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Other Games & activities
Gem Hunters

 This 1st Rank game reviews and builds upon grammar and vocabulary 
mostly acquired in the lower ranks. Its inclusion in the 1st Rank prepares el-
ementary school upper-graders for English classes in junior high school, as 
well as generally exercising their grammatical muscles.

The game set contains:
	 •	 One	game	board	(A3	size).
	 •	 A	set	of	maze	tiles.	Students	lay	these	on	the	game	board	one	at	a	time	to	

create	a	maze.
	 •	 A	set	of	Task	cards.	Each	has	a	gem	printed	on	the	back.
	 •	 Four	sets	of	word	cards:	♥	(nouns)	♦	(time	expressions)	♣	(adjectives)	and	

♠	(verbs).
	 •	 A	set	of	Prize	cards	with	bonus	gems	printed	on	them.
	 •	 An	explanation	sheet	for	Gem	Hunters	Lite.

The object of game play is to collect gems:
	 •	 Each	completed	Task	card	is	worth	one	gem.
	 •	 If	a	student	answers	another’s	question,	they	earn	a	bonus	gem.
	 •	 There	 are	 three	maze	 tiles	 that	 are	worth	 five	 bonus	 gems	 each,	 and	 the	

treasure box is worth twenty.

Prepare	for	Gem	Hunters	in	two	stages:
	 1.	Play	Gem	Hunters	Lite	to	teach	students	the	rules	of	the	board	game.
	 2.	Play	 the	Task	Card	Preparation	Game	 to	 familiarize	students	with	how	 to	

use these cards.

	 These	 two	preparation	stages	can	be	done	 in	either	order;	Gem	Hunters	
Lite	 is	appropriate	for	any	kids	 in	e.g.	ranks	8	to	1;	 the	Task	card	preparation	
game can be used with kids in the upper grades of elementary school or older.

Task Card Preparation Game

	 Students	draw	task	cards	(and	any	needed	♥ ♦ ♣ ♠	cards)	and	form	sen-
tences, ask questions and so on to complete each given task. The game board 
and	maze	tiles	are	not	used.	Game	play	continues	until	the	teacher	calls	time;	
the player who has completed the most tasks wins.

	 For	information	about	the	tricker	cards	in	the	set,	see	‘Task	Card	Example	
Sentences’	and	 ‘Task	Card	Present	Progressive	Sentences’	at	 the	end	of	 this	
manual entry.
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Gem Hunters Lite

	 •	 There	is	an	explanation	of	the	rules	in	English	and	Japanese	for	students	to	
read before playing the game. The first few times you play, lay this on the 
table	and	have	students	read	the	Japanese	in	unison.

	 •	 This	 game	 uses	 the	 game	 board	 and	 maze	 tiles,	 but	 not	 the	 Task	 cards,	
Prize	cards	or	♥ ♦ ♣ ♠ cards.

	 •	 Many	of	 the	 rules	of	Gem	Hunters	and	Gem	Hunters	Lite	are	 the	same.	 In	
the following explanation, rules that are different from the full version of 
Gem	Hunters	have	rule	numbers	inside	a	circle	like	this:	③

 1. Each student chooses a game piece and lays it on an entry point.
	 •	 For	 game	pieces,	 you	might	 use	 chess	pieces,	Monopoly	 pieces,	 small	

toys or anything else handy.
	 •	 Use	chips	if	game	pieces	are	not	available.
	 •	 The	entry	points	are	the	green	dots	at	the	edge	of	the	game	board.

 2. The teacher lays the treasure box tile anywhere on the board, preferably 
away from the entry points that the students have chosen.

	 •	 ‘Cheat	 fairly’	by	 laying	the	treasure	box	nearer	 to	 the	starting	point	of	a	
weaker student.

 ③	 Use	any	in-class	or	homework	flashcards	the	students	have	already	studied.

 ④	 Go	round	in	order,	in	a	style	similar	to	the	UFO	Game.	Each	student	attempts	
to	say	the	word,	phrase	or	sentence	for	the	flashcard	you’ve	shown	them.	
If they make a mistake or are too slow, the same card goes to the next stu-
dent, and so on until someone is able to answer.

 ⑤	 After	succeeding,	the	student	draws	a	maze	tile.
	 •	 For	completing	the	task,	give	them	a	chip:	this	will	be	worth	one	gem.

 6. The student then does one of the following:
	 a.	 Lay	that	maze	tile	on	the	board.
	 b.	 Keep	the	maze	tile	to	use	later,	and	not	lay	any	tiles.
	 c.	 Keep	the	maze	tile,	and	lay	a	different	maze	tile	(one	they’ve	saved	from	

before)	on	the	board.

	 7.	Finally,	 the	student	may	move	 their	game	piece	as	 far	as	 they	 like	 in	any	
direction	(if	the	way	is	open).
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	 8.	Rules	for	laying	maze	tiles:
	 •	 You	must	lay	them	contiguous	to	the	square	your	game	piece	is	in.	Diago-

nal placement is not allowed.
	 •	 ‘Retiling’:	You	may	replace	one	tile	with	another,	 in	effect	redrawing	the	

maze.	However,	a	space	occupied	by	a	game	piece	can’t	be	retiled.	Retil-
ing costs the player one gem. The replaced tile goes to the bottom of the 
maze	tile	pile.

	 •	 ‘Free	tile’:	Each	player	may	choose	to	lay	one	tile	anywhere	on	the	board.	
This	can	only	be	done	once	per	player,	per	game.	(This	can	be	used,	for	
example,	 to	sabotage	another	player’s	 route.)	The	 free	 tile	option	costs	
five gems.

	 •	 A	‘retile’+’free	tile’	combination	is	possible,	and	costs	six	gems.
	 •	 Gems	for	the	above	are	paid	on	the	spot	from	the	player’s	treasure	pile.

 ⑨	 Special	maze	tiles:
	 •	 Bonus	 gems:	 the	 first	 player	 to	 pass	 over	 a	 bonus	 gem	 tile	 earns	 five	

gems	(e.g.	five	chips).	There	are	three	such	gem	tiles	in	the	deck.
	 •	 Treasure	 box:	 the	 first	 player	 to	 reach	 the	 treasure	 box	 earns	 twenty	

gems.
	 •	 Minotaur	(ミノタウロス minotaurosu):	The	player	who	draws	the	minotaur	

tile must lay it on the board immediately. The minotaur then chases that 
player	out	of	 the	maze.	They	must	 re-enter	 from	a	different	entry	point,	
chosen by the teacher.

 ☞	 Note:	‘Cheat	fairly’	by	choosing	a	new	entry	point	either	close	to	or	far	
from the treasure box.

	10.	Game	play	ends	on	the	round	in	which	a	player	reaches	the	treasure	box.
	 •	 Students	 after	 that	 student	 in	 the	 round	 may	 still	 complete	 their	 final	

tasks before the game is over.
	 •	 If	the	game	runs	long,	snap	a	photo	of	the	board	with	your	phone	and	set	

it up the same way next lesson to continue.

 ⑪	 Scores	are	calculated	(i.e.	chips	are	counted).

 12. The player with the most gems wins!
	 •	 This	will	probably	(but	not	necessarily)	be	whoever	reached	the	treasure	

box first.

	13.	Students	record	their	scores	in	their	notebooks	and	calculate	a	running	to-
tal.	The	teacher	may	offer	prizes	to	students	who	reach	a	given	goal	(e.g.	
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1,000	gems).	This	‘running	total’	goal	helps	to	motivate	students	who	may	
not	win	the	game	very	often;	even	if	they’ve	lost,	any	gems	they’ve	earned	
put them closer to their personal goal.

Gem Hunters

	 The	following	rules	are	identical	to	Gem	Hunters	Lite	in	many	places,	but	
there are some important differences and additions.

 1. Each student chooses a game piece and lays it on an entry point.
	 •	 For	 game	pieces,	 you	might	 use	 chess	pieces,	Monopoly	 pieces,	 small	

toys or anything else handy.
	 •	 Use	chips	if	game	pieces	are	not	available.
	 •	 The	entry	points	are	the	green	dots	at	the	edge	of	the	game	board.

 2. The teacher lays the treasure box tile anywhere on the board, preferably 
away from the entry points that the students have chosen.

	 •	 ‘Cheat	 fairly’	by	 laying	the	treasure	box	nearer	 to	 the	starting	point	of	a	
weaker student.

	 3.	Task	cards,	maze	tiles,	and	♥ ♦ ♣ ♠ cards are laid in face-down piles on 
the	 table.	 Prize	 cards	 are	 held	 by	 the	 teacher.	 Each	 student	 draws	 one	
Task card and lays it face up on the table before them.

	 •	 If	their	Task	card	so	specifies,	they	also	draw	♥, ♦, ♣ or ♠	card(s).
	 •	 Note:	 if	the	student	has	drawn	a	‘spell’	card,	they	should	not	look	at	the	

♥ ♦ ♣ ♠ card that goes with it. The teacher will hold onto this ♥ ♦ ♣ ♠ 
card.

	 4.	Go	round	in	order.	Each	student	attempts	to	complete	their	task.
	 •	 Who	goes	first?	One	option	is	to	have	the	student	whose	game	piece	is	

farthest from the treasure box go first.
	 •	 If	a	mistake	is	made	or	the	student	is	too	slow	to	answer,	they	retain	that	

Task card and must try again next turn. The teacher or classmates may 
give hints.

	 5.	After	succeeding	with	their	task,	the	student	draws	a	maze	tile.
	 •	 They	keep	their	completed	Task	card,	turned	face	down	before	them.
	 •	 Any	♥ ♦ ♣ ♠ cards can also be kept by the student, but are not worth 

any gems.

 6. The student then does one of the following:
	 a.	 Lay	that	maze	tile	on	the	board.
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	 b.	 Keep	the	maze	tile	to	use	later,	and	not	lay	any	tiles.
	 c.	 Keep	the	maze	tile,	and	lay	a	different	maze	tile	(one	they’ve	saved	from	

before)	on	the	board.

	 7.	Finally,	 the	student	may	move	 their	game	piece	as	 far	as	 they	 like	 in	any	
direction	 (if	 the	way	 is	 open)	 and	 takes	 another	 task	 card	 to	 prepare	 for	
their next turn.

	 8.	Rules	for	laying	maze	tiles:
	 •	 You	must	lay	them	contiguous	to	the	square	your	game	piece	is	in.	Diago-

nal placement is not allowed.
	 •	 ‘Retiling’:	You	may	replace	one	tile	with	another,	 in	effect	redrawing	the	

maze.	However,	a	space	occupied	by	a	game	piece	can’t	be	retiled.	Retil-
ing costs the player one gem. The replaced tile goes to the bottom of the 
maze	tile	pile.

	 •	 ‘Free	tile’:	Each	player	may	choose	to	lay	one	tile	anywhere	on	the	board.	
This	can	only	be	done	once	per	player,	per	game.	(This	can	be	used,	for	
example,	 to	sabotage	another	player’s	 route.)	The	 free	 tile	option	costs	
five gems.

	 •	 A	‘retile’+’free	tile’	combination	is	possible,	and	costs	six	gems.
	 •	 Gems	for	the	above	are	paid	on	the	spot	from	the	player’s	treasure	pile.

	 9.	Special	maze	tiles:
	 •	 Bonus	 gems:	 the	 first	 player	 to	 pass	 over	 a	 bonus	 gem	 tile	 earns	 five	

gems.	There	 are	 three	 gem	 tiles	 in	 the	 deck,	 and	 three	 five-gem	Prize	
cards for the teacher to give to the player.

	 •	 Treasure	 box:	 the	 first	 player	 to	 reach	 the	 treasure	 box	 earns	 twenty	
gems.	There	is	a	twenty-gem	Prize	card.

	 •	 Minotaur	(ミノタウロス minotaurosu):	The	player	who	draws	the	minotaur	
tile must lay it on the board immediately. The minotaur then chases that 
player	out	of	 the	maze.	They	must	 re-enter	 from	a	different	entry	point,	
chosen by the teacher.

 ☞	 Note:	‘Cheat	fairly’	by	choosing	a	new	entry	point	either	close	to	or	far	
from the treasure box.

	10.	Game	play	ends	on	the	round	in	which	a	player	reaches	the	treasure	box.
	 •	 Students	 after	 that	 student	 in	 the	 round	 may	 still	 complete	 their	 final	

tasks before the game is over.
	 •	 If	the	game	runs	long,	snap	a	photo	of	the	board	with	your	phone	and	set	
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it up the same way next lesson to continue.

	11.	Scores	are	calculated:
	 •	 One	gem	for	each	task	card	completed.
	 •	 Five	bonus	gems	for	being	the	first	to	pass	over	a	gem	tile.
	 •	 Twenty	bonus	gems	for	being	the	first	to	reach	the	treasure	box.

 12. The player with the most gems wins!
	 •	 This	will	probably	(but	not	necessarily)	be	whoever	reached	the	treasure	

box first.

	13.	Students	record	their	scores	in	their	notebooks	and	calculate	a	running	to-
tal.	The	teacher	may	offer	prizes	to	students	who	reach	a	given	goal	(e.g.	
1,000	gems).	This	‘running	total’	goal	helps	to	motivate	students	who	may	
not	win	the	game	very	often;	even	if	they’ve	lost,	any	gems	they’ve	earned	
put them closer to their personal goal.

Task Card Example Sentences

	 •	 All	sentences	should	be	factually	true	for	that	student,	class	or	situation.

	 •	 Encourage	 sentences	 in	 first,	 second	 and	 third	 person,	with	 both	 singular	
and	plural	nouns	and	pronouns.	Students	capable	of	 longer,	more	complex	
sentences should be held to a higher standard.

	 •	 Some	 tasks	 require	 the	player	 to	ask	a	classmate	a	question.	 If	 the	class-
mate	can’t	answer,	help	them	through	(or	have	the	kids	help	each	other)	and	
then continue game play with no penalty to either questioner or answerer.

	 •	 With	any	task	involving	a	♦,	the	word	on	the	card	should	be	changed	to	‘to-
day’,	 ‘yesterday’,	 ‘the	day	before	yesterday’,	 ‘this	month’,	 ‘last	month’,	 ‘the	
month	before	last’,	etc.,	when	applicable.

be動詞	+	♣	–	Tell	us	something	or	someone	that’s	♣.
My	school	bag	is	new.

be動詞+	♣（否定）	–	Tell	us	something	or	someone	that	isn’t	♣.
My	shoes	aren’t	new.

be動詞	+	♣？	–	Ask	whether	something	or	someone	is	♣.
Akira,	is	your	jumper	new?

♥	+	be動詞 – Tell us that ♥	is…	(or,	that	there	is	a	♥...)
Junpei’s	pencil	is	yellow.	/	There	are	five	pencils	on	the	table.
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♥	+	be動詞（否定） – Tell us that ♥	isn’t…	(or,	that	there	isn’t	a	♥...)
Junpei’s	pencil	isn’t	sharp.	/	There	aren’t	any	pencils	in	my	bag.

be動詞	+	♥？	–	Ask	whether	♥	is…	(or,	whether	there	is	a	♥...)
Junpei,	are	your	pencils	new?	/	Naomi,	is	there	a	pencil	under	your	chair?

♠	+	いつもは – Tell us when you usually do ♠.
I	usually	go	shopping	on	Saturdays.

♠	+	いつもは？	–	Ask	a	classmate	when	she/he	usually	does	♠.
Akira,	when	do	you	usually	go	shopping?

♠	+	最後に – Tell us when you last did ♠.
I last went shopping the day before yesterday.

♠	+	最後に？	–	Ask	a	classmate	when	she/he	last	did	♠.
Akira,	when	did	you	last	go	shopping?

♦	+	○○をする	–	Tell	us	what	you	usually	do	(on/in)	♦.
I	usually	visit	my	grandparents	in	September.

♦	+	何をする？	–	Ask	a	classmate	what	he/she	usually	does	(on/in)	♦.
Naomi,	what	do	you	usually	do	on	Sundays?

♦	+	○○をした – Tell us what you did last ♦.
Last	Thursday,	I	had	a	piano	lesson.

♦	+	何をした？	–	Ask	a	classmate	what	he/she	did	last	♦.
Naomi,	what	did	you	do	last	summer?

♠	+	♦	+	いつもは – Tell us whether you usually do ♠	(on/in)	♦.
I	don’t	usually	go	shopping	on	Mondays.

♠	+	♦（したかどうか） – Tell us whether you did ♠ last ♦.
I	painted	(lots	of)	pictures	last	summer.

♠	+	♦	+	いつもは？	–	Ask	a	classmate	whether	she/he	usually	does	♠(on/in)	♦.
Junpei,	do	you	usually	go	shopping	on	Mondays?

♠	+	♦（したかどうか？）	–	Ask	a	classmate	whether	she/he	did	♠ last ♦.
Junpei,	did	you	paint	(any)	pictures	last	summer?

Task Card Present Progressive Sentences (for cards with illustrated actions)

	 •	 As	 the	questions	printed	on	 the	cards	are	cues	 to	be	 read	by	 the	student,	
and are not asked aloud, students complete the task by saying, e.g. “The 
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man	is	laughing”	(not,	“He’s	laughing,”	which	would	be	the	more	natural	re-
sponse	if	we’d	asked	them	a	question).

	 •	 We	accept	other	answers	as	well,	as	long	as	they	accurately	describe	what’s	
in	 the	 picture.	 For	 example,	 the	 sentence	 for	 #9	 below	 (“The	 children	 are	
reading	a	book”)	could	also	be,	“The	children	are	reading	a	story,”	or,	“The	
children are reading together,” etc.

 1. The man is laughing.

 10. The sun is shining.

 6. The alien is flying.
 4. The woman is painting a 

picture.

 7. The teacher is teaching 
English.

 5. The ants are carrying 
some sweets.

	 8.	 The	children	are	playing	
soccer.

 9. The children are reading 
a book.

 2. The train is running.

 11. The ice cream is melting.

 3. The panda is eating some 
rice.

 12. The minotaur is roaring.


