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Other Games & activities
Ango Eigo

 These two six-part stories, with sentences represented as rebuses (puz-
zles made up of letters, pictures, or symbols), describe the lives 
of two brothers (Taro and Koji) and two sisters (Miho and To-
momi). In an in-class game, students race to ‘read’ the sentenc-
es smoothly and naturally; a follow-through writing workbook is 

given as homework for reinforcement. As the stories progress, 
words of a ‘grammatical’ function begin to be dropped and re-
placed with blanks, helping students strengthen their grasp of 
grammar and sentence structure.

How to Play

 1. Form teams of two. Distribute game boards.
 • Teams of three and individual play are also possible, depending on class 

size and ability.
 • Ideally, each team will get its own game board. They use a single chip as 

a place marker.
 • If two or more teams need to share a board, they place their markers one 

on each edge of the board.
 2. Teacher says, “Go!” Kids do their best to suss out what the sentences are, 

adding to the challenge and fun. As a rule, hints aren’t given.
 3, Like PCC prep game #2, teams are allowed to go as far as they can, but 

when they err, they are stopped immediately, and it becomes the next 
team’s turn.

 4. We may set the pace with a finger or pen, pointing to the sentences and 
indicating smooth speech by moving across at an even pace; we do not 
permit staccato speech such as, “Taro. And. Koji. Are. Japanese. Boys.”

 5. If one team pulls far ahead of another, they can be called on at any time 
to give coaching to their lagging competitors. If they cannot do so without 
errors, they are sent back to that line of the story.

 6. The first team to finish the story wins. Teams which have finished become 
coaches for those still going, until all have completed it.

How to Progress

 The boys’ stories are a bit easier than the girls’ stories of the same num-
ber, so start with ‘Taro and Koji #1’, then proceed to ‘Miho and Tomomi #1’, etc. 
Progression is stepped, with newer and older boards overlapping, in boys-girls 
order. See the chart below for the first five weeks of a possible weekly plan. 
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(This plan would take around three months to finish if played every week.)

Week 1 Week 2 Week 3 Week 4 Week 5
T&K #1 T&K #1 * (T&K #1) (M&T #1) (T&K #2)

(M&T #1) M&T #1 M&T #1 * T&K #2 * M&T #2 *
T&K #2 M&T #2 T&K #3

 The asterisks in the previous chart indicate when the follow-through writ-
ing workbook page for each game is to be assigned. Students look at the 
pictures and write the sentences that they’ve learned to read in class. Below 
that, they write a version of the same story but substituting their own personal 
information. This is written first in Japanese, then in English. Students self-
check the first part; if any sentences contain mistakes, they are to be rewritten 
on the next page before class. In class, the teacher gives a numerical grade for 
the first part, a letter grade for the second, and another letter grade for writing 
neatness. If the teacher discovers any errors, the student rewrites those sen-
tences on the next page.

Following Through

 Collect the game boards at the end and, concealing them from student 
view, play Quick Response Questions. Ask questions of three types:
 • Questions on the content of the stories, aimed at getting kids to reproduce 

the grammar and vocabulary they’ve just been practicing.
 • Questions about the pictures, to encourage them to be attentive and in-

crease interest in the illustrations, as well as to mine for further language 
to practice. Examples: “How many birds were in the sky?” “What color was 
Taro’s shirt?” “Which of the four children is youngest?”

 • Questions that encourage kids to speculate or think critically about the sto-
ries. Example: “What grade do you think Miho is in?” (Asked after playing 
‘Miho & Tomomi #1’, in which only Miho’s age, not her grade, is mentioned.)

 When the teacher conducts Ango Eigo with suitable strictness, enthusi-
asm and insistence on team unison, readiness, and speed, students focus in-
tently and enjoy themselves greatly. Use this activity to build proficiency with 
grammar and lay a foundation for reading. Enjoy!

T&K = Taro & Koji; M&T = Miho & Tomomi
In the first week, Miho & Tomomi #1 might not be attempted, depend-
ing on how long Taro & Koji #1 takes. From the third week, the oldest 
(parenthesized) one might be either played or just quickly reviewed by 
the teacher while kids listen silently. 


