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Question/Answer Follow-Through Games

	 We	 use	 these	 games	 after	 the	 homework	 check	 to	 reinforce	 kids’	 com-
mand of the homework cards, giving them chances to err and be corrected 
without the onus of getting red chips and losing perfect stickers. In particular, 
these games will help along students who are weaker with the homework cards. 
Occasionally, we even use these games in lieu of a homework check (but not 
so often that kids feel entitled to it). And later on, we use these games to review 
and retain what has been learned through prior homework.

Universal Rules

	 •	 Whenever	students	ask	or	answer	questions,	they	must	smile	and	maintain	
eye	contact;	 this	means	 looking	at	 the	card,	 turning	 to	 face	one’s	partner,	
then beginning the exchange.

	 •	 An	asker	must	append	his	or	her	partner’s	name	to	the	question.
	 •	 No	long	pauses	are	allowed.
	 •	 In	games,	unlike	during	the	homework	check,	pronunciation counts—no stu-

dent	or	team	earns	points	for	a	mispronounced	question	or	answer.
	 •	 In	games	such	as	the	first	two	described	below,	in	which	team	members	take	

turns asking and answering, they may not switch roles on a next-turn retry 
with the same card. Switching occurs only with a new card after a success 
with the previous one.

Universal Suggestions

	 •	 Set	out	objects	 for	students	 to	 refer	 to	when	asking,	 “What’s	 this/that?”	or	
“What	are	these/those?”

	 •	 In	classes	with	all	girls,	designate	a	 teddy	bear	or	other	 imaginary	person	
to	be	male	(or,	with	all	boys,	female)	and	give	it	a	name,	for	questions	like,	
“Who’s	he?”

	 •	 As	with	all	of	our	games,	a	speedy	tempo	and	decisive	strictness	will	go	a	
long way toward making these activities both fun and effective.

The 20-Second Ask/Answer Game

	 1.	Spread	Question/Answer	cards	on	the	table,	picture	side	up.
 2. Kids are put in teams of two – one team of three with uneven numbers.
	 3.	On	their	turn,	a	team	has	20	seconds	to	ask	and	answer	as	many	questions	

as they can.
	 4.	A	team	selects	a	card.	Student	A	asks	the	question,	student	B	answers.	If	
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either makes a mistake, we give 
hints and they keep trying.

 5. Once they succeed, that card 
goes	 facedown	 in	 the	 team’s	
treasure pile.

 6. For the next card they try, the 
asker and answerer switch roles.

 7. When time is up, a half-complet-
ed card goes back into the mid-
dle of the table.

 8. After at least two rounds, the 
team with the most cards wins.

Notes:

	 •	 Teams	may	not	use	two	cards	in	a	row	with	the	same	question	pattern.	E.g.,	
“Can	you	swim?”	should	not	immediately	be	followed	by,	“Can	you	ski?”

	 •	 If	it	emerges	that	a	team,	having	miscalculated,	has	chosen	a	card	that	they	
won’t	be	able	to	finish,	the	teacher,	after	giving	a	few	hints,	may	let	them	put	
that card back and try to succeed with another within the same 20 second 
(or	so)	time	slot.	This	especially	applies	to	younger	kids	and	to	the	first	card	
chosen in a turn.

	 •	 Because	the	time	lost	in	being	corrected	and	trying	again	forms	its	own	pen-
alty, no other penalties (confiscated cards and the like) need be levied for 
mistakes.

	 •	 The	 teacher	 holds	 the	 stopwatch.	 In	 this	 game,	 “20	 seconds”	 can	 really	
mean	25	or	so	seconds,	when	slower	kids	need	to	be	“cheated”	for,	or	when	
a student would otherwise be cut off mid-sentence when time ran out. Like-
wise, if a team of three is necessary, pad the time a bit to help them.

	 •	 Teams	of	three	may	ask	and	answer	in	one	of	two	patterns:
	 1.	 A	asks,	B	answers.	C	asks,	A	answers.	B	asks,	C	answers.
	 2.	 A	asks	 (using	both	partners’	names),	B	and	C	answer.	B	asks,	A	and	C	

answer.	C	asks,	A	and	B	answer.
	 	 Choose	one	pattern	and	teach	it	to	the	kids	before	the	game	begins.	With	

plan	B,	add	about	the	same	amount	of	seconds	as	the	extra	name-using	
and answering takes (e.g., 25 sec. total).

	 •	 In	 classes	 of	 three	 or	 fewer	 students,	 rather	 than	 compete	 with	 each	
other, the students can, in a series of 20-second rounds, compete col-
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lectively	against	their	previous	week’s	score.

The U-Game

	 This	game	derives	its	name	from	the	fact	that,	with	two	teams,	we	arrange	
the cards face-up on the table in the shape of a U. However, other lay-out ar-
rangements of cards will also work.

 1. Lay a trail of cards on the table.
 2. With two teams, each team puts a 

chip at their end of the U.
	 3.	The	goal	 is	 to	be	 fastest	 to	 traverse	

the entire U.
 4. On their turn, one team member asks 

the	 other	 their	 first	 question.	 If	 they	
get through with no mistakes, they 
may move their chip to the next card 
and attempt it.

 5. For each successive card, the kids in 
the team take turns asking and answering.

	 6.	They	may	go	as	far	along	the	U	as	they	can	with	no	mistakes	or	long	paus-
es.	On	their	first	mistake,	it	becomes	the	next	team’s	turn.

	 7.	The	first	team	to	reach	the	opposite	end	of	the	U	wins.

Notes:
	 •	 We	should	choose	cards	for	this	game	judiciously,	so	that	a	variety	of	ques-

tion patterns are represented.
	 •	 We’ll	 lay	out	as	many	cards	as	we	think	our	class	can	get	through	in	about	

five	minutes.	We	need	not	use	the	entire	deck	of	cards.	The	first	time	or	two	
that we play, the game could last up to 10 minutes in order for things to get 
running smoothly, but after that, in order to avoid going overtime, we may 
stop game play at any reasonable time (even if no team has traversed all 
cards), count how many cards each team has covered and declare winners.

	 •	 Teams	of	 three	may	follow	this	pattern:	A	asks,	B	and	C	answer.	B	asks,	A	
and	C	answer.	C	asks,	A	and	B	answer.

	 •	 When	 playing	 with	more	 than	 two	 teams,	 we	may	 lay	 the	 cards	 out	 in	 an	
O	shape,	 two	parallel	 I’s,	or	some	other,	 rather	 than	 in	a	U.	 Instruct	some	
teams to move clockwise, others counterclockwise, so that one team does 
not	end	up	repeating	after	another.	Each	team	may	also	 lay	a	second	chip	
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at their starting point as a reminder of where they began.
	 •	 In	classes	of	three	or	fewer	students,	rather	than	compete	with	each	other,	

students can race the clock to complete a circuit of the U faster than the 
week before.

Hot Seat

	 In	this	game,	the	‘hot	seat’	is	the	chair	at	the	head	of	the	table.	Whoever	
sits	there	answers	questions	put	by	the	others.

 1. At the start, the teacher sits in the hot seat.
	 2.	Deal	one	Question/Answer	card	face-up	to	each	student.
	 3.	Students	raise	their	hands	when	they’re	ready	to	try.
	 4.	Call	on	a	hand	raiser,	who	will	attempt	to	

ask	the	question	he’s	been	dealt.
	 5.	On	 his	 first	 mistake,	 stop	 him,	 quickly	

model	 the	 correct	 question	 as	 far	 as	 to	
where the error was made, but do not al-
low an immediate retry. Instead, call on 
another student, or several, before call-
ing	on	the	‘misser’	to	try	again.

 6. A student who asks successfully may 
keep that card (worth one point) face 
down on the table and is dealt another. 
(Of	 course,	 as	 soon	 as	 the	 question	 is	
correctly asked, the teacher answers it.)

 7. Once every child has earned a minimum of one card, or has at least had 
two	or	three	chances	to	try,	say,	“Hot	seat!”

	 8.	All	stand	and	move	one	seat	over.	This	brings	a	student	into	the	hot	seat.
	 •	 When	 they	 change	 seats,	 they	 should	 leave	 unearned	 cards	 (face	 up)	

behind,	but	should	take	with	them	the	cards	they’ve	earned.
	 9.	There	 is	now	an	empty	chair	at	 the	 table.	Move	 it	out	of	 the	way.	For	 the	

rest of the game, the teacher stands and officiates.
	10.	The	teacher	(not	the	hot-seater)	calls	on	hand	raisers	to	ask	questions	of	

the	student	in	the	hot	seat,	who	answers	them.	There	is	no	penalty	for	mis-
takes in these answers, though we still correct and have the hot-seat sitter 
repeat them correctly.

 11. After the other students have all had at least one chance at their card, call 
“Hot	seat!”	again.	This	brings	the	next	student	into	the	hot	seat.
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	12.	The	game	continues	in	this	way	until	all	kids	have	had	a	chance	in	the	hot	
seat.	The	students	with	the	most	points	at	the	end	are	declared	first,	sec-
ond, and third place champs.

Notes:
	 •	 We	will	 likely	 run	out	of	cards	before	 the	game	ends.	At	

that time, any chair with no card in front of it becomes 
a	 “free	 question”	 seat.	 Whoever	 is	 sitting	 there	
may	earn	a	blue	chip	(worth	one	point,	 just	 like	
a	card)	 for	asking	any	question	not included 
in	 the	 Question/Answer	 set.	 It’s	 an	 excel-
lent idea to purposely run the game long 
enough to reach this stage (perhaps start-
ing	 the	 game	 with	 just	 a	 subset	 of	 cards,	
in	order	to	run	through	them	more	quickly),	
thus	 prodding	 our	 kids	 to	 formulate	 ques-
tions of their own, until there are no seats 
left with cards in front of them.

	 •	 Even	 after	 the	 teacher	 vacates	 the	 hot	 seat,	 he	 or	 she	 still	 calls	 on	 hand	
raisers.	We’ll	also	call	on	habitual	wallflowers	who	won’t	raise	their	hands,	
tell	 them	 what	 their	 question	 is,	 expect	 them	 to	 remember,	 and	 get	 back	
to	 them.	And,	 though	we’ll	call	on	kids	seemingly	at	 random,	we’ll	actually	
make sure to call more often on weaker students, in order to help balance 
the score.

	 •	 We	have	the	kids	keep	their	earned	cards	stacked	face	down	before	them,	
in	order	to	see	at	a	glance	who	is	and	isn’t	earning	points.

	 •	 In	Hot	Seat,	there’s	a	lot	for	the	teacher	to	keep	track	of.	Once	you’re	com-
fortable	with	it,	though,	there	is	one	more	rule	to	add:	for	every	correct,	cor-
rectly pronounced answer, the kid in the hot seat earns a half-point yellow 
chip,	which	he	 takes	 from	a	pile	of	yellows	on	 the	 table.	This	will	not	only	
motivate kids to answer as carefully as they ask, but also afford the teacher 
chances to manipulate the outcome of the game, being extra strict with high-
scorers and giving slower kids extended runs in the hot seat, where they can 
rack	up	points	with	questions	that	are	comparatively	easier	to	answer	than	
to ask.

	 •	 Until	you’ve	introduced	the	above	rule,	when	a	student	is	in	the	hot	seat,	she	
has	no	chance	 to	earn	points.	 It’s	only	 fair,	 then,	 to	give	every	student	an	
equal	amount	of	time	in	the	hot	seat.
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	 •	 So	that	the	game	is	not	only	a	‘test’	of	whether	students	already	know	all	the	
answers, we do our best to give students a second try at a card after hav-
ing	been	corrected	and	then	made	to	wait	 for	 their	next	turn.	 If	we’re	sure,	
however, that a given student has grasped the problem and would surely 
earn	 the	 point	 next	 try,	 and	 time	 presses,	we	may	 call	 “Hot	 seat!”	without	
giving	him	a	 final	chance.	 In	 fact,	we’ll	have	to	call	 “Hot	seat!”	when	some	
such	students’	hands	are	up;	otherwise,	we	would	often	have	to	over-delay	
rotations.

Quick Queues

 1. Divide the class into two teams.
	 2.	All	stand	in	two	parallel	team	queues.
	 3.	The	 teacher,	 at	 the	 head	 of	

the	queues,	 faces	 the	 first	 two	
students	 and	 quickly	 shows	 a	
Question/Answer	 card	 (from	 a	
mixed deck) so that both can 
simultaneously, clearly see it.

	 4.	The	 first	 student	 to	 ask	 the	
question	 earns	 her	 team	 two	
points.

 5. If the other student gives a 
correct and timely answer, his 
team earns one point.

 6. One student on each team, the 
designated scorekeeper, records these points with clicks on a hand coun-
ter.

	 7.	The	two	students	at	 the	head	of	 the	queues	cycle	around	to	the	end,	and	
the next two step forward.

	 8.	The	 teacher	 shows	another	Question/Answer	card,	and	 the	game	contin-
ues as above (steps 4–8).

	 9.	The	team	with	more	points	at	the	end	wins.

Notes:
	 •	 This	game	is	appropriate	in	classes	of	4	or	more	students.
	 •	 If	one	student	 tries	 to	ask	 the	question	but	makes	a	mistake,	don’t	correct	

him.	 The	 other	 student	 might	 ask	 it	 correctly.	 Don’t	 let	 a	 student	 answer	
(or	 earn	 a	 point	 for	 answering)	 an	 incorrectly	 rendered	 question;	 indicate	
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that	 they	 (either	one)	 should	 retry	 the	question,	whereupon	 the	other	may	
answer. If neither can puzzle it out unaided, award no points, ask the other 
students	to	model	the	question	collectively,	slip	the	card	back	into	the	deck,	
and send both kids to the backs of their lines.

	 •	 Do	not	wait	out	pauses	before	answers.	Call	time!	No	point!
	 •	 In	the	event	of	a	tie	(or	near	tie,	if	a	slower	team	needs	to	be	cheated	for),	

both	teams	may	earn	two	points	for	a	question.	The	first	to	answer	earns	a	
third point. In this case, for simultaneous answers, both teams will likewise 
receive one point.

	 •	 To	 encourage	 good	 behavior,	 if	 kids	 on	 one	 team	 are	 goofing	 around	 or	
speaking	Japanese,	give	the	other	team	a	free	point.	This	especially	applies	
to kids waiting in line who supply hints to their teammate at the front.

	 •	 Though	kids	stand	for	this	game,	the	teacher	may	sit,	to	make	card	flashing	
easier.

	 •	 Ensure	 room	 enough	 for	 kids	 to	 walk	 to	 the	 back	 of	 their	 queue	 without	
bumping over chairs, etc.

	 •	 In	a	class	with	an	odd	number	of	 students,	 two	kids	who	compete	against	
one another on a given turn will naturally not be matched up again next turn. 
With an even number, though, we might periodically send only one kid to 
the back, keeping the other up front for another turn, in order to shuffle the 
pairing of competitors. Do this with the same team each time.

	 •	 We	may	mix	a	few	blank	“wild	cards”	into	the	deck.	When	one	of	these	ap-
pears,	 the	 students	will	 compete	 to	 ask	 any	 question	not	 in	 the	Question/
Answer set.

Question/Answer Set B Expansion Questions

	 What	we	want	our	kids	 to	be	able	 to	do,	once	they’ve	finished	the	Q/A	B	
homework	 set,	 is	 not	 just	 to	 ask	and	answer	 the	32	questions,	 but	 to	 handle	
innumerable	questions	that	follow	the	grammatical	patterns	of	those	32.	For	ex-
ample,	from	“How	do	you	spell	your	name?”	we’d	like	them	to	be	able	to	derive	
“How	do	you	spell	‘giraffe’?”	or	‘Mexico’	or	whatever.
	 The	Q/A	B	 expansion	 questions	 on	 this	 list	 should	 be	 asked,	Quick	Re-
sponse-style,	 to	 correspond	with	Q/A	 B	 homework,	 but	 need	 not	 proceed	 as	
quickly	 as	 the	 homework	 does.	 The	 expansion	 questions	 will	 probably	 take	
many	more	weeks	to	complete.	The	rules	are	identical	to	Quick	Response.
	 We	use	these	questions	to	prepare	the	children	to	use	the	large	Japanese/
English	cards,	as	described	next.
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Question/Answer Set B — Large Japanese/English Cards

	 These	 cards	 have	 variations	 on	 the	Q/A	B	 questions,	 in	 English	 on	 one	
side and in Japanese on the other. We play this game after having prepared for 
it	with	the	Q/A	B	Expansion	Questions,	as	described	above.

 1. Show the Japanese side of one of the 
cards.

 2. Students compete to be fastest to ask 
the	 question	 in	 English.	 If	 successful,	
they earn a blue chip (one point).

 3. Other students will then earn a yellow 
chip (half a point) for answering.

Notes:
	 •	 If	this	is	initially	too	tough,	we	can	preview	the	cards	with	the	whole	class.
	 •	 We	use	Japanese	on	these	cards	not	because	we’re	fans	of	translation	ex-

ercises,	but	rather	because	we	want	kids	to	get	the	sense	of	the	questions	
we’re	asking	them	to	produce.

	 •	 When	 showing,	 for	 example,	 the	 Japanese	 card	 for	 “Can	 you	 speak	 Chi-
nese?”	we	may	also	show	the	corresponding	Question/Answer	Set	B	picture	
card	 (#5,	 “Can	you	 speak	English?”)	 to	help	 children	 see	 the	grammatical	
similarity	between	this	new	question	and	the	one	they’ve	already	learned.

	 •	 At	any	time,	we	allow	“How	do	you	say	~	in	English?”	questions.
	 •	 We	may	have	kids	raise	hands	in	this	game,	rather	than	blurt	out	answers.		

If blurting is allowed, shouting definitely is not.
	 •	 To	follow	through,	we	show	students	the	English	side	of	the	card	after	they’ve	

seen	the	Japanese	side,	for	early	reading	practice.	This	is	not	true	reading,	
but	gives	kids	the	chance	to	“read	at”	a	sentence,	the	meaning	of	which	they	
already	know.	This	is	appropriate	for	students	who	have	reached	or	finished	
Oxford	Reading	Tree,	Stage	2	or	equivalent	readers.


