[image: image1.emf] 

 

Elementary School Activities
Education Seminar, May 12th 2005
We help children learn language when what we ask them to do is…
1. The Clapping Game

Take one student (two or more if you make it a team contest) and make them wait in the hall. While they are waiting in the hall select an object or flashcard (take learned flashcards and scatter them around the room, hiding some), one object for each team. The student(s) then come into the room and try and find their object by listening to the claps of their team. The team claps faster the closer they get to the object. After time elapses or when you say stop, you get the student to ask, ‘Is it a_____ ?’, and their team can reply with ‘Yes, it is’ or ‘No, it isn’t’. Not much English involved in this game as it intended
[image: image2.wmf] as a quick review/warm-up/cool down. English can be used more by getting the students to
 say ‘warmer’, ‘cooler’ instead of clapping.
Japanese explanation:
皆の拍手の速さで先生の指定したものを当てる活動です。

2. Clap Counting 
Start counting but clap twice after each number, e.g. “ 1, clap clap, 2, clap clap, 3, clap 
clap”. Have everyone practice this then change things by having every other word be a color (have 5 colors on the board), “1, clap clap, blue, clap clap, 2 clap clap, green, clap clap, 3, clap clap, red, clap clap”. Go in order around the class having everybody clap together but individual students saying the words, stopping when someone makes a mistake or forgets. See how high the class can get. Note: if the class has only learnt the numbers 1-10, you could see how many times they can count to 10 with you keeping score on the board. To make things harder, the teacher could use a pointer and point to the next speaker.
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3. ABC Line-Up
Students are given a card containing an object and its name. As a class,             you sing the ABC song. When the student hears the letter that their object begins with, they          jump. (You may have to sing the song twice for the students to get it right). The students should be observing when everyone jumps. You then get the students to arrange themselves in alphabetical order and confirm the order once more by singing the alphabet song again with everybody jumping at the right time.

4. Gunslingers

[image: image4.wmf]Students stand in a big circle holding their flashcard in front of them. The teacher says a word and the student who has that card crouches down. The students to either side of the crouching student must face each other and say the word that the other person has. The student who says the other 
student’s flashcard word first wins. The loser could then sit out if this were a contest. 
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5. Time Bomb

Prepare a time bomb by putting a timer into a box. The students pass around an object while   while practicing dialogue (any object will do). The dialogue moves around the circle (lower
 levels can just pass the object saying ‘Here you are’, ’Thank you very much’, higher levels could do longer greetings) until the timer (bomb) goes off and the student holding the object must then perform a task (have a dialogue with you or draw from a stack of flashcards to identify an object). 
6. Memory

There are 2 teams and roughly 16 flashcards cards on the floor. You call out one of the words that are on the floor. The child from one team must touch that card with their foot. You then call out a new word to which student #2 on the same team must then touch the previous word first then the new word with their foot. This continues until the team makes a mistake. The other team then gets a chance to beat the number of cards that Team One remembered.
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To review Western animal noises. The students are in pairs and are given 
an animal. They close their eyes and move around the room away from each other. 
When you say ‘go’ they start making their animal noise, e.g. ‘moo, moo’ to try 
and find their partner again.

8. Fishing

[image: image9.wmf]Students write in personal information on one fish drawing (see attachment). They cut out their fish and place it in the ‘pond’. The students, one by one, take a fishing rod which has a magnet attached to the end and try and catch one of the paper fish (it has a paper clip attached to it). The student must then find the

author by using the target language.
9. Go, Fish, Go!
(could work well as a continuation of the previous activity) Starting from the same
 point, students have to get their paper fish, which is lying on the floor, from the start line to the goal (the ‘pond’) by blowing it with a piece of paper and shouting something like,

‘faster fish!’ In order for this to work properly the paper fish has to be folded in two, length-wise, to give it a bit of an arch making it more ‘moveable’.
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10. Double Trouble 
Make 5 to 6 teams. One member from each comes to the front. You give a theme and the students must write a word that fits the theme, e.g. animals > monkey, tiger, bear. After the students write the words down on paper, you say ‘I, 2, 3, show me’ and the students lift up their paper to show their word. If two people have the same word then they cancel each other out and their teams don’t get a point.  

11. Blind Date

Choose a student/students to be blindfolded. Next, choose a student/students to be the dates. The blindfolded students must ask their dates questions (sentences learned in class). After a short period they are allowed to guess who their blind date is.

[image: image11.wmf]12. Phonics Target Practice

Draw something like this on the board                           

The students are in teams and one person from 

the team throws something soft (a very soft ball, balled-up socks) at one of the letter boxes (team misses a turn if they miss the box). The box they hit changes its letter and the student must say the new word. Points are given for accuracy. Note: The words don’t have to make sense, e.g. c-o-t s-o-t s-e-t r-e-t

It would also help the student about to say the new word to say the old word first.
13. ‘Be’ Verb Lotto
To practice subject-verb agreement with the ‘be’ verb. Make about 30 cards with ‘you’, ‘they’, ‘Matt’, ‘he’ etc. Make groups of 5 or 6 students; put the 30 cards in the center of each group. Before the student can take a card they have to guess ‘am’, ‘is’, ‘are’. If the verb agrees with the card they take, they can put it in the discard pile. If it doesn’t, they have to keep the card. The person holding the least amount of cards when all 30 cards have been drawn wins. Option: when they get a match they can discard all their cards.
14. Peanut Relay

Each team stands at the same distance from a box that has a pile of word cards next to it. The children take turns to pick up a peanut with chopsticks, race to the box, put the peanut in, turn over the top card from the pile and say what it is. The child then races back to her team and the next child does the same thing.

[image: image12.wmf](pencils, pencil crayons, and/or pens may be better objects to try and pick up.)

15. Typhoon
Draw a blank grid on the board of about 25 squares. The grid is labeled with
 numbers at the top and letters down the side (with a higher level grade use 
pronouns at the top and words down the sides so the students have to make sentences, he + eat pizza, ‘He likes to eat pizza’). The teacher has the same grid on a sheet of paper but with points in the 25 squares. Along with the points there should be ‘T’ squares in the grid to represent a typhoon. The students choose a square and then answer a question given by the teacher and then get the points that the square is worth. If they choose a ‘typhoon’ square, the teacher yells ‘typhoon’ and this wipes out the points gained by the other teams. The team with the most points at the end of the game is the winner. 
16. Basketball Madness
Draw a basketball court on the board like the image below. When a student on a team answers a question correctly they can move the ball (paper ball with magnet) forward one line towards the other team’s net. The same team continues answering questions until they make a mistake and then it’s the other team’s turn. When the team reaches the final line before the basket the student who has just finished answering the last question must come to the front of the class and try and shoot a basket (using a ball and the garbage can). 
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17. Family Tree

Draw a family tree on the board complete with faces (the size, and whether the names are in English or katakana, is up to you). The students then choose a person (you could choose for them; they could draw a name from a hat; they could throw a soft ball at the board) and make a statement based on that person, e.g. ‘Matt’, ‘Matt is Paul’s brother’. Points based on accuracy. If they make a mistake, the other team can have a chance to answer for points.
18. Clock Race

Two big clocks on the floor (number cards arranged in two big circles). Two             teams, each with a representative waiting for you to call out the time. All together, the students    ask ‘what time is it?’. You reply with the time, e.g. ‘4:15’. The two students have to run to their designated clocks to stand on the correct numbers, e.g. 4 and 3 for 4:15. 


19. Bowling for Questions
Set up a mock bowling alley with PET bottles and a soft ball. The team chooses
 a member to bowl. That person bowls. The amount of pins that they leave standing is the number of questions that they will be asked. Points for the amount of pins knocked down.
20. Ladybug Bingo (see attached bingo sheets)
Bingo game where, either the teacher, or the students in groups, draw the               ladybug cards and call out the numbers. Different from bingo in that they must try and 
cover all their squares.
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