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Stop Planning for Hours. 
Start Teaching for Mastery.

The core problem isn't just your
planning time; it's also ineffective
learning. 

You've experienced the Cobbling Crisis
—spending hours piecing together
resources only to have students forget
the material next week.

Here's why: many games and activities
fail to align with how the brain stores
information. They create Cognitive
Overload instead of Retrieval Practice 

This toolkit is your scientific antidote.



Your Scientific Advantage: 
8 Neuro-Optimized Games

Every single game in this toolkit is
designed to be:

🧠 Brain-Friendly: Activates
Retrieval Practice, Spaced Repetition,
and Emotional Tagging.

⏱️ Zero-Prep: Adaptable to any
grammar or vocabulary lesson in
under 60 seconds.

🚀 High Efficacy: Guarantees
higher student retention, so you
stop re-teaching and start moving
forward.



GAMES:
1.THE SPACED REPETITION SHUFFLE
2.FAST PACED RETRIEVAL
3.THE EMOTIONAL CONTEXT SWAP
4.THE CONTEXTUAL ERROR SCRAMBLE
5.THE "TWO-TRUTHS AND A LIE"
UPGRADE

6.THE LAST MAN STANDING MEMORY
DRILL

7.THE CATEGORICAL FILTER
8.THE "WHAT'S THE QUESTION?"
REVERSE DRILL



ADAPTABILITY: 
ANY CONCEPT FROM THE PREVIOUS LESSON.

PREPARATION:
45 SECONDS! THE TEACHER WRITES DOWN 3-5 SIMPLE BUT
VAGUE CLUES ABOUT THE PREVIOUS LESSONS TOPIC

GAME:
THE TEACHER THEN REVEALS THE CLUES ONE BY ONE.
THE STUDENTS HAVE TO GUESS THE CONCEPT CORRECTLY,
WITH THE FOLLOWING POINTS

CLUE 1 - 3 POINTS, CLUE 2 - 2 POINTS, CLUE 3 - 1 POINT

THE SPACED 
REPETITION SHUFFLE

RE-EXPOSING THE BRAIN TO INFORMATION AT
INCREASING INTERVALS IS THE MOST EFFECTIVE

WAY TO TRANSFER DATA TO LONG TERM
MEMORY. THE ELEMENT OF SURPRISE TRIGGERS
DOPAMINE, HELPING CEMENT THE MEMORY. IT
ALSO FORCES STUDENTS TO QUICKLY ACTIVATE

THEIR EXISTING KNOWLEDGE !



ADAPTABILITY: 
YOU CAN USE ANY SET OF VOCABULARY WORDS.

PREPARATION:
30 SECONDS! - YOU JUST HAVE TO WRITE THE TARGET
VOCAB ON THE BOARD (OR SCREEN IF YOURE ONLINE).

GAME:
THE STUDENT HAS TO SAY OR WRITE A FULL SENTENCE
BEFORE THE TEACHER (OR STUDENT!) CAN FINISH SOME
SORT OF ACTION (COUNTING DOWN, DOING JUMPING JACKS,
ETC) THE STUDENTS CAN EVEN COMPETE TO WHO WRITES
THE FASTEST.

FAST PACED 
RETRIEVAL

THIS ACTIVITY FORCES THE STUDENTS TO
ACTIVELLPULL INFORMATION FROM MEMORY
WITHOUT CLUES, STRENGTHENING NEURAL
PATHWAYS. THE STUDENT MUST SWITCH

BETWEEN DIFFERENT MEMORY ITEMS, AIDING IN
PATTERN RECOGNITION AND ADAPTABILITY



ADAPTABILITY: 
ANY SET OF 5-10 TARGET VOCABULARY WORDS OR GRAMMAR
STRUCTURES.

PREPARATION:
30 SECONDS! WRITE 4 EMOTION WORDS ON THE
BOARD/SCREEN: ANGRY, EXCITED, TIRED, CONFUSED.

GAME:
THE STUDENT MUST USE THE TARGET LANGUAGE (WORD OR
GRAMMAR) WHILE READING OR SAYING THE SENTENCE IN
THE TONE OF ONE OF THE 4 EMOTIONS.

THE EMOTIONAL
CONTEXT SWAP

THE LIMBIC SYSTEM (EMOTIONS) IS CLOSELY
LINKED TO THE HIPPOCAMPUS (MEMORY). USING
THE SAME LANGUAGE IN DIFFERENT SCENARIOS
STRENGTHENS FLEXIBLE USE. THINKING ABOUT
HOW TO USE THE LANGUAGE IN A FUTURE
SITUATION OR ROLEPLAY STRENGTHENS LONG-

TERM MEMORY FORMATION.



ADAPTABILITY: 
ANY NEW VOCABULARY WORD OR GRAMMAR STRUCTURE

PREPARATION:
60 SECONDS! - THE TEACHER WRITES ON THE BOARD (OR
SCREEN) 5 SENTENCES, EACH CONTAINING A CONTEXTUAL
ERROR (INCORRECT WORD, OR GRAMMAR FORM) 

GAME:
THE TEACHER PRESENTS THE 5 SENTENCES AND THE
STUDENT MUST IDENTIFY THE INCORRECT WORD/PHRASE AND
THEN REPLACE IT. THIS CAN BE DONE IN TEAMS OR 1V1

THE CONTEXTUAL
ERROR SCRAMBLE

THE BRAIN LEARNS MORE EFFECTIVELY BY
ACTIVELY CORRECTING ERRORS THAN BY SIMPLY

READING THE CORRECT INFORMATION.
ASSOCIATING A WORD OR RULE WITH

CONTEXTUAL SITUATIONS STRENGTHENS ITS
RECALL. IT REQUIRES THE FRONTAL LOBE TO
MAKE DELIBERATE JUDGMENT, LEADING TO

STRONGER MEMORY FORMATION.



ADAPTABILITY: 
ANY SET OF 10-20 TARGET VOCABULARY WORDS OR
PHRASES.

PREPARATION:
15 SECONDS! DRAW A SIMPLE GRID OR LIST OF NUMBERS 1-5
ON THE SCREEN OR BOARD.

GAME:
THE FIRST STUDENT SAYS A WORD/PHRASE FROM THE
TARGET LIST. THE SECOND STUDENT MUST REPEAT THE
FIRST STUDENT'S ITEM AND ADD A NEW ONE (E.G.,
STUDENT 1: RELIABLE. STUDENT 2: RELIABLE, LUXURY.).
STUDENTS ARE ELIMINATED IF THEY CANNOT REPEAT THE
GROWING SEQUENCE CORRECTLY.

THE "LAST MAN
STANDING" MEMORY DRILL

THE BRAIN TENDS TO ONLY REMEMBER ITEMS AT THE
BEGINNING AND END OF A LIST. THIS GAME

GUARANTEES REPEATED EXPOSURE TO THE MIDDLE ITEMS.
ITEMS ARE MENTALLY GROUPED BY THE STUDENT TO

REMEMBER THE GROWING SEQUENCE, IT IS A POWERFUL
MEMORY TECHNIQUE. THE PRESSURE OF REPEATING THE
ENTIRE CHAIN INCREASES ENGAGEMENT AND SOLIDIFIES

MEMORY TRACES.



ADAPTABILITY: 
ANY NEW OR RECENTLY TAUGHT GRAMMAR STRUCTURE (E.G.,
PRESENT PERFECT, FIRST CONDITIONAL).

PREPARATION:
45 SECONDS. THE TEACHER ENSURES THE STUDENT KNOWS
THEY MUST USE THE TARGET GRAMMAR STRUCTURE IN ALL
THREE SENTENCES.

GAME:
THE STUDENT WRITES THREE SENTENCES ABOUT
THEMSELVES: TWO TRUTHS AND ONE LIE, ALL USING THE
TARGET GRAMMAR. THE PARTNER/TEACHER MUST ASK ONE
FOLLOW-UP QUESTION (ALSO USING THE TARGET GRAMMAR,
IF POSSIBLE) TO DETERMINE THE LIE.

THE "TWO-TRUTHS 
AND A LIE" UPGRADE

THE BRAIN IS HIGHLY ALERT WHEN TRYING TO SPOT
AN INACCURACY, WHICH ENGAGES HIGH-LEVEL

PROCESSING REGIONS. CRAFTING DECEPTIVE SENTENCES
REQUIRES THE STUDENT TO PROCESS THE GRAMMAR RULE
IN REVERSE (HOW TO BREAK IT CONVINCINGLY) AND
FORWARD (HOW TO USE IT CORRECTLY).  LEARNING IS
STRONGER WHEN IT INVOLVES SOCIAL INTERACTION AND

SHARED FOCUS (TRYING TO DECEIVE OR GUESS).



ADAPTABILITY: 
ANY SET OF 15-20 TARGET VOCABULARY WORDS.

PREPARATION:
45 SECONDS! WRITE ALL 15-20 WORDS ON THE BOARD. THE
TEACHER ASKS THE STUDENT TO QUICKLY DEFINE TWO
CATEGORIES (E.G., WORDS I USE OFTEN AND WORDS I NEED
TO REVIEW).

GAME:
THE STUDENT MUST PLACE ALL 15-20 WORDS INTO THE TWO
CHOSEN CATEGORIES AND JUSTIFY ONE PLACEMENT WITH A
SENTENCE USING THE TARGET WORD. THE TEACHER THEN
CHALLENGES THE PLACEMENT OF TWO WORDS (E.G., "WHY
DID YOU PUT 'PUNCTUAL' IN 'WORDS I NEED TO REVIEW'
INSTEAD OF 'WORDS I KNOW'?").

THE CATEGORICAL
FILTER

THE BRAIN SORTS INFORMATION INTO MENTAL "FILES".
THIS ACTIVE GROUPING PROCESS FORCES THE STUDENT
TO RELATE NEW VOCABULARY TO THEIR EXISTING
LEXICON, PREVENTING THE WORDS FROM REMAINING

ISOLATED. THE ACT OF JUSTIFYING THEIR CHOICE MAKES
THE STUDENT AWARE OF THEIR LEARNING PROCESS,

ENHANCING FUTURE SELF-CORRECTION.



ADAPTABILITY: 
ANY GRAMMAR STRUCTURE BEING REVIEWED (E.G., PASSIVE
VOICE, PAST SIMPLE QUESTIONS) OR VOCABULARY DEFINITION.

PREPARATION:
30 SECONDS! WRITE 5 SHORT, TARGET-LANGUAGE ANSWERS
ON THE BOARD. EXAMPLE FOR PAST SIMPLE: "I ATE SUSHI
LAST NIGHT." 

GAME:
THE STUDENT MUST FORMULATE THE QUESTION THAT
LOGICALLY LED TO THE PROVIDED ANSWER, SPECIFICALLY
USING THE TARGET GRAMMAR OR VOCABULARY. EXAMPLE: IF
THE ANSWER IS "I ATE SUSHI LAST NIGHT," THE STUDENT
MUST ASK, "WHAT DID YOU EAT LAST NIGHT?"

THE "WHAT'S THE
QUESTION?" REVERSE DRILL

FORCING THE BRAIN TO WORK BACKWARD FROM THE
ANSWER REQUIRES DEEPER COGNITIVE EFFORT THAN
ANSWERING A STANDARD QUESTION, LEADING TO

STRONGER ENCODING. THE STUDENT MUST ACTIVELY
CONSTRUCT THE QUESTION'S SYNTAX, REINFORCING THE
TARGET GRAMMAR RULE. REPEATED CONSTRUCTION OF
QUESTIONS STRENGTHENS THE NEURAL PATHWAYS FOR

CORRECT WORD ORDER AND TENSE USAGE.


