Teaching Large Groups


An ALT once asked me if I had any tips for teaching large groups.  My reply was, “I have a tip for you; DON’T DO IT!”   Okay, so that was a joke … sort of.  Teaching large number of students is one of my biggest pet peeves with the elementary schools.  The homeroom teachers should NOT combine classes to make it over forty students.  They themselves would never teach Japanese, science, or math to a group that size nor should you TEACH English.  This is not teaching!

Basically what this shows is that the school does not believe strongly in TEACHING English but would rather have the ALT come PLAY with, or ENTERTAIN, the students.  And that’s okay.  That’s their prerogative, and it is a form of internationalization.  But I don’t like it when they try masking playtime with English study time.

That being said, sometimes you just can’t get out of it.  And large groups can be a lot of fun, as long as you focus more on the fun than on the teaching.  Combined classes also can be great end-of-the-year review classes that allow students who normally don’t associate with one another to do so.
If possible consult with the homeroom teachers ahead of time and have them decide on group members.

Also, ask for a megaphone or microphone and speaker system to be set up so that you don’t wear out your voice.
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 1.  Weather Gesture Janken Game

Grade level:  Good for 1-nensei thru 4-nensei.

Preparation:  You’ll need a set of weather flashcards.  If you’re an artist, draw the weather cards on the board.

Good points:  It doesn’t have to be about the weather.  Any vocabulary that can be demonstrated by gestures could be used.  This fits nicely when teaching How are you?  I’m (happy, hungry, sleepy, etc….).
The Game:

· Teach the weather vocabulary and gestures that can be related to the

weather, such as open arms for sunny, opening an umbrella for rainy, being blown away for windy, etc....

· Pick three of the weather/gestures to start with.

· Instead of the usual janken chant of "saisho-gu, janken-po" have the

   students chant, "1, 2, 3, How is the weather?"
· You, the leader, do a weather gesture as each child picks their own. 
· You can do it two different ways from here:
  1) If the student picks the same gesture as you, they win and can  

     continue.  All losers sit down.
   2) If the student picks a different gesture as you,they win and can  

       continue.  All losers sit down.
· Change the three weather vocabulary/gestures every now and then.
2.  What’s Your Name? (Red Rover) Game
Grade level:  Good for 1-nensei thru 3-nensei.  May become too violent with older students.
Preparation:  Teach “What’s your name?” “My name is (Kyo).”
Good points:  Very easy to do.

Watch out for:  Students getting injured.  It’s best if you show the students not to run full force into each other.

[image: image29.png]@ | ® | = | 9v | &
e ® @ = | o
o W ® | @ | &
o ot W B B
S | & off | | B
B | % & ofF @
BB % @





The Game:

· This is the same game as Red Rover, Red Rover, send (Bobby) over!
· Divide the students in half and line them up facing each other about 3 to 5 meters apart making two lines.  Each side is a team.  Players on a team hold hands, forming a chain.
· Another option is to have an all girl’s game and an all boy’s game.
· When the teacher says “Go” all the members of Team A yell out, “What’s  your name?”
· The first person in Team B responds with “My name is (says an opposing 
   team member’s name).
· The called upon player (from Team A) must try to break through any two players hands (on Team B).
· If the player (from Team A) is not able to break through the link, he/she becomes a member of the other team (Team B).
· If the player from Team A DOES break through the link, he/she returns to his/her team with a chosen member from Team B.
· Each side takes turns until all are on one team.
3.  Janken Attack Game
Grade level:  Good for 3-nensei thru 6-nensei.  Younger students may become confused.
Preparation:  None.　 

Good points:  Can be used for very simple target sentences (i.eWhat’s your name?)  or can actually be a very good communicative activity if the students are at a level enough to answer a variety of questions.  
Watch out for:  Students just jankening and not speaking English.

The Game:

· Please look at the diagram on the following page.  On this diagram four different classes (totaling over 120 students) played at the same time; thus, the eighteen rows of students.  Please adjust according to the size of your classes.
· The top four rows (numbers) are Team 1, the bottom rows A-E are Team 2.
· When you say “Go” all of Row A runs to the corresponding person in the 1st row.  They each practice the target sentence (What’s your name? My name is …) and then janken.
**Another way of doing this is to have Team 1 members ask questions and the attacking Team 2 members responding. 

· If a person from Row A wins, he/she advances to the 2nd row and so on and so on.  If a person in Row A loses, then that person returns to the end of his line and immediately the person from Row B attacks in the same manner.

· Whoever successfully jankens past the last row is a winner.  Play for a while then switch sides.
4.  Janken Card Swap Game
Grade level:  All levels.  
Preparation:  You’ll need karuta sized vocabulary cards, one each for all students.
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Good points:  Can be used for almost any question/answer or statement grammar point. This is a very good communicative activity.  
Watch out for:  Students just jankening and not speaking English.
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The Game:

· I’ll be using the example of teaching My name is ~~, but using any type of vocabulary card can be used with I like ~, I can ~.
· Give each student a character card (i.e. Snoopy, Mickey Mouse, Harry Potter, Kitty Chan, Pokemon, etc...).  Just make sure that the characters you pick are known by your students.  Using Japanese characters works well, too.
· When you say "Go" the students mingle and janken with someone. 
· The winner starts by saying, "My name is (Snoopy)." Then the loser responds with, "My name is (Mickey Mouse)."  When finished, the students swap cards and get a new identity.  Continue until the students have been able to practice sufficiently.
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5.  American Dodgeball
Grade level:  3-nensei thru 6-nensei.  
Preparation:  You’ll need two dodgeballs per game.  It’s easier if the students are dressed in their P.E. clothes and hats, too.
Good points:  Fun!  Fun!!  Fun!!!  It’s also a form of internationalization as the students learn a familiar game but played differently in America.
Watch out for:  Students getting injured.

The Game:

· Divide the students into boys and girls teams.  Boys will play separately from the girls in order to reduce the risk of injury.
· Have half the boys and half the girls wear red caps (part of their P.E. uniforms) while the other halves wear white caps.
· Have the white cap boys make a tight, small circle.  Then have them take three giant steps backwards.  The resulting inner circle will be the playing field.  If this is too small, have the boys take another giant step or two backwards.  Many schools will have small, colored, plastic cones.  These work great as a visible boundary line.  You can place them at the feet of the students who are making up the circle.  This is what the set-up should look like.
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· Here are the basic rules:  There are two balls in play at all times.  The people in the outer circle throw the balls at the people inside the circle.  If a person is hit, that person becomes part of the outer circle and can also throw the ball at the people inside the circle.  Keep playing until there is only one person left in the middle, who is the champion.
· The detailed rules are on the next page with a Japanese translation.  It might be easier if you copy this and show it to the homeroom teachers.  The first lines are for those of you studying Japanese, the bold font is for the teachers.
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6.  Run to the Color Game
Grade level:  1-nensei thru 3-nensei.  
Preparation:  You’ll need large color flashcards and one set of matching color karuta cards and Scotch tape.
Good points:  Gets the kids running around.  Can be used for various vocabulary words.
Watch out for:  Students colliding into each other.

The Game:

· Teach the students the colors (or any other vocabulary) along with the target sentence, “What color (food, animal, sport) do you like?”
· Tape the color flashcards spread out throughout the room.
· Have the students gather in the middle of the room.  Turn your back to the students.  Have everyone chant out the target sentence, “What color (food, animal, sport) do you like?” 
· The students have ten seconds to run to the color of their choice and stays there.
· The ALT picks a color by saying, “I like blue!”
· **TIP:  Don’t show the karuta card of the color you’ve chosen, as this is supposed to be a listening exercise.  By showing the karuta card, you defeat the purpose as the children won’t focus on your words but instead will visually look to see what card you’re holding.
· Students who have chosen blue can jump up and down and do a victory dance.  Students who have chosen another color can flop down on the ground and say, “Oh no!”  
· Have all the students return to the center of the room and repeat as necessary.
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American Dodgeball Rules
1) You play with two balls.
ボール　を　二個　つかいます。

ボールを二個使います。

2) Unlike Japanese dodgeball, American dodgeball is an individual game, not a team game.

にほん　の　ドッジボール　と　は　ちがい，チーム　で　たたかう　の　で　は　なく。こじん　ゲーム　です。
日本のドッジボールとは違い、チームでたたかうのではなく、個人ゲームです。

3) You can’t catch the ball.

ないや　は　ボール　を　とって　は　いけません。

内野は、ボールをとってはいけません。

4) When you are hit, you join the outer circle.  Then you can throw the ball if you catch it.

ないや　の　ひと　に　ボール　が　あたる　と、アウト　に　なり　がいや　に　なります。　そして、ボール　を　とって、　ないや　に　なげる　こと　が　できます。
内野の人にボールがあたると、アウトになり外野になります。　そして、ボールをとって、内野に投げることができます。

5) If the ball hits you in the head, you are safe.

あたま　に　ボール　が　あたった　とき　は、セーフ　です。

頭にボールがあたったときは、セーフです。

6) If the ball bounces, you are safe.

バウンド　ボール　が　あたった　とき　も、セーフ　です。

バウンドボールがあたったときも、セーフです。

7) You cannot give the ball to your friend.  If you have the ball you must throw it.

ボール　を　とった　ひと　が　なげる　こと。ともだち　に　ボール　を　あげない　こと。

ボールをとった人が投げること。友達にボールをあげないこと。

8) If the ball stops in the circle, an inside player may push the ball out.  But he cannot pck up the ball.  If he picks up the ball, he is out.   If he helps, he is safe for one turn.

ないや　で　ボール　が　とまった　とき　は、ひろいあげない　で　ころがします。ひろいあげる　と　アウト　です。　ボール　を　ころしている　ひと　に　ボール　を　あてて　は　いけません。

内野でボールが止まったときは、拾い上げないで転がします。拾い上げるとアウトです。ボールを転がしている人にボールをあててはいけません。

9) Outside people cannot move from their spots, unless the ball passes past them.

がいや　の　ひと　は、じぶん　の　ばしょ　を　うごいて　は　いけません。ただし、がいや　の　そと　に　ボール　が　でたら、ちかく　の　ひと　が　とりにいきます。（ひとり　と　は　かぎらない。）　

外野の人は、自分の場所を動いてはいけません。ただし、外野の外にボールがでたら、近くの人が取りに行きます。（一人とは限らない。）

10) Keep playing until there is only one person left.

ないや　が　ひとり　に　なったら、ゲーム　は　おわり　です。

内野が一人になったら、ゲームは終わりです。

[image: image28.wmf]7.  Janken Card: How old are you?
Grade level:  All levels.  
Preparation:  You’ll need some type of janken cards.  I’ve attached the ones I use on page 17.  Copy and cut up eight color copies of this page.  This will be enough for sixty students (336 cards).
Good points:  Can be used for almost any question/answer or statement grammar point, especially numbers using the target sentence “How many?”.  
Watch out for:  Students just doing the janken without using the target sentence.  Also, this is supposed to be a communication practice activity.  Some students are so enthusiastic about obtaining a janken card that they rush thru speaking the target sentence just so they can move on to the next person; thus, negating the true act of communication.  Remind students that they must make eye contact and speak slowly and clearly at all times.
The Game:

· Students find a partner, janken with him, and practice the target sentence.  

· For example, the loser will start (in Japanese-“maketa hito kara hajimemasu.”負けた人から始めます。) by saying, “How old are you?”  The winner (in Japanese-“katta hito”買った人) will reply, “I’m eight.”  
· The loser will then give one of his janken cards to the winner, and then both go find a new partner.  
· If a student has an unlucky day and loses all of his/her janken cards, teach 
the students to come up to the teacher and say, “One more, please” to
receive one more card.

· At the end, the student who has the most janken cards is the champion.  

· Once the game is finished, practice the numbers by asking the students to count along with you out loud.   

· Try playing two short rounds (maybe around two to three minutes each) rather than one long one, that way you get one more winner and the students can try to beat their previous score.

· TIP-make your own personal janken cards with your own photo on the cards.  Maybe the students will want to keep them and have you autograph it on the back as a souvenir.

8.  Body Kanji Game
Grade level:  2-nensei thru 6-nensei.  
Preparation:  It’s best if the girls wear their P.E. trainers.

Good points:  A great activity for older students.  I highly recommend this game.  A 

good review for the days of the week.
The Game:

· This activity is also in your Elementary Activities Guide but since it also works with large groups I decided to place it here also.
· Put girls and boys into separate groups of five or six people.
· Students chant out, “What day is it today?” and the ALT chooses a day (i.e. “Sunday” ).
· Each group must make the corresponding Japanese kanji ( 日 ) with their bodies.
· Make it a rule that all members must participate.

9.  Chicken Dance

Grade level:  1-nensei thru 4-nensei.  
Preparation:  You’ll need the CD and a CD player.  A copy of the CD is available at Shidouka.  If it’s a very large group, you might want to have the homeroom teachers set up a sound system.
Good points:  It’s fun!!! There’s no English involved but you can classify this as a culture activity.
Watch out for:  Students colliding into each other.  Make sure the students are spread out before you start.

The Dance: 
This dance is also known as the Little Duck Song, and it’s not really something I can describe.  The main thing to remember is to break it down step-by-step when teaching it for the first time to students who are not familiar with this song.

10. Heads or Tails
Grade level:  All levels but especially works well with older grades.

Preparation:  You’ll need a penny (or whatever is the smallest denomination coin your country produces) for EVERY student, plus a few more for the winners.  If you’re American and would like to also use flashcards to explain, send me an e-mail and I can send you the file so you can print it out at your school.
Good points:  It’s fun and it’s a good culture activity.  It’s also a good end-of-the-year activity.
Watch out for:  Students cheating.

The Game:

· Explain the cultural differences between Japan’s use of janken and the American’s use of the coin toss.  I also usually draw an aberration of a cat (it’s not supposed to be an aberration, it just seems to turn out that way) with the head and tail visible, explaining that at the opposite side of the head is the tail.  The students seem to understand this and how it relates to the head on one side of the coin and the opposite side being called tails.
· I include gestures with my lesson:  Students put their hands on top of their head when they choose Heads, and put their hands on their butts when choosing Tails.  Practice these gestures a few times.
· Students chant, “1, 2, 3, Heads or Tails!” and then do the gesture of their choice while the ALT flips the coin.  Give them five seconds to make up their mind and choose.
· **TIP:  You could also have one side of the room represent Heads and the other side represent Tails and have the students pick a side along with the gestures.  This seems to cut down on cheating.
· Students who choose correctly continue playing.   The losers have to sit down.  Keep playing until there is only one champion and award that person the penny (coin).  Play a few rounds.
· **IMPORTANT!  In order to ease feelings of bad will, at the end of class give every student a coin (the winners will end up with two).  The coin makes a great souvenir for the students to remember you by. 
11. Four Corners (from Matt Wilson)
Materials needed:   Flashcards

Flashcard hint sheet


Music

Put flashcards around the room, with a smaller class, one in each corner is good, but with a larger class, a few more would be nice. While the music plays, the Students run around the room from flashcard to flashcard. When the music stops, they go to the nearest flashcard and wait. "It" (who hasn't been looking & doesn't know where anyone is) calls out a flashcard and the Students at that flashcard sit down, either for a turn, in the beginning stages of the game, or for good, in the latter stage of the game. You can have the Students ask a question like "What are you doing?" and "It" replies "I'm swimming." Those at the swimming card then sit down or one of them becomes "It".

The flashcard hint sheet (a copy of all the flashcards used in the game) is for "It" to look at if they need help to remember what the flashcards are.

**Below are a list of activities that I haven’t tried but that seemed appropriate and do-able.

From Genki English…
12. Giants, Wizards, and Dwarves
Author:  Toby Kurk
Target English:  Only "giant" "wizard" and "dwarf" and basic classroom games phrases.

This is a physical team Janken (rock, paper, scissors) game. It does not involve much of any English as such, but it is tremendous fun, and has no prerequisites whatsoever. It is much more difficult to explain than to demonstrate and play. Here is my honed method for presenting it.
First teach the three words, giant, wizard and dwarf, with the actions; 
Giant - fists up above the head.  
Wizard - arms out straight to the front, fingers pointing and wiggling (like the emperor shooting lightening from his fingers at Luke in "Return of the Jedi")
Dwarf - Crossing the arms, hands hold the ears. Crouch a little. Or, hands on hips and crouch a little.
I like to sketch on the board instead of using flashcards. 

In this game; giant beats wizard, wizard beats dwarf, dwarf beats giant.
Then use the JTE or some bright spark to demonstrate with; everyone shouts "Giant, wizard, dwarf, 1, 2, 3" together. The players face each other and do the actions as they shout "Giant, wizard, dwarf" and rub their hands together during the "1, 2, 3." and then on the beat that would be 4, the players and shout either "Giant," "Wizard" or "Dwarf" and make the action. Get the class to work out who has won.

When they get it after a couple of demonstrations, explain that the looser has to run to safety and touch the wall behind them, while the winner has to try to touch the looser before the looser reaches the wall. If the winner is successful then the looser joins the winner's team. The team decides which they are all going to be next; giant, wizard or dwarf. It is important that both teams shout loudly and do the action clearly.

Demonstrate a few more times. When the winner catches the other team, pick another volunteer to be the opposite team. Split the class into two teams when everyone has got the idea. Boys v girls lends a friendly competitiveness. Have the teams huddle together separately to make their decision, then they line up at arm's length facing each other along the middle of the room. Each team's safe zone is the wall directly behind them, running off to other walls is not allowed. One person can catch any number of the opposite team, but it is usually a good idea to keep a hold of them to prove that they have been caught.

I have played this game with both large and small classes, of all elementary grades. They have enjoyed playing it every time without fail.

13. Hebi Janken

Author:  Lynn Kernan
Target English:  Any conversation

All my kids love playing Hebi-janken at break time, so why not turn it into an English game! The kids draw a big snake on the floor (with chalk in the gym, or outside in the playground). The kids make two teams, one at the head and one at the tail of the snake. Shout start and one person from each team runs along the snake. When they meet they have some sort of English conversation, i.e introduce themselves, ask "what animal do you like"etc, depending on the level of the class. Next the kids do rock, paper, scissors - the winner carries on running along the snake, meeting someone else from the other team. If a player reaches the opposite end end from where they started, they get a point for their team!! If you have loads of kids in a class you can have 3 or 4 snakes going at the same time.
14. Feelings Frenzy!

Author: Ruth
Target English:  Feelings/How are you?

Make a set of flash cards (or even just pieces of paper works well) for feelings.  You`ll need two cards for each feeling.

Give each student a card.

The object of the game is for the students to ask each other how they are and find the person who has the same feeling as them.

At the start of the game the children walk around the class randomly exchanging the cards (it works better if they don`t look at the cards as they`re passing them)

When the teacher shouts "How are you?"  The kids look at their cards and they have to run around the class asking the other students "How are you?" until they`ve found their partner and then they sit down.

The slowest team is out.

You can keep playing until there are only 2 kids left who are the winners.  As the group gets smaller and smaller the game gets more exciting.

You can also try it by getting the kids to just mime the feelings rather than say it but be sure the kids understand the feeling because I had one child walking around the class miming crying even though he was hungry!!!
From Campwise at…
http://www.ultimatecampresource.com/site/camp-activities/large-group-games.page-1.html
15. Assassin
This is a game best played in a large group. We always played it with the 6-10 year olds at our summer camp. Sit all of the children in a circle, with legs crossed. Have all children put their heads down. one person (we always had at least one adult present) would walk around the circle and tap one child on the head. This person was the assassin. The child eliminates all other players by winking at them. If you are winked at, silently count to 10, then put your feet in the middle of the circle. We always had a few drama queens who would act as if they really had been shot, and clutch their chest, and shake and scream. very funny. if the assassin eliminates everyone, then they win. They can be "witnessed" as well. If a player thinks they know who the killer is, before they get winked at, they can say they have a suspect. Such as "I suspect that Sally is the assassin." If Sally is not the assassin, then the accusers are eliminated. A less brutal version is the sandman. same thing, except being winked at means you take a nap.


16. Amoeba Tag
Two people are it. They hold hands and chase people. Any person they catch joins the chain by linking hands. When another person is caught they can stay together or spilt 2 and 2, but they must split even numbers and can link together at will. This game is played until nobody is left.

17. Car Lot
Pick a category for Car Lot (i.e. fruit, cars, candy, etc.). Once the category has been picked, select two campers (or counselors) to be "it" and send them to the middle of the playing area.

All the rest of the campers line up at one end of the playing field. Once lined up, the campers that are "it" yell out 3 items within the category. The campers independently choose one of the 3 items to "be." When the "it" people call out one of the 3 choices, everyone who picked that choice runs to the other end of the playing field trying to avoid being tagged by one of the "it" people. 
If tagged, that camper must sit down right when they are tagged. When sitting down, the camper may tag someone. If someone is tagged by a sitting down person, the person sitting down may get back up and play the game.

Example:
Caller 1: The category is Fruit
Caller 2: The 3 Choices are: Apples
Caller 1: Oranges
Caller 2: and Strawberries
(Wait for campers to SILENTLY choose item)
Caller 1: Apples
(Apples run)

15. 18. Crows & Cranes
Divide the children into two equal teams. 

Have teams face each other across from an imaginary line. You could use a rope divider if you like.

Assign one side to be "Crows" and the other to be "Cranes."

The leader stands at the end of the group in the center so all players can see and hear him/her. The leader calls out either "Crows" or "Cranes."

If "Crows" are called, the Cranes must turn and run a short distance to their "base" before the Crows tag them. If any Cranes are tagged, they become Crows, and head to the other side for another round. The same applies when "Cranes" are called.

Play until everyone is on one side.

19. Ducks & Cows
This is a great way to divide a large group into two smaller groups. Players close their eyes while one person goes around tapping them on the shoulders designating them either a duck or a cow. On a given signal, players keep their eyes closed and must find other members of their duck or cow team by "mooing" or "quacking".
20. Evolution aka Ultimate Person
Have the group in a circle. Everyone starts out as an egg and places their hands above their head and together so that they look like an egg. When you say go each person will find another egg. Once they found that person they will then farkle (Rock, Paper, Scissors). The loser stays an egg and the winner becomes a chicken, placing their arms as wings and making chicken noises. The chicken then looks for another chicken while the egg looks for another egg. When you win as a chicken you become a dinosaur, placing your hands out and roaring like a dinosaur. If you lose as a chicken you drop back down to an egg. Dinosaurs then find other dinosaurs, where they will play to become the ultimate people. Ultimate people put their hands over their heads like superman and look for others like them. If you lose as a dinosaur you go back to being a chicken, looking for other chickens. If the Ultimate person loses to another Ultimate person they go back to a dinosaur, and if they win they stay as ultimate people.





Problems with doing large classes: (from Matt Wilson)
Decreased instructional time due to management issues 

Insufficient amounts of equipment and activity space 

Decreased practice opportunities resulting in a slower rate of learning 

Decreased student time spent in activity during class 

Decreased ability of teacher to provide individualized instruction 

Increased risk of student injury 

Increased opportunity for “off task” behavior of students 

Classroom Management

Never begin the class until you have everybody’s complete attention. Stand there and wait for everybody to be quiet while looking around the room smiling patiently. Hopefully the homeroom teacher will become involved in quieting the kids.

Have a signal for the students to become quiet. This can take the form of raising your arm(s); covering your mouth with both hands; making the ‘shhhh’ gesture with your finger. It is important that when you do this that you maintain the gesture in silence and wait until you have everybody’s attention. The first couple times will be the hardest (least effective).　It is also good if you get the students involved by having them imitate you when you do it. 

みなさん、こうしたら　まねしてください。(Everyone, when I do this, please copy me.)

When students are being noisy, you can draw an unhappy face on the board ( and wait. When students stop talking you can make it into a happy face ( and continue your lesson.

みなさん、もうちょっとしずかに　(Everyone, could you be a little more quiet.) 

Some last advice:

Talk loudly.

Look around the entire room (not just at the first couple rows of kids).

When you show pictures or write on the board, make sure everybody can see.

Show enthusiasm.

Use students’ names when you can.

Involve the homeroom teacher in your examples or mock dialogues when possible.

Don’t be afraid to stare at some kids who are being noisy but be sure to smile at them after.

Never show anger.
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