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Class time needed for lesson: 20-25 minutes
Class size taught: 20-28 students
Target audience: JHS 三年生
Objective: By participating in “Car Crash Karuta,” students will start to be able to talk to emergency services about common car problems. Additionally, students will learn that sometimes they will have to try to communicate in English even when they don’t know exactly what to say.
目的：「自動車事故かるた」を通して一般的な自動車のトラブルについて緊急サービスに問い合わせることができるようになる。さらに、何を言えばいいのか分からないときでも、コミュニケーションを取ろうとしなければならないことがあることを学ぶ。
Materials: A computer with PowerPoint, a way to display a PowerPoint to the class, 10-14 sets of Car Crash Karuta cards

Procedure: 
I. Topic and Vocab Introduction - 8 minutes
1. The ALT will start the lesson by talking about the importance of being able to communicate in emergency situations. Mention that sometimes it will be necessary to communicate even if you don’t know the exact correct phrasing.
2. The ALT will present the Car vocab PowerPoint.
a. Introduce the names of various parts of the car
b. Introduce various types of damage. Keep it very simple: flat tire, broken window, big dents, etc.
II. Game Preparation - 8 minutes
1. After students begin to familiarize themselves with the target topic, the ALT will introduce the activity: Car Crash Karuta
2. Display the 15 different car problems on the screen. These situations match the 15 situations in the Car Crash Karuta card set.
3. The ALT will then draw a card from the Karuta set and begin to describe the situation depicted. As soon as the JTL discerns which situation is being described, they should touch the correct image on the screen. Repeat this step one more time.
4. Explain the rules in full to the students: make groups of 3-4 students; spread out one set of cards so that all students can comfortable reach them; one student will act as a reader, drawing cards and describing the scenes depicted; the other students will compete with each other to grab the correct card as fast as possible; touching the correct card first awards one point; if a student touches the wrong card, they lose one point; play ends when only one situation remains undescribed.
5. Check student understanding.
a. If students seem unsure about the goal of the game, the JTL should give a full breakdown of the rules in Japanese.
III. Playing Car Crash Karuta - 9 minutes
1. Students make groups with 3-4 members.
2. Students janken to pick the reader.
3. Students play Car Crash Karuta.
4. The ALT and JTE walk around during the activity to help students as needed.


Car problem pictures: 
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