5th GRADE ENGLISH LESSON PLAN
SPIN & DO: CLASSROOM RULES
Grade: 5
Level: A1
Duration: 40 minutes
Main Focus: Speaking and Interaction
Supporting Skills: Listening, Vocabulary, Pronunciation
Topic: Classroom Rules and Instructions
Activity Type: Game-based, interactive, differentiated speaking activity

1. RATIONALE
Classroom rules are among the most important language and behavioural routines that students need to acquire at the beginning of Grade 5.
Spin & Do provides students with a playful and meaningful context in which they can repeatedly hear, understand, produce and physically respond to classroom language.
The activity is designed to be reused with different levels of linguistic challenge.
The same game board can therefore support learning at different stages:
See → Understand → Say → Do → Produce → Reuse
The teacher can gradually remove linguistic support and encourage students to produce language independently.

2. LEARNING OBJECTIVES
By the end of the lesson, students will be able to:
· understand common classroom instructions;
· respond appropriately to simple classroom instructions;
· produce simple classroom instructions;
· use classroom vocabulary in a meaningful context;
· talk about classroom rules using language appropriate to their level;
· participate in short spoken interactions with peers;
· use English while playing a classroom game;
· recognise and follow basic classroom routines and rules.

3. TARGET LANGUAGE
The target language is intentionally flexible.
Depending on the students' level, readiness and learning needs, the teacher may ask students to use:
A. Imperatives
“Raise your hand.”
“Open your book.”
“Sit down.”
“Don't shout.”
“Don't run.”
B. Can / Can't
“We can raise our hands.”
“We can't run in the classroom.”
C. Must / Mustn't
“We must listen to the teacher.”
“We mustn't shout.”
D. May / Permission Language
For students who are ready for an additional challenge:
“May I open my book?”
“May I ask a question?”
The teacher may select or combine these structures according to classroom level, student readiness and instructional purpose.
There is no requirement for all students to produce the same structure.
The linguistic demand should be differentiated according to individual and classroom needs.

4. MATERIALS
· Spin & Do game board
· Spinner
· Appropriate age-safe spinner materials
· Small Post-it notes
· Teacher observation sheet
· Pencil
Important Safety Note
The spinner and its components should be age-appropriate and used under teacher supervision. Small components should not be left with students without supervision.

5. DIFFERENTIATION PRINCIPLE
The game itself remains the same; the linguistic demand changes.
This makes Spin & Do suitable for mixed-ability classrooms.
The teacher may differentiate according to:
· language proficiency,
· vocabulary knowledge,
· speaking confidence,
· listening comprehension,
· response time,
· prior learning,
· individual readiness,
· classroom dynamics.
The teacher decides:
· which structure to practise,
· how much linguistic support to provide,
· whether students should read or infer the language,
· whether students should use a word, phrase or complete sentence,
· whether students should simply perform an action or explain a rule.

6. FIRST USE – VISUAL + INSTRUCTION
Suggested focus:
Understanding and producing simple instructions
During the first use of the game, students see:
the picture + the written imperative.
For example:
Picture: a student raising a hand
Instruction:
“Raise your hand.”
Students:
1. spin;
2. look at the picture;
3. read the instruction;
4. say the instruction aloud;
5. perform the action or ask a classmate to perform it.
Suggested interaction
Student A:
“Raise your hand.”
Student B:
Raises hand.
Student A:
“Good!”
The teacher can model pronunciation and encourage natural repetition without turning the activity into a mechanical drilling exercise.

7. SECOND USE – VISUAL SUPPORT ONLY
Suggested focus:
Retrieval and spontaneous speaking
When students use the game for the second or third time, the teacher can place small Post-it notes over the written instructions.
The pictures remain visible.
Students now have to interpret the visual and produce the language themselves.
For example:
Picture of a student raising a hand
The student may produce:
“Raise your hand.”
A more advanced student may produce:
“We must raise our hands.”
Another student may say:
“We can raise our hands.”
The teacher accepts the structure that corresponds to the planned learning objective and the student's readiness level.
This stage gradually removes written support and encourages students to retrieve language independently.

8. THIRD USE AND FURTHER REUSE
The game can be reused with visuals only.
The teacher may keep the Post-it notes on the written instructions and ask students to produce different forms of language.
Basic level
“Sit down.”
Developing level
“We must sit down.”
Another possible variation
“We can sit down.”
Negative rule
“Don't run.”
“We mustn't run.”
Permission challenge
“May I ask a question?”
The teacher can decide which form is appropriate for the class.
The purpose is not to force every student to use the most complex structure.
The purpose is to provide appropriate linguistic challenge according to individual readiness.

9. LESSON PROCEDURE
STAGE 1 – ENGAGE
5 minutes
The teacher gives several familiar classroom instructions.
“Stand up.”
“Sit down.”
“Raise your hand.”
“Open your book.”
“Close your book.”
Students respond physically.
The teacher then asks:
“Can we run in the classroom?”
Students:
“No, we can't.”
Teacher:
“Can we raise our hands?”
Students:
“Yes, we can.”
Teacher:
“Must we listen to the teacher?”
Students:
“Yes, we must.”
The teacher introduces the game:
“Today, we are going to learn and practise classroom rules by speaking, listening and doing!”

STAGE 2 – LANGUAGE ACTIVATION
5 minutes
The teacher displays several classroom rule visuals.
Students identify what they see.
Teacher:
“What is he doing?”
Students:
“Raising his hand.”
Teacher:
“What can we say?”
Students:
“Raise your hand.”
The teacher may introduce:
“We must raise our hands.”
or
“We can raise our hands.”
according to the class level and lesson objective.
Grammar explanation should remain brief.
The emphasis is on meaning and spoken use.

STAGE 3 – FIRST SPIN & DO
10 minutes
Students work in groups of 3–4.
One student spins.
The student:
1. identifies the picture;
2. reads the instruction;
3. says it aloud;
4. performs the action or gives the instruction to a peer.
Students change roles after each turn.
Useful classroom expressions
“Your turn.”
“Spin!”
“What is it?”
“Do it!”
“Good job!”
“Well done!”
“Try again.”
The teacher circulates and observes.

STAGE 4 – REMOVE THE WRITTEN SUPPORT
10 minutes
The teacher places small Post-it notes over the written instructions.
Only the pictures remain visible.
Students spin again.
This time they must retrieve the language from the visual.
Example
Picture: Don't run.
Student:
“Don't run.”
A student ready for extension:
“We mustn't run.”
Another:
“We can't run.”
The teacher does not require every learner to use the same structure.

STAGE 5 – SPEAKING CHALLENGE
7 minutes
The teacher selects the level of challenge according to the class.
Level 1 – Say it
“Open your book.”
Level 2 – Make a rule
“We must open our books.”
Level 3 – Express permission/possibility
“We can open our books.”
Level 4 – Permission
“May I open my book?”
The teacher may mix levels within the same classroom.
Students who need support can remain at a simpler level while students who are ready can be challenged further.

STAGE 6 – REFLECTION
3 minutes
Students complete one sentence orally:
“We must ______.”
or
“We mustn't ______.”
or
“We can ______.”
The teacher asks:
“What is one important classroom rule?”
Students answer individually.

10. SPEAKING-FIRST PRINCIPLE
The primary purpose of the activity is spoken communication.
Students should have repeated opportunities to:
listen → understand → respond → speak → interact
The teacher should avoid allowing the written instruction to become the main focus of the activity.
When students become familiar with the visuals, the written language can be gradually removed so that students increasingly rely on meaning, memory and spoken production.

11. PROCESS-ORIENTED ASSESSMENT
Teacher Observation Opportunity 🌱
Spin & Do provides an especially valuable natural observation opportunity for process-oriented assessment.
Because students are interacting in small groups and speaking in a relatively low-pressure environment, the teacher can observe learning behaviours that may not be visible during whole-class questioning.
While students play, the teacher is encouraged to make brief individual notes.
The teacher may observe:
Speaking
· Who speaks spontaneously?
· Who needs prompting?
· Who can produce a complete sentence?
· Who understands the language but hesitates to speak?
· Who is confident when speaking to peers?
Listening
· Who understands the instruction immediately?
· Who needs repetition?
· Who relies heavily on visual support?
Vocabulary
· Who remembers classroom vocabulary independently?
· Who needs additional vocabulary support?
Language Use
· Who can use imperatives?
· Who can use can/can't?
· Who is ready for must/mustn't?
· Who can extend the language beyond the basic structure?
Interaction
· Who takes turns appropriately?
· Who encourages classmates?
· Who participates actively?
· Who prefers observing rather than speaking?
Individual Differences
The teacher may record brief notes such as:
“Understands quickly but hesitates to speak.”
“Strong vocabulary recall.”
“Needs visual support.”
“Confident speaker.”
“Good pronunciation.”
“Needs more practice with negative forms.”
“Participates actively in pairs.”
“Needs encouragement to initiate speech.”
These notes should be used to inform future instruction and differentiation, rather than to label students.

12. DIFFERENTIATION IN PRACTICE
Students needing more support
· Keep the written instruction visible.
· Allow repetition.
· Use the picture as a prompt.
· Provide sentence frames.
“We can ______.”
“We must ______.”
“We mustn't ______.”
Developing learners
· Cover the written instruction.



· Ask students to produce the imperative independently.
· Ask them to make a simple rule sentence.
More confident learners
· Ask them to produce alternative structures.
· Ask them to create a new classroom rule.
· Ask them to explain a rule.
· Ask them to interact with a peer.
For example:
“We must listen because we want to learn.”
The teacher may therefore increase or decrease the linguistic challenge without changing the game itself.

13. FORMATIVE OBSERVATION CHECKLIST – In your file
Teacher's Short Notes – In your file.
14. TYMM-ORIENTED REFLECTION
The activity enables the teacher to move beyond a one-time assessment of whether a student can answer a question.
Instead, the teacher observes how the student learns, participates, communicates and responds to support.
The same material can subsequently be adapted according to the evidence collected during the activity.
Observe → Identify Needs → Differentiate → Support → Revisit → Observe Progress
In this respect, Spin & Do can function as both a learning activity and a formative observation tool.
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15. STUDENT SELF-ASSESSMENT – as a speaking activity 
At the end of the lesson:
I can...
☐ understand classroom instructions.
☐ give a simple classroom instruction.
☐ talk about classroom rules.
☐ use English when I play.
☐ speak with my classmates.
☐ follow classroom rules.

16. TEACHER REFLECTION
After the lesson, the teacher may consider:
Which language did students use independently?

Which students benefited from visual support?

Which students were ready for greater speaking challenge?

Which target structures need further practice?

How can I differentiate the next use of Spin & Do?


17. KEY PEDAGOGICAL MESSAGE
Spin & Do is designed to grow with the learner.
At first, students may rely on:
picture + written instruction
Later, the written support can be removed:
picture → independent spoken production
Finally, the same visual can generate different levels of language:
Imperative → can/can't → must/mustn't → may/permission language
The teacher decides the appropriate linguistic demand according to classroom context, student readiness and individual differences.
Therefore, the game does not impose a single level of performance on every learner.
It provides a flexible environment in which every student can participate, practise and progress from their own starting point.
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