Julia Morgan
Kureha SHS
Games

[bookmark: _GoBack]Can I Bring…?
Class time needed for lesson: 45-50 minutes
Class size taught: 40 students (or any class size!)
Target audience: 1st or 2nd Year SHS
Objective: In one class, students will play a game as an entire class as well as in smaller groups where they ask questions to figure out a secret category. This will allow students to practice their vocabulary and logic skills.
目的：クラス全体でゲームや小グループで質問しながら秘密のカテゴリーを解き明かすゲームを通して、語彙力と論理的思考力を向上させることができる。
Materials: Blank paper for students to write on!

Procedure: 
I. Introduction - 10 minutes
1. The ALT introduces the game and the rules, writing an example of the game on the board:
a. The leader thinks of a category of items (explain that for this example, you are telling them the category, but they will not know the category when they play!)
i. EXAMPLE: Animals
b. Take turns asking if you can bring any object you think of with you. (Make sure students are asking to bring specific items, no items in general. Instead of asking “Can I bring food?” they should ask something such
i. EXAMPLE: Can I bring a dog?
ii. EXAMPLE: Can I bring a sandwich?
c. The leader says yes or no to the thing.
i. EXAMPLE: Dog = Yes
ii. EXAMPLE: Sandwich = No
d. Write down the words in the YES or NO boxes
e. As they guess, the players will try to figure out the rule. Players can talk amongst themselves but must use English!
II. [bookmark: _heading=h.30j0zll]Class Activity - 15-20 minutes
1. The ALT decides on a category in their head, and students from the class take turns guessing items using the sentence form of “Can I bring…?”
2. The ALT writes each guess on the board under “YES” or “NO” 
3. Students can guess the category whenever they think they know it!
4. The ALT will write the category on the board after it has been guessed, students can use it as an example for the next part!
III. Small Group Activity - 20-25 minutes
1. Students split into groups of 4-6.
2. Students play Jan-ken in order to decide who the leader of the group is.
3. The leader thinks of a category in their head.
4. The other players ask the leader, “Can I bring…?” questions.
5. Players should write down what words are “YES” and what words are “NO” to help with guessing the category.
6. After the category is guessed, the player who guessed correctly will be the leader for the next round!

Additional information: 
After a class has played this game once, it can be used as a 10-20-minute activity as well! The first time it is played will likely take an entire class period to understand, as the explanation and full class activity take a good amount of time. You may also need your JTL to offer some guesses if the students are hesitant to get started!
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