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Each month, check our list of tips and extensions for ideas and advice on how to make the game 
fit best in your classroom, and how to make the most of the materials.

Choosing Pairs/Groups
•	 In some classes, students can choose their own partners and groups without problems. However, in most 

classrooms it is not ideal - it’s usually better for the teacher to assign pairs.

•	 In Part 1, all students will be working on reading and writing. Partner students who are strong in reading with 
those who are weaker, but explain to them that both partners have to contribute.

•	 When a fast-working student tries to do all the work, you can make them an assistant. Explain that in order for 
the group to do well, everyone needs to help each other. They can be most helpful by explaining the task to 
other students. The responsibility can provide focus, and having an extra helper can be beneficial to everyone. 
In addition, explaining something to someone else is a very effective way to practise and learn.

•	 In Part 2, students will have different jobs. There are several possible strategies for assigning the jobs, 
depending on your goal:

o Ideally, you can tailor the correct job for each student, but in large groups this is often not feasible. 
A quick way to assign jobs is to choose broadly whether the group needs a challenge or more 
confidence.

	 In a group that needs confidence, use the “highest-number” technique to give them the job 
they are most skilled at: the students with the lowest reading numbers become readers, 
the lowest writing numbers become finders, and the lowest speaking or listening numbers 
become runners. 

	 In a group that needs a challenge, do the opposite and use the “lowest-number” technique. 
Giving students the job they find most difficult will push them to practise their weaker skills, 
and in this situation they will be motivated because others will be depending on them.

•	 In Part 3, each group will have a different focus. Report 1 is focused on reading and writing, Report 2 on 
speaking and listening, and Report 3 on visual skills. All groups will have some amount of reading, writing, 
speaking and listening. As with Part 2, you can choose to give students the job at which they are best, or 
challenge them with their most difficult skill.

Motivating and Praising
•	 The language used for motivating and praising students is very important. The “gamification” method of 

education has clear guidelines for this.

•	 Terms that should be avoided with students: good/bad student, clever, gifted...

o These terms focus on the student as a person, rather than what they do and the choices they make. 
It is not motivating and makes students with natural talent think that they don’t have to work hard, 
while students with less natural talent lose confidence and feel there is no way for them to improve.

•	 Focus on what students do rather than their natural abilities:

o Try to avoid saying simply “good job” or “good work”. Instead, try to pick out one specific thing the 
student did well to give them specific motivation and improve confidence. Emphasize that they have 
learnt/accomplished something, or helped someone because they worked at it, and that they should 
be proud of themselves.

o I like how you (didn’t give up/kept trying until you got it right/had so much energy/worked together 
as a team). Look at what you did because you worked hard. Think about how much you practised 
today...
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•	 Encourage the students to assess themselves. Ask them, rather than telling them, what they accomplished:

o What did you learn today? What do you know now that you didn’t know before? What did you 
practise? How did you exercise your brain?

o Students with low confidence may struggle to answer these questions. It is okay to make suggestions 
or ask their classmates to help them think of answers.

o Make a habit of reserving 2–3 minutes at the end of each class to quickly sum up what new things the 
students learnt. This can be done for all lessons, not only game lessons. Have each student keep a list 
somewhere of at least one new word they’ve learnt each day. Keep a dictionary to hand, so if  
a student says they didn’t learn any new words, they can quickly find one to add to their list. This 
visual reminder of their progress can be very motivating.

October Extension Activities
•	 Part 1

o Once the code has been broken, students can also decipher the message on p. 11 of the magazine.

o Have early finishers use the new coded alphabet to write and decipher messages to each other.

o After doing the Class Chat on page 11, have students draw what they think the queen’s bedroom 
looks like, then describe their pictures to the class.

o Ask students to imagine why the ghost squirrels might be writing in code (e.g. they are afraid of spies 
or enemies, they have their own language, they just love puzzles, etc.). Have a class discussion, or 
have students write short stories or paragraphs explaining this piece of background information.

•	 Part 2

o Break the students into groups. Have each group design and draw a crazy room of their own and write 
a clue to where their treasure is. 

o Compile the clues into one list and make copies. Use the student-made materials to play the game 
again.

•	 Part 3

o Have each group write more than one mission report, to focus on various skills.

o Ask students to invent their own type of report, in addition to the given ones.

•	 See the September Land of Awesome - Methodology 1 for more ideas which can be used all year round.
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