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Flashcard-Based activities
Shopaholics

 Should our students ever travel or live overseas, one of the most com-
mon situations in which they’ll use English will be to buy things. In this activity, 
students learn basic English used for shopping, practice using this language in 
student-centered role-plays, and finally compose their own dialogues to prac-
tice together in class.

 Shopaholics is appropriate for elementary school-aged children around 
the fifth grade and up, as well as students of junior high school age and per-
haps higher. It is a 2nd Rank requirement.

Stage 1: Teach the Phrases

 There are three ‘Shopaholics English’ cards, similar in format to KCE 
cards. Use card #1 with classes new to the activity; cards #2 and #3 may end 
up not being used at all in lower-level classes, but can be fun and useful for 
expanding the activity with students who are capable.

 Card #1 gives language for a boilerplate dialogue between a shopper and 
shopkeeper. Show students the side of the card with Japanese on it and guide 
them in producing the corresponding English. Some of this they will already 
know or be able to guess at; you will fill in any gaps and help students refine 
their pronunciation, smoothness and intonation.

 Card #2 gives expanded versions of much of the language on #1, while 
#3 provides a sampling of other useful shopping-related English. Of course, 
we encourage you to introduce alternative expressions or extra shopping lan-
guage, provided kids have a solid grounding in the basics. In particular, those 
who can handle Card #3 should also be taught language for specific situations, 
e.g. language about clothing, questions to ask when buying electronics, etc.

Stage 2: Role-Playing

 Here we use the twelve Shopkeeper cards and fifty-six Shopper cards. 

 Each Shopkeeper card has a price list of items available in the shop. It 
also has other information such as types of item—this extra information is 
not used in the most basic version of the game, but can be incorporated with 
higher-level classes.

 Each Shopper card has a task: usually to go to a given store and try to buy 
something specified. For these tasks, the shopper’s budget is also given. (For 
some tasks, the budget is insufficient.) There are also a few Shopper cards that 
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instruct students to go to a shop but to say they’re ‘just looking’.

 The basic language that the shoppers and shopkeepers will need has all 
been introduced with ‘Shopaholics English’ Card #1. You might put this card 
out on the table, Japanese-side up (or English-side up for reading practice), for 
weaker kids to sneak peeks at. Sneaking peeks during one’s turn is of course 
a turn-ending violation.

Step 2-A: Teacher as Shopkeeper

 Keep the twelve Shopkeeper cards for yourself, and have each child draw 
a Shopper card from the top of the deck. (Alternative ways of playing include 
laying Shopper cards on the table and letting students choose their own in 
Point & Say fashion; or, in weaker classes, putting students into teams to play 
the ‘shopper’ role in unison.)

 Students raise their hands, stand up, and attempt to perform the dialogue 
with you as shopkeeper. If the student makes any errors, her turn is over at 
once and you choose someone else to try. A student who gets to the end of her 
dialogue with no errors is praised, may keep the Shopper card for one point, 
and is given a new Shopper card.

 At this stage, it’s great to have the kids use actual play money in the four 
specified currencies (dollars, pounds, euros and won), if you’ve got some in the 
classroom. You, as shopkeeper, may also want a pencil and paper (or calcula-
tor) handy to reckon change.

 The game continues until you call time. This will be after each student has 
succeeded with at least one Shopper card.

Step 2-B: Students as Shopkeepers

 After some weeks of practice have familiarized students with the shop-
per’s role, they also become shopkeepers. Each takes a Shopkeeper card. 
You hold the remaining Shopkeeper cards and act as shopkeeper of all those 
shops.
 • When a kid is a shopkeeper, we change the name of the shop to his or 

her name. For example, if Hisako has drawn the ‘Green’s Groceries’ card, 
the name of the shop becomes ‘Hisako’s Groceries’.

 Each student also draws a Shopper card. If the specified shop is one that 
a classmate is holding, those two students stand up and perform the dialogue 
together. If either errs, they sit and try again—you will sometimes provide extra 
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help and maybe second chances to kids who struggle as shopkeepers in the 
earlier weeks of this step in the game.
 • If the specified shop is the one for which that student is also the shop-

keeper, of course she should return it to the bottom of the deck and draw 
a new card. (She can’t very well conduct a dialogue with herself.)

 • If the specified shop is one held by the teacher, the student conducts the 
role-play with you. In classes that are capable, the Shopkeeper cards can 
be entirely distributed to the kids, meaning that each will be the shop-
keeper of more than one shop.

 If a pair completes a dialogue successfully, the shopper keeps her Shop-
per card for one point, and the shopkeeper is given a chip, also for one point.

 Continue until you decide time is up, again ensuring that everyone has 
succeeded in at least one of the shopper or the shopkeeper roles, preferably 
both. The total of chips and Shopper cards earned is the student’s score.

Stage 3: Pair Work

 Form teams of two. The first child draws a random shopper card. The sec-
ond then gets the shopkeeper card needed for this.
 • If a team draws a shopper card but another team already has that shop-

keeper card, they draw a different one until they get one they can use.

 All stand up and work in pairs simultaneously, with the teacher monitoring 
all pairs and correcting any errors you catch.

 When a pair finishes, they come to you for a new pair of cards. 
 • They will keep their Shopper card as a point.
 • They will return the Shopkeeper card to the table, so that it can be used 

by other teams as needed.

 Winners are those who complete the most exchanges before you call time, 
should you feel the need to designate winners at all—for many kids, the au-
tonomy granted them in the activity is enough to motivate them, with or without 
a competitive element.

 In following weeks, ensure that kids are paired with different partners each 
time.

Stage 4: Student-Written Dialogues

 In pairs (or groups of three, if class numbers make this necessary), stu-
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dents write dialogues together in class. There are four sheets for this; photo-
copy masters are available from PLS Tokyo. The first three sheets form a se-
ries: on the first, most of the shopping language is provided, and pairs simply 
fill in a few missing words to customize the dialogue. Sheets two and three 
follow the same pattern, with progressively more missing words to fill in. Sheet 
four, which represents a significant jump in challenge level, gives only basic 
guidance as to the flow of the dialogue; students create the dialogue freely 
from scratch.

 Give a pair a few minutes to fill in and rehearse their dialogue, then have 
them present it to the class. In small classes, all pairs can present in the same 
week; in larger classes, they’ll take weekly turns to present.

 These activities will give our kids important skills for international travel, 
and more importantly will build their confidence in their own abilities to com-
municate functionally in English. Happy shopping!


