Activity: Monster Smash! (Monster Hammer)
Objective: Familiarizing the students with proper relative pronouns (which, who, and that) and their usage through playing an exciting team 

Time: 50 min

Materials: Enough soft (piko-piko or inflatable) hammers for 2-4 teams. Printed pictures of the 16 monsters and objects used in the game. The list of 16 game clues provided here. Colored magnets to represent different teams if you are playing the bingo option.　Bonus point cards if you are playing the bonus point option. Prizes (coins, stickers, print-club) are optional.
Target grammar point:  The correct usage of proper relative pronouns (which, who, that).

Procedure:　
Part 1: Introducing Target Grammar Point and Vocabulary
The first step is to thoroughly review the grammar point so that the students are comfortable with it. Showing example sentences that use relative pronouns involving a person, place, and thing is good way of doing this. Make sure to show how which, who, and that are each properly used. Make sure they have a good idea when to use each word.

Part 2: Set-up

First, split the class into two to four teams, depending on the number of students and hammers you have. Then draw a simple score board to keep track of each team’s points.　


Take all 16 pictures and introduce each monster, thing, or place one at a time. Make sure to tell the class any main points you think they must know about each picture. For example, “Do you know who this is? Yes, he’s the Wolf-Man a famous monster. He turns into a wolf every month when the moon is full”. Give the class any sort of hints you think are necessary for them to understand the clues at this time. You can also have the JTE (or you) give a Japanese explanation about each picture. After familiarizing the students with each picture, place them on the blackboard with tape or strong magnets in a 4 x 4 square pattern. 

You may want to write subject of each card below it if you didn’t print it on the picture. Wait until the game is about to begin to give each team their hammer. The list of pictures and clues is at the end of this activity plan.

Part 3: Explaining the Activity

The best way to introduce this activity is through dialogue and demonstration with the JTE.


ALT: Now the blackboard is full of scary things. What are we going to do? 

JTE: I know! Students will take these hammers and smash them! Please, give some clues to the students.

ALT: O.K! I will give a clue explaining which scary thing you must smash. If you know which one it is please smash it with your hammer. Remember to wait until I say “Go!” The team that smashes the correct thing gets a point. Be careful! Smashing the wrong one is minus one point. The team that gets the most points wins.

Part 4: Game Procedure


The object of this game is for a team of students to score points by identifying the picture corresponding to a clue containing a description picture’s subject using proper relative pronouns. The students will try to identify and hit that picture with a toy hammer before the other teams do.

The game should proceed like this:

A. One student from each team stands an equal distance away from the blackboard. They are given their team’s hammer.

B. The ALT randomly reads one clue from the list provided. The ALT then repeats the clue a second time, and then says “Go!”
C. The students are then allowed to run forward and hit one of the pictures.

D. If they are correct their team is awarded one point. If a student hits the wrong picture a point is deducted and the other team is allowed a chance.

If none of the students have the correct answer the ALT says “Help them” and a different team member may come forward and try to hit the correct picture.

E. Take the hammer from each team member. This is very important because students often begin to hit each other, thus slowing down the game.

F. If the bonus point option is being used, remove the paper tag from the back of the picture and adjust team scores accordingly.

G. The next group of participants from each team should come forward.

H. Repeat each step until all the pictures have been smashed.

The winning team is then awarded a small prize, such as a sticker, foreign coin, or fun classroom currency.

Notes:

This is planned for a class of about 35 students. If your class size is different adjust the number teams. I find three teams work the best because all the students are guaranteed a chance to participate. 


Remember to use good judgment when choosing pictures。The students are in third grade, but nothing overly graphic or gory. Make sure the subject of each picture is easy to recognize.

*Optional rules!* 

１．Bonus points: Attach a slip of paper behind each picture containing a random point value. I usually vary the bonus point values from -1 to 5. These points are added to the team's score in addition to one point for hitting the correct picture.

２．Bingo: If a team manages to hit all the pictures in a horizontal, vertical, or diagonal line they are awarded an additional 5 points per line. Mark each correct hit with a colored magnet.

3. Reverse: This is or advanced classes only. The ALT chooses one of the pictures and says it aloud to the class. The student who hits the picture then has to make up a sentence describing it using proper relative pronouns.

Monster Smash Clue Sheet!
Remember to find and print one large (A1) sized picture of the subject of each clue. I recommend using the image search at Google.com.

1. Dracula:  He’s the man who drinks blood every night.
2. Wolf Man: He’s the man who becomes an animal every month.
3. Sadako (Ringu):  She’s the ghost who comes from a video tape.
4. Kappa: It’s the water monster that loves cucumbers.
5. Frankenstein’s Monster: He’s the man who was made by a doctor.
6. Chucky (Child’s Play): He’s the doll that is bad for children.
7. Haunted House: It’s the building which ghosts live in.
8. Yuki Onna (Snow Woman): She’s the woman you don’t want to meet during winter vacation.
9. Graveyard: It’s the place which is scary at night.
10.  U.F.O: It’s the spaceship which aliens fly to other planets.
11.  Jason (Friday the 13th): He’s the man you don’t want to meet when you are camping.
12.  Pumpkin (Jack-O-Lantern): It’s the vegetable which you can make a Jack-o-lantern from.
13.  Godzilla: He’s the monster that can break Tokyo.
14.  Witch: She’s the woman who likes to do magic.
15.  Black Cat: This is the pet that lives with a witch.
16.  Zombie (Biohazard): It’s the monster that eats people in famous PS2 games.
