
Out with a 

Quiz Ideas

Group quiz competitions are fun and a good break from the everyday routine. The questions you decide upon can be about you, a review of the English learned, a world quiz, questions about your school and its teaching staff, or just general trivia. Questions can also be about anything from the textbook. This can involve grammar or, more fun, "personal" questions about the characters...i.e. "How many times has Mr. Brown been to Kyoto?" "What color is Yumi's ribbon?" etc. Even more fun is asking open-ended questions like "Who is Yuki's boyfriend?" or "Mike or Takeshi, who would you date?" or any other ridiculous question using the characters from the book. In this case, correct answers would simply be those that respond to the question appropriately and/or use correct grammatical forms. 

Please also think about how the students will receive the questions and provide the answers: will they listen to you read the questions? Will they see the questions written somewhere? Will they have to say the answer out loud? Will one person write down the answer? Will they all write down the answer?
Jeopardy

Make 5 questions with varying difficulty for every category you decide to have. On the board you write the categories along the top and the point/dollar values starting from 100 down to 500. You can make it easier for your students by having cards on the board with the amount written on one side and the question written on the other. If you don’t have the time then simply writing the amounts on the board and reading off the questions is sufficient. 

Students are grouped and choose the category and the amount (remember, the students should know that the questions for the 500 point level would be really difficult). If they get the correct answer they get that amount of points. It is up to you if you keep the Jeopardy format of answering in question form, e.g., “What is Manhattan?”. 

Also a good idea to have double jeopardy and final jeopardy to keep the lower-level groups interested. Double Jeopardy- a random location on the board is secretly chosen by you as double jeopardy. The group that chooses that question can bet up to their entire point total. If they get it right, their bet is added to their original total. Final Jeopardy- after all the questions are answered, a final category question is given. The students choose how much they want to bet based on the topic. Students should be warned that they shouldn’t bet everything, as if they get it wrong, they will lose all their points. After students place their bets, the teacher gives the question and the students write down their answer. Answers are checked, points given, and a winning group chosen.      

Flag Quiz

Students stay in rows. A flag is given to the first student in each row. The question is asked. The student who answers correctly passes the flag to the person behind them. This continues until the flag gets to the end person and they answer a question correctly then that team wins. Only the person with the flag can answer the question. If the rows have different student numbers you can have the people in the shorter rows answer more than once. Flyswatters, funny inflatable hammers, can also be used as markers.
Crazy 8

A simple translation game involving rows. Each row has a chance at the activity. 8 words/phrases are written on the board varying in difficulty. The row has 2 minutes to give the meaning of the word in English or Japanese (depending on your format). Once the first student has chosen a word and provided a translation the next student in the same row has a chance. Note: some words need to be really easy as the rows will intentionally save the easy words for the kids not strong in English. One word or two words should also be really challenging to translate. The team wins by everybody providing a translation to every word within the time limit. If you were doing this as a contest, the rows could compete for the best time. The students don’t have to write down the answers, merely saying the answer out loud should be fine. This is based on a popular Japanese TV game show. Again, this is different from Jeopardy as everybody can see all the words/phrases from the start. 
Family Feud

Can also be played as a row team game. Choose two rows to square off against each other. A representative from each row comes to the front for a question. Ask the question, the first student to get the answer right, their row has the first chance to answer the first category. A category is given, e.g., Things that are red. The students in the winning row have to choose the top 5 answers that you, the teacher, have chosen- e.g., #5 balloons #4 cherries #3 Santa #2 Roses #1 Apples. Points are attached to the answers depending upon their ranking. If the entire row can’t guess all 5 answers then the other row has a chance to get points. The top two rows at the end can square off for Final Feud. 
Board Quiz
A team game done by dividing the entire class in two or into rows. With one student from each team at the chalkboard, ask them to perform a task – e.g., tell them to spell a level-appropriate word, then draw a picture, then write a particular number. After each task, a point is awarded to the team that finishes first. Each task can be varied to suit ANY skill level. For example, elementary classes spell the word(s) cat, book, eraser, car, etc. Junior high school classes can spell words like education, school, Canada and dictionary. When drawing, students can not only be told to draw an object, but a certain number of objects, a particular emotion, and even using a particular colour. This makes students listen very closely to the teacher’s instructions, and really gets the entire class excited (high school students have also really enjoyed this game). Fun watching students try to draw 4 happy yellow cats and 1 angry blue gorilla.
Build and Destroy
A classic group competition. First, teams are made, and each group is given the beginnings of a house on the board, e.g.,           The object is to be the first group to answer a question and then be entitled           to add another line to your team’s house. The catch is, you can also choose            to take a line away from any other team’s house (only one other team’s). The first group to make a complete house, e.g.,　　　　　wins. Note: the teams like to destroy rather than build which can make

it impossible to finish, so it is advisable to set a time limit for the             competition and tell the students that the team with the most completed              house at the end wins. 
 Last Advice on Quizzes 
Put students in groups of 4 and have them number themselves 1-4, alternating turns. The person whose turn it is must be the one to write the answer on a piece of paper and then the first group to hold up their paper with the correct answer wins. I make students write complete sentences so that there is also a grammatical component. I'm strict. Grammar and spelling count. Correct answers with spelling or grammar mistakes are considered wrong....although I will tell the group that their answer is correct but that they must "fix" the sentence. A simpler alternative is to take answers orally by having students raise their hands or signal with fly swatters, flags, etc. I like the written method because it involves more students.....those whose turn it is not can help the weaker students with their answers. Also, during the lag in time (while writing) there is time for groups to consult, thereby involving all the students in a discussion. Simply raising their hands makes it an "in the immediate moment" answer and the weaker students will never have a chance. However, this method is good if you want to do this activity with limited time--for example, the last 15 minutes of class. Otherwise, consider this a 30-45 minute lesson.
Other Fun Ideas

Word Mastermind

Think of a five-letter word that is not a proper noun, e.g., Sendai, and that doesn't have any repeating letters. Draw five lines near the top of the board. Students then must think of five-letter words (no repeating letters and no proper nouns). Write each word on the board and create columns under the five spaces. At the end of each word that a student suggests, write the number of letters that are also in the word they are trying to guess. For example, if my word is "ghost," then if a student gives me the word "house," I write a 3 at the end since three of the letters in "house" are also in "ghost." This requires students to really concentrate on coming up with good five-letter words. 

My Word
This activity is fine for teaching/revising vocabulary. It’s both simple and fun. Select a word category (e.g., musical instruments, wild animals, nationalities). Allow students a minute or so to write down as many appropriate words as they can. The teacher should also write ONE word belonging to the chosen category. That’s his/her word...and it must be kept secret till the students have read their answers. Then students take it in turns to read one of their words at a time. The first time a correct answer is given, the student who said the word (e.g., guitar) gets 3 points for it. All the others who wrote the same word get 1 point for their efforts. Suppose that the teacher’s word was, for instance, "piano". Should a student come up with that answer, the teacher says "My Word!" aloud and the lucky student gets 10 points, while the others get none for that particular word. This ends the round. Students add up their points and try another word category. Should no one come up with the teacher’s word, s/he says it out and aloud and the bonus 10 points accumulate for the following round, when a lucky student will get 20 points, 30 or even more... After a few rounds, the student with the most points wins the game. When you are done, you may wish to go through the students’ lists again and check whether any right words remained unsaid or just add a few more anyway.
 Hangman’s Cousin
This game is a cross between "Hangman" and the American TV game show "Wheel of Fortune." The game is good practice for "Do you have ?" or "Are there any ?" as well as ordinal numbers, There is/are, short answers, and using "one" as a pronoun. It takes quite a while to play. Each player thinks of the same number and length of words. (Have everyone think of one five-letter word, one six-letter word, and one seven-letter word.)
Blanks are drawn for each person's words. For each list of words, an alphabet--without the vowels--is also written somewhere near the blanks. For example, let's say my word list is "chair," "forget," and "heavier."
What the other players will see is this:

__ __ __ __ __

__ __ __ __ __ __

__ __ __ __ __ __ __

b c d f g h j k l m n p q r s t v w x y z

Put functional language on the board:

Do you have any ___s?  -or-  Are there are ___s in your words?

No, I don't.  -or-  No, there aren't.

Yes, I do.  -or-  Yes, there are.

There is one in my (second) word, (fourth) letter.

Players take turns asking for letters from the other players. No vowels can be asked. The asker does not divulge whether they have that letter, but every other player does. If I am asked, "Do you have any h's?" I will respond, "Yes, I do. There is one in my first word, second letter-and one in my third word, first letter." The asked for letter is erased or crossed off on each list except the asker's. This becomes important later in the game, when it will be easy to see what consonants might still be in each player's words. A player can use their turn to guess someone's word. If they are correct, they get another turn. Once a player's words have all been guessed, they are out of the game. This game should be done in small groups. It is easier if everyone's blanks and alphabets are posted on the board, where everyone can see. Or the class could be divided into teams of perhaps 3 to 6 students, with each team member contributing one word to the team's list of words. If time is short, just the teacher's words could be put up on the board for all the students to try to find. 

The Sentence Passing Game

This is great for encouraging students to speak clearly and loudly, and to listen carefully.

Each student writes a sentence on one piece of paper, and their name on another piece of paper. Have students count off. The even-numbered students put their papers all aside for the first round. Each odd-numbered student memorizes their sentence, then turns the paper with it over. They pass the piece of paper with their name on it to the player with the next highest number, and say their sentence to that person. (I.e., 1 passes to 2, 3 passes to 4, etc.). When everyone is done (or a time limit is up), the even-numbered players pass the piece of paper with the name on it and say the new sentence to the student with the next-highest number. (I.e., number 2 passes number 1's name and sentence on to number 3, etc.). Play continues for as long it seems judicious. Then call on a few players. Have them give the last name and the sentence they were passed. Call 

on the person whose name was given and ask them to read their original sentence to see if it matches. Don't forget to do a second round, wherein the even-numbered players'

sentences are used. The direction of passing can be reversed.

16 Squares
Prepare a list of about 16 letters to call out with a good mix of vowels. Next, divide the class into 3 or 4 teams, and draw a large box divided into 16 squares on the board for each team. Each team has to make words horizontally from left to right, diagonally from top left to bottom right, and vertically from top to bottom. Abbreviations should not be allowed. Demonstrate how to play the game, stress that smaller two or three letter words that occur within a larger word do not count as points; only the larger word is counted as points. After calling out a letter, a student from each team comes to the board and writes that letter in capital form, in any square of their team box. Team members can help out by calling out where to place it. Students should only have about 20 seconds or so to decide and write the letter in a square. After every third letter, give the teams an ‘anything O.K chance’ to write any letter they like in order to help them.

E.g.   B, G, O,   ( Anything)   S, N, O,    (Anything)    I, R, A,    (Anything)

Wordsearch Battleship
Students make a wordsearch in a numbered grid and then pair up with another student to see who can locate each other's words first.  

Decide number/length of words so students know what they are looking for, e.g., 2 three-letter words and 1 four-letter word etc. You can vary the grid size according to level, time available etc. Also set for homework activity. Good for reviewing numbers, too, with attention to 13/30, 14/40 etc. Probably familiar to most people but: battleships - students take turns to ask each other, e.g., Student A asks Student B about a position, e.g., C-11, and then enters whatever letter is in that grid. Student B then asks about a grid in student A's puzzle. If one student thinks they have found an answer they can ask the other student for confirmation: C-11, C-12, and C13 is 'dog'? Yes!

Read n’ Run

Read and run with just about any info works great.  For my ichinensei and ninensei I try to cover as many grammar points as possible, though I keep the number limited to ten. With the sannensei, I do questions about me (geared toward what they should know about me, like 'what is Theresa's favorite animal?' and so on) and in the end I answer the questions.  Covered paper is put around the room. On the paper info is written. The students are in groups. One person from each team goes to the appropriate paper (they can also come to ask you where paper number (2) is) and memorizes the content. They run back to their group to tell their members what they saw. This information is written down. The next student then runs to the next paper. Fun but can get loud and requires a bit of preparation and planning.
Music Lyric Ordering

I also do music lyric ordering activity before hand to get them in the festive mood. Either lyric strips that the kids have to arrange in order as they listen to the song or, a ‘fill in the gap’ type of worksheet are both popular activities. Some songs with lyrics fitting for the sannensei include "Change the World" by Eric Clapton, "There You'll Be" by Faith Hill, "Graduation (Friends Forever) by Vitamin C, "In My Life" by the Beatles and "Yesterday Once More" by the Carpenters.

Teacher Quiz 
Make two sets of questions, one about the ALT and one about the JTE. Write each question on a strip of paper and put them in two bags. The kids get into lunch groups and choose which teacher they want to receive a question from. The JTE is holding the bag full of questions about the ALT, and vice versa. The teachers pull a question out of the bag and ask it to the group. They get a limited amount of time to answer. This is a really straightforward, simple, low-pressure activity that's fun to do because it's about the teachers so the kids can either show how much they know or, in the case that they haven't been paying attention all year, can learn something new about their teachers on their last day of class.

 Mystery Movie
Play part of a movie for the class but cover the screen so that they can only hear the sound. Give them a small worksheet with questions like, "How many characters can you hear?" and "Where are they?" These need to be questions that they can answer based on only what they can hear (obviously). Play the movie a couple of times and then check the answers before playing it again with the screen revealed. Any time you have left over can be spent simply watching the remainder of the movie or doing a different activity.


Board Race
Since my kids love the race to the board games, I’ve been doing Phonics Shiritori. I divide the board and write a letter at the top of the board in each section and the kids race to the board one member from each team at a time. The letter you initially give is the starting letter. The students are playing shiritori meaning that the word they write must start with the last letter of the word written before theirs. They should also write their word with as many syllables as possible. They get 1 point for each syllable in each word. I find that it helps my students to properly pronounce the words as opposed to adding extra syllables to the ends of words as they so love to do.

 

Music Pass 
There are many versions of this but I use two containers with sentences. Give one to the first student in the first and last rows. I then start the music and the kids pass the containers up and down the rows until I stop the music. Half of the rows are one team and the other half is another team. When the music stops, the kids with the containers janken. The winner gets to pull a question out of his/her container. Next, the student reads the question and the other has to answer. If they can answer, they get two points, if they can’t, the other team gets a point. It’s meant to be played quickly so they only get a few seconds to read and answer. One container contains grammar point like questions while the other contains commands like, "turn around 5 times, lick something, jump up and down 10 times", etc. Fun stuff.

 

Video Ideas
Introduce foreign TV commercials. Get students to write/choose what they think each

commercial is advertising (for lower levels, get them to circle the answer from options).


Commercial #1    
beer
balloons 
computers



Commercial #2

cheese
pizza

TV
Give a list of words and the students circle things that they see in the movie clip. This is especially effective for verbs, e.g., run, kick, jump, and can lead to a follow up writing activity where the students write about what happened in the clip.

talk

pass

ride

climb
push


walk

laugh

sleep

run
jump


punch

 shout

  scratch
    write
     read
  

Go





Bang





fun ideas for your last classes or lasting ideas for fun classes








