Gabrielle Kelsey
Kamiichi JHS
Games
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Class time needed for lesson: 30 minutes to 1 class period
Class size taught: Any size
Target audience: JHS 3rd grade (can be modified)
Objective: Students work together to make creative, humorous English sentences.
目的：創造力を使って新しいユーモラスな英語の文章を作ることができるようになる。
Materials: PowerPoint presentation (optional), game cards

Procedure: 
I. Introduction - 2 minutes
1. This game is loosely based on ‘Cards Against Humanity’, but modified with simpler English words and phrases, and made appropriate for school.
2. Teachers begin class with greetings and checking the day’s schedule and goal. This lesson is typically to help students exercise their creativity rather than practice a specific grammar point.
II. Game Introduction - 10 minutes
1. First, the teachers divide the students into small groups of 4-6 students. The number of students per group should not exceed 6 for the best possible results.
2. Second, using the PowerPoint presentation, teachers explain the rules of the game. The visual images and animations make the explanation easier.
3. Last, teachers play a practice round together so that the students understand the rules and teachers can clarify any questions before playing.
III. Game Rules - 10-20 minutes
1. The game has two types of cards: Question Cards and Answer Cards. Everyone in the group starts with 3 Answer Cards in their hand.
2. Students play Janken and the winner becomes the initial Card Master. The Card Master pulls a random Question Card (containing a question and space for a potential answer) and shows/reads it to everyone in the group.
3. Everyone else except the Card Master secretly chooses an answer card (that they believe to be the most creative or funny) and places it face down in front of the Card Master. When all answers are in, the Card Master reads the Answer Cards and chooses the funniest card as the winner.
4. The owner of the funniest card reveals themself and keeps the Question Card from that round.They then become the Card Master for the next round.
5. Before the new Card Master chooses a question card and starts another round, everyone picks a new Answer Card to add to their hand.
6. The game then repeats until all Question Cards have been used. The winner of the game is the one who has the most Question Cards (making them the funniest/most creative in the group).
7. The teachers walk around and monitor the game between the students. They should facilitate the flow of the game by encouraging short deliberation time and decision making of the Card Master.
8. This game is played with the amount of time allotted, and the pace varies by group. However, it can be timed if necessary. 
IV. Conclusion - 5-10 minutes
1. Each group chooses the funniest sentence (Question and Answer card together) to present to the class. Everyone in the class votes on the funniest of all and that group becomes the Card Master(s) of the class. 
2. The winning group can be rewarded according to the teachers’ preference. 


Additional information: 
Example of the Cards:
Question Cards						Answer Cards[image: ][image: ][image: ][image: ]






Link to Game Rules Presentation: 
https://docs.google.com/presentation/d/19faSzQk6FO3ldTecrS3bPkcpWEjeMjYEpt8GPcOODeQ/edit?usp=sharing 
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