17 Hard bargaining

Type of activity
whole class
exchanging and collecting

Function practised
making offers and setting conditions

Exponent

Would you . . .?

Willyou . . .?

Iflgiveyou . . ., will you giveme . . .?
Howabout . . .7

Fllww s 0f s .

Lexical areas
animals, DIY (do it yourself), cookery, household
tasks

Problem vocabulary
camel, stepladder, wallpaper, paste, hardboard, tape, yeast,
screwdriver, hoe, spade, trowel, shovel, sponge, hosepipe

How to use the game

Two versions of what is basically the same game
are offered:Bazaar and Jobs around the house.

Bazaar:

This may be played with 8 or more students.

Copy one card for each student in the class and
distribute them randomly.

The object of the game is for each student to obtain
the animals he/she needs, by exchanging them
directly or indirectly for the animals he/she has
but doesn’t need. To do this, students should move
around the class, offering animals in exchange for
others.

They will find that, in most cases, it is not possible
to make a direct exchange, and that they may need
to make a number of intermediate transactions in
order to get what they want in the end, for
example, a student with three horses on offer may
not be able to exchange them directly for the camel
he/she needs, but may have to acquire five pigs in
exchange for the horses, in order to barter the pigs
for the camel.

Students do not need to exchange all their animals
atany one time, for example, if a student has eight
pigs to exchange, it is possible to offer three pigs to
one student, two to another and so on. Students
may find it helpful to carry a pencil round with
them to record transactions.

Depending on numbers of students involved and
how the transactions are made, some students may
not be able to get what they want, and will come
home from market disappointed. The game is
probably best played within a time-limit set by the
teacher.



Jobs around the house:

The game may be played with any number of
students, but 6 is a minimum to ensure sufficient
interaction.

Copy one task card and a set of corresponding
picture cards for each student in the class.

Give each student a task card.

Shuffle the picture cards and distribute them
randomly, five to each student, so that no student
gets the picture cards which correspond to his/her
task card.

The object of the game is to collect the items
necessary for the task allotted.

To do this, students should move around the class,
offering items in exchange for others.

Students may only exchange items — they may not
give them away. As in Bazaar therefore they may
have to make ‘intermediate transactions’ in order to
get the item they really want.
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1 Youneed 1 camel. 2 Youneed 2 horses.

You have (but don’t need) 5 horses. You have (butdon’t need) 2 pigs.
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3 Youneed 5 pigs. I 4 Youneed2horses.
You have (butdon’'tneed) 1 camel. I You have (butdon’t need) 1 pig.
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5 Youneed 1 horse. I 6 Youneed 10 sheep.
You have (butdon’t need) 2 pigs. I You have (butdon’t need) 20 hens.
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_____________________________ I

7 Youneed 10 hens. 8 Youneed10hens.

You have (but don’t need) 5 sheep. You have (butdon’t need) 5 sheep.
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1 You want to decorate your
house. You need: a paintbrush,
some paint, a stepladder,
wallpaper, paste.

4 Youwantto mend a chair. You
need:a screwdriver, glue,
nails, screws, ahammer.

7 Youwantto bath the dog. You
need: shampoo, an apron,
rubber gloves, atowel, a bath.

10 Youwanttowashthe car.
You need: abucket of soapy
water, a sponge, polish, a
hosepipe, adry cloth.

2 Youwantto frame a picture.
You need: glass, nails, a
hammer, some hardboard,
tape.

5 Youwantto make a cake. You
need: flour, eggs, butter,
sugar, a mixing-bowl.

8 Youwantto plantsome seeds.

You need: atrowel, afork, a
spade, gardening gloves, a
packet of seeds.

3 Youwantto make bread. You
need: flour, yeast, salt, water, a
mixing-bowl.

6 Youwanttoweed the garden.
You need:ahoe, aspade, a
trowel, a fork, gardening
gloves.

9 Youwantto make afire. You
need: matches, sticks, coal,
newspaper, a shovel.
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