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Class time needed for lesson: 50 min
Class size taught: 27 students
Target audience: ES 4th year
Objective: In one class, students will reinforce the previously learned phrase, “Do you have…?” while practicing the alphabet.
目的: アルファベットの練習をしながら 以前に学習したDo you have～?というフレーズを再度使うことで 更なる定着を目指す。 

Materials: Lowercase alphabet card sets for individual students, large lowercase alphabet flashcards, alphabet practice packets


Procedure: 
I. Introduction – 15 minutes
A. The teacher starts the class with a greeting and daily questions in English based on grade level. 
1. Review the lowercase letters of the alphabet as a class. 
2. Sing the ABC song as a more exciting form of practice for the students. 
II. Demonstration – 5-10 minutes
A. The teachers explain the Go Fish card game via a demonstration with three people: the JTL, ALT, and HRT. 
1. Each participant will receive 5 cards.
B. Players will sit in a circle and janken to see who will begin the game. Teachers should prepare cards for each participant beforehand to be sure that every game outcome is shown in the demonstration.
C. Participants will go around the circle asking one another, “Do you have…?” regarding a letter.
1. Participants should lay down any pairs they can make in one turn on the table face up.
2. If during the game a participant does not have the cards they have been asked for, the player being asked must say, “Go Fish.” The player who

asked for the letter will then take a card from the remaining ones in the center of the table.
3. This will only go on for two turns per person. Teachers will ask students if they need further instruction after the demonstration ends. 
III. Main Game – 20-25 minutes
A. The teachers split the class into groups of 3-4 students.
1. Give each group of students 2 sets of alphabet cards to play with.
2. The students will shuffle the 2 sets of cards into one stack. After distributing 5 to each player, the remaining cards will be placed in a stack face down in the center of the table. This will act as the “Go Fish,” pile. 
3. Have the students play the game following steps (2) - (6). 
4. The player with the highest number of pairs at the end of the game wins.
IV. Conclusion – 5 minutes
A. The teachers finish off the game by asking the students their amount of pairs until the student with the highest amount in the class is revealed. 
B. Students will then fill out class feedback sheets for the remainder of class time. 
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