Englisi: Teaciier’s Club
Lesson plans

ere are some great tips and ideas borrowed
from www.englishclub.com that can be very
helpful for any teacher of English. They will
surely brighten up any English language class. If
necessary, you can adapt them for a different—usually

higher —level.

Animal Adventures

Practises: listening, speaking

The teacher tells a story about an animal, but
repeatedly asks the students to guess what, why,
where, what next etc. Example:

Teacher: A catdid something very naughty.
Whatdid itdo?’

Students: It ate some cheese.

Teacher: No.

Students: It attacked the pet bird.

Teacher: Yes! That'sright! But why?

Students: Because it was hungry.

Teacher: No.

Students: Because it was jealous.

Teacher: Yes! What do you think happened then?

Students: The owners came home.

Teacher: Yes! (or No.)

etc., etc., etc.

Each time the students “guess” something, there is
another question. In reality there is no original story. It
is the students who unknowingly invent it.

Of course, the “story” could be about other subjects
too, and used at other levels.

Lion Tamer

Practises: yes/ no questions

Teacher prepares stickers with a profession on each
one. The stickers are affixed to students’ foreheads.
Students try to discover their own profession by asking
yes/no questions (do | work at night? am | rich? do |
wear a uniform?) inturn. Works best in smallish groups.
Students should be encouraged to think of the usual
question words (where do | work? when do | work?
why? who? how? how much? etc.) and to formulate
appropriate yes/no questions to obtain the required
information.

Some suggested “professions”:

‘lion-tamer -top model -brainsurgeon -president
-hypnotist -astronaut -X-film actor/actress
‘bodyguard -trapeze artist -magician -monk -clown
-table tennis player -English teacher

englishclub.com

LessonPlanse?

Beat the Teacher

Objective: lesson revision

If you tutor a student one on one, then this game is
perfect for revision of your previous lessons, as well as
finding out how much the student may already know.
It's a form of Naughts and Crosses or as the Americans
would call it - Tick Tack Toe.

Before your lesson write down as many questions
that you can think of to ask your student and number
them 1 to whatever.

1. Whatis the simple past tense word for Run?
2. Whatis an Abstract noun?
3. etc...

Ask your student to draw the nine squared naughts
and crosses grid by overlaping two horizontal and two
vertical lines.

Let's say, you thought of 60 questions to ask your
student. Ask your student to write down on a piece of
paper the numbers 1 to 60.

The student first chooses a number from their list
of numbers. Let's say for example, the student chooses
number 3, then question number 3 on your question
list is the question you will ask them. Note: after the
student chooses a number they have to mark it off
their list, so that, that question can only be asked once.

You ask the student the question. If they getitright,
then they get to place their naught or cross, whichever
symbol they choose, in whichever square they like on
the grid.

But, if the student gets it wrong, then the teacher
places their symbol in whichever square they like. If
the student gives anincorrect answer, then don't forget
to tell them the correct answer afterwards. The game
goes on like this until the winner gets three symbolsin
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This game is great for the teacher because it gives
them an idea of how much the student has retained
from previous lessons, and also, what they already
know.





