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Classifying games into categories can be difficult because categories often overlap. Hadfield proposes two ways of classifying language games: linguistic games and communicative games.
· Linguistic games focus on accuracy, such as supplying the correct antonym.
· Communicative games focus on successful exchange of information and ideas, such as two people identifying the differences between their two pictures which are similar to one another but not exactly alike. Correct language usage, though still important, is secondary to achieving the communicative goal.
Language games can be classified into many more categories. Together with the classification of games as linguistic games or communicative games, some games will contain elements of more than one type.

· Sorting, ordering, or arranging games. For example, students have a set of cards with different products on them, and they sort the cards into products found at a grocery store and products found at a department store.
· Information gap games. In such games, one or more people have information that other people need to complete a task. For instance, one person might have a drawing and their partner needs to create a similar drawing by listening to the information given by the person with the drawing. Information gap games can involve a one-way information gap, such as the drawing game just described, or a two-way information gap, in which each person has unique information.
· Guessing games. These are a variation on information gap games. One of the best known examples of a guessing game is 20 Questions, in which one person thinks of a famous person, place, or thing. The other participants can ask 20 Yes/No questions to find clues in order to guess who or what the person is thinking of.
· Search games. These games are yet another variant on two-way information gap games, with everyone giving and seeking information. Find Someone Who is a well-known example. Students are given a grid. The task is to fill in all the cells in the grid with the name of a classmate who fits that cell, e.g., someone who is a vegetarian. Students circulate, asking and answering questions to complete their own grid, and help classmates complete theirs.
· Matching games. As the name implies, participants need to find a match for a word, picture, or card. For example, students place 30 word cards, composed of 15 pairs, face down in random order. Each person  turns over two cards at a time, with the goal of turning over a matching pair, by using their memory. This is also known as the Pelmanism principle, after Christopher Louis Pelman, a British psychologist of the first half of the 20th century.
· Labeling games. These are a form of matching, in that participants match labels and pictures.
· Exchanging games. In these games, students barter cards, other objects, or ideas. Similar are exchanging and collecting games. Many card games fall into this category, such as the children’s card game Go Fish.
· Board games. Scrabble is one of the most popular board games that specifically highlights language.
· Role-play games. The terms role play, drama, and simulation are sometimes used interchangeably but can be differentiated (Kodotchigova, 2002). Role play can involve students playing roles that they do not play in real life, such as doctor, while simulations can involve students performing roles that they already play in real life or might be likely to play, such as customer at a restaurant. Dramas are normally scripted performances, whereas in role plays and simulations, students come up with their own words, although preparation is often useful.

Another distinction among games is that between competitive games and cooperative ones. Research suggests that learning, as well as affective variables, are enhanced by a cooperative environment. Millis outlines a number of advantages of cooperative games, such as appropriate anxiety levels and more constructive feedback. (2005)
According to Lee (2000), games can be classified as follows:

Structure games which provide experience of the use of particular patterns of syntax in communication
Vocabulary games in which the learners’ attention is focused mainly on words
Spelling games
Pronunciation games
Number games
Listen-and-do games
Games and writing
Miming and role play
Discussion games

Another classification of games by McCallum (1980) consists of seven kinds:
Structure games
Vocabulary games
Number games
Spelling games
Conversation games
Writing games
Role play and dramatics

It is shown that the classifications of games from the above linguists are common in a way that each kind of games focuses on a language item or a skill for the purpose and the content of the lesson. Therefore, teachers should be careful of choosing the most suitable game for each lesson so that learners and teachers can benefit the most from these games.
[bookmark: page69]Based on the definitions above, it can be concluded that one element necessary for successful teaching and learning in class is engage; an example of engage is a game. There are two kinds of games: competitive and co-operative. They can be an integral part of any language syllabus to be used as a method and technique in teaching English. In communicative language teaching, game is one example of task activities, and grammar can be taught through tasks. Furthermore, it is a teaching device which is good for practicing grammar points being an activity with rules, a goal, and an element of fun. 
Games can make the teaching learning process fun and enjoyable because it creates fun and enjoyable but in disciplined atmosphere, stimulating students to learn English better, particularly grammar. Game element creates a desire to communicate which provides attractive and instructionally effective frameworks for learning activities. One of the most important reasons for using games is mainly that they are immensely enjoyable for both teachers and students.  


