Emily Hill
Oyama JHS
Grammar・Review

[bookmark: _GoBack]“I Know How To” GO FISH
Class time needed for lesson: 45 minutes
Class size taught: 30-40 students 
Target audience: JHS 2nd grade
Objective: In one class, students will be able to ask and directly answer questions using “how to”, “where to”, “when to”, and “what to”.
目的：「how to」、「where to」、「when to」、と「what to」を使って質問を聞いて、すぐ答えることができるようになる。
Materials: 10 decks of pre-made cards, classroom blackboard/whiteboard, and colored chalk or markers

Procedure: 
I. Review & Card Explanation – 5 minutes
1. The ALT writes the outline sentence, “Do you know _____…?” on the board.
2. The ALT elicits the different forms of “how to” questions from the students and writes them above the blank space on the board (in colored chalk)
a. Yellow: ‘how to’; Pink: ‘where to’; Green: ‘when to’; Blue: ‘what to’
3. The ALT explains that the different colored cards correspond with the different forms. Use a card as an example for the students to make a question, according to the outline sentence. Write two possible responses - positive and negative.
a. Example: A yellow card with the words ‘do the laundry’ becomes the question, “Do you know how to do the laundry?”. The answer can be, “Yes, I know how to do the laundry” or “No, I don’t know how to do the laundry”.
II. GO FISH Game Explanation – 15 minutes
1. The ALT and JTL both demonstrate and explain how to play.
a. Note: This game is played just like GO FISH, only changing how to ask for cards and using the negative and positive responses.
b. Example: Player A – “Player B, do you know how to do the laundry?” Player B (doesn’t have the card) – “No, I don’t know how to do the laundry. Go fish!”
c. Make sure to demonstrate examples of positive responses, having a matching card, and a negative response, not having a matching card.
2. After one player has asked, regardless of whether they got a match or not, it is the next person’s turn. This is so every student can practice.
a. The goal of the game is to have the most pairs of cards by the end. If a player runs out of cards before everyone else, they must draw 3 cards from the stack and continue playing.
III. Play GO FISH – 25 minutes
1. Teachers put the students into groups of 4 and deal 7 cards for each student. Students play rock-paper-scissors in their groups to decide who starts.
a. The teachers both walk around the room to help with pronunciation and answer questions.
b. Make sure that students are saying the questions and answers in complete English sentences. They may just try to show the card instead of asking or shake their heads as a response.
c. Depending on how many cards are in your deck, it may take the students the entire 25 minutes to complete 1 game of GO FISH. Additional rounds can be played if there is enough time.

Additional information: 
I made 8 unique cards for each “how to” question (32 cards) and copied them to make the pairs (64 cards in total).
GO FISH is similar to the Japanese card game “Baba Nuki”. Referring to the rules of Baba Nuki may help when trying to explain GO FISH. Since none of the students knew how to play GO FISH before class, explanations took a bit longer.
Students often forget to say “Go fish” and find it to be an odd phrase. While it is not needed to play the game, once they get the hang of it, it can be enjoyable to say to their classmates.
Example Cards:
[bookmark: _heading=h.30j0zll]*Not printed on cards: card color and meaning*
	


picture


buy clothes
*pink – where to*
	


picture


see the movie
*green – when to*
	


picture


write kanji
*yellow – how to*
	


picture


make for breakfast
*blue – what to*
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