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Cue Cards for Question/Answer Set B

 This set of 24 cards is used to play a game in which students learn to 
transform the questions they’ve memorized in Question/Answer Set B, forming 
new questions in the same grammatical 
patterns. This crucial skill allows stu-
dents to take the 32 fixed questions in 
the homework set and turn them into a 
far greater number of similar questions. 
This will help your students become 
more flexible and adventurous with the 
language in the homework set.

 The game can be played while or after 
students have studied Question/Answer Set 
B, though of course we only use Cue Cards 
which correspond to Q/A B cards they have already 
studied at home at least once. It can occasionally be played in lieu of a home-
work check, though this option should be reserved only for classes that have 
demonstrated a high level of proficiency with the homework cards.

Each card features the following:
 • A number in the upper left corner, indicating which Question/Answer Set B 

card or cards the Cue Card reinforces
 • A Question/Answer Set B picture
 • The corresponding question, with a word or words underlined
 • Eight circles
 ° Five with words in them (in Japanese, with corresponding English on the 

back)
 ° Three with stars

 Students attempt to form questions, substituting the underlined word with 
one from a circle. For example, the question for Cue Card #1 is “How do you 
spell your name?” and the circled words include 京都  (“Kyoto”), あなたの先生の名
前 (“your teacher’s name”), etc. Students will reformulate the question to, e.g. 
“How do you spell Kyoto?” or “How do you spell your teacher’s name?”

 The stars are for free questions, following the question pattern but dif-
ferent from the questions in the Question/Answer sets and from those in the 
circles on the Cue Cards. Examples: “How do you spell ‘listen’?” “What’s your 
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cousin’s name?” “Can you write English?” etc.

Game Play

 1. Lay a few Cue Cards on the table, Japanese side up.
 a. We may choose to use Cue Cards that correspond to the cards covered in 

that day’s homework check, or those that the students have been strug-
gling with.

 b. We lay out from one to not more than four Cue Cards. Any more will take 
too long to complete. Two to three might be best.

 c. For classes advanced enough to read the English, we may lay the cards 
English side up. Otherwise, the English sides are only for the teacher’s 
benefit.

 2. Students will usually play individually, not in teams. Each will ask, e.g., 
“May I have the blue chips, please?”

 3. Game play begins. Students raise their hands and, when called upon, point 
to a circle on one of the Cue Cards and attempt to make a question in the 
same pattern, using that word. (Example: with card #1, the student points 
to ねこ (“cat”) and asks, “How do you spell ‘cat’?”)

 4. If they err, we stop them and either give a hint, ask their classmates to 
give hints, correct them outright, or simply challenge them to figure it out 
themselves. Then we quickly move on to another student. After an interval, 
we return to the one who erred and give them another chance at the same 
question.

 5. If they succeed in asking the question, they put one of their chips on that 
space on the Cue Card. This space can now no longer be used.

 6. Who should answer this question?
 a. With lower-level classes for whom just forming the question is a chal-

lenge, the teacher answers. We may then encourage all children to form 
answers of their own after our model, for practice.

 b. With classes who can rise to the challenge, the rule is that anyone may 
answer the question. Optionally, allow whoever correctly answers fastest 
to place their chip on the space as well, stacking it atop the questioner’s 
chip.

 c. With even stronger classes, the questioner will “pop-quiz” a classmate, 
appending his or her name to the question. If the classmate answers 
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promptly and correctly, they may place a chip atop the questioner’s on 
the board. If not, the asking child may ask another classmate until some-
one succeeds.

 d. Answers with mistakes should be quickly corrected and practiced, but un-
like the question, the answer need not be retried on a subsequent turn. 
(To do so might be pedagogically desirable, but can make game-play 
cumbersome.)

 7. Continue until all spaces have been filled, or until time is up.

 8. When we call time, we point to spaces that have not been attempted and 
give our own example questions. These will tend to be the most challeng-
ing spaces on the cards, so our examples form valuable input.

 9. Children count how many chips they have on the cards. Those with the 
most are praised, as are any who managed to place at least one chip on 
each of the cards on the table. (This gives us a chance to praise those who 
have not scored highly, as well as encourage children not to just choose a 
favorite card and camp out on it.)

Notes

 Some of the Cue Cards combine Question/Answer Set B questions that 
follow the same pattern. For example, Q/A B card 2: “What’s your mother’s 
name?” and card 3: “What’s your father’s name?” are combined into one Cue 
Card, numbered “2–3”.

 On some cards, part of the question is underlined in red, and a different 
part is underlined in blue. The words in the circles are also underlined in either 
red or blue. When forming new questions, red replaces red, and blue replaces 
blue. Example: For “Can you speak English?” the word “speak” has a blue un-
derline, while “English” has a red one. In the circles, 読む (“read”) has a blue 
underline and 中国語 (“Chinese”) has a red one. Students will thus ask “Can you 
read English?” and “Can you speak Chinese?” (“Can you read Chinese?”—in 
which both words have been changed—would be a fine “star” question.)

 There are even some times when both blue- and red-underlined words 
must be changed simultaneously. The first in the set is #7, in which “Can your 
mother drive?” is changed to “Can your father play the guitar?” (Other cards 
which feature such a double-switch are 13, 14, 24, 25, 26–27, 28, and 29.)

 Card “5–6” has a slight anomaly: one of the circled words is “well”, which 
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is not substituted for another word but rather added to the end: “Can you speak 
English well?” Likewise, with card 18, the circled words are appended to the 
question, not substituted: “What time is it in Rio de Janeiro?”

 On cards 19, 20, and 26–27, the be-verb is highlighted in yellow to show 
that, depending on the word substituted, the verb may also change (e.g. singu-
lar to plural, present tense to past).

 The Cue Cards are a potent tool for expanding students’ abilities to com-
municate by forming their own questions more freely. Enjoy!


