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Foreword from the Editors

A Cháirde,

This issue of the journal is a special edition.  Ordinarily, each issue contains 
five articles.  Each article follows a basic format of one idea in one thousand 
words.  Issue 4 contains fourteen activities to introduce young learners to  an 
aspect of Japanese, or non-Japanese, culture. Submissions were invited 
from from Saitama City ALTs and JATs involved in teaching the ECAD 
program and members of the Saitama Prefectural JET Program.

As editors we provided a theme, a process and a forum for our 
contributor’s work.  Our goal was to help first time authors to get their first 
publication.  We hope to repeat this process next year with Volume 2.

The activities are suitable for elementary grades 5 and 6.  Some are also 
suitable for elementary grades 3 to  6 and junior high school grades 1 to 3.  
Activities should require no more than fifteen minutes; five minutes of 
explanation and a ten minute activity. 

The activities introduce young learners to an aspect of a culture. It isn't 
necessarily a national culture or the contributor’s culture. For example 
‘Dreidle’, a game played during Hanukkah, the Jewish Festival of Lights, is 
celebrated worldwide at this time of year. In each case the idea being 
introduced is very simple. 

Saitama City Educators is entirely separate from Saitama City Board of 
Education.  However, ideally each activity will compliment one or more of the 
ECAD curriculum lessons for elementary or junior high school, but this is not 
strictly necessary.  We simply wanted to produce a resource that would be as 
useful for Saitama City ALTs, JATs and HRTs as possible.  

Thank you to all our contributors. In particular thank you to our first time 
contributors for choosing JSCE as a forum for their work.

Le Meás, Brad and John
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Arnold Aragones: 
Sempai Meishi
アーノルド・アラゴネス, 先輩名刺

Origin Japan

Time 1-3 months

Grades Junior High 1-3

Materials Meishi name cards

Preparation 
Time 1 hour

Notes
1. Here in Japan, seniority plays an 

important role in the relationships 
students have with teachers and, 
more importantly, with each other. 

2. This activity is useful for creating 
cooperation between various 
departments and staff.

Procedure 
1. First meet with school staff and 

explain the goal of Senpai Meishi: 
for students and faculty to  interact 
in English, in a culturally familiar 
way. 

2. In class, model the ways that the 
name cards can be exchanged:
a. When giving a card to  another, 

students must try to make self-
introductions in English.

b. Students must pass their name 
cards to students of the next 
grade. 3rd grade students must 
pass their name cards off to 
the teachers. 

c. Students must not bully   
younger students. 

3. Students write their names and 
decorate each card with pictures 
that describe them. 

4. Over the determined period (1-3 
months) students make self 
introductions in English whenever 
the opportunity arises. 

5. Students who receive the cards 
grade the presenter by writing a 
comment on the back
a. This comment should be a 

positive assessment of the 
presenter’s effort. 
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Carl Bloomfield: 
Union Flag
カール・ブルームフィルド, ユニオン
ジャック

Origin United Kingdom

Time 15 minutes

Grades 5th and 6th grade 
Elementary

Materials • flash cards
• map (optional)

Preparation 
Time

30 minutes to make 
flash cards

Notes
1. The union flag as an image is  

ubiquitous in Japan. It can be 
seen on many different consumer 
goods

2. This activity would make a good 
self introduction for a British ALT

3. This activity would compliment 
the ECAD, World Bazaar Lesson

Procedure
1. Show students the Union flag and 

ask them where they have seen it 
before

2. Explain that usually one flag = 
one country but this flag = four 
countries

3. Explain where the UK is and 
which countries are represented 
by the flag

4. Students play ‘Simon Says’ using 
gestures based on each of the 
flags

Potential Problems
1. Students may not know the word 

flag. Check they understand what 
is being talked about.

2. If students are not really paying 
attention during step 1 of the 
procedure then seeing the Union 
flag out o f the context o f 
consumer goods will be very 
confusing

What is the Union flag?
The Union Flag (often called the 

‘Union Jack’) is the flag of the United 
Kingdom. The UK is a political union 
of four separate countries: England, 
Ireland, Scotland, Wales and 
Northern Ireland. 

The Union Flag is sometimes 
seen as an element of the flags of 
other countries like Australia and 
New Zealand. This is because these 
countries are part of a group of 
countries called ‘Commonwealth’ 
countries. 

The Commonwealth is like a club 
with the UK being the senior 
member. The modern Republic of 
Ireland, unlike Northern Ireland, is 
not a member of the United 
Kingdom or the Commonwealth.
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Erik Birkland: 
Haien Kommer! (The 
Shark is Coming!)
エイリック・バークランド, ハインコッメ
ル「サメは来る」

Origin Norway

Time 15 minutes

Grades 1st to 6th grade 
Elementary

Materials Space

Preparation 
Time None

Notes
This was my favorite PE activity 

back in Elementary School in 
Norway. It's a fun “tag”-like game, 
and it's sure to activate the students' 
imagination. It can also teach them 
some fish vocabulary.

Procedure
1. One student is designated as the 

shark, and is assigned to the 
center of the room. 

2. The other students are divided 
into four groups. 

3. Each group is given a fish name, 
for example: Dolphins, salmon, 
flatfish and codfish. The groups 
are assigned to different corners 
of the room serving as their 
bases / safe spots.

4. The teacher's role is to summon 
the different types of fish from 
the i r bases. For example : 
“Salmon, come out and swim!” 

5. The salmon then have to run/
swim in circles around the shark 
until the teacher shouts “The 
shark is coming!” The salmon 
then have to get back to their 
corner while avoiding getting 
caught and eaten alive by the 
sharks. It's up to the teacher 
which group(s) to summon, but 
variation is good.

6. Fish that get caught when fleeing, 
become sharks for the next 
round. 

7. The last person to get caught is 
the winner.

Potential Problems
This game is best played in the 

gym or outside, as it can get very 
lively and we wouldn't want the 
students to crash into stuff.
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Philip Chan: 
Skeleton Scavenger Hunt
フィリップ・チャン, 骸骨宝探し

Origin America/ Canada

Time 15 minutes

Grades
5th grade Elementary 
to 3rd grade Junior 
High School

Materials
• large/long sheet of 

paper
• cardboard or 

Skeleton decoration

Preparation 
Time

30 minutes to make/
draw and cut out 
skeleton/ 5-10 
minutes to hide 
pieces around the 
classroom

Notes
1. This lesson is best done around 

Halloween (October 31st), but 
can easily be adapted for other 
occasions ( i.e. Christmas = 
Santa Claus.)

2. This activity works best if you 
have your own classroom, so you 
can hide the pieces of the 
skeleton without the students’ 
knowledge.

Procedure
1. Ask the students what they do on 

H a l l o w e e n a n d i n t r o d u c e 
Halloween in your country or 
America.

2. Show the students the differences 
between an American style 
Halloween and other countries.

3. Explain that in America, they 
somet imes hold Hal loween 
parties, where they play games, 
watch scary movies and eat 
many sweet things.

4. Explain the scavenger hunt 
game.

5. Show them the outline of the 
skeleton so they know what parts 
to find, explain that you have 
hidden the pieces somewhere in 
the classroom.

6. Students can be separated into 
groups and multiple skeletons 
may be used.

7. Older students can be given a 
“list” of parts to  find or more 
advanced students can ask 
questions about the location of 
the bones.

8. This activity can also  be used to 
teach younger students parts of 
the body (i.e. head, arms, legs, 
etc.)

Potential Problems
1. It may be difficult and time 

consuming to draw/make your 
own skeleton(s).  You can 
sometimes purchase a large 
paper/plastic skeleton model.  
Just make sure the model has 
removable parts.  However you 
should never spend your own 
money on materials.  Sometimes 
schools have a budget set aside 
to purchase materials, so  you 
may be able to  ask if it is 
something you may purchase and 
be reimbursed for in the future.  
Be sure to ask in advance and　
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get confirmation before buying 
any materials.

2.  It may be difficult to hide all the 
parts before each class.  Allow 
yourself about 5 minutes to hide 
the parts or have each class 
return the parts to where they 
found them after the game.

3. If you do not have your own 
classroom it may be difficult to 
hide the pieces without the 
students watching.  Some 
schools may allow you to take the 
class outside, but once again 
check with the teachers BEFORE 
class begins.  

4. The cardboard pieces may 
deteriorate after many uses.  If 
your school has a laminator you 
can also laminate the pieces and 
use magnets to stick them to  their 
outlines.

What is a scavenger hunt?
A Scavenger hunt is a game in 

which the students are asked to  find 
a number of items hidden around 
the classroom.  Usually they are 
given a list of items to find or they 
can ask location questions to find 
the parts.  But for younger children, 
they are shown an outline of the 
skeleton in order for them to know 
what parts to find.  The pieces are 
then taped to the outline and the first 
student or group to find all the parts 
wins.

Helpful links
Here are some links to printable 

skeleton pictures you can use 
instead of freehand drawing your 
pictures.

http://www.eslthemes.com/
special_days/halloween/skeleton/
indexskeleton.htm
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John Finucane: Dreidle
ジョン・ファヌカン, ドレイドル

Origin International Jewish 
Culture

Time 15 minutes

Grades
5th grade Elementary 
to 3rd grade Junior 
High School

Materials
• Dreidles (1 per 4 

students)
• counters (20 per 

student)

Preparation 
Time

3 hours to make 
dreidles

Notes
1. This lesson is best done around 

Oshogatsu because Hanukkah is 
a winter festival.

2. The dreidle pattern, how to and 
rules can be found at: http://
www.bbc.co.uk/schools/religion/
worksheets/

Procedure
1. Ask your students what they 

know about Oshogatsu. Ask them 
what they do, eat, play and 
decorate

2. Explain about Hanukkah
3. Explain at Hanukkah we play 

Dreidle
4. Explain the rules of Dreidle
5. Students play Dreidle in groups of 

4 or 5

Potential Problems
1. Dreidles require a lot of time to 

make. If you want to do this 
lesson you will need to prepare 

well in advance. If you want 
someone at school to help you 
prepare it you will need to 
carefully explain how much work 
is required.

2. Dreidles can be bought online 
quite cheaply. However you 
should NOT spend your own 
money on materials for school.

3. Dreidles, unless they are well 
made, become shabby quickly. 

4. Finding suitable counters can be 
difficult. For a class of 40 
students a great many will be 
required. A good option is a box 
of toothpicks. These can be 
purchased from a supermarket 
cheaply. However you should 
NOT spend your own money on 
materials for school. Some 
schools may have traditional 
counters called Omikuji.

5. If you use toothpicks you will 
have to  judge the maturity of your 
class because toothpicks are 
sharp.

6. If you choose to do the activity 
without counters it will be much 
less exciting for students.

What is Dreidle?
Hanukkah is a Jewish winter 

festival. It lasts for eight days and 
can take place at any time between 
late November to late December. 
Dreidle is a traditional game played 
by Jewish people during Hanukkah. 

Dreidels are similar to  dice, but 
they have a handle on the top and 
come to a point at the bottom. They 
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have four sides, on each of which is 
a Hebrew letter. To play the game, 
each player needs 10 counters. To 
start with, each player puts one 
counter into  the pot. Players take it 
in turns to spin the dreidel, winning 
or losing tokens as below. The 
winner is the first player to get all the 
tokens.
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ג ש ה נ
Gimmel 

(All)
Shin
(Put)

Heh
(Half)

Nun 
(Nothing)

You win a l l the 
tokens in the pot. 
Each player then 
puts one token in 
the pot

The player puts one 
token into the pot

You win half the 
tokens in the pot If 
this empties the pot, 
each player puts 
one token in

The p layer wins 
nothing, but also 
loses nothing

Key: Hebrew Letters

Nun  - ナン
Do Nothing

Shin - シン
Add one

Hay  - ヘイ
Take Half

Gimmel - ギム
Take All

Teachers HandoutDreidlesBlackboard Plan



Brad Holmes: Rap
ブラット・ホルムズ, 英語のラップ

Origin Western 
Contemporary Music

Time 15 minutes

Grades
5th grade Elementary 
to 3rd grade Junior 
High School

Materials • handouts or 
blackboard

Preparation 
Time 20 minutes

Notes
1.This works well as a warm-up / 
ice-breaker at the beginning of 
class. 
2.It can be done each class, with 
new sentences each time, as a new 
vocabulary introduction tool, or for 
reinforcing target sentences / 
phrases.
3. For lower grades the focus is 
more on the vocal reproduction 
practice than on reading. Even 
single words, colors for example, 
can be rapped. 

Objective
To g e t s t u d e n t s a c t i v e a n d 
pa r t i c i pa t i ng t oge the r do ing 
something they consider cool; 
thinking about rhythm in language 
and finally, practicing pronunciation 
in a repetitive, but fun, way.

Procedure

1. Think of the Queen song – `We 
Will Rock You` and think of the beat:  
♩     ♩    ♩     ♩    ♩    ♩
Boom Boom Bah,  Boom Boom 
Bah....

♩  ♩   ♩     ♩  ♩  ♩     ♩   ♩     
♩     ♩  ♩   ♩
We    will,  we   will  rock you!

2.Think of three or four sentences 
that can be chanted over that beat. 
The difficulty level should be 
adjusted according to  the student’s 
age. Think military boot camp, ‘call 
and response’ style.
3. Print student handouts with the 
sentences.
I f s tuden ts can ’ t r ead we l l , 
sentences on the whiteboard work 
fine and may pique their interest in 
learning to read or, at least, 
a t t e m p t i n g i n d i v i d u a l l e t t e r 
recognition
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Examples

♩  ♩  ♩        ♩   ♩  ♩
H e l l o , h o w a r e y o u t o d a y ?         
(Students repeat)

♩   ♩   ♩          ♩    ♩   ♩
I’m fine thank you. How are you?   
(Students repeat)

♩   ♩   ♩    
I`m fine too.                      
(Students repeat)
♩  ♩   ♩      ♩   ♩  ♩
Do you have a dog or cat?         
(Students repeat)

4. In the classroom, read the 
sentences and have students 
repeat. Also explain meanings if 
required.
5. Now, teacher and students
practice the beat in unison. 

e.g. Stomp Stomp Clap, Stomp 
Stomp Clap….  (feet and hands)
or, 
patting their desk tops. e.g. Bang 
Bang Clap, Bang Bang Clap…..
or 
basic clapping for lower grades. e.g. 
Clap, Clap, Clap…

6. The Teacher can nominate a 
different ‘Drum Leader’ each time 
and class applauds them after the 
activity.
7. Next introduce the rapping over 
the beat. The Teacher chants the 
sentence, students repeat the 
sentence. Maintain the beat. Repeat 

each sentence as many times as 
students’ interest level allows.
8.Tel l students they are now 
experienced Rappers, in English

Potential Problems
1. Students can be enthusiastic, 
volume may be high.
2. It can be challenging to keep the 
beat constant while repeating the 
sentences, but this can help hold the 
students` interest.
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Justin Oistad: 
‘London Bridge is Falling Down’
ジャスティン・オイスダット, ロンドン橋

Origin United Kingdom

Time 15 minutes

Grades
5th grade Elementary 
to 3rd grade Junior 
High School

Materials none

Preparation 
Time none

Notes
*The Japanese version of London 

Bridge is:

“The Telephone Song”
“Mushi Mushi Ah No Ne”

Mushi, mushi ah no ne 
Ah no ne 
Ah no ne, 
Mushi Mushi a no ne 
Ah so desu ka!

Procedure
1. Choose two students, who will 
form “the bridge”. The two students 
face each other, then hold both of 
each other’s hands and raise them 
fo rming a “b r idge” , o r more 
accurately, a doorway. 
2. The remainder of the students 
form a single line. When the music/
chanting begins, the students file 
under the bridge created by the two 

students holding hands. When the 
music or chanting ends, the students 
forming the bridge drop their arms 
down, trapping whichever student is 
unfortunate enough to  be there at 
the time.
3. The student caught in the bridge
becomes the focus of the following 
exchange: 

Teacher: ! “Hey! Hey! Kazuhiko!”
Students: “Hey! Hey! Kazuhiko!” 
Teacher: ! “What fruit do you like?” 
Students: ! “What fruits do you like?” 
Kazuhiko: “I like apples. Students 
! ! Oh, I see!”

4. Start the process over again.

What is ‘London Bridge is  Falling 
Down’?

This is a popular kid’s song and 
game played in schools all over the 
U.K., the U.S and many other places 
as well. Japanese children should 
be familiar with this song as there is 
a Japanese version* sung to  exactly 
the same tune. However, you can 
easily change out the original song 
(London Bridge is Falling Down) in 
favor of anything you deem more 
appropriate- any rhythmic chant or 
music will do. This game is also 
adaptable to any target language or 
vocabulary you would like to use.
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Robert Rowland: 
Hopscotch
ロバート・ローランド, 石けり遊び

Origin International

Time 15 minutes

Grades
5th grade Elementary 
to 3rd grade Junior 
High School

Materials
• chalk (if outside)
• colored tape (if 

inside)

Preparation 
Time

10 to 20 minutes 
(depending on class 
size)

Notes
1.This lesson needs space and 
would work best outdoors.  It can 
also be played indoors if space is 
available.
2.This lesson fits in with the 
Elementary School 5th grade 
curriculum, lessons 22 and 23 when 
the students are learning about old 
fashioned kids games in Japan.  It is 
also appropriate in the 6th grade 
curriculum lesson 25, where the 
lesson goal is “To foster an attitude 
of respect towards the world’s 
countries and languages”.
3. Saying the number of each 
square hopped it a good way to get 
the kids talking, however it is not the 
only way. The countries in which 
variations of hopscotch are played 
listed above are all represented in 
the ECAD, ‘Wor ld Greet ings 
Song’ (Curriculum p.142 ).  Having 
the kids chant a greeting from a 

specific country and rotate countries 
round by round as they hop is 
another way to get them to 
participate vocally.

Procedure
1. Ask the students what kind of old 

fashioned games are played in 
Japan until they guess “Ishikeri.”

2. Explain that different versions of 
this game are played all around 
the world.

3. Explain the court set up and rules 
of the game.

4. Depending on the number of 
students/ courts, split into groups 
and play the game.

Potential Problems
1. The students may not guess 

Ishikeri.  Prompt them with 
gestures of kicking and hopping.

2. This game is played one student 
at a time so depending on the 
number or groups/ courts, there 
can be a bit of dead time.  If you 
have enough space, try to  make 
at least 6 courts or more to keep 
the students active.

3. Some students may not take the 
game seriously and throw / kick 
the marker or otherwise not follow 
the rules.  Creating 2 teams on 
each court and taking points from 
a team not following the rules is a 
good way to keep order.

             
What is Hopscotch?

Hopscotch is a simple children’s 
game played in over 20 countries 
and as many languages all over the 
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world.  Some of these countries 
include: 

England (Hopscotch), France 
(Escargôt), China (Gat Fei Gei), 
Germany (Himmel und Hölle), Spain 
(Rayuela), Italy (Campana / Mondo), 
India (Stapu, Kith-Kith).  

Though there are many different 
variations of the game, the basic 
rules are simple. 

Rules of the Game: The first 
player lines up in front of the first 
square of one of the court variations 
above.  The player then throws a 
marker (stone, beanbag) etc. into 
the first square of the grid.  

Hopping from one square to the 
next in sequence, the player must 
travel from one end of the court to 
the other and back, skipping over 
the square in which the marker 
landed.  

Squares placed side by side are 
straddle jumped, meaning that both 
feet may touch the ground at the 
same time at this occasion only 
(unless one of the boxes contains 
the marker).  

On the return trip, the player must 
bend down and pick up the marker 
before exiting the court.  After 
finishing a round trip, the player then 
tosses their marker into the next 
square in sequence and the game 
continues.  

If the player loses their balance 
and puts both feet down or touches 
the ground with their hand while on 
the court, their turn is over.  

If the thrown marker does not 
land squarely in the intended place 
(i.e. on a line or in another square) 
the player’s turn is over.  

Should a player’s turn end while 
they are on the court, their marker 
remains on the board and other 
players must hop around it.  

The game continues until a player 
has successfully completed 10 
round trips of the court.  For more 
detailed rules or examples of 
variations, please check these links:

 
http://family-fun.kaboose.com/
hopscotch.html

http://en.wikipedia.org/wiki/
Hopscotch

Saying the number of each 
square hopped it a good way to get 
the kids talking, however it is not the 
only way. The countries in which 
variations of hopscotch are played 
listed above are all represented in 
the ECAD, ‘World Greetings Song’ 
Curriculum p.142.  

Having the kids chant a greeting 
from a specific country and rotate 
countries round by round as they 
hop is another way to get them to 
participate vocally.  
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Alana Schramm: 
Animal Sounds
アラナ・シュラム, 動物の鳴き声

Origin International

Time 15 minutes

Grades 1st to 6th grade 
Elementary

Materials

• animal flashcards 
(1 per animal)

• animal sound 
flashcards (1 per 
sound)

• animal role-cards (1 
per student)

Preparation 
Time 1 hour

Notes
1. This activity is suitable when 

learning animal vocabulary.
2. This activity is more fun with a 

larger space so students can run 
around. 

3. This activity is more fun with as 
many students as possible.

Procedure
1. Show students animal flashcards 

and ask what sounds they make 
in Japanese. 

2. Use the animal sound cards in 
different languages to  get them to 
guess which ones correspond to 
which animals.

3. Explain that animal sounds are 
different in different languages.

4. Explain the rules of the game: 
Students are each given an 
animal card. They must find the 
other members of their animal 

group by only making the sound 
corresponding to their animal. 
The first group to find all their 
member wins.

Potential Problems
1. The students may not want to say 

their animal sound. This may be 
because they are unconfident in 
their ability to  correctly say the 
sound or because they do not 
want to participate in the activity. 
In the first case, practicing the 
sounds as a class until the 
students feel comfortable is a 
solution. In the second case, 
highlight the competition aspect 
of the game with points.

2. Students may try to play the 
game by speaking in Japanese; 
however, deducting points from 
an offending team may be a way 
to avoid that situation.

3. The students may show their 
animal cards to other students 
instead of using the sound, so 
students should remember their 
animal, then put the card down.

What are animal sounds in 
different cultures?

Onomatopoeias vary from culture 
to culture. It may be interesting for 
students to  discover the similarities 
and differences in animal sounds 
between Japanese and other 
languages. 
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Brad Semans: 
Duck, Duck, Goose
ブラッド・シーメンズ, ハンカチ落とし

Origin International

Time 15 minutes

Grades All grades

Materials
• duck and goose 

flash cards
• handkerchief

Preparation 
Time 10 minutes

Notes
1. The Japanese version of this is 

called [Hankachi Otoshi] or [Drop 
the Handkerchief] 

2. It is best to do this in the 
gymnasium or outside. 

3. This relates directly to  the 3rd unit 
of the 6th grade in the ECAD 
curriculum.

Procedure
1. Show the students pictures of a 
duck, a goose, and students playing 
duck, duck, goose.
2. Explain the game with lots of 
gestures until the students are able 
to guess the Japanese name of the 
game. Then praise students.
3. Practice phrases for praising: 
Good job!, Great!, Youʼre fast! 4. 
Play the game. Each time a round 
finishes, have the students praise 
each other.
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Matthew Shannon: 
Double Dutch
マシュー・シャノン, ダブルダッチ

Origin Urban United States

Time  10-20 minutes

Grades All grades

Materials • long jump ropes

Preparation 
Time

none

Notes
1. Double Dutch jumping requires 

some time getting used to, so 
start with a single rope in order to 
sing the songs.

Procedure
1. Double Dutch songs should be 

introduced independently of rope 
jumping, so that students may 
gain familiarity with the pace and 
rhyme scheme. 

2. When student performance of the 
song is acceptable, begin with 
rope jumping with one or two 
ropes.

3. You will need two responsible 
people to swing each set of 
ropes, although it is fine to rotate 
students through the positions.

Potential Problems
1. The rope-swingers control the 

tempo of the song and exercise. 
Check that they play fairly with 
other students.

2. In the absence of longer jump 
ropes, consider tying smaller 
jump ropes together.

3. No jump-ropes?, you can use 
heavy rope or cord, as double-
dutch ropes do not require 
bearing-loaded handles.

4. You should check with the 
teacher to see if their clothing is 
acceptable for the exercise.

5. In the counting version, it may 
become difficult for students to 
a c h i e v e h i g h e r n u m b e r s . 
Encou rage t hem to chan t 
together for support.

What is Double Dutch?
Double Dutch is a multi-person 

jump rope game originating in the 
United States during the 20th 
century. It is a popular schoolyard 
game and athletic activity most 
usually accompanied by a song or 
chant. The jumping activity may be 
modified to increase difficulty or 
coopera t i on , o f t en requ i r i ng 
participants jump in pairs, or react to 
cues in the song, such as touching 
one’s head, toes, spinning around, 
etc. 

Hundreds to thousands o f 
variations exist and may be easily 
found on the internet. The name 
“Double Dutch” may be attributed to 
the belief that the game was brought 
over by Dutch settlers to New York 
c i t y , o n c e k n o w n a s N e w 
Amsterdam, and that the activity was 
so named “Double Dutch.” Although 
recognized as being American in 
o r i g i n , D o u b l e D u t c h Wo r l d 
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Championships draw contestants 
from Brazil, Germany, Sweden, 
France, Japan, and others. 

As of 2009, it is now placed 
alongside basketball, baseball, 
soccer, and others as a recognized 
high school varsity sport in the New 
York City education system. 

Appropriate Song Selections

Bubble-Gum

Bubble-gum, 
bubble-gum,
in a dish,
how many pieces
do you wish?
1...
2...
3...
4...

Count until a set number at which 
jumper may leave, or until failure to 
jump both ropes.

Teddy Bear

Teddy bear, teddy bear,
touch the ground!
Teddy bear, teddy bear,
turn around!
Teddy bear, teddy bear,
go upstairs!
Teddy bear, teddy bear,
say your prayers!
Teddy bear, teddy bear,
turn down the light, 
teddy bear, teddy bear 
say goodnight! 1... 2... 3...

In this version, students must use 
appropriate actions or gestures in 
pace with the song. Follow same 
count-out rules as before.

I like ~~

I like ~~,
I like tea.
I like ~~~
to jump with me.

This simple rhyme is sung by the 
jumper.
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Matthew Shannon: 
World Telephone Greetings
マシュー・シャノン, 世界の電話のあいさつ

Origin International

Time 15 Minutes

Grades 1st to 6th Grade 
Elementary

Materials • list of greetings

Preparation 
Time

10 minutes for 
printing cards

Notes
1. Th is exerc ise bu i lds upon 

children’s existing knowledge of 
world greetings, and is a good 
complement to world hello songs.  

2. Using printed cards, this lesson 
will use roman characters to 
approximate the pronunciation of 
other languages. 

3. These approximat ions help 
students understand the function 
and use of roman characters as a 
phonetic aid.

Procedure
1. Have students separate into 

equal groups for a game of 
“telephone.” Administer the same 
word (for example, “pronto”) to 
each group leader. The students 
will then whisper it to the next 
student in line, and repeating this 
process until the final student.

2. The final student may attempt to 
write the greeting on the board, or 
simply speak it aloud when called 
on.

3. After an introductory round, 
introduce and practice the new 
greetings using the printed cards.

4. Repeat the activity, providing 
competitive elements (such as 
racing to  touch the corresponding 
paper or flag to the word, or 
s i t t i n g d o w n fi r s t w h e n 
completed) as needed.

Potential Problems
1. Many of these greetings are 

easi ly confused with other 
countries. Consider the abilities 
and atmosphere of your class, 
and choose an appropriate 
number of country greetings. The 
number of greetings can always 
be increased, while it would be 
difficult to ask students to remove 
focus. 

Some examples of World 
Telephone Greetings?

Country Answer
Argentina Hola?
China Wei.
France Allô?
Ireland Hello?
Israel Shalom.
Italy Pronto.
Korea Yeoboseyo?
Mexico Bueno.
Portugal Está?
Russia Slushayu vas.
Spain Diga/Digame.
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Mark Roger Sone: 
Patintero
マークロジャー・ソネ,　パティンテロ

Origin Philippines

Time 20 minutes

Grades 3rd to 6th Grade 
Elementary

Materials

• chalk (if inside)
• colored tape (if 

outside)
• scoreboard/ 

blackboard
• stop watch

Preparation 
Time

10 minutes for 
printing cards

Notes
The most widely known and 

played game in the Philippines is 
"Patintero." Due to its popularity a 
set of official rules was established. 
For our short cultural activity, we can 
use unofficial rules of Patintero and 
simple scoring. We will need chalk 
or water (if played outside), a 
scoreboard (blackboard) , and a 
stop watch.

Procedure
A team is composed of 5 players 

and a coach (Teacher/ ALT). The 
objective of a team is to accumulate 
as many points by passing the lines 
without being tagged. A defensive 
team is called line guard (Taya) 
while an offensive team is called the 
passer (Bangon)

Rules of the Game:
1. The game is started with toss of a 

coin or Rock Scissors Paper. The 
winner ’s team plays as the 
Passers (Bangon)

2. Passers are supposed to cross 
the lines from the starting point 
and back. 

3. Four line guards are positioned 
on the vertical line and one on the 
horizontal line of the court.

4. Their feet should always be on 
the line.

5. Line guards tag the passer with 
powered hands. 

6. To simply the rules, we can set no 
time limit for the game. The line 
guards must tag all passers 
before they can switch places. 
One point is given to each passer 
who reaches the back and 
returns to the starting point.

What is Patintero?
The official rule of Patintero is two 

minutes for each team to score (one 
round). Once the limit elapses, the 
line guards assume the positions of 
the passers. If any of the passer is 
tagged, the line guards immediately 
assume the position of the passers 
even if the 2-minute limit has not 
elapsed.

Official Scoring System:
From Entry Point From Exit Point: 
First line - 1 pt. Fourth line - 2 pt. 
Second line - 2 pts. Third line - 3 pts. 
Third line - 2 pts. Second line - 3 pts. 
Fourth line - 2 pts. First line - 5 pts. 
(Home)
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Hung Vo: 
Bit Mat Bat De 
(Catching A Goat While Blindfolded)
ホン・ボ, ビト　マト　バト　デ

Origin Vietnam

Time 20 minutes

Grades 3rd to 6th Grade 
Elementary

Materials space

Preparation 
Time

None

Notes
1. This game can be played both 

indoors and outdoors. A large 
space is needed for all players to 
stand in a big circle.

2. The more kids there are, the 
bigger the circle, the more difficult 
it is for the catcher to catch the 
goat, and thus the more fun the 
game will be!

3. As some kids prefer to be 
catchers all the time, it is 
advisable to alternate the teams 
between being the goat and 
being the catcher after a few 
rounds.

4. How to adjust the game to teach 
kids target sentences: In step 7 of 
‘how to play’ below, have the 
catcher ask the target sentence, 
e.g. “Where are you?” and the 
goat answer “I am here.” The 
ALT/teacher can flexibly change 
the target sentences as needed.

5. It is also possible to have team 
mates help direct both the 

catcher and the goat, using “Left,” 
“Right”, “Straight,” or “Stop.”

Procedure
1. This game is best played by ten 

or more kids divided into two 
teams: the goat team and the 
catcher team.

2. All kids stand in a circle. 
3. Two kids, ideally two boys or two 

girls at a time, are chosen with 
the one from the goat team being 
the goat, and the other from the 
catcher team being the catcher. 

4. The goat and catcher stand in the 
center, both blindfolded. 

5. Time allocation: 1minute/ round 
(the time limit can be changed.) 

6. After the“Ready?Go!” by the ALT/ 
teacher, the catcher and the goat 
must quickly move two steps 
forward. 

7. From this point on, the goat tries 
to maneuver around quietly but 
must periodically give out a "Baa! 
Baa!" 

8. The catcher tries to locate the 
goat by following his/ her voice to 
catch him/ her. If the catcher 
touches the goat, he/she yells 
“Got you!” 

9. How to score: If the catcher can 
catch the goat within the allotted 
time frame, his/her team gets 10 
points, while the goat team gets 0 
points. If the catcher fails to catch 
the goat within the allotted time 
frame, his/her team gets 0 points, 
while the goat team gets 10 
points.
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What is Bit Mat Bat De?
“Bit mat bat de,” literally translated 

as "catching a goat while being 
blindfolded," is a very popular 
traditional game for Vietnamese 
children. This game is simple and 
easy to play. In addition to the fun 
and excitement it provides, it can be 
adjusted to teach kids a couple of 
target English sentences. 

Reference: 

http://violet.vn/thpt-dlledoannha-
n g h e a n / e n t r y / s h o w / e n t r y _ i d /
2250914
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