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Listening Homework FoLLow-tHrougH
Small Talk

 On the Small Talk #1 game boards, thirteen of the Question/Answer Set A 
illustrations are reproduced; each of these four boards has the same pictures, 
but in different order.

 On the opposite side, Small Talk 
#2 has a mix of illustrations from Ques-
tion/Answer Sets A and B, as does 
Small Talk #3 (on a separate board).

 An appropriate game can be played 
at any time after students have com-
pleted Q/A A (for Small Talk #1) or after 
Q/A B (for Small Talk #2 and #3). These 
game boards also provide for effective review 
and expansion in higher ranks.

Step 1: Pair Work

 Each pair of students gets a Small Talk game board and takes turns, one  
asking, the other answering the questions.

 Option 1-A: Going around the table, teams take turns, trying one space on 
their board at a time, going in order from left to right, top to bottom. Student A 
will ask student B a question from the game board, and student B will answer. 
(In an odd-numbered class, one group of three will take turns, one asking, the 
other two answering.)
 If either makes a mistake (grammar, pronunciation, too slow, etc.), the 
team places a chip on that space on the board; otherwise, no chip. It is then 
the next team’s turn.
 On each following round, asking and answering roles switch. When the 
teams reach the end of the game board, each team will retry any spaces with 
chips on them, removing the chips when successful. When they retry a space, 
the same student who asked that question the first time asks it again (the kids 
can be trusted to keep track of this). As teams finish before their classmates, 
they can relieve the teacher of error-correction duty.

 Option 1-B: For use in mixed-level classes. Proceeds similarly to option 
1-A. However, since asking the question is harder than answering, in each pair, 
the stronger student asks all of the questions on the board first, to provide a 
model for the weaker partner. The team then restarts the game board, this time 
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with the weaker partner asking the questions.

 Option 1-C: To be used after establishing the ‘game plan’ with either 
option 1-A or 1-B. Rather than going around the table one pair, one question 
at a time, put the kids on ‘auto-pilot’ and have all pairs operate simultaneously. 
Teacher monitors, requiring repeats for pronunciation and other errors.  On-
the-ball classes can be switched from option 1-A to 1-C midway through the 
game.

Step 2: Two-Way Pair Work

 To be done in lieu of Step 1: Pair Work. Proceed as in option 1-A (or, later, 
option 1-C), except that the student asking the question also gives his or her 
own answer at the end.

 Option 2-A: To be used only by pre-Trialog classes. Student A asks, B an-
swers; then, B asks, A answers. Example:

Student A: Can you swim?
Student B: Yes, I can. Can you swim?
Student A: Yes, I can too.

 Option 2-B: Student A asks, B answers, and then A volunteers his or her 
own information. Example:

Student A: Can you swim?
Student B: Yes, I can.
Student A: I can too.

 Option 2-C: Student A asks, B answers and then asks a shortened return 
question, which A answers. Example:

Student A: Can you swim?
Student B: Yes, I can. Can you?
Student A: Yes, I can too.

Step 3: Reporting

 After completing any of the options in Step 2: Two-Way Pair Work, team 
members take turns reporting on themselves and each other, i.e. telling their 
answers to the rest of the class. If either makes an error or is too slow, a chip 
goes on that space on the board, which must be retried once the game board 
has been gone through once. Teams take turns retrying one question at a time, 
until the last team has cleared their board of chips.
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 Option 3-A: Each student reports only on herself. Use this option only 
with low-level classes. Example:

Student A: I can ski.
Student B: I can’t ski.

 Option 3-B: Students take turns reporting first on their partners, and then 
on themselves. Example:

Aoi: His name’s Kenta and mine’s Aoi.
Kenta: That’s right.
 (If Kenta fails to confirm → chip on that space.)
Kenta: She can’t ski, but I can.
Aoi: Yes, I can!
	 (Kenta	forgot	Aoi’s	info	→ chip on that space.)

 Option 3-C: Students take turns reporting first on themselves, and then on 
their partners. This is like 3-B, but with the order reversed (eliciting different 
pronouns). Once kids are performing solidly on 3-B, option 3-C is advisable on 
a following week; we may then alternate weekly between the two. Example:

Kenta: My name’s Kenta and hers is Aoi.
Aoi: That’s right.

Step 4: Interviewing

 To be done in lieu of Step 3: Reporting. After completing any of the options 
in Step 2: Two-Way Pair Work, rather than teams reporting their own informa-
tion, they interview other teams. Going in order across the board, a member of 
one team may choose any member of any other team to ask about his or her 
partner’s information. (With weaker classes, the asking team asks more-or-less 
in unison.) Example:

 Student C (from another team): “Aoi, can Kenta ski?”
 Aoi: “Yes, he can.”
 Kenta: “That’s right,” or, “No, I can’t.”

 If the student who is asking makes a mistake, a chip goes on that space on 
the team’s game board and, at the end, the same student must retry the ques-
tion, though it’s not necessary to ask the same person as before.
 If the student answering the question (e.g., Aoi, in the example above) ei-
ther makes an English error or can’t recall her partner’s information, something 
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must be done. Exactly what to do is up to the teacher. We’ve played with 
various ideas and been more pleased with some than others. Options 
include, but are not limited to:
 • Correct the student and have her repeat. Continue the game.
 • Put a special chip (e.g., red) on that space on her game board. This chip 

must be a different color from the chips that the team is using to mark their 
missed questions. This answer must be retried later.

 • Award points to teams for good answers to make this part of the game com-
petitive, encouraging correct output on the first try while still correcting any 
errors.

 • Or, one way or another, muddle through and figure it out as you go. If you 
discover a better way of dealing with erroneous answers, please let us know.

Further Possibilities

 Race-style pair work: As an alternative to the first two options described 
above for Step 1: Pair Work, students may play a game similar to the prep 
game for Paired Command Cards. Using a chip as a place marker, a pair takes 
turns asking and answering as many questions from their game board (in order 
from left to right) as they can without making an error. Other teams listen qui-
etly. If the pair errs, they leave their chip at that place and it becomes the next 
team’s turn. Teams who reach the end before their classmates become judges. 
For more information about games of this kind, see “Paired Command Cards” 
in the teacher’s manual.

 Tag questions: Advanced classes may be required to convert the ques-
tions on the game board into Trialog-style “tag question” form. Examples:
 1. Can you swim? → You can swim, can’t you?
    → You can’t swim, can you?

 2. Does your mother like coffee? → Your mother likes coffee, doesn’t she?
    → Your mother doesn’t like coffee, does she?

 3. Are your hands clean? → Your hands are clean, aren’t they?
    → Your hands aren’t clean, are they?

 However, not all of the questions on the Small Talk game boards can be 
readily converted to tag question form. For example, to change “How do you 
spell your name?” to something like “You don’t spell your name Y-O-S-U-K-E, 
do you?” results in a contrived, awkward question. Students should ask such 
questions in their original forms.


