JAPANESE CHALLENGE

Mid Year Conference 2000
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Yoko Kamata and Kirsty Tsoi - Hanayama JHS

OBJECTIVE: To participate in a variety of Japanese-language activities while considering how to

adapt them for our own English-language classrooms.

NOTE: Space is provided under the explanation for each activity. To get the most out of the
workshop, please make notes for yourself, i.e. good / bad points of the activity, how to adapt it for

your students, etc.

WARM UP-The 5 =Z%7 Y Game (10 mins) : it
Begin the game as a cockroach from Okinawa. Greet someone in dialect and exchange names, then
janken. Losers congratulate winners and both say goodbye in dialect. Winners move up a rung on the

evolutionary ladder and losers stay as cockroaches. Cockroaches can only speak to other cockroaches,

and so on. The aim of the game is to become the most highly evolved life form (i.e. a Hokkaido alien).

NOTES:

GROUP ICE-BREAKER (5 mins)
® Goal: to find something that everyone in your group has in common. It can be anything. Each group

will present, briefly, to the larger group.
® Discuss in Japanese. If you don’t know a specific word, talk around it using language you do know.

NOTES:




GROUP DISCUSSION (10 mins)
1. Name two methods you have found effective to increase your fluency in Japanese.

2. Explain one effective fluency-building activity you have used in your classroom.

3. Setting a specific and achievable goal for yourself is a useful way to focus your study and keep you

motivated.

MY GOAL FOR JAPANESE STUDY IS

I WILL ACHIEVE THIS BY (date).

Communication Strategies
The Longman Dictionary of Language Teaching and Applied Linguistics defines communication strategy

as "a way used to express a meaning in a second or foreign language, by a learner who has a limited
command of the language. In trying to communicate, a learner may have to make up for a lack of
knowledge of grammar and vocabulary” by using such means as avoidance, topic conversion,
paraphrasing, gesture, circumlocution (the use of an unnecessarily large number of words to express an

idea), asking for repetition and explanation, and asking questions to clarify meaning.

We hope you will attempt to use some of these techniques today rather than reverting to English!



ACTIVITY ONE - BARRIER ACTIVITY (10 mins)

® Goal: four group members look at a picture and describe it in Japanese to one group member, who
draws it. He / She may ask questions to clarify. NO GESTURING!
® After finishing, compare the two pictures to see how closely they match.
NOTES:

ACTIVITY TWO - MANGA SEQUENCING (10 mins)

® Goal: each person gets a picture from a comic strip. Without showing it to anyone else in your group,
describe your picture in Japanese and read the captions aloud, then discuss together in Japanese to try
to figure out the correct sequence of the pictures.
® After finishing, lay all the pictures out in order to see if you were correct.
® When all the groups are finished, try to guess the answer to one last question based on the comic strip,
to figure out the punch-line.
NOTES:

5

=

I~ R

ACTIVITY THREE - ##fi8ii GIVE AND GET KARUTA (10 mins)

® Goal: listen to the Japanese onomatopoeia word and example sentence that is read out, and try to
figure out what emotion that sound is used to describe. Search for the picture that best matches that
emotion / sound and slam your hand down on it before the other members of your group can.
® If the back of the card says “% 1 9 72\ »” you can take all someone’s cards for your own.
® If the back of the card says “& T %™, you must give someone all of your cards.
NOTES:




ACTIVITY FOUR - Z & & PROVERB SKITS (10 mins)
® Goal: 2 people in your group will explain the proverb, and 3 will plan and present a short skit based

on a scenario where you might use the given proverb. Make sure the meaning of the proverb is
clearly demonstrated. Each group member must have at least one line to say. You can use the back of
your handout to note down your lines.

® Watch the skits and try to figure out the English equivalents of these proverbs.
NOTES:

Q&A AND WRAPPING UP (5 mins)
Any questions? Contact us!

Yoko Kamata yokokamata@hotmail.com

Kirsty Tsoi nasty_kaasutei @hotmail.com

SOME FURTHER ACTIVITY IDEAS
ACTIVITY FIVE - FLUENCY SPEED
Put students in pairs and give them a conversation topic. They must chat about the topic for one minute.

Then they change pairs, and must chat to their new partner about the same topic, but this time they only
get 50 seconds. This process is repeated and gradually the time is cut back further and further until they
only have 15 seconds. They will get faster and more confident and less hesitant as the activity continues.
ACTIVITY SIX - CATCH PHRASE

One person stands in front of the blackboard and the teacher writes a word on the board behind them (so

they can’t see it!) The rest of the students in the group work together to attempt to explain what the word
is to the student at the front, without saying the actual word, before the time limit is up. Can also be
played in small groups with the words to be explained written on cards.

ACTIVITY SEVEN - ENGLISH COFFEE SHOP

Played in groups. Each person is given a table (below) to keep score of their points on.

English Sentence English Question English Expression Ob, no! Japanese!!

You can choose whether to set a certain conversation topic (e.g. my daily routine), or just to let the
students make free conversation ‘in English. Teach them some handy expressions for conversational
responses, like “Lucky you”, “Really?”, “That’s too bad”, “Me too”, and so on. Set the timer and they
start to talk. They give themselves one point when they are able to say a sentence in English, answer a
question, or use one of the expressions, but if they accidentally speak Japanese, a point in that column
means a deduction from their total score. Why not try this a few days in a row and reward students whose

scores increased?






