top that is the clue for the
pantomime on the bottom. Cards can also have pieces of a story or a rhyme that begins on one card
and is continued on another; one card says, "When boating never quarrel, for you will find no
doubt,” and the next card starts, "A boat is not the proper place to have a falling out," and then
continues, "Dr. Brown fell in the well and broke his collarbone" (which in turn, is continued on the
next card by, "Why didn't he attend the sick and leave the well alone?"). With children who lack
experience in following directions or reading, the teacher can go over all the cards and the
sequence as a group, and then pair children in reading/acting pairs.

Hug Tag. In Hug Tag one or more children are "huggits" with a red flag (or sock). They try to
give their flag to another player, and the other players are only safe when they are in a hug-group
of two or three. When the teacher calls to switch, the children must disband their groups and find a
new group. At a more advanced level, hug-groups can stay together only as long as all members
can hum on one breath. When any member runs out of breath, the group must disband. As one can
imagine, the more players run around, the more out of breath they become and the shorter the
period of time they are able to stay together. In contrast to many outdoor physical games in which
children chase one another, in this game, safety comes from being with other people, touching each
other. This game is an excellent example of one that can be played and enjoyed by extremely
diverse groups. Two-year-olds and 80-year-olds can all participate in the same game.

Tyiiin
HKannwr oxyuint 6ananaposiiy Minesoepi oilvii-cailbic Kesinoe kepineoi. Oxywvr oen aman
omeipean  wWaKipmmepimvis  oceroau bencendenix  Ic-waparapoa mMeic  KaiMaiobl  HCaHe
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Resume
It is generally characterized by the fact that all children are engaged in the activity. And they
are not eliminated, too. Children interact during the game in helpful and supportive ways.

Ozet
Genellikle cocuklarm cogunun karakterleri oyun swrasmda ortaya g¢ikar. Oyuncu dedigimiz
(alebeler aktivite esnasinda gozardi edilmis degillerdir ve o esnada yardimsever, destekleyici
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