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Quick Response Questions

 In this 3 to 5 minute game appropriate for students aged 5 to adult, the 
teacher, using the color-coded cue sheet as a guide, asks questions of the 
class. The fastest student(s) to blurt a correct answer earns a 
point for his or her team. (However, mispronunciations must 
be corrected and re-rendered, preferably with a time lag inter-
spersed by other student attempts.)

 Goals are to maximize the range of aural comprehension 
and responses, to build class camaraderie, and to make it increasingly student-
centered and worthwhile by teaching students to ask, as well as answer, a wide 
range of questions.

 Unless necessary to prod the meek or bridle the aggressive, teams, blurt-
ed answers, and hand counters are preferred over individual chip rewards and 
hand-raising. Speak quickly, and use and require native-natural contractions.

	 Don’t	feel	you	must	scrupulously	choose,	each	time,	which	team	was	first	
when	you’re	getting	multiple	choral	answers.	With	the	easier	questions,	espe-
cially, teams should earn simultaneous points often. Also, give more than one 
team	points	when	they’re	close,	when	you	need	to	help	balance	the	score.

	 Push	 for	 new	questions,	 but	 don’t	 neglect	 review	 (which	doesn’t	 require	
that every child—or adult—answer every query.) Broadly speaking, we can 
expect one of three sorts of response to a given question: when reviewing a 
well-learned one, most or all students will answer together; when a question is 
relatively new, some will manage to answer or make tolerably good attempts, 
others not; and when a question is new to all, of course none will be able to 
answer.

 In this last case, the teacher should give an example answer and, only if 
that fails to clarify, translate to Japanese. After asking a few other, easier ques-
tions, this newly taught question (or a similar variation) should be returned to 
repeatedly	until	the	students	have	at	least	roughly	grasped	it.	Without	this	kind	
of reinforcement, we will have to go through virtually the same learning strug-
gle	in	ensuing	weeks,	to	our	and	students’	frustration	with	our	lack	of	progress.

Steps

 1. Teacher asks, awarding points to one or more teams for fastest correct re-
sponse from any team member. Good pronunciation is required, and gener-
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ally, short responses, e.g., “Yes, she does,” etc., are taught, unless a 
more informative answer is appropriate. E.g., “Can you play a musi-
cal instrument?” “Yes, I can play the piano (a little).” 

 2. Students ask teacher or guest, with verbal prompts if needed.

 3. Students take turns, one per week, being interviewed by rest. Teacher may 
also ask, providing example question patterns. 

 After initial months progressing with Step #1, it and Step #2 or #3 may be 
sequentially combined in single games.

	 Follow-through	for	all	above	steps	is	to	ask	for	recollection.	E.g.,	“What’s	
my/Kumi’s	mother’s	name?”	 “Her	name	 is…”,	or	 “What	 (else)	do	we	know	(or	
did we learn) about Kumi?” Teachers lacking optimum recall should have scrib-
bled previous answers for reference. Of course, this second and third person 
reporting provides natural grammar practice as well as engaging the students 
in meaningful communication. Hand-raising is an acceptable option for the fol-
low-through.

Math QRQs

 This list of question cues is used in the 3rd Rank to follow up on and re-
inforce English numbers, as well as to sharpen listening comprehension. Play 
the game similarly to standard QRQ, with the following additions:

	 •	 Begin	each	round	with	a	quick	review	of	the	vocabulary	 listed	at	 the	top	of	
the section. Say English and elicit Japanese; give Japanese for any words 
the	kids	don’t	know.

	 •	 The	higher	 level	 of	 these	questions	makes	 it	 appropriate	 to	do	only	about	
five per lesson.

	 •	 Repeat	the	same	five	questions	up	to	three	weeks	in	a	row.	However,	change	
the underlined numbers each time. (And keep careful note, as you play, of 
what	you’ve	changed	the	numbers	to.	In	the	hurly-burly	of	the	game,	it	can	
be	easy	for	the	teacher	to	forget	what	she’s	just	said!)

	 •	 Also,	change	the	printed	names	to	the	names	of	students	in	the	class,	for	a	
bit of student-centered fun.

	 •	 The	higher-level	nature	of	 this	game	makes	hand-raising	more	appropriate	
than blurted answers.
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	 •	 When	 one	 child	 has	 answered,	 others	 should	 immediately	 say,	 “I	
agree!”	or	“I	disagree!”	Failure	to	chime	in	can	result	in	the	other	team	
getting	extra	points	as	a	penalty	to	one’s	own	team.

Notes

	 •	 When	 awarding	 points	 for	 quick	 answers,	 we	 must	 not	 fail	 to	 spot-check	
answers to confirm comprehension and veracity; a kid may answer “Yes, I 
do” without thinking. For example, we ask, “Do you have a dog?” A student 
answers,	“Yes,	I	do.”	We	follow	up	with,	“What’s	your	dog’s	name?”	Student	
says, “Er... name?” Further questioning reveals that the student misunder-
stood the question to be, “Do you like dogs?” 

	 •	 In	 early-stage	 nurturing,	 points	might	 be	 given	 for	 imperfect	 English	 (cor-
rected and repeated) attempts. But, soon, requirements should tighten. In 
this,	 as	 with	 speaking-challenge	 games	 in	 general,	 overly	 ‘kind’	 teachers	
who reward every attempt will not provide students with sufficient incentive 
for them to make maximum efforts toward correctness with good pronuncia-
tion.

	 •	 It’s	important	that	we	ourselves	give,	and	require	from	students,	honest,	as	
opposed	 to	 flippant	or	make-believe	answers.	E.g.,	don’t	say	your	 favorite	
food is cheeseburgers one time and peanut butter the next, unless you add 
‘and.’	

	 •	 Qualifying	 expressions	 such	 as	 ‘a	 little,’	 ‘about…,’	 etc.,	 should	 be	 taught.	
Teachers whose Japanese is sufficient should teach students to ask, “How 
do	you	say…	(in	English)?”

	 •	 Ideally,	 every	 classroom	should	have	3	 counters	—	 to	arm	up	 to	3	 teams.	
Standard practice is to have students pass counters to a teammate after 
every 3 punched points.

	 •	 An	additional	point	 should	be	awarded	 to	a	 team	when	someone	gives	an	
expanded or a good different (but honest) answer. Examples: “Do you have 
any brothers or sisters?” “Yes, I do.” (No point.) “Yes, I have a big sis-
ter.”	 (One	point.)	 “No,	 I’m	an	only	child.”	 (Another	point.)	 “Where	does	Eri	
live?” “Nara.” (No point.) “In Nara.” (One point.) “She lives in Nara.” (Another 
point.) 

	 •	 In	order	to	get	more	on	a	page,	the	teacher’s	question	cues	are	the	minimum	
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to	aim	you	into	a	category	or	grammar	pattern.	‘He,’	‘Eri,’	and	‘dad,’	for	ex-
ample,	are	meant	also	 to	cue	 ‘she,’	any	boy	or	girl	 in	 the	class,	and	either	
mother or father, etc. The color coding on the sheet is meant to roughly 
indicate difficulty level: pink (basic), yellow, blue, and green (hardest). In 
our class notes, we should indicate which numbered question categories, 
at	 which	 colored	 level,	 we’ve	 taught	 on	 a	 given	 day.	 If,	 after	 months,	 we	
are	still	dawdling	 in	only	 the	 top	 two	or	 three	pink	categories,	something’s	
lacking in our frequency, reinforcement, record-keeping, or attentiveness to 
making progress.

	 •	 With	very	small	classes,	or	below	first	grade,	classes	may	compete	coopera-
tively against the clock and their previous number of correct answers within 
a certain number of minutes, with the teacher or students (taking 3-click 
turns) using a single counter.

	 •	 The	Math	 QRQs	 cue	 sheet	 is	 color-coded	 as	 follows:	 the	 ‘pink’	 sets	 give	
fairly straightforward addition, subtraction, multiplication and division prob-
lems;	the	‘yellow’	sets	tend	to	be	a	tad	trickier;	the	‘blue’	sets	are	in	series,	
with the earlier answers being required information for the later problems; 
and	the	‘green’	sets	have	goofy	trick	questions	designed	to	trip	up	students	
who have already been exposed to the earlier problems—because the fun of 
the trick questions lies in the element of surprise, it might be fun to play the 
‘green’	sets	only	once,	not	 two	or	 three	weeks	 in	a	 row.	After	 that,	 ‘brown’	
and	‘purple’	sets	focus	on	mathematical	concepts	other	than	addition,	sub-
traction, multiplication or division.

 Used with efficiency and imagination, the cue sheets and quick response 
games	will	provide	for	solid	and	measurable	progress	 in	your	students’	aural-
oral English skills.


