Elementary School

Activities

[image: image1.png]4
QUESTIONS




Presented by:

Yukari Otomo and Charlotte Shenker

Akiu Junior High School

Kimachidori Elementary School








2006-2007 Mid-Year Conference








Tuesday, January 23rd 2007
[image: image2.png]



Introduction
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Teaching at elementary schools is definitely one of the things I’ll miss the most about my JET experience.  I can’t remember how many times I’ve felt re-energized by excited shouts of “Charlotte Sensei!” (or otherwise “Shabetto Sensei”) as I dragged my exhausted self around the school.  Kids will run up to you asking about today’s class and let out a disappointed sigh when you tell them their class is next week.  Their genuine enthusiasm and eager participation in class (even on a Monday morning!) definitely makes all the extra preparation worthwhile.  
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Curriculum
Much like the ALT position, every situation is different when it comes to the elementary school English curriculum.  Most schools don’t have a set one and are willing to let the ALT have full control over what the kids are taught.  Some schools, however, will ask their ALTs to prepare on a pre-decided topic or theme or even be as specific as what vocabulary they would like the ALT to teach.  The curriculum is largely dependent on how often the ALT sees the same class per year.  The more often an ALT teaches at an elementary school, the more opportunities he or she has to expand on the contents taught.  
We will not be discussing curriculum planning in this workshop as it might not be applicable to everyone’s situation, but I have included a curriculum I have created over the years. 
(please see pages 6 & 7)
You might find it useful as a starting point when / if you are asked by your elementary school to submit one (which usually happens before the new school year in April).
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Card-base Activities
There are countless different types of activities that can be used in elementary school.  
In this workshop, we will focus on activities that require some preparation – the making of small versions of the flashcards you use in class.  Card-making is a very time consuming process but I find that younger students are able to remember better when they have something physical to hold onto. 
Also, these cards can be used reused over and over again for various games, so once you have a set of cards made, you have numerous games at your disposal without further preparation!
I’m sure everyone is familiar with karuta and fruit basket, so I’ve omitted them and picked some of most popular games with my students.  I have included the topics which I use the games for but most are universal concepts that can be adapted for any topic.  
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The “Secret Lucky Card Game”





Aim: To practice “How are you?” and the various responses.





How to play:


1. Before distributing the cards to the students, pick 1 card without anyone seeing and place it in a “secret” location.  (A box or envelope with a big “?” on it perhaps)


2. Give the students 1 card each.


3. The game is played by students walking around the room, forming pairs and janken.


4. The winner asks the question “How are you?”.


5. The loser answers according to the card he or she is holding, “I’m hungry”…etc.


6. The winner and loser exchange cards and say goodbye.  


7. Repeat.


8. After 5 or 10 minutes, pull out the secret card that was hidden before the start of the game.


9. Those holding the same card as the secret card will have very good luck for the rest of the day!











Snakes and Ladders





Aim: To practice “Where are you going?”  and  “ I’m going to…..”





How to play:


1. Prepare enough cards for places (school, park, post office…etc) for each lunch group to have a set and a snakes and ladders game board.


2. The normal rules for snakes and ladders apply – when a person lands on the head of 


a snake, he / she has to return to the tail.  When they land at the bottom of a ladder, they can go up.  The first person to reach the end wins.  


3. Place the deck of cards face down in the middle of the board.


4. As each player lands in a box, they pick a card from the deck.  The rest of the group asks that player in unison: “Where are you going?”


5. The player answers according to the card he / she has picked, 


e.g “I’m going to the park”.








Peek a Boo





Aim: To practice any target vocabulary.





How to play:


1. Get students to form small teams of 3 or 4.  You’ll need an even number of teams as 2 teams will face off against each other.


2. Get the teams to stand facing each other with a desk at the head of each line.











3. On the desk in front of each team, place a deck of cards, facing down.


4. On the count of 3, the first person in each team will turn over the card so the opposition can see it clearly.  


5. Whoever can first say out loud the card they see, (turned over and held by the opposition) wins.  











6. The loser moves across to the winner’s line.  At the end of the game, the longest line (with the most number of members) is the champion. 








“Go Fish” 





Aim: To practice “Do you have…?” 





How to play:


1. For this game, you will need to make enough pairs of cards for each group to have 


a deck of about 30 or 40 cards.


2. The objective of this game is for students to make as many pairs as they can.


3. Each student in the group gets 5 cards and the remainder of the deck is placed in 


the middle of the group.


4. Students make as many pairs of cards as they can by picking someone in the group and asking “Do you have…?” of a card they already hold one of, e.g. “Do you have a cat?”


5. If the person they ask happens to be holding that particular card (cat), he or she surrenders the card and says “Yes, I do”.


6. If not, they say “No, I don’t. Go fish!” and the person who asked the question draws a card from the deck.  


7. At the end of the game, the person with the most number of pairs wins.  








River Crossing





Aim: To practice target vocabulary.





How to play:


1. Give one set of cards to every two groups of students.


2. Students lay out the cards in a long line and each team stands on either end of the line.














3. The first person in each team advances towards the opposition by pointing at the cards one by one and while saying the words out loud.  


4. When they run into the opposition, the 2 people janken and the winner advances while the loser returns to where he / she started and the second person in the team starts again.  


5. Every time two members from opposing teams run into each other, they janken.  


The winner advances and the loser returns to the beginning.  











Janken-Get





Aim: To practice “Do you like…?” and fruit names.





How to play:


1. After reviewing fruit names, give each student 2 fruit cards.  


2. Don’t forget to leave the large flashcards on the board so they have a point of reference.


3. Students walk around and janken.  


4. The winner asks “Do you like…?”


5. The loser answers “Yes, I do” and surrenders the card only if he or she is holding it.  


6. If not, the loser says “No, I’m not” and both parties move on.  


7. The student with the most number of cards at the end of the game wins.





Note:


For lower grades, students can omit the “Do you like…?” and simply say the fruit name.


It’s best to prepare plenty of cards so students who lose their cards can come to you and ask for more and carry on playing.








Doubt





Aim: To practice sets of vocabulary that follow a pattern, e.g. days, months.





How to play: (using days of the week as an example)


1. Make 3 or 4 sets of cards (a set being 7 cards, one for each day) for each lunch group.


2. Evenly distribute the cards amongst the group members.


3. The first person starts by placing a card face down in the middle of the table and saying what day of the week he or she wants the rest of the group to think the card is.


   (regardless of what the card actually is)


4. The next person has to follow the pattern – if the first person puts down “Tuesday”,  


the second person then has to put down “Wednesday”.


5. At any time, if the players feel that someone is lying, they call out “Doubt!” and flip over the top card of the pile.


6. If the card is indeed what the person who played it said it is, then the one who called “Doubt!” has to take the pile.  


7. If the card isn’t what the person who played it said it is, then the person who played the card has to take the pile.


8. The goal is to get rid of all your cards as quickly as possible.
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