
Class Review Games 
By Rabbi Tuvya Peromsik 

 
Grade Level: Elementary- Middle School 
 
Description: 
An assortment of seven enjoyable review games which are adaptable for any 
subject. These games can serve as an effective motivator for students and will 
also provide exciting review of the material.  Includes clear directions for each 
game as well as tips for game playing in the classroom in general, such as how 
to divide the class into teams quickly, how to promote good sportsmanship, etc. 
 
Goals and Objectives: 
Students will review material covered in class in a fun, fast-paced manner. 
 
Instructions: 

1. Follow the detailed instructions included in the packet.  
2. Implement review games at the end of the day or just before recess.  
3. The end of the week is a particularly good time to play these kinds of 

games because there is a lot to review. 
4. Games can also be played at siyumim or as a reward for good behavior. 

 
 

 
 



Class Review Games 
By Tuvya Peromsik 

Classroom games can be an effective student motivator and a meaningful way to review and celebrate 
your students’ learning.  Below are seven games designed to do just that.   

 
 

The Game Show 
This is a simple game where teams answer questions for points. 
 
Materials needed:  none. 
 
Instructions: 

1.  Divide the class into 2 teams. 
2. Call one contestant from each team to the front of the room.  Explain to them the following 

rules: 
a.  They are to stand up straight with their hands at their sides.  When you ask the 

question, they should clap their hands if they know the answer.  The contestant who 
claps first gets the first chance at answering the question.  If they answer correctly, 
they get a point for the round and two new contestants will be called up for the next 
round.  No one may help the contestants.  Anyone who tries to shout out an answer 
loses the round for their team. 

b. If the first contestant does not have the correct answer, the second contestant gets a 
“free” try. 

c. If the second contestant does not know the answer, tell everyone to put their hands on 
their desks.  Tell them that you will ask the question again, and then you will say, 
“desks.”  When you say, “desks,” everyone should clap their hands and you will choose 
the person who claps first.  (If you are a particularly mischievous person, it’s fun to say 
words that sound like “desks,” like “mess”  or “bless.”  Or just pretend to sneeze.  
Anyone who claps  when you say a word or make a sound other than “desks” is out of 
that round.) 

d. If no one knows the answer, briefly repeat the material and start the next round.  Be 
sure to ask the same question again later in the game. 

 
*  *  * 

Draw it 

In this game, students draw the answers to the questions. 
 
Materials needed:  Whiteboard and markers, or chalkboard and chalk.  If you want to save the pictures, 
use flip charts and markers. 
Instructions: 

1.  Divide the class into 2 teams. 



2. Call up 1 contestant from each team and instruct them to take a marker and stand in “Marker 
Position.”  This means slightly bent, elbows out, marker closed, and one hand on each end of the 
marker.   

3. Explain to them that you will ask a question and say, “ready, set, go!” 
4. When you say go, their job is to uncap the marker and draw their answer on the board.  They 

are not allowed to use letters, numbers, or any symbols that appear on a computer keyboard, 
in Hebrew or English (or other language). 

5. Teammates are not allowed to shout out answers or leave their seats.  If a contestant needs 
help, the contestant can go to a seated teammate, or look in a book or notebook for the answer. 

6. Once they are finished drawing, they should close their markers, raise them the air, and say, 
“AHA!”  

7. Call on the person that raised his or her closed marker first to explain his or her picture.  If the 
answer is correct, mark down the point and call two new students for the next round.  If the 
answer is incorrect, give them more time to find the answer from fellow students or from books 
or notebooks in the classroom.  The person with the first complete and accurate answer is the 
winner of the round. 

8. If no one knows the answer, briefly repeat the material and start the next round.  Be sure to ask 
the same question again later in the game. 

9. If someone uses letters or numbers in their answer, they are is disqualified and that round’s 
points are automatically assigned to the other team. 

 
Alternatives: 
1. For each new round, double the points at stake. 
2. Try a “silent round,” where points are only given if the teams are completely soundless for the 

entire round. 
3. Every now and then, ask how to spell something and see what they come up with.  Remember, 

they’re not allowed to use letters. 
*  *  * 

 

Talk About it 
This game is a fun way to review material and practice public speaking skills at the same time. 
 
Materials needed:  a stopwatch. 
Instructions: 
The object of this game is to be the one who can talk for the longest time about a subject without using 
verbal filler. 

1.  Explain to students that they will be called up to the front of the room one at a time.  They will 
be given a topic to speak about, and then you will start the stopwatch. 

2. They are to talk for as long as possible about the subject.  You will stop their time if they run out 
of things to say, or if they use any kind of verbal filler, such as: 

a. “um” 



b. “uh” 
c. “like…” (only as verbal filler, as part of a sentence is OK) 
d. “so…” (only as verbal filler, as part of a sentence is OK) 
e. repeating words or sentences over and over 
f. rambling. 

  You will need to use your judgment, as this is not always clear. 
3. Time students, and keep a list of students and their times.  You will find that this will be difficult 

for students at first and their times will only be a few seconds, but they will get the hang of it.  
Typically, students will probably range from about 30 seconds to 2 minutes in a turn.  However, 
some particularly talented students will be able to exceed that.  Also, consider having a “4-
second rule:”  anyone who makes a mistake within the first 4 seconds gets a second chance. 

4. This game can be played in teams or as individuals.  For a team, add up the teams’ total times at 
the end of the game.  The team or individual with the longest total time is the winner. 

*  *  * 
 

Steps 
This game is for those students who don’t like sitting in desks all day – i.e. all of them. 
Materials needed: a large open space, such as a gym or a playground. 
Instructions: 

1.  Divide students up into teams.  Depending on how many students you have, you can have two 
or more teams.  If you have 20 students, 4 teams of 5 works well. 

2. Define a clear starting line at the beginning of your open space, and a clear finish line at the end. 
3. Explain to your students that the object of the game is to get to the finish line.  The only way to 

move forward is to answer the questions correctly and take the steps that are awarded for 
each correct answer.  There are many types of steps, and they must be done correctly or the 
entire team will be sent back to the starting line. 

4. Here are some types of steps that can be used.  These are a starting point; feel free to come up 
with your own as well. 

a. Giant Steps.  Take a step forward.  You can go as far forward as you want, but the foot 
in back must stay on the ground. 

b. Baby Steps.  When you step forward, the heel of your foot in front must touch the toe 
of the foot in back. 

c. Jumps.  Jump with both feet together.  Go as far as you can, but if you lose your balance 
and fall your entire team must go back to the starting line. 

d. Hops.  Hop on one foot.  Go as far as you can, but if you lose your balance and fall your 
entire team must go back to the starting line.  If you are supposed to take 5 hops and 
you put your foot down before you’re finished with all 5, you have to stop where you 
are. 

e. “Run-Stop.”  Students can run as fast as they can for the allowed time, but have to stop 
immediately when the time is over.  The teacher says, “this will be 3 seconds.”  RUN – 2 
– 3 – STOP! 



f. Leaps.   These are like Giant Steps, but you don’t have to keep your back foot on the 
ground.  You can leap as far as you can, but if you lose your balance and fall your entire 
team must go back to the starting line. 

5. Students stand on the starting line with their hands at their sides.  They will clap their hands to 
answer, as in “The Game Show,” above.  You announce the reward for a correct answer, and ask 
the question:  “for 5 Giant Steps, (question here!)” 

6. Students clap to be called on to answer and progress forward if they are correct.  The game 
continues until someone reaches the finish line. 

* * * 
 

True False Up Down 
This is a game of quick reflexes, played by everyone at once. 
 
Materials needed: none. 
Instructions: 

1.  Divide the class into two teams, and have them stand lined up at opposite walls of the 
classroom.  Teammates should not be close enough to bump into each other.  The teams should 
face each other. 

2. Explain that you will be asking “True or False” questions.  If they think that the answer is true, 
they should stand on their tiptoes.  If they think that the answer is false, they should sit down on 
the floor.  Alternatively, they can be lined up with their chairs.  If they think that the answer is 
true, they should stand up.  If they think that the answer is false, they should sit on the floor, to 
the right side of their chairs.  They will need to allow enough space between students so that no 
one accidentally sits on anyone else.   

3. Ask a question.  The team that that has every single person in the correct position first is the 
winner of that round. 

*  *  * 
 

Who or What Am I 
This game is student-led and played as a whole class. It’s a great way to finish the school day. 
Materials needed: none. 
Instructions: 
Call on a student to start, or you be the first person yourself.  Tell the class that you are thinking of a 
person, place, or thing that they have been learning about recently.  They can ask you “Yes” or “No” 
questions about what it is.  The student with the correct answer gets to go next. 

*  *  * 
 

Projector Relay 
This is a fast-paced game for reviewing texts or worksheets. 
 

Materials Needed: 



Option 1: 
A computer and LCD projector.  The computer will need your worksheet or text on it, as well as music 
and a countdown timer program.  
 
Option 2:  
An overhead projector and transparencies of your worksheet or text; a CD player and music; and a 
stopwatch with a countdown timer. 
 
Instructions: 
This game works like a standard relay race, with an educational twist.  While the object of most relay 
races is to have the entire team be the first to complete a task or obstacle course, the object of the 
Projector Relay is to get the most correct answers in the time allowed. 

1.  Divide the class into two teams.  The source material should be projected onto the board, and 
countdown timer and music should be at the ready.  The timer should be set to count down 2 or 
3 minutes. 

2. Line up the teams in front of the board.  Define a clear line on the floor which the students may 
not cross until it’s their turn.  Hand a marker to the students who are at the heads of their lines.  
The markers should not be the same color. 

3. Explain how the game works, as follows: 
“Just before I say ‘go,’ I’m going to start the music.  When I say ‘go,’ I will start the timer and you 
will get started.  When it’s your turn, your job is to go up to the board and answer one 
question/problem/translation, then go to the back of the line.  Remember:  only do one answer, 
and do not come into contact with the person from the other team.  If there is still time on the 
clock, you may end up having more than one turn.  Be very careful not to bump the projector.  If 
you bump the projector, the questions and your answers will no longer line up, and your team 
will automatically lose the round.  Also, be careful to write your answer using the marker gently.  
If you get too excited and push in the tip of the marker, you will also lose the round. 

4. Start the music, give the signal to start, start the timer, and then stand back to watch the 
excitement.  Every now and then, announce how much time is remaining.  Count down the final 
ten seconds out loud. 

5. In front of the teams, review the projected worksheet and assign points for each team’s 
answers, one team at a time.  Team members can help you keep score.  Time permitting, you 
can play another round or two. 

 
Variations: 

1. You can have some rounds where students can look over their materials while waiting for their 
turns, and some rounds where no outside materials are allowed.   

2. You can also have “Mystery Bonus Answers,” where you secretly select some of the words or 
questions and assign them a higher point value.  For example, question 1 might be worth 1 
point, but question 5 might be the Mystery Bonus question, worth 10 or 20 or 50 points. 

* * * 
 



 
General tips and suggestions: 

1. Students often associate games with recess.  Set the tone by explaining to them that, while they 
will be playing a game as a fun and different way to review their learning, they should 
understand that all of the class behavior standards are in effect.  This form of review is a 
privilege, and they will only be able to have it if they follow the usual classroom rules.  You as 
the teacher should understand, however, that there will be a certain lightening of the 
atmosphere.  You want that, but use your discretion and be clear to your students about your 
expectations. 

2.  Because class time is of the essence, it is important that review games get organized quickly.  
Have quick methods of dividing the class into teams.  Here are a few examples: 

a. Divide the class by rows, lengthwise or widthwise – i.e. “the right half of the room 
against the left half, or the front half against the back half of the room.”  

b. A-K against L-Z by first (or last) names 
c. Choose teams randomly using index cards with student names on them. 

3. Sometimes competition can bring out negative character traits in students.  If this happens, 
don’t consider it a crisis – it’s an opportunity to teach.  You can help condition proper behavior 
habits by building fail-safe rules.  For example: 

a. You can make it clear to the class that you are the only judge in the game, and that 
there are point-loss consequences for anyone who tries to start an argument with other 
students (or the teacher).  A rule can be, for example, that anyone who argues with the 
teacher’s ruling on a round of the game or criticizes the other team’s performance 
automatically loses the round that they were trying to win by arguing. 

b. You should define good sportsmanship and require it.  Tell your class, “Good 
sportsmanship means that you can be happy that your team won the round or 
answered a question correctly, but you should certainly not express any happiness at 
the other team’s loss.  ‘Hooray, we won!’ is OK.  ‘HA HA YOU LOST!’ will CAUSE YOUR 
TEAM TO LOSE THE ROUND.”  ‘Good game’ or ‘nice try’ in a respectful tone of voice is a 
good response to the other team’s loss. 

4. Most of these games are good for 15-20 minutes, before a recess or at the end of the day.  The 
end of a week is a good time to play these kinds of games because there is a lot to review. 

5. For each game, you will need questions that review each subject you teach.  Rotate subjects – a 
different one each round – and consider adding a “bonus” round which involves questions from 
topics unrelated to class.  Either make the questions up on the spot or come prepared with 
questions for each subject. 

 


