This game is short and simple. Write the alphabet on the board. Throw a bean bag to someone and say a word begining with the letter A. This person must catch the bean bag, say a word begining with the letter B and then throw it to another person This third person says a word begining with the leter C and so on. 

Word Recognition Game: Write some words the Ss have learned in previous lessons on some cards (postcards are ideal).  Have all the Ss stand at one end of the room and the T in the middle.  Hold up one card and Ss come forward and whisper the word in the T's ear.  If correct they can go over to the other side of the room.  Ss can have as many guesses as possible.

Whiteboard Draw Relay: Make 2 teams and line them up as far away from the board as possible.  Call out a word to the first members of each team, and they have to run to the board, draw the picture and run back to his/her next teammate.  The process is repeated for each student and the team that finishes first is the winner.  Variation: T whispers the words.  The S can only run back to his/her team when his teammates guess what the picture is.
Typhoon: Have the students put chairs in a circle, with one less than the number of students.  The student left standing has to ask the others a question ie Do you have glasses?  If the answer is yes, then the students with glasses have to get up and switch chairs, giving the one standing a chance to sit.  If the answer is no, the student remains sitting.  Lots of fun, and the kids seem to love it and always ask for it.  Be careful that they don't get too excited and knock over any chairs. (submitted by Kirk Davies).

Train Ride Game: Have Ss form a train (standing in line holding onto each other).  Choo choo around the classroom and call out instructions (e.g. faster, slower, turn left/right, stop, go).

Time Bomb: you need a timer (such as an egg timer) for this exciting game.  Set the timer, ask a question and then throw it to a S.  S/he must answer and then throw the timer to another S, who in turn answers and then throws it to another S.  The S holding the timer when it goes off loses a life.  This can also be done with categories (e.g. food, animals, etc.).

 Spin the Bottle: Sit Ss in a circle with a bottle in the middle.  T Spins the bottle.  When it stops spinning the S it is pointing to has to answer a question.  If the answer is correct then that S can spin the bottle.  This is a good class warm up activity.

Question Chain: Have the Ss sit in a circle.  T asks the S next to him/her a question (e.g. "What's your name?"  "Do you like chocolate cake?" etc.) and the S has to answer the question and then ask the S next to him/her the same question.  Continue around the circle and then start a new question.  It helps to use a ball to pass around as the questions are being asked and answered. 

Line True or False: Put a line of tape on the floor and designate one side "True" and the other "False".  Hold up an object or flashcard and say its word.  If Ss think the you have said the correct word they jump on the True side, if not they jump on the False side.  Incorrect Ss sit out until the next game.
