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Name and type of
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Time
Foci of skills
development

Minimum language
required

Organisation
Materials

Cross-curricular links

FIB – card game
15 mins

 Pronouncing new words accurately
 Improving concentration
 Learning how to cooperate
 Keeping the rules when playing a game
Body parts - head, shoulders, body, legs, feet
Fib. I don’t believe you. Show me your card.
Adjectives – big, small, long, short, hairy, broad, wide, fat, thin (Variation)
Body parts – hair, eyes, nose, mouth, chin, neck, belly button, bottom,
knees, toes, lap, ankle sole, elbow, wrist, hand, fingers (Extension)
Frontal work
Group or pair work
A sheet of paper with 10 cards with body parts for each L
2 sets of cards for the T to demonstrate, scissors, cardboard, glue, chalk
A sheet of paper with 10 empty cards for each L (Extension)
Science

Description
Before the lesson:
Prepare and copy the sheet with the 10 body cards for each L (2 from each body parts).
Prepare two sets of cards to demonstrate the game. Provide as many scissors for as many Ls you have.
Ask the Ls to sit in a circle. With the help of the cards revise the names of the body parts.
Draw the order of the body parts on the board: head, shoulders, body, legs and feet. Tell them the order is important.
Demonstrate how to play the game with a volunteer. Put the 2 sets of cards together and shuffle them. Deal 10 cards
to the L and yourself.
Put a card face down on the floor and say ‘head’. You don’t have to say the truth you can fib. Tell the L that he/she
is supposed to put a card facing down with ‘shoulders’ on it, but make sure he/she understands that it can be a bluff.
He/she may not have a ‘shoulders’ card, but he/she must put down a card and say ‘shoulders’. After a few rounds
challenge the L and say: T: Fib. I don’t believe you. Show me your card.
If you are right and the card is not the one that should be in the order drawn on the board the L has to pick up all the
cards from the floor. But if you are wrong and the card is the proper one then you have to pick up all the cards. The
winner is the one who runs out of cards first. Keep on playing until everybody understands the game.
Put the Ls in groups of 3-4 or in pairs and ask them to sit back to the tables. Give a copy of the cards, cardboard,
glue and scissors to each L. Ask them to stick the cards on cardboard paper and cut the paper into cards along the
lines.
Ask one L from each group to collect the players’ cards, shuffle them and deal 10 to each member of the group.
When they are ready they can start playing the game. Monitor and praise them.
Practical advice: This game can take lots of time. After a while tell the Ls to stop and count their cards. The player
with the least cards is the winner
Variation 1 for Ls who have richer vocabulary
Ask the Ls to use adjectives with the body parts. E.g. big head, small feet, long legs, broad shoulders, hairy body
etc.

scared?  aliens
Variation 2 for motivated Ls
Invite Ls to say Aliens when there is only one card left in their hands. If a player doesn’t do this and the others
notice it, he/she has to pick up all the cards from the floor.
Extension
Ask the Ls to prepare new cards with different body parts. Draw these into a sheet with 10 empty cards.
Copy and use them for playing the game next time.
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Foci of skills
development

Minimum language
required

Organisation
Materials

Cross-curricular links

Need a family? – card game
15 mins

 Understanding and using language for a game
 Using logical way of thinking
 Keeping the rules when playing the game
 Improving concentration
Members of the family: mother, father, brother, sister, baby
Colours: red, green, yellow, blue
Give me the father of the red family. Here you are.
Thank you.
Useful phrases to play the game
Other members of the family: grandmother, grandfather, uncle, aunt…
(Variation)
Frontal work
Group work
A sheet with 4 alien families: mother, father, sister, brother, baby
Coloured pencils, scissors, cardboard, glue
Photos of the Ls (Extensions 1 - 2)
Science

Description
Before the lesson:
Prepare and colour the cards of the alien families. Copy the sheet with 20 cards for many groups of four that you
can form in your class. Copy one sheet for yourself and colour it (blue, green, yellow and red) in order to be able to
demonstrate the game. Provide groups with scissors.
Ask the Ls to sit in a circle. With the help of the cards revise the names of the members of the family. Demonstrate
the game with 3 volunteers.
Shuffle the cards and deal 5 cards face down to each L and to yourself. Ask them to look at their cards and decide
which family members (red, green, yellow or blue) they want to collect. Ask a card from any of the 3 Ls. T: Give
me the father of the red family. If the L has got that card he/she has to hand it over saying: Here you are. If he/she
hasn’t got the card he/she says: I haven’t got him/her. Then it is the turn of the L on your right to ask for a card from
anyone. Everybody can ask for only one card at a time whether he/she is successful or not.
The winner is the player who collects all the members of a family first.
Put the Ls in groups of four. Give a copy of the cards, cardboard, glue and scissors to each group. Ask them to stick
the cards on cardboard and then cut the paper into cards along the lines and colour the families. Show them your
demo set if necessary.
When they are ready they can start playing the game. Monitor and praise them.
Practical advice: If the class is not divisible by 4 make a group of 3. This group can also use 20 cards or you can
take away 5 cards, a family from the set.
Variation for more/less confident Ls
Play the game with more (grandfather, grandmother, aunt, uncle…)/less cards
Extension 1
Ask the Ls to prepare cards with the photos or drawings of their real family and play the game using them. If they
don’t have sisters or brothers they can use photos of their grandparents.
Extension 2
Prepare family trees out of the photos of the Ls.
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Snapiens – card game
15 mins

 Pronouncing new words accurately
 Learning how to cooperate
 Keeping the rules when playing a game with a partner
 Improving quick reaction
Shapes: square, triangle, rectangle, circle
Colours (Variations 1)
Frontal work
Pair work
Whole class (Variation 2)
2 sets of cards for demonstrating the game
Sheet / chart with different shape-headed aliens for each L
Scissors, cardboard, glue
Paper and coloured pencils (Extension)
Maths

Description
Before the lesson:
Prepare the cards of aliens. Copy the sheet with the different shape-headed aliens for each L. Prepare two sets of
cards for yourself in order to be able to demonstrate the game. Provide Ls with scissors.
Ask the Ls to sit on the floor in a circle. With the help of the cards revise the names of the shapes (square, triangle,
rectangle and circle).
Tell the Ls that you are going to play a card game.
Demonstrate the game with a volunteer. Give him/her a set of cards and ask him/her to hold it with the pictures
facing down in his/her palm. Draw a card from your set, say its name (e.g. Square head) and put it on the floor. Ask
the L to do the same and put his/her card on the top of yours after naming it. Carry on like this until one of you puts
the same picture on the pile (e.g. a circle head alien on the top of a circle head alien). The one who hits the card first
has to shout SNAP. The other player has to take all the cards which are on the floor. The winner is the one, who
runs out of cards first. Keep on playing until everybody understands the game.
Put the Ls in pairs and ask them to sit back to the tables. Give a copy of the alien cards, cardboard, glue and scissors
to each L. Ask them to prepare the cards. When they are ready they can start playing the game. Monitor and praise
them.
Variation 1 for Ls who are confident in concentrating
Ask the Ls to colour the Aliens red, blue, green or yellow. You can make the game easier if the colours and the
shapes count differently or more difficult if both of them count at the same time. Ls can only say SNAP if they put
the same colour and headed alien on top of each other. (E.g. A red square-headed alien to a red square headed alien
gives you a point if you shout SNAP.)
Variation 2 for small groups
Ask the Ls to sit in a circle. Shuffle the cards and put the pile in the middle on the floor. Start taking a card from the
top of the pile, put it in front of you on the floor and name it. Ask Ls to take a card in turns and do the same actions.
When there are two cards of the same colour/shape alien, tell these Ls to shout SNAP. The quicker takes the other’s
pile. The winner is the L with the most cards.
Extension
Give the Ls sheets of papers and ask them to design aliens or space ships using as many shapes as possible.
When they are ready ask them to describe their drawings.
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Space travel – vocabulary game
20 mins

 Understanding and singing a song
 Pronouncing new words accurately
 Keeping the rules when playing a game
 Understanding and accepting the feelings of others
Things that an alien would take to its planet e.g: flower, books, paper,
pencils, chocolate, ice-cream…
Alien, planet, Earth
Whole class
Pair or group work (Extension 1)
Pictures of the things that the alien would take home
A copy of the open suitcase for each L
Pencil for each L
Music
Science
Art

Description
In the previous lesson:
Elicit the Ls ideas what they think an alien would take to its planet from Earth. Teach the names of the best ideas.
Before the lesson:
Choose at least 8 out of the best ideas and prepare picture cards. Copy the open suitcase for each L.
Ask the Ls to sit in a big circle. Revise new vocabulary with the help of the picture cards.
Give a copy of the suitcase to each L. Tell them that they are going to pack their suitcases with the 8 chosen things.
Ask them to put the sheets and the pencils on the floor in front of them, so that their hands would be free. Start
singing the song to the tune of Row, row, row your boat …
Go, go, Alien!
Put your things away!
Wave your hands to say
GOODBYE
From the Milky Way.
Give a picture to the L sitting on your right and ask him/her to pass it on to the L on his/her right. Carry on passing
the pictures one by one until all of them are moving round. When you get to the end of the song, clap. The 8 lucky
Ls who are holding a card at that moment can draw that item in their suitcases.
Carry on singing the song and passing the pictures around. The winner is the L who has all the items first.
Practical advice: Before the game you can ask the Ls to draw the 8 things in the suitcases. Then during the game
they only have to tick or colour them in their suitcases.
Variation for Ls who are more/less confident in using new vocabulary
You can play the game with more/less cards according to the needs of your Ls.
Extension 1
Ask the Ls to draw imaginary planets in pairs or in groups. Design houses or even towns for the aliens.
Extension 2
Make a suitcase that Ls bring from another planet. Ask the Ls what they think they could bring from the alien’s
planet. Design objects (e.g. a time machine, a machine that makes them invisible, etc.).

scared?  aliens	space travel

Open suitcase

scared?  monsters
Name and type of
activity
Time
Foci of skills
development

Dare or not, time to swap! – exchanging instruction cards
5 mins

 Understanding
actions

simple instructions performing the corresponding

 Giving simple instruction to peers
 Keeping the rules when playing a game with a partner
 Learning how to cooperate
Minimum language
required

Organisation
Materials
Cross-curricular links

Simple instructions: Stand up. Sit down. Turn around. Touch the floor. Point
to the ceiling. Open the window. Shut the door. Close your eyes. Open your
eyes. Jump. Clap your hands. Draw a … Dance. Play tennis. Read a book.
Sing a song. Say a chant. Touch something blue/green/… Go to the … etc
Can I have a card, please? Here you are. Thank you.
Once, twice, three times, four times, five times, six times (Extension)
Whole class
Instruction cards
Sports and Games

Description
Before the lesson:
Arrange the classroom to have enough space for sitting in a circle.
Cut out at least as many instruction cards as many Ls you have.
Ask Ls to sit in a circle and revise the instructions with the help of the pictures. Look at the cards and follow the
instructions together. Then give out the cards.
L: Can I have a card, please? T: Here you are. L: Thank you.
Tell L1 to look at his/her card without showing it to the others. Ask him/her to choose somebody from the group
and say the instruction from the card. L2 should do the action according to the instruction.
L1: L2, stand up, please. L2 follows the instruction.
Tell the Ls that a playful monster is going to stop them soon. Take the role of the monster. Invite the Ls to walk
around in the classroom with their picture cards. Ask them to listen to the monster very carefully. When the monster
says in a deep voice: Dare or not, time to swap. Ls have to find a partner, stop and give the instruction shown on their
picture cards to each other. Ask them to follow their partner’s instructions then swap their cards.
Then ask them to keep walking around in the classroom with the new picture cards. The ‘monster’ stops them
again and says: Dare or not, time to swap. Ask Ls to give and follow these instructions too and swap their cards
afterwards. Make sure that everybody changes his/her card with a different L in each round. Follow the rules of the
game the same way until almost everybody has been able to give and follow most of the instructions.
Practical advice: After a while choose one of the Ls to take the role of the monster.
Variation 1 for Ls who like guessing
Play this game the other way round. When the Ls find a partner they act out the instruction. Thus, L1 mimes and
L2 has to guess the instruction and then say it.
Variation 2 for very imaginative and playful Ls
Invite one of the Ls to take the role of the monster. Tell him/her to walk around in the classroom with the others.
Ask him/her to say: Dare or not, time to swap. Tell the monster to stop next to a couple and try to be faster in
following the instruction. If the monster is quicker than any L of the couple, he/she can take that L’s card. Invite
the slower L to take the role of the monster in the next round.
Extension
Prepare extra sets of these action cards and play card games with them e.g. Fib, Snap, Choose whose, Monstrue
Falsters etc.
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Foci of skills
development

Minimum language
required
Organisation
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Cross-curricular links

Monster factory – drawing a monster with a die
15 mins

 Understanding simple instructions and performing accordingly
 Describing learners’ own drawings
 Experiencing the pleasure of creating something
 Improving tolerance by listening to the others’ descriptions
Parts of the body: head, neck, eye, ear, nose, mouth, arm, finger, leg, foot,
feet, toe
Numbers from 1-6, My monster has got...
Frontal work
Pair work (Extension 1)
A die for each L, a piece of paper or an exercise book for each L, pencils for
each L, flashcards with body parts
Paper for drawing and for the booklet, stapler (Extension 1)
True – False cards, Ls’ drawings (Extension 2)
Science
Maths

Description
Revise the parts of the body using the flashcards.
Give a die and a piece of paper to each L. (They can use their exercise books if you don’t want to use their drawings
in the future.)
Tell them that they are going to draw a monster with the help of the die. Ask them to draw a body for their monster
first. Then show them the flashcard of the head, elicit its name from the Ls and ask them to throw their dice. Tell
them that they have to draw as many heads as the number they throw with the dice. Then draw another card from
the flashcards, elicit its name, ask the Ls to throw their dice and make them draw the body part accordingly.
When there are no more flashcards left, let the Ls colour their monster and complete it with some hair. They can
even give them names.
Invite them to sit in a circle with their drawings and ask them to describe their monsters.
E.g.: My monster/ Rudy has got two heads, four arms, six fingers...
Practical idea: Make sure about the order of the body parts that you draw out of the flashcards. It’s important to
have the head before the eye, nose, mouth and ear or to have the arm before the fingers and the leg before the feet
and the toes.
Variation for Ls who are very confident about using the new vocabulary
Don’t show the pictures of the body parts only dictate them. Help if necessary.
Extension 1
Put the Ls in pairs and give a piece of paper to everyone. Ask them to draw monsters and then dictate their pictures
to each other. Tell them to make sure their partners can’t see their pictures. Ask them to compare their pictures
when they are ready. Prepare a booklet of Twin Monsters.
Extension 2
Play the MONSTRUE FALSTERS jumping game using the Ls drawings (For more details see sCAReD topic
– Monsters - Monstrue Falsters activity.)
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Name and type of
activity
Time

Monster training – board game
15 mins

Foci of skills
development

 Pronouncing relevant vocabulary
 Intensive listening for giving and following instructions
 Recognizing the connections between pictures, instructions and actions
 Keeping the rules when playing a game (with a partner)

Minimum language
required

Simple instructions: Stand up. Sit down. Turn around. Touch the floor. Point
to the ceiling. Open the window. Shut the door. Close your eyes. Open your
eyes. Jump. Clap your hands. Draw a … Dance. Play tennis. Read a book.
Sing a song. Say a chant. Touch something blue/green/… Go to the … Etc
(See DARE OR NOT, TIME TO SWAP! cards)
Numbers: 1, 2, 3, 4, 5, 6
Once, twice, three times, four times, five times, six times

Organisation

Materials

Cross-curricular links

Whole class
Group work
Pair work
Monster instruction cards for the class / each pair / group
Die for each pair / group, counters for each L / pair / group
Extra cards with instructions (Variation 2)
Glue, coloured pencils, scissors, paper etc. for project work (Extension)
Sports and Games

Description
Before the lesson:
Arrange the classroom to have enough space for the Ls to sit in a circle on the floor, or around some desks.
Cut out at least two sets or as many instruction cards as many pairs / groups you have.
Invite your Ls to play a board game with two sets of the monster instruction picture cards. Ask Ls to sit around
some desks or on the floor. Shuffle the cards and place the drawings in the middle next to each other, one by one to
make a circle / square board. START can be the Open your eyes., and the FINISH the Clap your hands. instruction
card.
Use counters and a die to move round the board in turns. (Shy Ls can play in pairs or in small groups.) Ask Ls to
name the pictures they step on and follow the instructions as many times as many dots the dice shows.
The winner is the player/pair/group who reaches the FINISH first. Praise everybody who understands the
instructions and remembers the new words well.
When they are familiar with the game invite the Ls to play it in small groups or pairs.
Variation 1 for Ls who are not so confident in giving and following instructions
Tell Ls that they have to step only on the next card in each round and follow the instructions as many times as many
dots the dice shows. This way they can practise all the instructions. If the Ls throw a one or a six right after stepping
on the next card, they miss a turn. The winner is the one who reaches the FINISH first. Praise everybody.
Variation 2 for Ls who are more confident in using learnt vocabulary
Give the Ls extra cards with extra instructions.
Variation 3 for motivated Ls
Ask your Ls to turn down the pictures they have already stepped on. By the end of the game each card should be
turned down. In the next round you can play the game the other way round.
Extension
Ask your Ls to prepare their own board games on a sheet of paper in class as a project work or at home to practise
instructions. Teach new vocabulary, songs and rhymes in connection with the topic.
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development

Minimum language
required

Organisation
Materials
Cross-curricular links

Monstrue falsters – True/False jumping game
5 mins

 Intensive listening to make quick decisions/reactions
 Recognizing the connections between actions and pictures
 Keeping the rules when playing a competition
 Improving concentration
Colours: red, green, blue, orange, black, yellow, pink, purple …
Opposites: big-small, short-tall, thin-fat, young-old, boy-girl …
Instructions: Stand up. Sit down. Turn around. Jump. Clap your hands. Raise
your hands up. (Variation 3)
Whole class
Flashcards of big, small, short, tall, thin, fat, young, old, boy, girl monsters
of different colours (A5 size)
Sports and Games

Description
Before the lesson:
Arrange the classroom to have enough room for your Ls to stand in a row behind each other. Make sure that they
can have enough space to move both directions, to the left and to the right.
Ask Ls to sit in a circle on the floor. Revise colours and opposites by using the monster flashcards.
Invite them to play a True-False game.
Ask Ls to stand in a row behind each other. Tell them to let shorter Ls stand in the front and the taller ones at the
back.
Stick a green sign on the left and a red sign on the right side of the board to symbolize ‘true’ and ‘false’.
Make sure that the Ls stand exactly behind each other. Stand opposite them.
Raise one of the monster flashcards up to make it visible for everybody, and name it. T: This is a short, yellow
monster. Ls have to decide whether it is true or false. Ask them to jump to the appropriate side. E.g. If they think
it is true, ask them to jump to the left where the ‘true’ sign is. If it’s false tell them to jump to the other side where
they see the ‘false’ sign.
Start saying true or false sentences about the monster flashcards. Ls who jump to the wrong side, are out of the
game. Praise the winners.
Practical advice: Invite one of the Ls to stand on a chair facing the others. Ask him/her to show the flashcards to
the others and say true or false sentences about the monsters.
Variation 1 for Ls who are very quick in reactions
Tell the Ls that not only those who jump on the wrong side but the slowest ones are out of the game too.
Variation 2 for motivated Ls who are very good at playing the game
Change the places of the ‘True’ and ‘False’ signs in each round to develop concentration.
Variation 3 for small classrooms or large classes
Give two different instructions for ‘True’ and ‘False’ actions. Make sure that the actions can be checked easily.
E.g.: Ask Ls to clap their hands and raise their hands.
Extension
Ask your Ls to give new ideas how you can play the game. E.g.: Play it as a running game. Give ‘True’ and ‘False’
names to the corners, chairs, desks, other pieces of furniture in the classroom.
Practical advice: Play the game to practise vocabulary of any topic.
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BINGO – vocabulary game
20 mins

 Understanding and using language for a game
 Pronouncing new words accurately
 Reporting back on results of the game
 Keeping the rules when playing a game
Scary animals: snake, lion, tiger, spider, bat, bear, wolf, fox, black panther,
scorpion, shark, octopus, jelly fish …
I’ve got …
Whole class
Group work (Variation 2)
Pictures of scary animals in a chart, scissors, glue, exercise-book
Science

Description
Before the lesson:
Make sure that each L has got scissors and glue.
Give a chart with scary animals to each L. Revise the names of the animals.
Ask the Ls to cut the chart into little cards along the lines and choose nine out of them.
Show them how to glue the cards into their exercise-books in order to make a 3 by 3 matrix.
Explain the rules of the game in English or in Hungarian. Call out the names of the scary animals one by one. When
a L has the appropriate animal on his/her matrix he/she marks it on the picture. (E.g.: tick it, colour a part of it, put
a dot next to it …)
When a L has got three animals marked in any directions (vertically, diagonally, horizontally) he/she can shout:
BINGO! Ask him/her to name the 3 marked animals.
Each L has a maximum of 8 ways of making BINGO! Play the game until everybody has at least one BINGO.
Practical advice: If you have very communicative Ls, ask the one who has the first BINGO to take your role and
carry on calling out the names of the scary animals.
Variation 1 for Ls who have richer vocabulary or good at playing the game
Play the game with a 4 by 4 or a 5 by 5 matrix.
Variation 2 for Ls who are very self-reliant
Put the Ls in groups of four. Ask a volunteer in each group to take the role of the T and call out the names of the
scary animals.
Extension
Ask the Ls to make charts with at least 12 pictures at home or in the lesson using other topics (E.g.: clothes,
vehicles, food…). Copy them and play the game the same way with the whole class or in groups.
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Name and type of
activity

Pushy cards – picture puzzle
30 mins

Time

 Pronouncing words accurately
 Using logical way of thinking
 Understanding and accepting the ideas of others
 Learning how to cooperate

Foci of skills
development

Directions: up, down, left, right
Numbers: 1-8
A blank sheet of 12 cm x 12 cm square divided into 9 pieces for each L
(Extension)

Minimum language
required

Group work
Pair work (Extension)

Organisation

Two copies of a big square picture showing a scary animal (45 cm x 45 cm)
cut into 9 pieces, Blu-Tack
4 x 4 or 5 x 5 picture puzzle (Variation 1)
2 different pictures (Variation 2)

Materials

Science
Maths

Cross-curricular links

Description
Before the lesson:
Prepare a scary animal square picture (45 cm x 45 cm) in two copies. Cut one of the copies into 9 pieces.
In this way you get a 3 by 3 puzzle. Take away the least important part of the puzzle (which is usually in the right
bottom corner).
Number each piece from 1 to 8 in one of the corners. Shuffle and put the 8 pieces in a 3 times 3 format on the board.
Leave the middle square empty because this gives the most opportunities for the Ls to start the game. Do the same
with the other copy. Make sure that the pieces of both pictures are shuffled in the same order.
1

4

2

6

8

5

3

7

Put the Ls into two groups. Elicit ideas what the picture illustrates. The group who finds it out first can start the
game.
Explain the rules in English or in Hungarian. Ask one of the Ls to tell you which picture to move in order to start
solving the puzzle. E.g.: Number 3, up, please. Move the appropriate picture. Then the other group has a turn. E.g.:
Number 5, left, please.
The winner is the group which makes the picture first.
Variation 1 for Ls who are good at logical way of thinking
Prepare a 4 x 4 or an even more difficult 5 x 5 picture puzzle for your Ls and play the game the same way.
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Variation 2 for creative Ls
Prepare two different pictures of the same size. Shuffle the pieces the same way. Play the game the same way.
Extension
Give each L a 12 cm x 12 cm square divided into 9 pieces. Ask them to draw a scary animal and cut it into 9 pieces
along the lines.
Put Ls in pairs and ask them to shuffle and solve each other’s puzzles. Make sure that they have taken out the least
important piece before they start the game. They have to follow the original rules. It’s not a competition. Fast finishers
can prepare a new picture puzzle.
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Name and type of
activity
Time
Foci of skills
development

Minimum language
required

Organisation
Materials
Cross-curricular links

Scary salad – vocabulary game
10 mins

 Pronouncing new words accurately
 Following the rules of a game
 Using quick interaction
 Accepting the feelings of others
Scary animals: snake, lion, tiger, spider, bat, bear, wolf, fox, black panther,
scorpion, shark, octopus, jelly fish …
Change places! instruction
Collective terms of animals (Extension)
Whole class
A chair for each L, Flashcards of scary animals
Paper, pencils, glue, string for masks (Variation)
Science
Sports and games
Art and crafts (Variation 2)

Description
Before the lesson:
Arrange the classroom to have enough space for the game. Put one chair in a circle for each L.
Ask the Ls to sit on the chairs. Revise the names of the scary animals with the help of the flashcards.
Give a flashcard to each L which is going to be their name in the game.
Stand in the middle of the circle. Call out two names of animals and tell them to change places. Carry on until they
can follow your instruction without difficulties. Then, after calling out two names sit on one of the moving Ls’ chair
quickly. The L without a chair has to stand in the middle of the circle and call out two new names. He/she has to try
to sit down before the other Ls reach the chairs. Carry on with the game until each L can have at least one chance to
move to another chair.
When the L in the middle says: Scary animals change places! everybody has to change places. Tell them that they
mustn’t sit back on the same chair that they were sitting on in the previous round.
Variation 1 for Ls who are confident in using new vocabulary
Call out more than two names in each round. Add an extra rule to the game. Tell the Ls that they mustn’t sit on the
chairs beside them. This makes the game more difficult.
Variation 2 for creative Ls
Ask the Ls to prepare masks of the scary animals and play the game wearing them.
Extension
Elicit ideas of how Ls would group the scary animals (E.g.: animals with four legs, different colours, animals that
eat meat…). Use these collective terms to play the game.
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Name and type of
activity
Time
Foci of skills
development

Minimum language
required

Organisation
Materials
Cross-curricular links

Shoutime – pronunciation game
5 mins

 Pronouncing new words accurately
 Understanding simple instructions
 Learning how to cooperate as a group
 Keeping the rules when playing a game
Scary animals: snake, lion, tiger, spider, bat, bear, wolf, fox, black panther,
scorpion, shark, octopus, jelly fish …
Come in, please!
The vocabulary of a song or rhyme (Variation )
Instructions: Turn left. Go straight on. Turn right. Stop at … Turn back. etc.
(Extension 1)
Prepositions of place: in, on, under, behind, in front of, between and classroom objects (Extension 2)
Whole class
Picture cards of scary animals
Science
Music (Variation)

Description
Revise the vocabulary of scary animals and explain the rules of the game in English or in Hungarian. Prepare the
scary animal flashcards.
Ask someone to leave the classroom. Invite one of the Ls to choose a scary animal card and hide it somewhere in
the classroom (E.g.: in a desk, in a school bag, under a book, on the shelf, in a pocket …). Make sure that he/she
leaves a tiny part of the picture visible for the L who is going to look for it.
Ask the L who has hidden the card in the classroom, to let the classmate in.
Ask the others to help him/her using their voice. Tell them to get louder when the L is approaching the picture card.
Explain them to be quieter or just whisper the name of the animal when he/she is getting far from it.
Tell the L who is looking for the card to stop immediately when the others shout the name of the scary animal for
the last time and clap one.
The L has to stop and look for the scary animal picture card. He/she can hide the card for the next L.
Practical advice: Use this game for teaching new vocabulary as well.
Variation for Ls who are familiar with the game and confident in learning new vocabulary
Ask Ls to sing a song or say a chant louder or quieter several times until their partner finds the scary animal card.
E.g.: If the scary animal is a tiger, say the chant:
Eeny, meeny, miny, mo,
Catch a tiger by the toe,
If he squeals, let him go,
Eeny, meeny, miny, mo.
Extension 1
Ask Ls to sing a song or say a chant more loudly or more quietly when one of the Ls is trying to find the card. When
the song or the chant comes to the end ask the Ls to give instructions to their partner in order to find the picture
card.
E.g.: Turn left. Go straight on. Turn right. Stop at Kati’s desk. Turn back. Etc.
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Extension 2
When the Ls hide the scary animal picture card and their partner comes in, tell him/her to look around and ask:
E.g.: Where is the tiger?
Ask a volunteer to answer him/her. E.g.: It’s in a desk. It’s under a school bag. It’s on the bookshelf. It’s behind
Peter. It’s in front of the board. It’s between the window and the door.
Ask the others to say the rhyme while he/she is looking for the card: ‘Eeny, meeny, miny, mo’. When the rhyme
ends the player can ask the question again if he/she hasn’t found it yet: Where is the tiger? Follow the instructions
till he or she can find the tiger.
Praise the Ls who find the scary animal cards after the first question and those who give correct instructions.
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Name and type of
activity
Time
Foci of skills
development

Minimum language
required

Organisation
Materials
Cross-curricular links

Choose whose – memory game
15 mins

 Pronouncing new words accurately
 Recognizing the connection between pictures and their owners
 Keeping the rules when playing a card game
 Improving concentration
Equipment and animals: bat, magic wand, cauldron, magic glass ball, magic
powder, magic book, magic potion, broom, black cat, plants, spider, snake,
castle, cloak, hat and an assistant
It’s Tom’s. It’s mine. It’s yours.
Frontal work
Group work
A copy of 16 equipment and animal cards for each group
Ls’ objects (Extension)
Game

Description
Before the lesson:
Prepare a sheet with 16 fairy equipment picture cards showing the needed vocabulary. Copy the sheet as many
times for as many groups of 4 you can make in your class. You can also play the game with groups of 3. Provide as
many scissors for as many groups you have.
Ask the Ls to sit in a circle. With the help of the cards revise the names of the items and animals that a fairy or a
witch can have. Use the fairy equipment cards.
Demonstrate the game with 3 volunteers.
Shuffle the cards and deal 4 cards face down to each L and yourself. Ask them to look at the cards and draw them
in their exercise-books. Ls can help each other drawing them. When they are ready, ask them to put all their 4 cards
facing up on the floor. Tell them to try to memorize the cards and who they belong to. Count to 15 then collect all
the cards, shuffle them and place them face down on the floor in a pile. Ask L1 to pick up a card, call out its name
and try to tell who it belongs to.
E.g. L1: A magic wand. It’s Tom’s.
If L1 is right he/she wins the card. L1 carries on picking up cards until he/she fails to guess correctly. In this case
L1 has to put the card back to the bottom of the pile. Then tell L2 that it is his/her turn to pick up a card. It goes on
like this, around the group.
The game ends when there are no more cards to be won. Tell the Ls to count their cards. The player with the most
cards wins.
Put the Ls in groups of 4. Give a copy of the cards and scissors to each group. Ask them to cut the paper into cards
along the lines.
When they are ready they can start playing the game. Monitor and praise them.
Variation 1 for Ls with very good memory
Tell the Ls that they can only win 3 cards in a round. Then it is the turn of the next player.
Extension
Collect items that Ls do not use so often. (E.g.: a key, a notebook, a comb, …) Teach new vocabulary and play the
game with these objects.
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Name and type of
activity
Time
Foci of skills
development

Minimum language
required

Organisation
Materials

Cross-curricular links

Fairy magichart – guessing game
10 mins

 Intensive listening for clues to fill in a chart
 Asking for and giving information to peers
 Learning how to cooperate
 Keeping the rules when playing a game with a partner
Numbers: 1-6
Fairy equipment and animals: snake, spider, lizard, bat, rat, mouse, scorpion,
green frog, broomstick, cauldron, magic wand, magic book, hat, magic potion,
cloak
Is it a …? Yes, it is. No, it isn’t.
Numbers: 1-10 (Variation 1)
Whole class
Pair work
A set of the fairy equipment cards for each L
A chart with 6 numbered rectangles for each L and the T
Blutack
A chart with 10 numbered rectangles for each L (Variation 1)
Picture cards in connection with any topic (Extension)
Game

Description
Before the lesson:
Prepare the 12 fairy equipment picture cards.
Revise vocabulary of the fairy items with the Ls by using 12 fairy equipement picture cards. Draw a chart with
six numbered rectangles on the board. Shuffle the cards and ask 6 Ls to choose a card each. Stand with your back
to the board and tell them to stick the cards in any of the rectangles. Ask the Ls to go back to their seats to see the
board. Don’t turn around.
Put the same picture cards in front of you, hold a worksheet with the same chart as the one on the board and start
guessing. Try to guess the objects and their exact places in the chart.
E.g.:
T: Is number one a black cat? Ls: No, it isn’t. T: Is it a cauldron? Ls: No, it isn’t.
T: Is it a green frog? Ls: Yes, it is! Put the green frog on the first rectangle on your worksheet and show it to the Ls.
Ask them, whether it is correct or not then try to guess the second picture.
Keep guessing until you have guessed all the six fairy accessories. When you have all of them, invite your Ls to
do some magic!
E.g.:
Scary fairy,
fairy scary,
Touch your head and
touch your belly.
Take your wand
And say hooray!
You’ve guessed the cards,
It’s time to play!
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With the remaining cards, play the game the other way round. Ask the Ls to turn their backs to the board and
you stick the 6 cards in the chart. This time it’s their turn to guess the sequence of the fairy accessories by asking
questions to you.
When everybody understands how to play the game, invite them to work in pairs. Give each L a copy of the chart
with 6 numbered rectangles and a set of cards.
Practical advice: Explain to the Ls why it is important to mark the accessories in their chart before their partner
starts guessing.
Ask them to put something between them (e.g.: an exercise book in a standing position) to cover each other’s
worksheets.
Variation for Ls who are more confident in using new structures
Prepare a chart with 10 rectangles for Ls. Make pairs according to how confident they are. Some of the pairs can
use a 10-rectangle chart and the others can work on the 6-rectangle one. They all play the game the same way.
Extension
Play a guessing game without the numbered chart. Take as many picture cards as you need to practise vocabulary of
any topic. Shuffle them and ask a volunteer to choose one. The others can guess what it is. The L who has guessed
the word can choose the next picture.
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Name and type of
activity
Time
Foci of skills
development

Minimum language
required

Organisation
Materials

Cross-curricular links

Fairy snakes – chain game
15 mins

 Listening to and remembering the sequence of items
 Pronouncing new words accurately
 Keeping the rules while cooking a magic potion
 Improving concentration and tolerance
Animals: snake, spider, lizard, bat, rat, mouse, scorpion, etc.
Colours: green, black, etc.
Mud, hair, rain etc.
The vocabulary of the magic spell
Whole class
Coloured pencils, a huge black circle, blank card, magic wand
Blu-Tack (Variation 1)
Coloured paper, glue, scissors for the invitation cards, music for the party
(Extension 1)
Coloured paper, glue, scissors, coloured pencils for the magic book, stapler
(Extension 2)
Science
Art and crafts (Extensions 1-2)

Description
In the previous lesson:
Create the atmosphere for the topic with fairies and magic. Collect vocabulary in connection with the topic e.g.: a
snake, a green frog, a lizard, a black cat, a rat, a mouse, a black bat, a spider, a spider web, a scorpion, rain, mud,
hair, etc.
As for homework ask your Ls to prepare picture cards of the ingredients that a fairy would need for a magic potion.
Before the lesson:
Arrange the classroom to make enough room for the Ls to sit in a circle.
Ask Ls how they feel themselves. T: How are you? L: I’m fine, thank you.
When you have asked everybody invite them to ask the same question of you. Ls: How are you? T: I’m not very
well. Ls: What’s the matter? T: I’m sleepy! Wave your magic wand and make everybody sleepy. Invite the Ls to
prepare a magic potion together that would wake everybody up!
Put a huge black paper circle in the middle as a cauldron on the floor. Invite the Ls to cook a magic potion.
Elicit what they can put into it. E.g.: a snake, a green frog, a lizard, a black cat, a rat, a mouse, a black bat, a spider,
a spider web, a scorpion, rain, mud, hair, etc.
Teach new vocabulary and practise it together.
Start cooking the potion. Explain to the Ls that magic works with repeating the ingredients after stirring the liquid.
Take a magic wand and say a magic spell:
Scary Fairies,
Rumbling bellies!
Empty cauldron,
Time to call on!
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Shuffle the picture cards and put the pile face down next to the cauldron in the reach of the Ls. Take a card and say:
T: I’m cooking a magic potion out of a snake. Put the card in the cauldron and stir it well.
Invite one of the Ls to put something else into the cauldron. Give him/her the magic wand, say the magic spell and
ask him/her to take a card. Help him/her to say this word after repeating your ingredient. L1: I’m cooking a magic
potion out of a snake and a spider web. Stir the potion well.
Ask another L to take a card and put the ingredient into the cauldron repeating the previous ones. L2: I’m cooking
a magic potion out of a snake, a spider web and a rat. When all the cards are in the cauldron ask them to say all
the ingredients, the whole sentence together.
Enjoy the potion!
Variation for small classrooms or bigger classes
Draw a huge cauldron on the board and stick the ingredients in it.
Extension 1
When the potion is ready organize a never-ending party for fairies. Prepare invitation cards for the guests. Set the
table together and teach new vocabulary. Look for fairy or party music. Greet the guests and taste the potion in
each minute to keep everybody up.
Enjoy your meal and have fun!
Extension 2 for motivated Ls with rich imagination
Invite the Ls to prepare a book of magic spells. Motivate and help them to write their own verses. Ask them to
illustrate the spells and collect them in a book.
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Name and type of
activity
Time
Foci of skills
development

Minimum language
required

Organisation
Materials
Cross-curricular links

Playful accessories – hide-and-seek
5 mins

 Using short dialogues with peers
 Pronouncing new words accurately
 Keeping the rules when playing a game with a partner
 Accepting the feelings of others
Animals: snake, spider, lizard, bat, rat, mouse, scorpion, etc.
Colours: green, black, etc.
Mud, hair, rain etc.
The vocabulary of the magic spell
Numbers 1-10
Prepositions of place: (in, on, under, behind, in front of (Variation 2)
Whole class
Fairy equipment picture cards, Blu-Tack
Sports and games
Teacher’s activities

Description
Before the lesson prepare the fairy equipment picture cards.
Revise the vocabulary of the fairy equipment by the fairy equipment picture cards. Tell one of the Ls to choose a
picture. If he/she has the picture with the magic wand, ask him/her to say: I would like to be a magic wand. Ask
him/her to stick this card on the board.
Invite the others to choose a picture card and follow the same instructions.
Practical advice: Tell the Ls to stand up. Ask those who have chosen and stuck a card on the board to sit down.
(It is easier to see who hasn’t chosen a piece of equipment yet.)
When all the Ls have chosen a piece of equipment, and everybody has a card on the board, say the rhyme.
Fairy things,
Try to find.
Play with us,
It’s time to hide.
1,2,3,4,5,6,7,8,9,10.
Ask your Ls to hide anywhere in the classroom. E.g.: under the teacher’s desk, behind the curtain, under the desks,
behind the teacher, etc. while you are counting with your eyes closed.
Call out the first L by a picture card from the board.
T: Where are you spider?
L1 (who has taken the spider card): Here I am.
Remove the card from the board and ask him/her to come out and call for another L.
L1: Where are you black cat?’
L2: Here I am.
Then tell L1 to sit back to his/her seat and ask L2 to call out the name of a picture card.
Play the game until all your Ls, the fairy accessories have come out and sit back on their seats.
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Variation 1 for Ls who are confident in recognising written form of words
When Ls choose a piece of equipment, write its name on the board. Ask Ls to wipe the appropriate words off the
board in each round.
Variation 2 for Ls with richer vocabulary
Ask your Ls to use prepositions of place when they answer the question.
E.g.: L1: Where are you black cat?
L2: I’m under the chair.’
L1: Please come out.
L2: I’m coming.
Extension
Tell Ls to do some magic tricks or write some magic spells.
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