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Character Guessing Game 
Submitted by Ben G. 

Lesson: Learning grammar and vocabulary with special needs 

Goal/Objective To use repetition in game from to learn vocabulary and grammar points 

Grade: All special needs 

Time: However long you need (but usually 15-20 minutes is good) 

Materials:  Print out cards of certain characters familiar to Japanese Jr. High School 

Students (I.e. Princess Peach, Anpanman, Ichiro, Luffy) 

Preparation:  See above 

Instructions: 1. Have one student come up to the front and teach them certain English points. 

For example have them repeat asking colors (I.e. “Am I red?” “Am I blue?” 

“Am I green?”).  

2. You can introduce new words such as human. Make them use “Am I ___?”. 

For example (“Am I human?” “Am I an anime character?” “Am I famous?”. 

You can also ask other students to give hints. 

3. The student with the card will not look at it. He or she will hold it up to their 

head and ask questions such as the aforementioned one until they can 

successfully guess what character they have.   

 

 

Colby’s Grade 2 Activity  

Submitted by Colby D. 

Lesson: Unit 7-1 

Goal/Objective For students to use a variety of comparatives/superlative adjectives 

Grade: 2 

Time: 10 - 15 minutes 

Materials:  Object cards (animals, buildings, a mix of objects)  

 Worksheet that matches the level of the students (Beginner, general, advanced 

or a worksheet that will be used for all classes) 

  White board/blackboard and magnets 

Preparation: 

 

 Prepare the cards. I have one set of cards that show tall buildings all over the 

world. These cards are strictly used for using the adjective tall. I then have 

cards for sea animals where I introduce/use the adjectives of big and long e.g. 

the blue whale is bigger/longer than the dolphin. I then have cards that have a 

mix of objects, including a cat, ant, bear, airplane, truck, tank, apple and oil 

tanker. Important to have a variety of cards, including some that are unrelated. 

This gives flexibility for the final activity  
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Instructions: 1. Give students a worksheet that has been tailored for these items and contains 

questions like the ones from page 101 (the rabbit, small, the koala = The rabbit 

is smaller than the koala. Display your cut out cards on the board so students 

can compare. Give them 5 minutes to complete the questions 

2. Show the students the buildings that will be used for the cards. Depending on 

where you got the buildings from, you may need to demonstrate how to say the 

names and read the heights. Some of the buildings I have are pretty difficult 

(jetuvanara - maya stupa, 122 meters) Next have the students get into groups of 

two and hand each group two cards randomly from the tall buildings set. Have 

them write down how their cards compare. e.g. The tokyo sky tree is shorter 

than the Burj Khalifa. 

3. Finally have each partner go to a different side of the classroom. This will split 

the class into two teams. One game I tried was using the random mix of cards 

to have a freestyle game. Once the cards are displayed on the board I will ask 

them which one is biggest. This is pretty easy since the oil tanker/plane is the 

biggest. It gets interesting when I say “which one is the cutest” since that is 

subjective. They have to guess which one I THINK is the cutest. This opens 

possibilities of having many different kinds of cards and asking questions that 

reveal the preferences/personality of the speaker. e.g. Having food and asking 

which one is the most delicious, which one is scariest (animal cards), which 

one is the most fun (activities/them parks cards) 
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Insert Title Here 

Submitted by Colin G.  

Lesson: 3,6 

Goal/Objective Practicing numbers/letters (or anything that’s in a sequence) 

Grade: 5 

Time: ~5 minutes (a good warm-up) 

Materials:  None! 

Preparation: 

 

 Review numbers or the alphabet 

 Clear space in the room for the students to stand in circles. 

Instructions: 1. Split the students into groups. Ideally, a teacher will be in each, but if there are 

many that may not be possible. ~5 students per is probably ideal. 

2. On “go”, have each student in the group alternate saying each number/letter in 

the sequence. 

3. When they finish, they all sit down. The first group to sit wins. 

Additional: 

 This is obviously extraordinarily simple, so after one or two tries, add twists to 

make it more interesting. For example, with numbers: 

 Go backwards 

 Alternate saying in English and Japanese  

 Skip certain numbers, or add an action they have to do with it. 

 Teachers should focus on a) assisting students struggling and b) keeping 

students honest with using English / the rules of the game. 

 

 

All Around the World – Immigration  

Submitted by Denton W. 

Lesson: Hi Friends!  “Where do you want to go?” 

Goal/Objective Teach the kids how to say, “Where do you want to go?” “I want to go to [place]” and 

various countries’ names. 

Grade: Elementary year 6 

Time: 20 min 

Materials:  4-6 desks/tables 

 4-6 different countries’ national flags 

 one large poster/newspaper with a circle cut out of the center 

 one paper airplane for each student 

 one card for each student with a checkbox next to each country’s name (these 

will be called their “passports”) 
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Preparation:  Preparing the above materials (1 hour max) 

Instructions: 1. Separate the class into 4-6 groups. 

2. Each group stands near a table with a flag.  The group becomes that flag’s 

country. The students check off their own country on their passports. 

3. The students in each group will count off, 1-4/6 

4. Student 1 will sit at their group’s table for the entirety of Round 1.  They are 

now the Immigration Officer.  

5. The other students move to the next table clockwise and line up (order doesn’t 

matter). 

6. When the first student in line meets the Immigration Officer, the Immigration 

Officer asks, “Where do you want to go?” 

7. The student answers, “I want to go to [name of the NEXT table’s country]. 

8. The two students play Rock, Paper, Scissors. 

9. If the Immigration Officer wins, then the student must move to the back of the 

line again. 

10. If the student wins, then the Immigration Officer stamps the student’s passport 

and they can “leave the country” and move to the next table (clockwise). 

11. Once a student moves through all of the countries, they answer, “I want to go 

home,” at the last Immigration Officer.  After deporting, they stand at a line 

and throw their paper airplane at the paper hole, hanging about 2 meters away. 

12. If their paper airplane goes through the hole, they can add an extra stamp to 

their passport. 

13. If their paper airplane misses after 3 attempts, then they return to their “home 

country” without the extra stamp. 

14. All students try to keep going around the world as much as possible until 5 

minutes finish.  

15. The teacher calls “Switch!” and the student whose original number was 2 

becomes the new Immigration Officer for 5 minutes. 

16. The game repeats and switches two more times, so that all students are 

Immigration Officers once. 

17. The student(s) with the most passport stamps at the end wins. 
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The Invisible Road Game 

Submitted by Garen A. 

Lesson: Locations and Directions 

Goal/Objective Teach ‘where is the~?’ and directions. 

Grade: 6 

Time: 20min 

Materials:  Blackboard 

 Locations Flashcard 

Preparation:  Draw Mazes on a four by four grid 

Instructions: 1. Break the students into groups 

2. Put a marker indicating where they are on the maze drawn on the board 

3. Ask the students to direct the marker to the goal with the instructions they have 

just learned 

4. None active teams, will ask the playing team ‘where is the~?’ 

5. If the team wanders outside of the path you have on your paper, it is the next 

team’s turn 

6. The first team to get to the goal wins a point 

 

 

What Pokemon am I? 

Submitted by Harly L. 

Lesson: Teaching Body Parts 

Goal/Objective To have kids to ask “How many~” using body parts 

Grade: 3-4  

Time: 15-20 minutes 

Materials:  Pokemon Sheet (1 per group) 

Preparation:  Make copies of sheet 

Instructions: 1. Pick a pokemon  

2. Have each group ask “How many (legs, arms, fingers, eyes, etc)  

3. Answer “Yes, I have~” or “No, I don't have~”  

4. After every group has asked, usually they have figured out after the first round.  
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This is not an English Word 

Submitted by Johnny W. 

Goal/Objective Expose students to the vast collection of loan words used in Japanese that have foreign 

roots but can carry different meanings in English 

Grade: ES, JHS, SHS 

Time: Varies 

Materials:  Loan word cards (magnetized for BB/WB) 

 Loan word notes/explanations (if needed) 

 A small dustbin labeled “Not English Words” 

Preparation: 

 

 Create a collection of loan words to use depending upon grade level and class 

size. 

 Make loan word cards 

 Make notes/explanations regarding the roots of the collected loan words 

Instructions: 1. ALT places the selected loan word cards on the BB/WB in columns and rows. 

2. Students are to select individually, or in small groups, one loan word from the 

collection on the BB/WB that is not an English word. Once a selection has 

been made, the student(s) proclaim, “OO is not an English word.” If correct, 

the ALT will dispose of the loan word card by tossing it into the dustbin in a 

rather dramatic fashion. If incorrect, and the word is an actual English word, 

then the ALT will become distraught at the student’s willingness to dispose an 

English word in a very tongue in cheek manner. 

3.  Following selections, the ALT can take the opportunity to explore the foreign 

roots of the loan words, including the meanings that can be derived to reach its 

common Japanese usage. 

4. Students or groups will alternate their selections until the collection of words 

has been exhausted. No winners, no losers, just a good bit of fun. 
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‘Where do you want to go?’ Battleship 

 Submitted by Jordan V. 

Lesson: Hi friends! Where do you want to go? 

Goal/Objective Ask and answer using grammar. Chance to check and correct any mistakes. 

Grade: 6 – very versatile and can be used for other classes with different vocab 

Time: 15 mins 

Materials:  Battleship card – small card with 9 different countries on it 

 Student material to place on 3 countries 

Preparation: 

 

 Open word and copy paste 9 of the country flags. 

 Print in color. It definitely helps. 

 Make sure students understand the names of the countries. I use an entire 

lesson for just practicing country names. 

Instructions: 1. Students hide their card from their partner using something between them like 

a textbook. 

2. Students choose 3 countries and mark them with things from their pencil case 

(eraser). 

3. Students take turns asking `where do you want to go?` and the student responds 

guessing where he thinks the marks are. If he\she is correct the asking student 

answers `hit`. If he\she misses they are responded to with a `miss`. 
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“Whos _____ is this?” Card Game 

Submitted by Josiah W. 

Lesson: “これだれの？”(New Crown 1 Let’s Talk 5) 

Goal/Objective To correctly ask who an item belongs to, receive an answer, and respond appropriately. 

To respond to questions about who items belong to. 

Grade: JHS 1 

Time: 15 – 20 minutes 

Materials:  Item cards (printout) 

 Scissors 

 Pen/pencil 

Preparation: 

 

 Distribute card sheets. 

 Students cut their card sheets up into cards. 

 Students write their name (in English) on the back of the card, in the black 

rectangle. If done correctly the name is not visible from the side of the card 

with the picture. 

 Move into group formation. 

Instructions: 1. All students in a group shuffle their cards together and deal them back out at 

random. 

2. When cards are dealt, students hold them so that they can only see the pictures 

on the cards they are holding, not the names. 

3. Janken to see who goes first. 

4. On his or her turn, the student asks the player to his or her left, “Whose _____ 

is this?” (filling in the appropriate word) As they ask they should hold the card 

out to the person they are asking so that the name is visible. 

5. The student who was asked responds by reading the name on the card. They 

should respond with the appropriate pronoun, and a gesture. E.g. “It’s mine” 

(while pointing to self), “it’s hers” while pointing to a neighboring student. 

6. The student who asks should confirm understanding (“I see,” “Oh, it’s yours,” 

etc.) and hand the card to the indicated student. Practice good manners with 

“Here you are.” “Thank you.” You’re welcome.” 

7. The passed card is placed face up in front of that student on the table. 

8. Play continues until all students have their full set of cards. This usually takes 5 

to 10 minutes the first time. Playing a second time is encouraged, as it goes 

much faster and reinforces the students’ mastery. 
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Guess the Animal 

Submitted by Jorge S. C. 

Lesson: Animals 

Goal/Objective To learn the vocabulary pertaining to animals 

Grade: 1st grade elementary school 

Time: 15 minutes 

Materials:  Strings  

 Bulldog clip 

 Animal flashcards 

Preparation: 

 

 Show the animal cards to the students and have them recognize the animals in 

Japanese. 

 Show the correct English word and pronunciation to students (Repeat the word 

while showing the flashcard). 

Instructions: 1. Group the students in pairs 

2. Ask the students to choose a flashcard then wear the string, bulldog clip with 

the flashcard as a necklace and hide the card  behind the student`s back. 

3. Have the students try to guess each other animal  
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Snakes and Ladders 

Submitted by Kristen E.  

Lesson: Any lesson, but made for Hi, Friends! 2 - Lesson 8 

Goal/Objective To practice saying target vocabulary and asking target questions 

Grade: Elementary 6th grade, but can be adapted for 4th grade and up. 

Time: 20 min 

Materials:  A3 sized game board for each group 

 Dice for each group 

 Eraser as game pieces for each student 

Preparation: 

 

 Print out and laminate enough game boards for each group/pair. 2-4 students 

per game board.  

 

Instructions: 1. Place every player’s eraser at “start” and play rock, scissors, paper to see who 

goes first.  

2. Player #1 rolls the dice and moves their game piece (eraser) the appropriate 

number of spaces. If they land on… 

o A space with a vocab picture: All other players say together, “What do 

you want to be?” and the player answers, “I want to be a _______,” 

corresponding to the picture. If they cannot answer, they must go back to 

their previous space on the board. 

o A space at the bottom of a ladder: They move to the top of the ladder 

and begin their next turn from there. 

o A space at the top of a snake: They move to the bottom of the snake and 

begin their next turn from there.  

o A blank space: Do nothing. 

3. The first player to reach the finish space in the winner. 



Gifu Prefecture JET Programme Skills Development Conference 
Friday 20th October 2017 

 

- 12 - 

 

Football Battle/ Janken 

Submitted by Manny M. 

Lesson: Predominantly directions, but for anything target language (TL). 

Goal/Objective Review TL and vocab 

Grade: 6th (5th as well) 

Time: 10 mins 

Materials:  Pens (two colours) 

 Paper 

 Magnet for the football  

Preparation: 

 

 Draw a football pitch. 

 Draw the positions of the players. 

 Draw direction arrows from the different positions on the pitch. 

 Enlarge x2 

Instructions: 1. Split class in half so that 2 games are running concurrently. 

2. The first pair janken (in English). 

3. The winner can advance up the pitch using the target language. In this instance, 

turn right/left, go straight, stop, etc. 

4. The next pair repeat. 

5. This continues until the time runs out. 

6. A team scores by advancing up the pitch and getting past the last football 

battle. 

 

 

 

 

 

 

 

Cluedo 

Submitted by Michael P. 

Lesson: “What do you have?”/”Do you have~” (I do it for learning classroom objects like: a 

textbook, a pen, a pencil, a stapler, a ruler etc.) 

Goal/Objective To practice the question “Do you have~” and the answers: “Yes, I do. No, I don’t”. 

Grade: Can probably do a version of the game from Elementary 4th grade upwards 

Time: 15 mins or more to play, 5-10 mins to do the skit and explain, depending on how quickly 

they pick it up.  
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Materials:  A set of picture/vocab cards 

 An envelope 

 A simple worksheet 

 Children (compulsory) 

Preparation: 

 

 Make the cards 

 Put a card or two in an envelope 

 A memo sheet with pictures of all the cards used on them, so the kids can make 

notes with O/X when they find a card or thinking it’s missing.  

 Avoid a nasty paper cut 

Instructions: 1. Stick the kids in groups of three or four.  

2. Put the required number of cards in the envelope. This card, or duplicates of 

this card, should not be in the remainder of the deck. It should ONLY be in the 

envelope. So if the deck of card was the objects I mentioned early, if the 

missing card was “stapler” then there should be no other staplers out there.  

3. Deal out the remaining cards. 

4. Children then can mark which objects they have. If they have “pencil, ruler, 

textbook” in their hand, they know that it isn’t the missing card.  

5. Starting with the Group Leader or whatever, if it is that person’s turn, they can 

ask one other person one question. So you turn to someone and ask them “do 

you have a pencil?” and if they answer yes, you mark it off as it’s not the 

hidden card. If they answer no, you stick an X or a ? or whatever as it may be 

in the envelope or one of the other players may have it. They don’t “match” the 

cards and eliminate them, just make a note on their sheets.  

6. This works better with more than three people ideally as it gets them asking 

more people and keep track of what’s being asked.  

7. They also need to not just think of their own sentences but listen to others and 

record what is being said.  

8. Once a player has figured it out, they stick their hand up or shout you over, and 

you ask them/the group,  “What’s in the envelope” or “what do I have” 

9. You can play competitively and have it be the first, or just make it a group 

effort to try and find out what’s in the envelope.  

10. Can be played with a range of vocab and questions, really. “Do you like 

(dogs)” and have animal cards, for example.  

 

N.B Depending on how many different words/objects are in you deck of card, 

you may need to double up on sets.   

 

 



Gifu Prefecture JET Programme Skills Development Conference 
Friday 20th October 2017 

 

- 14 - 

Wake Up Game 

Submitted by Nicholas J 

Lesson: General Review Game 

Goal/Objective In teams, take individually given letters or words and form words or sentences. The 

purpose is to have them produce words and sentences by rearranging them from their 

randomized components. 

Grade: JHS, SHS (ES can be included after writing vocabulary/grammar are introduced.) It can 

be used for any grade level that practices writing of vocabulary or grammar. 

Time: 20 minutes to an hour 

Materials:  A small white board and dry-erase marker for each group 

 Lists of known words and sentences following learned grammar patterns (try to 

change them up a bit). 

 A black/white board for the ALT 

Preparation: 

 

 Vocabulary words and sentences directly from the book can be used, but I like 

to write new sentences to challenge them. 

 Divide the class into groups. Give each group a white board & marker. 

  Have the students within each group number themselves from 1 to 5 or 6. If a 

group has more or less students, they can double up on numbers. For example, 

a particularly bright kid (or one you want to pick on) can be 1 and 6. You or the 

HRT may also number them. 

Instructions: 1. Start with vocabulary words. Tell everyone to “Go to sleep” or cover their eyes 

(like in Heads Up, Thumbs Up). Write a letter on the board. 

2. ALT says “Number One, please wake up.” Number One in each group looks 

up, remembers the letter (they may write it down if you please). 

3. ALT says “Go to sleep,” then erases and writes another letter. 

4. Then “Number Two, please wake up.” Number Twos remember their letter, 

then “go to sleep." 

5. Repeat this process until all letters of the word are given. 

6. Say “Everyone, please wake up, and make a word.” Give them enough time to 

put their minds together (1 or two minutes should work). 

7. Those groups who spell the correct word get a point. (It helps if the HRT keeps 

score.) 

8. Start again for as many words as you have time. 

9. When you think they are ready to level up, move on to sentences. This version 

follows the same process, except the students are given words rather than 

letters. When everyone “wakes up,” they must make a sentence. *This can also 

be an opportunity to illustrate how sentences can sometimes be arranged in 

different ways and still be correct. 
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Self-introduction Bingo 

Submitted by Phinashia P. 

Lesson: Asking and Giving Names 

Goal/Objective To practice giving one’s name and asking for that of another 

Grade: ES 1 

Time: 15-20 minutes 

Materials:  Bingo cards (1 card per student) 

 Character cards (1 card per student) 

 Pencils (students will provide these) 

Preparation: 

 

 Choose characters for the activity and make the Bingo cards. 

 Make and cut smaller pieces of paper with the characters’ pictures on them. 

Instructions: 1. Model the dialog with the Homeroom Teacher. 

o Maybe something like: A:“Hello. My name is Mario. What’s your 

name?” B: “Hello. My name is Kirby.” 

2. Explain the rules of the game. 

o Walk around the room and find a partner. 

o Introduce yourself and ask for your partner’s name. 

o Circle your partner’s character on your board. 

o The goal is to meet ever character on your board. 

o (If there are multiples of each character) You must meet another person 

who has your character to circle it. 

3. Pass out the character cards, while reminding students that this is a secret. Then 

pass out the Bingo cards. 

4. Give students the signal to start. Walk around and help any students who need 

help. 
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“Can you ~” Go Fish 

Submitted by Roxanne G. 

Lesson: Hi Friends Lesson 3 – I Can (2nd or 3rd lesson)  

Goal/Objective SWBAT effectively use English conversation and previously learned vocabulary words 

to ask the question “Can you ~ ?” 

SWBAT answer the following question with either “Yes, I can.” Or “No, I can’t.” 

Grade: 6th Grade - Elementary 

Time: 15 - 20 minutes 

Materials:   Large picture cards for verbs 

 Go Fish playing cards (set of 6 / two cards of each picture) 

Preparation: 

 

 Creation of large laminated picture cards.  

 Creation and cutting of custom laminated Go Fish playing cards. (1 set per 

group) 

Pre-activity: 1. Place large picture cards on the black board (these are the cards that will be in 

the deck). 

2. Have students repeat each word with the corresponding bare infinitive verb. 

(e.g. play baseball or speak English) 

3. Then introduce the format of the question sentence for “can.” (Can you ~?) 

4. Have students repeat each picture card and bare infinitive using the phrase 

“Can you ~? (e.g. Can you play baseball?) 

5. Point to a few picture cards on the board and ask the students as a class to try 

and make “Can you ~?” sentences without guidance.  

6. Next introduce the phrase “Yes, I can.” and “No, I can’t.” – Repeat a few times 

as a class. 

7. Ask the student if they can do each picture card and to answer with either “Yes, 

I can.” Or “No, I can’t.” (e.g. “Can you drive a car?” Students should answer 

with “No, I can’t.”) 

Game 

Instructions 

1. Split the class into groups and have group leaders come and take a set of Go 

Fish cards for their group. 

2. Model with the homeroom teacher or JTE. 

3. Each student in the group will get 4 cards. If the students start out with a pair, 

they are to put one of the two matching cards back into the deck and draw 

another from the top after shuffling. 

4. Students will decide the starting person and the order in which they will play 

the game within their own groups. 

5. The point of the game is to make as many pairs as possible before the cards run 

out. 
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6. The starting student can ask anyone within that group. “(Name), can you ~?” 

(e.g. Yuta has the ‘play baseball’ card, so he asks, “Kenta, can you play 

baseball?”) 

7. If the student in which the question was directed to has the corresponding card, 

they will respond with “Yes, I can.” and hand the card to the student whom 

asked the question. (e.g. If Kenta has the ‘play baseball’ card, he will say “Yes, 

I can.” and hand the card to Yuta.) 

8. If the student in which the question was directed to does not have the card in 

his/ her hand, he/she will respond with “No, I can’t. Go fish.” In this case, the 

student whom asked the question will draw one card from the deck. 

9. The next student in order will repeat these steps. This continues until there are 

no cards left.  

10. If a student runs out of cards at any time, they are to draw three cards from the 

deck or as many are left should there be less than three. 

11. If a student draws a card that they have a pair for in their hand already, they can 

make that pair. Students are not allowed to start the game with a pair, but are 

allowed to draw a pair once the game has started. 

12. The student with the most pairs at the end of the game is the winner. 

 

 

 

Colors 

Submitted by Ryan G. 

Lesson: Colors 

Goal/Objective Teach the names of colors to students 

Grade: 2 

Time: 20 minutes 

Materials:  7 varieties of color cards. 

 At least 7 of the same color for each student in the class. 

Preparation: 

 

 Practice the colors of the rainbow with the students. 

 Work with HRT to show students how to perform the game. 

 Repeat example as necessary. 

Instructions: 1. Each students receives 7 cards of one type of color 

2. Students must go around the room trading cards with each other until they 

complete a rainbow 
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Do you like ___? 

Submitted by Sam L. 

Lesson: Do you like_____? 

Goal/Objective Ask and answer using grammar. Chance to check and correct any mistakes. 

Grade: 3rd grade and up– very versatile and can be used for other classes with different vocab 

Time: 15~20 

Materials:  Character sheet with likes 

Preparation: 

 

 Printing a sheet for every student.  

 Students need to already know the likes vocab (mostly fruits and foods). 

Instructions: 1. In groups students select a character but don’t say who 

2. Other students ask the target sentence question “do you like_____?” 

3. If the answer is yes the students look on the list to narrow down who it could 

be. 

4. When they know they make a guess 

5. Can also be tailored for a three hint quiz style, where instead of asking 

questions the student just gives hints such as hint one, I like apple 
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“I like/don’t like” Go Fish 

Submitted by Thomas C 

Lesson: 4 Pg. 14-15 

Goal/Objective Practice new vocabulary and grammar through listening and speaking  

Grade: 5 

Time: ~15-20 minutes 

Materials:   5-6 decks of 46 cards. Each deck has 2 copies of each of the 23 vocabulary 

words found on pg. 14 and 15 of the Hi Friends 1 textbook.  

Preparation: 

 

 Before playing this game, it`s important that students have first gone over the 

23 vocabulary words and have been taught the sentences `I like/I don`t like.` 

  The actual cards themselves should be the same as the 23 vocabulary words 

with their name in English written at the bottom. 

 Each card should also have a thick backing, like cardboard, to ensure the cards 

remain opaque. 

  Once the cards are prepared, I would strongly advise that they be laminated to 

ensure their longevity as the kids can be quite rough with them.  

Instructions: 1. The objective of the game is for students to make as many pairs as possible. 

Each pair of vocabulary words equals one point. When a person has no more 

cards in their hand, the game is over and everyone counts the number of pairs 

they have to determine the winner.  

2. Students should be placed in groups of 4-6. 

3. Each student is given 4-5 cards (4 in larger groups and 5 in smaller). The rest 

of the cards are put into a deck and placed in the middle of everyone. 

4. Students then look at their hand for any pairs they may have. If they have any 

pairs, they have to place them face up on the ground in front of them. If a 

student empties their hand before the game starts, have them take another 2 

cards from the deck.  

5. Pick a student to start the game. They then have to call the name of any other 

student in the group.  

6. Once they choose a student, they have to say I like (insert vocabulary word). If 

the other student has the card, they respond with I like (insert vocabulary 

word), if not they have to say I don`t like (insert vocabulary word).  

7. If the student has the card, the asker reveals their pair and places it on the table 

and is free to continue to ask anyone another question. 

8. If they student being asked the question does not of the card, the student asking 

the question finishes his/her turn by drawing a card form the deck. The next 

student can then take their turn. 
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20 Questions 

Submitted by Victoria S.  

Lesson: 20 Questions 

Goal/Objective Enhance spur-of-the-moment speaking and sentence construction 

Grade: JHS 1-3 

Time: 20-50 minutes 

Materials:  Chalk 

 White boards (optional) 

Preparation:  NONE 

Instructions: 1. Divide students into groups of 4-6 

2. Tell them you are thinking of something in ____ category (animals, people, 

characters, etc.) Write the category on the board. 

3. Write Yes & No with columns below on the black board 

4. Have each group come up with 1-3 Y/N questions (question # depends on time 

frame). 

5. Then go around the room letting each group ask one question at a time. (if 

more than one question - make a different student be the group ‘rep’ each 

time). 

6. Record the answer to the questions on the board under the Yes or No column.  

7. At the end, let each group make a guess, recording their guess on the 

blackboard. Then reveal the answer when each group has guessed. 

8. Alterations: Letting the group that wins be the next “Question Master” or make 

a rule that they have to use a specific grammar point in their questions for 

higher levels.  
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High School JETs Material Fair 
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Writing a Friendly Letter 

Submitted by Hessel D. 

Lesson: Writing a Friendly Letter 

Class/Instructor 1st Year ALT: Hessel JTE: Ichihashi, Shiraishi, Yasuda 

Textbook None 

Materials: 

 

 Projector, laptop for the PowerPoint presentation 

 Handouts for the letter writing activity and assignment 

Goal/Objective At the end of the lesson, students will be able to: 1) identify the parts of a friendly letter 

2) use appropriate format in writing a friendly letter and 3) use knowledge of sentence 

structure and punctuation in writing a friendly letter. 

Skill Focus:  Reading 20%, Writing 30 %, Listening 20 %, Speaking 30 % 

 

Step Min Task ALT JTE Students 

1.  10 Warm-up 

 

 

 

JTE - Explain what to do.  Ask students 

to describe what they see in the picture. 

ALT - Assist the students.  Distribute the 

pictures.   

Students describe the picture to 

their partner. 

2.  10 PowerPoint 

Presentation 

 

 

 

ALT - Discuss the following important 

points: 1) What is a friendly letter? 

2) What are the parts of a friendly letter? 

3) What kind of things might you write in 

a friendly letter? 

JTE- Give the students the first set of 

handouts  

Students listen to the presentation 

and answer the first handout.  

(worksheet #1) 

3.  25 Writing 

Activity 

JTE 

Guide the students on what to include in 

the body section of the letter using the 

questions in the second handout. 

ALT 

Assist the students 

1) Students ask each other the 

questions in the handout. 

(worksheet #2A) 

2) They practice writing a friendly 

letter using the second handout. 

(worksheet #2B) 

3) They read aloud their letter to 

their classmates. 

4.  5 Closure ALT 

Explain the homework assignment 

JTE 

Give the handout 

Students listen to the teacher’s 

explanation on what to do for the 

assignment. 
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The Secret Santa Game 

Submitted by Jessica C. 

Lesson: Christmas Themed Lesson 

Goal/Objective: Introduce a popular Christmas tradition while practicing listening and speaking skills. 

Grade: 1st year SHS 

Time: 30 minutes 

Materials: 

 

 7 Santa hats 

 7 boxes decorated like Christmas presents 

 7 “presents” (pieces of paper with the name of present on each) 

Preparation: 

 

 You must prepare the presents beforehand. Make sure that they are decorated 

to look like presents (ex: a small box with ribbon from Daiso) and put a slip 

of paper with the name of a common Christmas present on it in each of box.  

Introduction: 

 

The Secret Santa ESL Game is a “who done it” game that is very similar to Heads Up 

Seven Up. There are seven secret Sants and seven people who will be chosen to try 

their luck at becoming a secret Santa.  

Instructions: 

 

1. Introduce the idea of “Secret Santa” to your students. Explain that usually a 

group of friends will secretly buy each gifts and once they open them, they 

will guess the person that they think was their secret Santa.  

2. Explain to the students that you will first pick seven secret Santas. They will 

wear the Santa hats and stand in the front of the room. Give each Santa a 

Christmas present.  

3. Next, the teacher (you) will say, “Twas the night before Christmas and all 

through the house, not a creature was stirring, not even a mouse.” When the 

students hear the word “mouse”, they should close their eyes and pretend to 

sleep. Please tell them that they need to keep their eyes closed until you say 

“Merry Christmas!” When they hear that, they will need to stand up.  

4. While the students are “sleeping”, the secret Santas will put their presents on 

the desks. Tell them not to touch the sleeping students, they just need to put 

the present on their desk.  

5. When all of the Santas are finished, have them come back to the front of the 

room. 

6. Say “Merry Christmas” and all the students will open their eyes. If they have 

a present on their desk, they need to stand up. Tell them that they shouldn’t 

open their present until you call on them to do so. 

7. Next, call on a student to open their present. When they open it, they need to 

read the paper inside. The teacher will ask them, “What did you get for 

Christmas?” and the student will say “I got (name of present in the box)”. 

Next, the teacher will say, “Who was your secret Santa?” The student will say 
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“I think it was (name of student)” If they guess correctly, they will switch 

places with their secret Santa. If they guess incorrectly, they will sit down and 

the teacher will call on the next student to open their present. Continue until 

all seven of the students have guessed and play another round.  

 

Bonus: If you want, you can add a “wild card” inside one of the presents. If a student 

opens the present with the wild card inside, they will automatically switch places with 

their secret Santa without guessing.  

 

 

 

Character Cards 

Submitted by Laura D. 

Lesson: 1st Years: Introducing Other People (Secret Identity) 

2nd Years: Compare and Contrast 

Goal/Objective 1st Years: To practice introductions that are not just about ourselves 

2nd Years: To use comparison grammar points (in ways that are much more fun that 

looking at graphs from the textbook) 

Grade: Cards can be used for many different activities with different grade levels, but so far I’ve 

only created lessons for 1st and 2nd year SHS students 

Time: In both activities students rotate/change partners after a few minutes, so the activity can 

be as long or short as necessary.  Ideally, students should talk to at least five different 

classmates, so a minimum of 15 minutes is probably best for both activities. 

Materials:  Character cards 

 Respective worksheets 

 Timer 

Preparation: 

 

 Print and cut out cards (laminate if possible so they can be used again) 

 Print worksheets 

 Explain how students will move to change partners (I use “sushiro style” to 

have students move) 

Instructions: 1. Choose cards and model the conversation with JTE 

2. Start timer and have students talk using the dialogue from their print 

3. Have students change partners after 2 minutes (you can use more or less time 

with each partner depending on students’ ability level) 
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Snakes and Ladders 

Submitted by Lychelle B. 

Lesson: Tailored for any lesson 

Goal/Objective Usefulness:  

1. A good reading and speaking exercise.  

2. The level of comprehension questions can be tailored to suit the level of students.  

3. Students of any level will enjoy this game because they get to express themselves 

using the English they know while talking about the things they have experienced.  

4. Students learn new vocabulary. 

5. Can be done in pairs or in groups of 3 or 4. Depends on the number of students, 

students’ level and available play time.  

6. Can be used as textbook review or simply talking about general knowledge.  

7. Can be used as supplementary material/activity to a textbook chapter.  

8. Encourages students to use the English they know.  

9. Minimum play time: 20mins 

Grade: Any level 

Time: Minimum play time: 20mins 

Materials:  Tokens (I normally use coins) 

 Dice (buy for cheap from Daiso) 

Preparation: 

 

 The Snakes and Ladders paper board game (a template can be downloaded from 

the internet).  

 Cue sheets with questions that match up to the numbers on the snakes and ladder 

board 

 Make enough copies of the game and the cue sheet (numbers will depend on if 

the activity will be pair work or group work).   

Instructions: 1. Each player puts their token on the space that says 'start'.  

2. Take it in turns to roll the dice. Players move their token forward the number of 

spaces shown on the dice.  

3. After moving the token to the number of spaces after the dice roll, crosscheck 

the number on the board game with the number on the cue sheet and follow the 

instructions.  

4. If the token lands at the bottom of a ladder, advance token to the top of the 

ladder and answer that question. 

5. If the token lands on the head of a snake, players must slide their token down 

to the bottom of the snake and answer that question.  

6. The first player to get to the space that says 'finish' is the winner. 

7. Players neither go down ladders nor up snakes. 
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Irregular Verb Cards 

Submitted by Maricel D.V. 

Lesson: Irregular Simple Past Form 

Goal/Objective Identify the simple past form of irregular verbs 

Grade: 10 

Time: 10 mins (depends how many cards for each group) 

Materials:  Irregular verb cards  

 Irregular simple past form cards 

 1 regular verb card 

Preparation: 

 

 Make irregular verb cards  

 Make irregular simple past form cards 

 Make 1 regular verb card 

Instructions: 1. Teacher hands out cards for each group. 

2. Give each member 3 or more cards (depends) 

3. Members take turn to get one card from the person on their left. If they get pair 

of irregular verb and its past simple form they will place the 2 cards on the 

table to reduce the cards on their hands. They take turn until only one member 

has one card with regular verb. 
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World Trivia 

Submitted by Meryl J.  

Goal/Objective Motivate students to be interested in/think about other countries 

Grade: SHS (Any grade) – Good for English Club or a relaxed activity  

Time: 50 Mins (Shortest is probably 35 mins, can easily be longer) 

Materials:  Whiteboard/Blackboard for the ALT 

 Small whiteboards for each group or paper cut in half (~10 sheets per group)  

 Pens (White board or thick markers) 

 If you have technology, you can make a PowerPoint  

Preparation: 

 

 Prepare about 15-20 questions  

o Questions should vary in difficulty. Examples: 

 Which is bigger, California or Japan? 

 What is the capital of the USA? 

 Which is more populated, NYC or Tokyo? 

 What age can people start to drive in California? 

 What Hollywood movie made the most money in Japan? 

Instructions: 1. Divide students into groups of about 5 people. 

2. Give each group a whiteboard/pile of paper 

3. Have students think of group names, and write the group names on the board.  

4. Write “50” under each group name. 

5. Explain: 

o Each group starts with 50 points 

o Before the question they can choose how many points the next question is 

worth (without knowing the question). 

o They cannot choose more points than they have (ex. They cannot choose 

60 points the first round) 

o If they get the question right, they gain that number of points. If they get 

the question wrong, they lose that number of points. 

6. Have students choose points by writing the number on their whiteboard/first 

piece of paper. When all students are done, have them raise their papers so 

everyone can see. 

7. Ask a question. Repeat/re-phrase until all students understand. 

8. Give a 10 second warning, before having each team raise their answers.  

9. Give the correct answer (and further details, if applicable, ex. Tokyo is more 

populated than NYC because it is the most populated city in the world) 

10. Mark point loses and gains on the white board 

11. Repeat the process using the next prepared question.  
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Duo Duels  

Submitted by Ryan W. 

Lesson: Review, vocab/grammar practice 

Goal/Objective Encourage students to produce quick answers 

Grade: SHS 1-3 

Time: 10-15 minutes (can go longer) 

Materials:  None are necessary, though visuals can be useful  

Preparation: 

 

 Prepare a list of questions covering the grammar, vocab, or topics you want 

your students to know 

Instructions: 1. Have students move their desks together such that you have rows of pairs of 

desks. 

2. Students stand on opposite sides of the pairs of desks facing each other with 

their arms to their sides.  

3. When you ask questions, the students try to hit the desk faster than their 

partner.  The first one to hit the desk will answer.  If they are right, they win.  

If they are wrong, the other person gets a chance. 

4. Winners will move up and losers will move back in an around-the-world 

fashion.  
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Mario Kart 

Submitted by Ryan W. 

Lesson: Review Game 

Goal/Objective Review information, grammar, vocab 

Grade: Any 

Time: 20-25 minutes 

Materials:  Images of a spikey shell, regular shell, banana, mushroom, and any other items 

you want  

Preparation: 

 

1. Draw a race track on the board 

2. Assign items with numbers from 1-100 or 1-50 or any range you want  

Instructions: 3. Divide students into teams. 

4. Ask teams questions one at a time, or ask a question to everyone and let the 

first team with the answer say it. 

5.  If the answer is right, they get to move forward 2 spaces and choose a number 

from the range you chose.  If there is an item assigned to the number they 

chose, they can choose how to use it. 

6. Spikey shells sends another team back 2 spaces, regular shells send them back 

1 space, bananas makes them lose a turn, and mushrooms make the team move 

4 spaces instead of 2. 

7. Whoever moves the farthest around the race track wins. 

 


