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Objectives: Ss will recall vocabulary and language in Unit 16 Vocabulary 2.  
Method: T-Ss  
Materials: a white board 
Procedure:  
Step 1: Split the class into two teams and explain that there will be a Race-to-the 
–board game in teams.  
Step 2: Ss take turns to run to the board to draw the words T says as quickly as 
possible.  
Step 3: Award points for the picture that best shows the meaning of the word 
drawn in the shortest time. 
 
Vocabulary words in Unit 16 Vocabulary 2:  
Night, sleeping, dark, a flashlight, the day, light, the Sun, sunny, the Moon, shine, 
a full moon, hot, stars, far away, the Earth, a planet 
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Objectives: Ss will personalize language in Unit 16 Vocabulary 2.  
Method: S-Ss –TTT NS 
Materials: cards of key words for drawing  
Procedure:  
Step 1: Pair up Ss and give each pair a card with key words written on it, such as 
“the Moon”, “the Earth”, “Sleeping”, etc. 
Step 2: Ss draw a picture in pairs based on the key words. 
Step 3: Two pairs join together to form a group. Ss present their picture to the 
other pair.  
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Objectives: Ss will review and practice language in Unit 16 Listening Part 2.  
Method: S-Ss –TTT NS SCM  
Materials: handout of instructions of the flashlight tag game, scissors  
Procedure:  
Step 1: Pair up Ss and distribute handouts.  
Step 2: Give Ss 2 minutes to cut the cards in the handout and then arrange them 
in the correct order. 
Step 3: Ss take turns to present one sentence of the instructions on the cards 
based on the correct order to their partners. Noted that the speakers cannot look 
at the cards during the presentation. If the speaker fails to recall some of the 
instructions, the listener may give him/her a hint.  
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Fluency Opportunity Activities, are designed to give kids a break from regular  
study and let them just enjoy the language. Over time, it is hoped, during these 
sessions, the students will start using the course language without design – 
naturally. As these are fun activities, like games, it can be considered a reward and 
motivation.   
 
Suitable activities available from the Support Hub. 
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Objectives: Ss will recall vocabulary and language in Unit 16 Vocabulary 3.  
Method: S-Ss –TTT SCM  
Materials: PPT: two word lists 
Procedure:  
Step 1: Show slide of two separate word lists: an A list and a B list. Assign half the 
class the A list and the other half the B list. 
Step 2: Each S takes a word from their list and puts it into a question. Noted that 
the question should demonstrate some understanding of the word. (e.g. Can you 
make a campfire?  NOT What does ‘campfire’ mean?) If Ss need help, they can 
ask T.  
Step 3: Set 3 minutes for question writing. Instruct Ss to underlie the key word in 
each question.  
Step 4: When Ss have finished writing their questions, As and Bs pair up and 
exchange their list of questions. Ss read each question and write an answer to 
the question on the same piece of paper. In their answer, they need to use the 
same word is underlined in the question.  
Step 5: After the answers are written, have the teams exchange papers again and 
read by the original S. For example, “Are there any mountains in Beijing?” “Yes, 
there is a mountain in Beijing.” 
 
Vocabulary words in Unit 16 Vocabulary 3:  
Camping, a campfire, a tent, hiking, hiking boots, a backpack, mountains, fishing, 
catch fish, swimming, fast swimmers, boating, travel across a river or a lake, 
insect collecting 
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n Have Ss write on what they have done and learnt in class according to one of the 
reflection bank methods.  
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Cards for Activity 1:  
 
 
 
 
 
 
  

The Moon 
Sleeping  
Scared  

A telescope  
A planet  
Happy  

The Sun  
Shining  

Swimming  

Stars 
Look at the sky 
A strange man   

A full moon 
A family  

Eating dinner  

A new moon 
Camping  
Worried  

Day  
Hot  

Hiking    

The Earth 
Boating  

Sad    

Night  
Dark  

Insect collecting   
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Handouts for Activity 2: 
 
Cut the following cards out and put them in the correct order.  
 

A 
The best time to play this game is when 
it’s very dark. Many kids like to play this 
game on warm summer nights. 

 

B  They have to stay in “prison” until the 
game is over.  

 

C 
The game begins when everyone is near 
the “prison”. The person who is “it” then 
slowly counts to 50.  

 

D 
After counting to 50, “it” begins to 
search. The others are now in their 
hiding places.   

 
E Flashlight tag is a game.  

 

F 
They can change from one hiding place 
to another. They don’t want “it” to find 
them.   

 

G 
In flashlight tag, one player has a 
flashlight. This person, the one with the 
flashlight, is “it”.  

 

H When “it” finds someone, it tries to “tag” 
them.  

 

I 
While searching, “it” has to keep the 
flashlight on. It’s against the rules to turn 
it off. 

 

J 
While “it” counts, the other players hide. 
Some hide behind trees, and some hide 
behind big rocks or bushes.  

 

K In this game, the person who is “it” uses 
a flashlight to tag the other players.  
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L 
This helps the other players know where 
“it” is. While “it” is searching, the others 
can move around.  

 

M 

Before the game begins, the players 
choose a place to be the “prison”. When 
“it” tags somebody, they have to come 
here, to “prison”.  

 

N When it tags somebody successfully, the 
player goes to “prison”.  

 

O 
If the name is correct, the tag is 
successful. If the name is not correct, the 
tag is not successful.  

 

P 
When everyone is in jail, the game is 
over. “It” can choose someone else to be 
“it”.  

 

Q To tag someone means to shine the light 
in them and call out their names.  

 
The correct order: E A G K M B C J D I L F H Q O N P  


