Teaching Tips


Using Revelation

The super-cloze game 'Revelation' is a close relative of Developing Tray. Its actual origins are in a game written for the BBC 'B', called Reveal. Both games were classic activities, and much has been written about them over the years.

How to Play

In essence, Revelation takes away all the letters from a text, replacing each letter with coloured blocks. All that's left is some vaguely useful punctuation marks.

Along the foot of the screen the letters of the alphabet are displayed.

A coloured 'status bar' tells players their score and other helpful information.

Players have a choice: 

· Buy letters from the computer. They 'cost' 10 points each; spaces cost 50. If a player buys a letter, by clicking on it, the computer will fill in every instance of that letter (or space) in the text. There is a limit to the number of letters that can be bought, one after the other. When the limit is reached, the alphabet goes grey, and the player is invited to make a guess. This effectively prevents someone filling in the whole text, running up a big minus score ion the process, and effectively spoiling the puzzle.

· Guess letters. Each correct guess scores points. To guess, players click on a coloured block and type in a letter. The cursor will immediately jump to the next hidden letter in the sequence. If that letter is also guessed, the score rockets upwards. In fact, if a whole series of letters is guessed in one go, the score can reach the hundreds or even thousands! Bold guessing is richly rewarded. To finish a guess sequence, press Enter. To abort a guess, press Escape. If there is any mistake at all in the sequence, none of the letters stick, and the player loses 10 points – even if some letters were correct.

That's it really. Simple but brilliant, and very addictive. 

Teaching with Revelation

Always make this a group task (2/3 players) so that discussion is facilitated. 

To solve the puzzle, the whole range of literary and linguistic knowledge is deployed. Tape-recording students working on Revelation is fascinating. Talk starts with mechanical spelling guesses, then begins to include rhyme, scansion, imagery, theme and metaphor as more of the text emerges.

All the short poems in the anthologies have been prepared for this format. Particularly effective are the sonnets (the form can be a great help). Choose a poem you haven't studied yet. Set your class a seemingly impossible target score (4,000) and offer a prize for all groups that reach it without cheating. Then watch the fun! Solving the average sonnet-length poem may take a 40-minute lesson.

What are the advantages, apart from an instant 'hit' activity?

Students have to stay with a text, focusing on it and wrestling with its intricacies well beyond the usual 5-minute attention span. The result is a very powerful form of intimacy with the words. In fact, it has been frequently observed that players learn the poem by heart without realising it. You can experiment with this surprising outcome yourself. After the session, switch off the computers and challenge students to recall as much as they can. Some will, to their own astonishment, summon the entire text from memory. This may be because the way the game works maps the text strongly with the visual space of the screen, boosting photographic types of recall. 

In addition you can pick up on observed snatches of literary analysis, and ask what discoveries have been made along the way. This can lead comfortably into formal study of the poem.

One more idea – using Revelation as part of your planned revision program can be effective, especially since students become more and more expert in the target poem. Scores in the millions are possible for anyone who knows the text by heart.
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