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Quick Guide

Key Words: Making and giving hints, making and drawing inferences, pair work, writing, self-evaluation, recycling vocabulary

Learner English Level: Beginner to Advanced

Learner Maturity: Jr. high school and over

Preparation time: about 10-15 minutes to print and cut cards

Activity time: Explanation time 5-10 minutes, playing time 15-20 minutes. Follow-up and expansion 30 minutes – 1 hour.

Materials Needed: Copy of A4 master(s), cut into sixteen pieces.

This is an activity that I use with my students to give them practice drawing inferences. It's a great way, even for first year junior high school students, to get students applying English that they have been studying in short simple structured sentences. The students also seem to have fun with the activity. 
Each card follows a set pattern. The pattern is four hints and an answer. 

Sample cards: Hints:

It’s a Japanese food.

It’s round.

You eat it with a brown sauce.

Osaka and Hiroshima are famous for it.

Answer: Okonomiyaki
Hints:

It’s a Japanese monster.

It can fly.
It often wears geta.
It has a long nose.
Answer: a tengu

Step 1: Prepare a series of cards for the students (see 16_up_culture_card.pdf ). You can grade them for your students’ level. You might make them a little below the students’ level so that they can understand the cards without having to use dictionaries or concentrate too hard on the grammar. This depends on your goals, i.e., fluency, vocabulary, target structures, and objectives.

Step 2: Demonstrate what you want the students to do by reading one or two cards to the class and having them guess the answer. I start with an easy card to build student confidence. The second card can be more difficult requiring you to think of and give additional hints. Tell the students if their partner(s) cannot answer the question in only four hints that the student reading the hints will need to think of and give additional hints so their partners can guess the answer.

Step 3: Break the students into pairs or small groups. I have found that pairs work best. Have the students turn their desks to face their partner(s) rather than being next to their partner. Sitting facing a partner makes inadvertent peeking more difficult. At this point no writing should be involved so students don’t really need desks.

Step 4: Give each student two cards. One student in each pair starts by reading the hints off his/her card. If four hints are not enough remind the students to make up their own hints. Each pair should finish one card before starting another card. Tell them after both partners have finished their cards to raise their hand to get some new ones.

Step 5: Walk around monitoring student performance and answer any questions that they might have. While you are walking around switch cards with any students who need new ones so each pair can go at their own pace and not disturb their neighbors.

Follow-up and expansion:

After the students have played the game and you feel they are ready you can have them write their own cards.

Step 1: Pass out a Culture Card Worksheet to each student (see Culture Card Worksheet) and the Culture Card Resource Questions (see Culture Card Resource Questions handout.)

Step 2: Demonstrate how to produce hints for the culture cards with the whole class. Show both good and bad examples and explain why they are good (being precise with sizes etc) and bad (being vague etc). Remind students about comparatives, which can help make the example more concrete. For younger/lower level students it might be best to make it as concrete as possible. e.g., animals, teachers at the school, foods, easy Japanese things etc. Most students learn comparatives in their second year of jr. high school. If students haven't learned comparatives yet this is a good way to introduce them. 

Step 3: Helpful tip: Have students think of their answer first. Knowing the answer enables students to use top-down processing when making hints. Have students complete at least one rough draft in class to monitor that they are doing it correctly. You can have them finish their first draft as homework or in class as time allows.

Step 4: Have students read over their hints and then exchange their papers with a partner and have the partner comment on: things that do not make sense, if the cards are too hard or too easy or things that need to be explained better. 

Step 5: After finishing the first edit have the students try their cards with other students to check them out again. After students have polished their card they are ready for a final check.

Step 6: Collect the final draft and provide feedback of your own.

Step 7: If possible have students type up their hints and put them together in card form. You may need to do some experimenting with a page layout program. I've found Adobe InDesign CS works best for me and have attached a template (see file 16_up_culture_card_template.idd) but I suggest you find what works best for you. After everything is finished make copies for the students to cut  apart and practice with their fellow students.

Additional Notes:

To motivate students I tell them that the best cards will be used on the examination. Students who make the best cards will have a better chance at the examination.

You can put whatever restriction on the types of answers that the students can use. I have noticed that a lot of students, even university students, often use Disney Characters or other characters that other students will know easily and they sometimes lack variety. On the other hand students may surprise you with the number of different things they come up with. 
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