Speaking activities can be the most challenging for students, as they
require learners to master grammatical patterns and vocabulary, and
then to use these to verbalize their own ideas in the foreign language.
Oral communication also necessitates fast thinking and creativity,
creating a more demanding environment for the students. However, if
speaking tasks are broken into manageable parts, the idea of using a
foreign language becomes less intimidating.

Speaking
The activities in the following pages will help
your students approach spoken English with
confidence. Some activities are designed to
practice pronunciation, while other activities
target dialogue. In addition, there are many
activities that can be adapted to prepare students
for situations they may encounter in daily life. In
these activities, students may be required to give
information (perform a self-introduction or give
street directions). They may also be asked to find
out information (ask for street directions,
exchange personal cards, or interview a foreign
exchange student). Finally, they may be expected
to use the information they have obtained to
improve the environment or plan their future.
Many of these activities can be adapted to
reinforce grammatical patterns or vocabulary,
and many can also be modified to suit your
students’ level.
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Students practice interrogative
questions. /
Groups

30-50 mins

Role-Play, Problem
Solving /

None

SHS3

Summary

This is an activity where students must create
details of a crime and interview suspects in order
to solve the mystery. “Alibi” is a good activity to
review and apply students’ knowledge of
English.

Speaking Ch 5

Write the word “Alibi” on the board and define it
for the class. Introduce the activity by saying, “A
horrible crime was committed and we are here to
find out who did it!” Possible crimes include the
assassination of Hello Kitty, a bank robbery, or
school arson. Possible alibis include a group
vacation to Disneyland, a birthday party, or a
karaoke party.

Choose one student in each group to be the
“Suspect.” The suspects leave the room to come
up with a solid alibi for the crime. The story
should include details that involve the developing
questions of who, what, where, why, when, and
how. The other students become “Investigators”
who must find holes in the suspects’ alibis.
Investigators brainstorm questions to ask the
suspects, for example, “Where were you?” “Why
did you go there?” “How long did you stay?”
“How did you get there?”
The suspects enter the room and are interviewed
by each group. The suspects rotate to a new
group and are interviewed again. Repeat until the
groups have interviewed all of the suspects.
Groups compare stories and present their
findings to the class. If the suspects’ stories
match, they are innocent. If not, they are accused.
Variations

For lower level classes, provide the suspects with
“Alibi Cards,” which give answers to the 5-W
questions. One student’s Alibi Card answers do
not match the others. This student is the
murderer.
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Practice grammar structure
and vocabulary words.
Pairs

Vocabulary, Grammar
JHS1

30-50 mins
Summary

“Battleship” is a pair work activity that
encourages students to make sentences using a
target grammar structure. Any grammar or
vocabulary can be used, and the game is very
easy to adjust to different levels of English skill.
The students find a partner and sit with their
desks facing each other.
Explain the rules of the game and the grammar
point to be covered. The number of ships used
can vary according to the length of the game.
Some examples of ships are:
Aircraft Carrier
(5 spaces)
Battleship
(4 spaces)
Cruiser
(3 spaces)
Submarine
(3 spaces)
PT (Patrol Boat)
(2 spaces)
Give each student a “Battleship Worksheet.” On
the Sea Grid, each student fills in the number of
spaces equal to the size of their ships. They may
use horizontal or vertical rows (but not
diagonals). The positions of their ships should be
kept secret from their partners. The Guess Grid is
used to keep track of their guesses and any hits
upon their opponent’s ships. It might be easier to
use the Japanese system of O (maru) for hit and
X (batsu) for miss. The Sea Grid and the Guess
Grid should use the same labels.
Playing: The object of the game is to sink all of
your opponent’s ships. Every question is a
missile.
►To play, Student A chooses a space to “attack.”
Each vertical column of the Sea Grid will have
the first piece of a sentence and the horizontal
row will have the second piece. By combining
these two pieces, Student A makes a sentence to
fire a missile at the space.
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►

Worksheets

235-236

►Student B checks his/her Sea Grid to see if the
sentence makes a hit (the place where the row
and column intersect). If it does, Student B says,
“Hit!” If not, Student B says “Miss!”

►

If the final space on a ship is hit, the student says
“Hit and sunk!”
Variations

►

►

Speaking Ch 5

►Months of the Year and Dates — Use months
and numbers instead of letters and numbers on
the grids. This way, students can practice saying
the months and ordinals (first, second, third, and
so on).
►Pronunciation Practice — Fill in the vertical
side of the grid with words that students have
difficulty pronouncing/differentiating between
(such as liver/river, law/raw, rice/lice,
cherry/chilly). To balance the difficulty of these
words, fill the horizontal row with easier ones,
such as numbers or colors.
►Requests and Permission — Along the vertical
column, use phrases: “May I…,” “Can I…,” and
“Is it all right if I…” Along the rows, use
activities the students enjoy, such as “…watch
TV?” “…play baseball?” and “…go to sleep?”
Students then make questions by choosing
sentence parts from the vertical column and the
horizontal row. Instead of answering “Hit!” and
“Miss!” they can answer with “Certainly,”
“Sure,” or “I’m sorry, but no!”
►Verb Conjugation — By adding the context of
time, this game can help students practice longer
and more complex sentences. (It helps if subjects
are placed in the vertical columns and verbs are
placed in the rows.) It’s not necessary to write the
time frame on the Sea Grid; the teacher can give
this information in class. Students have to
consider the time frame and conjugate verbs
accordingly to make correct sentences. For
example, it is incorrect to say “Tim Sensei play
golf yesterday.” For higher level students, use the
future, present continuous, and future continuous
tenses. For example, “Tim Sensei will play golf
next weekend;” “Tim Sensei plays gold every
day;” “Tim Sensei will have been playing golf
for ten years next month.”

►

►
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Category List

Students compete to think about
vocabulary in different categories.
Groups

1 0-25 mins
Summary

This is an adaptable activity that could easily be
used as a class warm up or to help students
prepare for an exam. Students compete to name
different vocabulary words within certain
categories.

Bring a list of categories to class, for example,
“something you can read,” “winter sports,”
“something that runs,” “beauty products,” etc. It
might help you to create brief lists of vocabulary
for your categories.
Divide students into groups.
Read a category to the class. Students should
quickly collaborate with their group to think of a
word that fits that category. Call on the first
student who stands up.
If the student correctly identifies a word that fits
the category, that team gets a point. Check every
group’s answer and write the vocabulary on the
board. This will help students remember the
words and their categories.
Examples:
Something you can read:
Magazine, Book, Website
Something that runs:
Clock, Track and field club member, Dog
Variations

This can be easily made into a writing activity.
Give the class thirty seconds to work within their
groups to create a list of vocabulary that fits the
category. After the allotted time ask one group
member from each team to write the list on the
board. Compare the lists and give points to the
teams who come up with unique words.
Remarks

To ensure that all students speak and participate,
make it a rule that each member of the group has
to stand at least once during the game. Use a
timer to make the game faster and more
competitive.
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JHS2

Students improvise sentences based on
what others say before them.
All

1 0 mins

None
JHS3

Summary

Students sit in a circle and create sentences by
adding words to what the students before them
said.
Have the students sit in a circle.
The first student begins by saying a word.

Speaking Ch 5

The next student repeats the first word and adds
his or her own word.
The third student repeats the first two words and
adds his or her own word, trying to begin a
sentence. This continues with each subsequent
student.
If a student wants to end the sentence (at an
appropriate time), they have to say, "period." The
next student will begin a new sentence, hopefully
continuing the story.
Variations

Students may need guidance in picking the
correct part of speech. Don’t hesitate to assist
them if they are having difficulties.
If students are having a difficult time at the
beginning, give them a prompt, such as, “Junko
went to the beach and….”
If a student makes a mistake, have them perform
an English Challenge such as saying a tongue
twister or talking about a subject for 20 seconds
in front of the class.
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Students ask each other questions
about their interests. /
All

1 5-20 mins
Summary

Students sit or stand in two circles and ask the
person opposite them questions about topics
listed on the other person’s shirt. This is a great
warm-up activity.
Arrange an equal number of students in two
concentric circles facing each other.
Give each student a sticky note and have them
write three things they are interested in or like,
for example, “movies,” “basketball,” or “ice
cream.” When they have finished, have them
stick the notes to their shirts.
Each student asks the student in front of them a
question about one of the topics on their shirt.
After a minute, the other student asks their
partner a question about the other’s note. They
are allowed a certain amount of time to get a
response from their partner and then the teacher
will tell one circle to rotate.
Instruct the outer circle to move one student to
the right so each student has a new partner. You
can also have both circles move if you prefer.
Students repeat the above activity with their new
partner. This activity may continue as long as you
like.

Variations

For lower-level classes, omit the sticky note and
assign each student a question or give them 2
minutes to write their own. Repeat this activity
with the students asking each other the assigned
questions.
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Sticky Notes
SHS1

None

Students ask and answer questions.
Groups

1 5-20 mins

JHS1

Summary

Pairs make sentences from the examples given
and other students try to guess what words were
used.
Write the examples in the table below on the
board.

Speaking Ch 5

Divide the students into groups of four. Within
each group there are two pairs, A and B.
Pair A goes first to make a sentence using the
examples in the table. Pair B must try to guess
the sentence. A tells them how many parts of the
sentence they have guessed correctly. For
example, A’s sentence is ‘He is watching
baseball.’
B’s first guess: ‘I am watching TV.’
A: One correct. (‘Watching’ is correct.)
B’s second guess: ‘He is watching TV.’
A: Two correct. (‘He is’ and ‘watching’ are correct.) /
B’s third guess: ‘He is watching baseball.’
A: All correct! (They have correctly guessed the sentence.) /
When B has correctly guessed the sentence, it is
their turn to make a sentence.
Variations

Use this game to practice different grammatical
structures.
Remarks

To make the game more competitive, award
points for the number of guesses it takes to
correctly identify the sentence. For example, only
one guess gets five points, two guesses get four
points, three guesses get three points and so on.
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Students race to ask and answer
questions. /
All

1 0-1 5 mins
Summary

This is a fun warm-up activity for any grade
level. Use it to review a previously taught
question-and-answer pattern.
Give each student a worksheet. The included
worksheet uses the question pattern “Do
you …?” but a worksheet for any previouslylearned pattern can be made.
Students stand up and walk around the classroom
to make pairs. In pairs, students janken, and the
winner asks the first question on the worksheet.
If the loser answers “Yes, I do,” the winner can
circle that question and move on to ask a
different student the next question. If the loser
answers “No, I don’t,” the winner must repeat the
question to another student until they can find
someone who answers “Yes.”
The first student to circle all the questions on
their worksheet is the winner.
Variations

This game is adaptable for almost any questionand-answer pattern.
Remarks

Set a five minute time limit to encourage
competition. At the end of the five
minutes, the student with the most questions
circled is the winner. Include questions that only
the teachers can answer, such as “Do you drive a
car?” to encourage student-teacher interaction.
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Worksheets
JHS1

237

Students practice asking and responding
to questions./
Pairs

20 mins

Worksheets
JHS1

Summary

This is a simplified version of Battleship. It can
be used to practice yes-and-no questions and
responses.

Speaking Ch 5

Prepare a blank “Battleship” grid with the rows
being one sentence variable, such as subject, and
the columns being another sentence variable,
such as predicate. Ensure that the contents are
matched to a yes-and-no question format. For
example, the question form might be “Were you
[action] [time],” the row values “study English”,
“watch TV”, etc., and the column values “yesterday
afternoon,” “five o’clock Wednesday,” etc.
In the grid, students write the numbers 1 through
5, each in a different space of the grid. Each
number represents the amount of points that
space is worth.
Students ask each other questions from the grid.
If the corresponding space is blank, the student
gives a negative answer and no points are
awarded. If the corresponding space has a
number in it, the student must give a positive
answer and tell the other student the number of
points in the square.
Set a time limit and have the students keep track
of how many points they find. The student with
the most points is the winner of that pair.
Remarks

The example grid below is for the question form
“Does [person] [action]?”
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Students practice giving and listening
to directions. /
Pairs

30-50 mins
Summary

“Describing Scenes” is a good way to practice
prepositions and to have students use a lot of
English. In this activity, one student describes a
scene while another makes deductions based on
what is heard and understood.
Give each student a worksheet with two pictures
of a bedroom on it. Give the students a list of
objects to draw on the top picture, for example, a
cat, hat, TV, football, etc.
Pair up all students and decide which one will go
first as the “describer” and which one will be the
“artist.”
The describers tell the artists where each object is
on their picture, and the artists draw the objects
on the bottom picture. The students then switch
roles and repeat the process.
When the students finish, they compare their
drawings to the describers’ originals.
Variations

For higher-level students, give the describer a
picture or photograph and a minute or two to
think about how to describe it. The artists draw
the scene as the describer relays it. When the
students finish, they compare the drawing to the
picture.
Chose different pictures to introduce a holiday or
to practice a vocabulary unit, for example, a zoo
to review animal names.
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Grammar (Adjectives,
Prepositions)
JHS2

Worksheets

238-239

Students practice introductions while
learning about famous people. /
All

1 5-25 mins

Pictures, Map,
Flags /
SHS1

Summary

All students learn how to introduce themselves
and it rapidly becomes redundant and a little
boring. This activity reinforces the appropriate
vocabulary to introduce oneself while also
offering an opportunity to bring a global focus to
the classroom. A bit of extra preparation on the
part of the teacher makes this activity more
interesting and rewarding for all.

Speaking Ch 5

Before the class the teacher should prepare a
collection of between 6-8 images of famous
people. Select people from all over the world and
provide an equal combination of men and
women. Select people that the students will both
readily know and others who are more abstract
(artists, musicians, etc). On a large piece of
colored paper, paste one image of one person
along with a colored flag of famous person’s
country. Repeat this with each image. Above
each image write in big letters “Hello my name is
(Albert Einstein). You can call me (Al).” Under
the flag write the name of the country and the
sentence “I am from (Germany).”
Bring your posters and a world map to the class.
Put everything up on the board. Review each
name with the students. Ask the students who each
person is and teach them about the people they
don’t know. Ask students to repeat “Hello my
name is___. Please call me__.” To encourage
students to participate more, cover the name of the
country on the posters and ask students to guess
the famous person’s origin based on the flag.
After briefly reviewing the posters, instruct the
students to stand and introduce themselves,
pretending to be one of the celebrities on the
board. Ask students to move around the
classroom, practicing various names and
countries with their classmates. Do this for about
five minutes.
After students have practiced for a bit, ask for
pairs of volunteers to come to the front of the
class and introduce themselves to each other.
Remarks

Try to makes this an easy and fun activity for the
students. Hopefully students will find this to be
funny as they introduce themselves as Albert
Einstein, etc.
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Students ask questions to distinguish
differences between pictures. /
Pairs

1 5-30 mins
Summary

Using a pair of pictures with similar settings but
different arrangements of objects, student will
practice asking questions and using various
grammar points as they try to determine the
differences between the pictures.
Pair up the students and hand out a set of
worksheets to each pair. Make sure students
understand that they’re not allowed to show each
other the pictures.
Students take turns asking each other what is in
their partner’s picture. Model questions for the
students as necessary. Keep going until the
students have exhausted all possible questions.
Students check to make sure the answers match
the pictures.
Remarks

For lower level students, provide a list of
vocabulary from the pictures.
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Asking questions,
Grammar /
JHS3

Worksheets

240-241

Students ask questions to arrange
themselves in a line.
All

1 0 mins

None
JHS1

Summary

Students ask each other questions and move
around the room to arrange themselves in a line
based on their answers.

Speaking Ch 5

Assign a point of inquiry to the students. This
could be height, birthday, number of CDs,
number of pencils, or any other point of inquiry
that will allow students to line up in order based
on their answer.
Practice the target question for the point of
inquiry as a class until all students are familiar
asking it and answering it.
Begin the activity. By asking and answering,
students line up according to their answers to the
question. Students should use only English
during this activity.
Variations

For higher-level classes, use more complex
sorting points, such as the sum total of the digits
of their home phone number, or the farthest
they’ve traveled.
Remarks

Teach phrases such as “Go here” or “I am
between … and …” to facilitate an English-only
activity.
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Students ask other students present
tense yes/no questions. /
Pairs

20-30 mins

Problem Solving
JHS1

Summary

“I Don’t Like Dogs" is an activity for practicing
yes/no present tense sentences. Using cards,
students search for partners and practice a model
dialogue.

Give each student one card from matching sets of
cards that list likes and dislikes. The students
search for a matching card by engaging in a
question/answer dialogue.
For example /
A: Hi, I like music. Do you like music?
B: Yes, I do. I want a dog. Do you want a dog?
A: Yes, I want a dog, too. I don’t have a bike. Do you have one?
B: No, I don’t. I don’t play tennis or the guitar. Do you?
A: No, I don’t. We are partners!

After the students have found the owner of a
matching card, the students play janken to decide
who will keep the cards. The winner moves on to
find another partner while the other student goes
back to the teacher to receive a new card and to
look for a new partner.
The student who has collected the most cards by
the end is the winner.
Remarks

Multiple copies of each card allow students to
find numerous partners who have the same card.
Also, have extra cards ready for students who
have lost their card.
Sample cards:
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Cards of likes
and dislikes

Students practice asking and
responding to questions.
Pairs

20 mins

List of
Adverbs
JHS1

Summary

This multi-level activity has teams acting out and
guessing adverbs. It gives students the
opportunity to practice commands as well as
adverbs.
Review or brainstorm a list of adverbs either as a
class or in teams.

Speaking Ch 5

Divide the class into teams. One team becomes
the Adverb Team. The adverb team leaves the
room, decides on an adverb, and then returns to
the classroom.
The remaining teams (one at a time) ask the
Adverb Team to perform an action, such as “walk
across the room,” or “empty your pencil case.”
The Adverb Team must perform that action based
on the adverb they have selected.
The remaining teams attempt to guess the adverb.
When the adverb has been guessed, a new
Adverb Team is chosen. The team that guesses
the most adverbs correctly wins.
Variations

Point Deductions: This game can be very
difficult depending on how varied the ability
levels of students are within the same class.
Deduct points for adverbs that are too difficult or
for incorrect guesses to level the playing field.
Low-level classes: Write the adverbs on cards
and have the Adverb Team draw a card to
determine their adverb.

Remarks

Be sure that the students understand the
difference between adverbs and adjectives. This
activity can be ruined if students choose
adjectives instead of adverbs, so the distinction is
crucial to a smooth game.
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Students complete missing information in
pairs. /
Pairs

Worksheets
JHS2

20-30 mins
Summary

In “Information Gap” activities, partners ask each
other questions to help discover information
unique to the other’s sheet. These activities are
easy to make and are good communication
activities for student pairs.

Make two separate sets of the worksheets. See
the Appendix for an example of an “Information
Gap” worksheet. Each worksheet will have only
some of the information needed to complete the
activity. It is recommended that the worksheets
correlate to the subject or grammar point you are
currently studying in class.
Divide the class into pairs and give each pair a
corresponding set of sheets. Tell the pairs not to
look at each others’ worksheets.
Explain the directions of the worksheet and
model questions.
Students complete the worksheets. When they are
finished, or after a designated time period, collect
or check answers with the class.
Variations

► Where is the…? — Here students give
directions to different locations on a map (p.247248)
► How do you say/spell…? — One of the most
useful phrases in your classroom, “How do you
say/spell” is a phrase that helps many ALTs,
especially those with little Japanese language
experience, communicate with their students
(p.242-243)
► How many … are there? — The variations for
this activity are endless. Try creating your own
worksheets or using the example in the Appendix
as a template. (p.244)
► Advanced: My Friends — In this activity,
students try to gather as much information on
their partner’s friend as possible (p.245-246)
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►
►

►

►

242-248

Students interview other students in
the classroom.
Pairs

30-50 mins

Worksheet
JHS1

249-251

Summary

Students interview each other to practice target
grammar. This activity can be used for any
question form and also, for higher levels, as a
way of practicing open-ended and on-the-spot
questions.

Speaking Ch 5

The basic worksheet form for “Interview Game”
is a table with the first column being questions
and additional columns of any number to the
right being spaces to record partner’s answers. If
based on a certain grammar point, question form,
or dialogue, this should be written at the top of
the worksheet for reference.
Students stand up and make pairs. Students janken
to see who will take first turn as the “interviewer.”
For each question, the “interviewer” writes or
circles the responses. The “interviewee” signs
their name on their partner’s worksheet after the
conversation is finished.
Check the answers at the end of the interview by
choosing a pair to present their conversation.
Variations

See the “Interview Game” sheets in the Appendix
for different styles of interview sheets. “Personal
Info” follows the basic form of the “Interview
Game,” with students interviewing two different
partners. In “Do you know how to ___,” students
in pairs take turns asking the various questions at
random, putting a cross through the activities
their partner does not know how to do and
circling the activities they do. In “Who Am I,”
students choose a person and an activity, keeping
their decision secret from their partner. Their
partner tries to guess their identity with a
minimum number of guesses.
Use a stopwatch and set the “interviewer” a
certain amount of time in which to ask the
questions.
To focus the students on the speaking part of the
exercise, remove the writing aspect, and have
students to present their conversation afterwards
from memory.
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Students interview other students in
the class.
Pairs

20 mins
Summary

Quickly get to know your students’ abilities with
this interview activity that is adaptable to
different levels and grammar points.

Before class, write a worksheet of sample
interview questions and practice a “role play”
interview.
Introduce the activity to the class and model the
practiced interview with the JLT. Emphasize the
importance of a good attitude during an
interview.
Students break into pairs and practice asking
questions from the worksheet. Set a class timer
for one minute.
After one minute, students switch partners and
practice their questions with a new student.
If time and set-up permit, conduct interviews
with individual students, using an Interview
Assessment Rubric to mark the students.
Variations

Lower-level students should concentrate on selfintroduction activities. Increase the difficulty by
practicing a more extensive range of English or
requiring the students to write their own
interview questions.
Interviews can be used to review relevant
vocabulary or merely be used to increase
conversational skills.
Remarks

For a related activity, see “Speedy Interview.”
(p. 102)
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Worksheets
JHS1

Students memorize a series of
adjectives.
All

1 5 mins

None
SHS2

Summary

“One Old Owl” tests how many adjectives
students can remember in a row. All the students
can be involved in this activity, and it is easily
adaptable to different levels.

Speaking Ch 5

The students sit in a circle. The first student says,
“I went to (a place) and with me I took one old
owl.”
The next student repeats the previous sentence
and makes an addition, for example, “…and two
tired trumpets.” Each addition is one number
higher than the last and uses an adjective-noun
pair that starts with the first consonant sound of
the number. In the example above, the next
addition might be “four furry foxes,” followed by
“five flowing fountains.”
Continue until the students can no longer
remember, or stop at a designated number.
Variations

This activity can also be adapted to junior high
school by asking the students to remember only
nouns and numbers, omitting the adjectives.
Another option is to give the students a list of
adjectives and nouns to choose from.

Remarks

Include a English-speaking penalty game for the
student who fails to remember the sentence, such
as performing a task, singing a song, or
answering a question.
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Students use questions to discover
what word is pinned on their back.
Pairs

1 0-1 5 mins

Summary

“Pair Up” is an advanced and active vocabulary
game. In the activity, each student has one half of
a word pair taped or pinned to their back. By
asking yes-or-no questions in a conversation with
a partner, students identify the word on their back
and proceed to find the person with the matching
word.
Before class, prepare a set of word pairs, such as
“salt” and “pepper,” “black” and “white,”
“thunder” and “lighting,” etc. Write all the words
on separate cards and make sure there are enough
cards for each student to receive a card.
In class, demonstrate by using examples of yesor-no questions that the students can use in their
inquiries, such as “Can you eat me?” or “Can you
wear me?”
Attach the cards to the students’ back. The
content of the card should be hidden to the
student. Assign each student a partner. The
students must guess what word is on their back
by asking questions. When they guess the word
on their back, they must seek out the person with
the other half of their word pair to complete the
exercise.
Review the word pairs.
Remarks

Be careful in making the word pairs, as
adjectives and adverbs can be very difficult to
ascertain through questioning. Additionally, more
abstract nouns, such as “love” and “hate” or
“thought” and “feeling,” might also pose a
(potentially-welcome) challenge.
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Asking questions
SHS1

Word pair
cards, Tape

Paper,
Vocabulary
List /

Students draw words in a game
setting.
Groups

1 5-30 mins

JHS2

Summary

“Pictionary” combines art with studying. This
activity focuses on vocabulary, especially nouns,
verbs, and sentences describing action.

Speaking Ch 5

Divide the students into groups and have students
decide the order in which they will take turns
drawing.
Call the drawers from their groups to the front of
the class and tell them a vocabulary word for the
round. Both nouns like “pencil case” and
“computer” or verbs like “sleeping” and
“studying” work well as vocabulary words.
Drawers return to their groups and, upon the
teacher saying “Go,” begin drawing the
vocabulary word. The drawer may communicate
through drawing alone. Gestures, speaking,
letters, kanji, kana, and numbers are all
forbidden.
The other members of the group try to guess the
vocabulary word. If the drawer hears the word,
they stand up, and the rest of their group can
follow them. The first group to be standing in
entirety wins the round. The team who wins the
most rounds wins the game.
Variations

A more complex version involves making a game
board, either drawn on the blackboard or
prepared beforehand. Dice are also required.
Each team is given a magnetic game piece and
the winning team of a round may roll the dice
and move that many spaces ahead. This version
can be made more exciting in many ways, such
as adding special squares to the board, having
“chance” spaces that allow the team to draw
cards with randomly positive or negative effects,
or even allowing teams to sacrifice their dice roll
to instead bring the leading team back that many
spaces.
Remarks
Beyond nouns, such as “tree,” “castle,” “sun”,
etc., and verbs, such as “running,” “jumping,”
“eating,” etc., try compound words like “sunrise”
and “pigpen” or try action statements like “A cat
climbing a tree” or “An elephant riding a
bicycle.”
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Write Chants
or Parts

Students vocalize words and phrases
in musical rhythms. /
Groups

30-50 mins

SHS1

Summary

These chants are a great way to get the students
to read any text aloud with confidence. “Rap
Chants,” can be performed by putting words to a
rhythm and chanting them, similar to rapping.

Choose a chant or write your own. For this
example, “Do you come to school by bike?” “No,
I walk.” Decide on the number of groups based
on the chant you select.
Write the text on the board and have the class
repeat the entire passage once or twice. Then
break the text into the appropriate groups and
write the passages on the board:
Group 1: “Bike <clap> “Bike” <clap> “Bike” <clap>
Group 2: “Do you… come” <clap> <clap>
“To school by … bike?”
Group 3: “No!” <clap> <clap> <clap> “I walk” <clap>
Practice each section with the entire class until
the students are comfortable with the rhythms.
Next, put it together! Try it as a round. Start with
the first group and bringing in the next groups
one by one. Finish by stopping the groups in the
reverse order. Change each group’s chant and try
it again.
Variations

When you find a rhythm that works, change the
text instead of changing the entire chant. In our
example, “bike,” could be, “train,” and, “No, I
walk,” could be, “Yes, I do.”
Remarks

Rhythm is hard to describe on paper, but easy to
do in practice. Just put any kind of rhythm to any
text, get the kids to chant and clap together and it
becomes fun. A great resource for chants is out
Carolyn Graham’s book, “Jazz Chants.”
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Worksheets,
Cards

Students ask and answer questions
in a game setting.
Pairs

1 5-20 mins

JHS1

252

Summary

“Tic-tac-toe,” also known as “Noughts and
Crosses,” is an activity for pairs that encourages
students to ask and answer questions using a
target grammatical structure.

Speaking Ch 5

Break students into pairs and give each pair a set
of vocabulary cards, ten being ideal. Have each
student take half a deck.
Students janken to decide which student will go
first. The winner is “X” and the loser is “O.” “O”
takes one card from their half, keeping it secret.
“X” goes first, asking three questions using the
structure, “Is that a ___?” “O” replies “Yes, it is”
or “No, it’s not.”
If “X” correctly identifies the card within three
guesses, they may write an “X” on the tic-tac-toe
grid. The round ends, and “X” chooses a card for
“O” to guess.
The game is played until one student wins the
game by having a line of three of their letters, in
a row, column, or diagonal.

Variations

This game can be adapted to different questions
forms. If studying countries, the cards might
include countries and the question form might be
“Are you from___?” Other questions forms
include “Do you like___?” “Do you have___?”
or even “May I borrow your ___?”
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Students interview other students in
a fantasy environment. /
Groups

50 mins

None
SHS3

Summary

In “Rock Star Role Play,” students participate in
mock interviews of their favorite musicians. It is
a good activity for active classes or for classes
that enjoy talking about music.
Divide the students into groups.
The students determine what band will be
interviewed and who will be the band members,
with the remaining students being the
interviewers. They can choose their favorite
Japanese or foreign group. Alternatively, have
students create and profile an original band. Give
the students fifteen to twenty minutes to write
about their band.
The interviewers practice asking the band
members questions.
Groups perform in front of the class, pretending
to be a band being interviewed on a talk show or
news program.
Remarks

Use props, such as sunglasses, hats, or articles of
clothing.

Example questions /
► What’s the name of the band?
► What kind of music does the band play?
► What are the names of the band’s albums?
► Who plays what instruments in the group?
► Who are the singers?
► How long as the band been together?
► What countries has the band toured?
► What music has influenced the band?
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Students practice asking and
responding to questions.
All

5-1 5 mins

None
JHS1

Summary

“Row and Column,” or tateyoko in Japanaese, is
an easy and much-famed warm-up with many
different variations.

Students in the first row stand. Ask a question,
such as “How old are you?” or “What’s the date
today?” or ask for a translation, such as “In
English, ‘chuugakkou’” or “In Japanese, ‘junior
high school.'”

Speaking Ch 5

The first student to answer correctly sits down.
Ask a second question. The first student to
answer it correctly sits down. Repeat until one
student in the row is left standing.
The students sitting in the column of the
remaining student stand up, and the game
continues like it did in Step 1, but along the
column. Once there is only one student standing
in the column, the students of that student’s row
stand.
Variations

For a faster game, have all students stand up. Ask
the students a question. The first student to raise
their hand and answer correctly can say “Left,”
“Right,” “Front,” or “Back.” That row or column
can sit down. Continue until all the students are
seated.
For a slower game, play as above, but have only
the student directly to the left, right, front, or
back sit. Allow the direction to loop around the
class and skip over sitting students; for example,
if the last student of the middle column says
“Back,” the first student of the middle column
could sit, or the second student if the first student
is already sitting.
Remarks

Become familiar with this activity. It is popular
amongst many teachers, and each teacher is
likely to have their own variation on the game.
Insist that the students answer with full sentences
rather than one-word responses.
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Students will answer interview
questions and review past lessons.
Groups

30-50 mins
Summary

“Speedy Interview” combines questions and
speed to test the students’ interview skills. This is
an easy activity to prepare and gives all of the
students a chance to practice English.

Before class, prepare a worksheet using grammar
structures from the textbook that the students
have studied.
Have the students stand up and form two lines,
one in front of the ALT and the other in front of
the JLT. When a student reaches the front of the
line, have the student indicate which question
from the worksheet they would like the teacher to
ask them.
If the student answers correctly, the teacher signs
the blank under that question, and the student
returns to the back of the line. If the student
makes a mistake, they are sent to the back of the
line without a signature. When a student has
answered all their questions correctly, they may
sit down.

Remarks

Work quickly and ask a second, related question
to make students think on their feet. For example,
“Do you want a car?” “Yes, I do.” “What color
do you want?” Encourage students to practice
their questions and answers with each other while
waiting in line.
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Asking questions
JHS3

Worksheet

253

Vocabulary
List /

Students practice spelling words
orally. /
Groups

1 5-25 mins

JHS2

Summary

This is a classic application of the spelling bee
format in which students practice spelling words
out loud.

Speaking Ch 5

Prepare a spelling list appropriate for your class
level. Add a few difficult words to challenge
students and some easier ones to give them
confidence. Use vocabulary from the current unit
you are studying if possible.
Divide the students into two groups and ask them
to line up facing one another. Stand between the
two groups. Read a word from your prepared
vocabulary list.
The first student in one line must repeat the
word, spell it and then say the word again. If the
word is correctly spelled the team receives a
point and that student moves to the back of his or
her line. Then ask the first student in the other
line to spell a new word.
If the word is spelled incorrectly, the other team
gets an opportunity to try to spell the word. The
student who misspells a word sits down. Difficult
words may go back and forth between teams a
few times. The team with the most points for
correct spelling wins.
Remarks

If proper nouns are used, remind students that
they must state when a letter should be
capitalized. For example, if the word is “Italy,”
the student must say “Capital I-t-a-l-y.” This
activity will work best with smaller classes.
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Students guess words based on
clues given by their partners.
Groups

20 mins
Summary

This is an activity that encourages
circumlocution, or speaking around the matter at
hand. A very useful skill for the language learner,
this activity will have students using what
language they know to explain a concept whose
word they cannot use. This game is preparationheavy for the more advanced version, but the
cards can be used every year.
Divide students into groups and give each group
a card face down. The card should contain a
word that all the students will know.
All but one of the students may look at the
contents of the card. The student who does not
look at the content of the card becomes the
“guesser.”
The remaining students must try to make the
guesser say the word on the card by giving verbal
hints in English. No other method of
communication, such as gesturing or drawing, is
allowed.
If the guesser says the word, the entire group
stands up. Give points based on the order in
which teams stand, and have groups change their
guesser for the next round.
Variations

For more advanced classes, change it such that
students are not only unable to use the goal word
in their hints but also unable to use related words.
On each card, stipulate a further three to five
banned words. For example, if the goal word
were “apple,” a card might have written on it
“apple,” underlined, and additionally “fruit,”
“red,” and “Fuji,” forcing students to be
additionally creative in their hints.
Remarks

Concrete nouns and verbs are easy, but adjectives
and abstract nouns such as “idea” can present a
greater challenge.

1 04 Planet Eigo

Cards
SHS2

Students ask questions to find the
answers to a worksheet.
Pairs

30-50 mins

Worksheets
JHS3

254

Summary

"Tense Practice" gets students asking questions to
enforce grammar points.
Demonstrate the activity for the students.

Speaking Ch 5

The students form pairs and are given either
worksheet A or B. Student A’s worksheet has the
names listed in all the boxes, but some of the
pictures have been cut out and the boxes left
blank.
Student A ask Student B a question to find out
what the person in the blank boxes are doing. For
example, if Student A wants to know what Billy
in the first box, top row is doing, Student A can
ask Student B:
► What is Billy doing?
► What did Billy do on Sunday?
► What does Billy usually do on Sundays?
► What will Billy do on Saturday?
► What will Billy be doing on Friday at lunchtime?
Review the answers as a class.

Remarks

It’s also possible to assign different verb tenses
for each picture by indicating the tense next to
the name. Provide model examples at the
beginning of class.
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None

Students try to say English tongue
twisters. /
Single

5 mins

JHS1

Summary

Tongue twisters are a great way to inject some
energy into a class. Student usually find them
funny and have lots of trouble saying them.
Consider using them as a punishment for the
losing team in a game or as a quick warm-up
activity.

Write a tongue twister on the board and teach
them the meaning and pronunciation of each
word.
As a class, review the pronunciations very
slowly, first with individual words, then with the
tongue twister as a whole.
When students appear confident with the
pronunciations, have them practice the tongue
twisters in pairs for a few minutes.
Lastly, come together as a class again, saying the
tongue twister together at an increasingly faster
rate.
Remarks

Remember that a majority of the words in tongue
twisters are unfamiliar to most students, and that
the tongue twisters themselves are often
nonsensical. Native speakers often have
difficulties with tongue twisters, as well.
To relax the students about speaking strange and
challenging English, ask the students to teach
you some Japanese tongue twisters, called
hayakuchikotoba .
Example tongue twisters /
► Rubber baby buggy bumper.
► Six thick thistle sticks.
► Thieves seize skis.
► Irish wrist watch, Swiss wrist watch.
► Red leather yellow leather.
► Cheap sheep soup.
► She sits, she shines.
► Which witch wished which wicked wish?
►Plain bun, plum bun, bun without plum.
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Students ask and answer questions
in a game setting. /
Groups

Asking questions

Questions,
Point Cards
(1 -5) /

SHS3

30-50 mins
Summary

The “Typhoon Game” is a competitive game
aimed at practicing speaking and listening skills.
Because it is a quiz game, teachers can use any
related grammar points or vocabulary words.

Speaking Ch 5

Divide the students into groups of five to six. Ask
a quiz question and the students raise their hands
to answer. The student with the correct answer
draws a card to determine the number of points
of the next question.
Designate a card as the Typhoon Card. If
selected, the team that answers the question on
the Typhoon Card correctly can erase another
team’s points.
The team with the most points after 15 to 20
minutes (set a time limit) is the winner.
Remarks

Use trivia, fun facts and other quiz questions to
introduce more challenging vocabulary.
Encourage group discussion. Sometimes one
team will dominate the game. In this case, make
the last question worth several points to even
things out.

Example questions:
► What team won the 2006 World Cup? (Italy)
► Who is a Korean actor with glasses?(BaeYong
Joo/Yon-Sama)
► What movie with Leonardo DiCaprio is about a
large ship? (“Titanic”)
► What percent of animals on earth are insects?
(80%)
► In one year, how many days do you come to
school? (Japan: 243 days)

►
►
►
►
►

Planet Eigo 1 07

Students ask questions about the
aspirations of their partners. /
Pairs

30-50 mins
Summary

This activity is sometimes called “Job for You!”
In pairs, students ask each other questions to try
and gauge which is the best career path for their
partner. It’s a good way to practice asking
questions and encourage students to think about a
future profession.
Pair up all students and hand out the activity
worksheet from page 255.
Practice words and phrases with the students to
make sure they know how to ask the question and
that they understand what they’re asking.
Student A asks Student B the questions from the
list. “Yes,” answers count as one point and “No”
answers are zero points. At the end, tally the
points. The highest total is the most likely job for
Student B. Repeat this process for Student A.
Students share their results with the class.
Remarks

This activity and many others can be found on Ed
Edgar’s Three Wise Monkeys website at
http://www.edochan.com/teaching/job.htm.
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Asking questions
JHS2

Worksheets

255

Worksheets

Students ask and answer questions.
Pairs

1 0-20 mins

JHS2

256

Summary

This is an interview activity that uses a
worksheet to help students form questions while
also practicing speaking, listening, and problem
solving skills.

Speaking Ch 5

Give the students interview worksheets. The
students form sentences by matching up the
question words with the second part of the
sentence. Give the students about two minutes to
form the questions.
The students interview each other using the
questions. They should use the blank spaces to
write their friends’ answers and names. Give the
students a time limit and have them ask the
teachers at least one question.
Review questions as a class. Choose one student
to read a question and choose another student to
answer the question with their own response.
Variations

To decrease the difficulty, add examples for the
students to use as models. To increase the
difficulty, decrease the time limit. Have the
students use pronouns when answering the
questions as a class. For example, “I asked Mari.
She likes natto. ”
Make the interview into a game by using a bingo
sheet. Have the students write down their friends’
names in the boxes as they ask the questions.
Play bingo by calling out students’ names from
the class roster or from name cards.
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None

Students relate words to each other.
Groups

20 mins
Summary

Students sit in a circle and think of words that
they relate to the last word spoken. This is a great
way to generate different vocabulary and a fun
warm-up game that allows students to be
creative.
Divide the students into small circles and begin
by having the first student say a color followed
by a word related to that color. For example,
“When I think of yellow, I think of the sun.”
The next student chooses a different color and
does the same, for example, “When I think of
red, I think of fire.”
This pattern continues around the circle until all
students have spoken. When all groups have
completed, begin explaining the next stage of the
game.
The first student will again choose a color and a
word related to that color, but the next student
must instead use the related word as their first
word, stating a new related word afterward. For
example, if the first student says, “When I think
of red, I think of fire,” the next student might say,
“When I think of fire, I think of barbeque.” The
student after might say, “When I think of
barbeque, I think of meat.”
This activity can continue indefinitely, until
students are stumped, cannot think of a word that
isn’t a repetition of one already said, or grow
disinterested.
Variations
Give the students in each group two words that
are unrelated and ask them to logically complete
the chain. For example, if you gave “summer”
and “Godzilla,” the chain might become
“summer, vacation, sightseeing, Tokyo Tower,
Godzilla.”
This can also be played as a whole class in a
circle as a ball-toss activity. The initial student
says a word and tosses the ball to another
student, who must name a related word and
throw to a third student. If a student hesitates for
more than a set number of seconds or if a student
repeats a previously-said word, they are removed
from the circle.
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Speaking Ch 5
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