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Listening Homework FoLLow-tHrougH

Ormandy’s Opposites Follow-Through Game

 The Opposites Follow-Through plan includes an in-class translation game 
and subsequently assigned homework worksheets. From a printed list, we read 
an	English	 sentence	 that’s	 of	 the	 same	grammatical	 pattern,	 and	 uses	much	
of	 the	same	vocabulary,	as	a	recorded	Opposites	sentence.	The	object	of	 the	
game	 is	 for	 students	 first	 to	 translate	 the	 sen-
tence to Japanese (thus demon-
strating comprehension) and then 
to	 repeat	 the	English.	Giving	 cor-
rect English and Japanese earns 
a blue chip (one point), while only 
giving	 correct	 Japanese	 earns	 a	
yellow	(half	a	point).

 1. Read out a sentence, starting at 
the	top	of	the	sheet.

 2. Students raise their hands to in-
dicate they want to try to trans-
late to Japanese. Any student 
who	doesn’t	raise	her	hand	is	out	
of	the	game	for	this	round.	All	others	should	keep their hands up until they 
are	‘out’	or	the	round	ends.

	 3.	Call	on	a	hand-raiser,	who	gives	Japanese.

 4. All those with hands raised must at once say either, “I agree,” or “I dis-
agree.”	Any	laggards	must	put	their	hands	down	for	this	round.

	 5.	 If	the	student’s	Japanese	was	incorrect,	she,	and	anyone	who	has	agreed	
with	her	answer,	is	out	for	this	round	and	must	put	down	her	hand.	Elicit	an	
answer	from	one	of	those	who	disagreed.	(Repeat	steps	4	and	5.)

	 6.	 If	 the	student’s	 translation	was	correct,	she,	and	anyone	who	has	agreed	
with	 her,	 qualifies	 for	 a	 yellow	 chip.	But	 chips	are	not	 rewarded	until	 the	
end	of	the	round.

	 7.	Anyone	who	has	disagreed	with	this	correct	translation	may	give	one	of	his	
own.	(In	translation	games,	there	is	often	more	than	one	correct	way	to	say	
the	same	 thing.)	 If	 it’s	 correct,	 he	also	qualifies	 for	a	 yellow	chip.	Other-
wise,	he’s	out	for	the	round.
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	 	 (‘Correct’	translations	are	printed	in	the	alphabet	on	the	teacher’s	call	sheet.	
If	 a	 student	 offers	 something	 different	 and	 you’re	 not	 sure,	 you	 can	 ask	
them	and	the	class	 if	 it	means	 the	same	as	what	you	will	 read	 them	from	
the	sheet.	If	it	does,	accept	it	as	a	good	answer.	You	may	sometimes	give	
a	yellow	chip	for	something	that,	though	not	a	perfectly	correct	translation,	
is	just	about	right.)

	 8.	At	this	stage,	students	who	have	either	given	or	agreed	with	correct	Japa-
nese	 translations	still	have	 their	hands	up.	All	have	qualified	 for	a	yellow	
chip	(but	have	not	received	one	yet).

 9. From among those with raised hands, call on a student to attempt the Eng-
lish	sentence.	Just	as	before,	other	students	must	promptly	either	agree	or	
disagree.

	10.	 If	 a	 student	 gives,	 or	 agrees	with,	 an	 incorrect	English	 sentence,	 he	has	
earned	a	yellow	chip	(for	correct	Japanese	only). 

11.	 If	a	student	gives,	or	agrees	with,	correct	English,	she	earns	a	blue	chip.	
(She	doesn’t	get	a	yellow	one	too—those	are	only	for	the	students	in	step	
10	above.) 

12.	 The	round	is	over.	Award	chips	to	all	who	have	earned	them.	All	in	the	class	
may participate again as you read out the next sentence, proceeding in 
order down the page.

	 We	follow	the	game	with	additional	homework	worksheet	assignments,	in	
which	 students	 translate	 the	 sentences	 they	 heard	 in	 the	 game	 from	English	
to	Japanese	and,	at	the	end,	from	Japanese	to	English.	We	might	play	the	in-
class	game	at	any	level	(including	Basic,	for	which	there	are	no	follow-through	
worksheets)	without	assigning	follow-through	writing	homework.

	 Our	Opposites	homework	sheets	(excluding	Basic)	accommodate	scoring	
for	 both	 regular	 homework	 and	 the	 follow-through	 translation	 extras,	 scores	
for	which	can	be	entered	at	the	bottom.	The	latter	will	typically	fall	behind	the	
weekly	 schedule	 of	 the	 former	 but	 will	 provide	 a	 lagged	 review.	 The	 reason	
for	 not	 staying	 current,	 except	 perhaps	with	 upper	 junior	 high	 or	 high	 school	
classes,	is	that	the	translation	game	usually	needs	to	be	played	twice	(over	two	
weeks)	before	 the	kids	will	be	strong	enough	 to	do	 the	written	 follow-through	
homework.


