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SUMMARY:

These two books introduce two common

games played by American children.
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OVERALL OBJECTIVES:

By reading these books and engaging
in the different activities, students will:
* Recognize and appreciate
differences and similarities
across cultures with regards
to the kinds of games children
enjoy playing.
* Understand the importance and
value of playing games.
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LET’S PLAY HOPSCOTCH AND JUMP ROPE
In this activity, students will play hopscotch and jump ropein 5§
order to compare the way they play the game with that of
the American children in the books.
MY FAVORITE GAME =

In this activity, students will draw and talk about their favor- 11
ite Japanese game.

INTRODUCING JAPANESE GAMES

ACTIVITY ACTIVITY ACTIVITY

In this activity, students will write and illustrate a short book 15
on how to play popular Japanese games like Darumasan ga
koronda and Doro-Kei.

Note: The time specified for each activity is an estimate.
Please feel free to modify parts of an activity in order to
meet the amount of time you have allotted for it.
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Let’s Play Hopscotch And
Let’s Jump Rope

TOTAL TIME REQUIRED

1 class session (45 minutes)

PRE-STORYTELLING SESSION

Time Required: 10 minutes

Before beginning the storytelling session, show students the front cover of the books
and ask the following questions to facilitate class discussion and participation.
* What kinds of games do you like to play with your friends?
* Have you ever played hopscotch or jumped rope? Do you like these
games? Why or why not?
Intfroduce the books by saying that they will read and look at pictures of American
children playing hopscotch and jumping rope.

STORYTELLING SESSION

Time Required: 15 minutes

Read the books to the class. Ask the students to look carefully at the pictures as

you read the story.

(Note: If your students are not familiar with hopscotch, you may read the

following hopscotch instructions at any point while reading Let’s Play Hopscotch.

This can help them understand the game.

* In a hopscotch game, the first player throws the marker (or stone) on

the first square, which has a number “1”. Then, the player hops over the
square. If there are two squares side by side, he/she should have a foot
in each square. If it is a single square, he /she should hop onto the square
on one foot. The player then hops up to the top, turns and hops back
down. When the player comes to the square with the marker on it, he /she
picks it up, then hops or jumps onto that square. Then, the next player has
his/her turn and does the same thing. After everyone has their turn, the
first player then moves onto the next number by throwing the marker on
the second square and so on. If a player throws the marker onto a square
and it misses, the other person gets a shot. If a player stands on a line, or
outside of it, or puts both feet down when he should be hopping, he/she
looses that chance and the other person gets a shot. The player who looses
his/her chance will need to repeat the number he /she missed. The winner is
the first player to reach the square with the highest number on the floor.)

POST-STORYTELLING SESSION

Time Required: 20 minutes

After reading the story, ask the following questions to facilitate class discussion and
participation. This should be done as a whole class discussion.
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A. Insight Questions

* Do the children in the book play hopscotch and jump rope the same
way as you do? How are they different or the same with the way you
play hopscotch and jump rope? (Note: To help students answer these
questions, ask them about the minimum and maximum number of players
they usually have to play hopscotch or jump rope, the kinds of rules they
have, the different levels of difficulty, special moves or tricks they have
when playing the games, etc.)

* Which one do you enjoy playing more — hopscotch or jump rope? Why?

Lead students to the conclusion that American children enjoy and play similar
games as Japanese children do. Depending on which activity you are going to use
for the next session, give a brief introduction of what they will expect in the next
session and where applicable, give them their homework as well.
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Let’s Play Hopscotch And Jump Rope

GRADE LEVEL
1-3

TIME REQUIRED

1 class session (35 — 45 minutes)

DESCRIPTION OF THE ACTIVITY

In this activity, students will play hopscotch and jump rope in order to compare the
way they play the game with that of the American children in the books.

OBJECTIVES

Students will learn to:
* Appreciate similarities and differences with the way Japanese children
play hopscotch and jump rope to that of American children.
* Understand how games are not only fun but also a way for children to con-
nect with one another.

MATERIALS NEEDED
* Chalk or masking tape
* Jump ropes
* The books “Let’s Jump Rope” and “Let’s Play Hopscotch”

PROCEDURE

1. Play hopscotch and jump the rope (15 — 20 minutes)

Divide the class into groups of 3 to 5 students and have some groups play hop-
scotch while other groups jump rope.

Hopscotch: Draw hopscotch boards on the ground with a piece of chalk or use
masking tape. Give students the following instructions:

* Decide among yourselves who will be the first player and so on. Here are
the rules: In a hopscotch game, the first player throws the marker (or
stone) on the first square, which has a number “1”. Then, the player
hops over the square. If there are two squares side by side, he/she
should have a foot in each square. If it is a single square, he/she
should hop onto the square on one foot. The player then hops up to
the top, turns and hops back down. When the player comes to the
square with the marker on it, he/she picks it up, then hops or jumps
onto that square. Then, the next player has his/her turn and does the
same thing. After everyone has their turn, the first player then moves
onto the next number by throwing the marker on the second square
and so on. If a player throws the marker onto a square and it misses,
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the other person gets a shot. If a player stands on a line, or outside of
it, or puts both feet down when he should be hopping, he/she looses
that chance and the other person gets a shot. The player who looses
his/her chance will need to repeat the number he/she missed. The
winner is the first player to reach the square with the highest number
on the floor.

Jump rope: Provide each group with a jump rope. Have students look at the
pictures in the book and do the same jump rope moves as the ones portrayed
in the book. If they are familiar with this game, ask them to prepare one
special jump rope move they know that was not portrayed in the book.
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§Opﬁonal Task: You may mention a short history of hopscotch and jump rope

.

: before the game.

* Hopscotch began hundreds of years ago in Britain. The original
hopscotch courts were over 100 feet long and were used for military
training exercises.

* Jump rope activity can be traced back to 1600 A.D. when the Egyptians
used vines for jumping.
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§Possible English Language Lesson:

: You may have students repeat the numbers in English before they start playing so
§'rhq'r they can recite the numbers while they jump rope or play hopscotch. Or, you

: may have students say “ready, set, go” every time a new player starts the game.
: You may also teach your students the following rhyme in English as they jump rope:

Apples, peaches, pears and plums

Tell me when your birthday comes,

January, February, March, April, May, June, July, August, September,
October, November, December

®0c0c0c00cc00c000000000000

: For additional jump rope rhymes, check out the following website:
*http:/ /www.gameskidsplay.net /jump_rope_ryhmes/

.
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2. Discuss the games (10 = 15 minutes)
Ask students the following questions:
* s this version of hopscotch different from the way you play it?2 How? Do you
know if there are any differences?
* What rules do you have when playing hopscotch?
* How is the way that American children jump rope similar to the way you
jump rope? How is it different?
* What rules do you have when playing jump rope?

Write down students’ answers.
Ask each group of students to show off their special jump rope move. For difficult

and interesting jump rope moves, you may ask them to teach those to their
classmates.
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3. Conclude the activity (10 minutes)
Ask students the following questions:
* What new things did you learn from this activity?
* Do you think it is important for children to play games? Why?

Summarize main points of the discussion. Lead students to understand that games
are not only fun but they can also

* help them connect with their friends,

* learn about the importance of following rules, and

* appreciate the value of sportsmanship.

Games are ways for people from different cultures to connect and interact with
one another. One good example is the Olympic games, where people from
different parts of the world play and compete with one another. Baseball, which is
popular in both the United States and Japan, is another good example.
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My Favorite Game

GRADE LEVEL
1-3

TIME REQUIRED

1 class session (45 minutes)

DESCRIPTION OF THE ACTIVITY

In this activity, students will draw and talk about their favorite Japanese game.

OBJECTIVES
Students will learn to:
* Share their thoughts about their favorite Japanese game.
* Use spoken language to explain the mechanics of their favorite game.
* Express their artistic abilities and creativity through drawing.
* Appreciate similarities and differences with regards to favorite games
played by Japanese and American children.

MATERIALS NEEDED
* Drawing paper
* Color markers/crayons/color pencils
* Pictures of American children playing a game (Please see CD for digital
copies of pictures.)

PROCEDURE

1. Assign task (5 min)

(Note: You may assign the task to students prior to the class session so they
can bring samples of their favorite Japanese games. For example, board
games, computer games, etc. Example of board games are chess (shogi) and
backgammon (sugoroku).)

Introduce the activity by explaining the following:

* American children like to play hopscotch and jump rope. They also play
all kinds of other games. Take a look at these pictures of American
children playing their favorite games. | will read to you what they say.
(Use attached handout.)

How about you? Do you like the same games as these children? What is your
favorite game? Draw a picture of your favorite game and be prepared to
answer the following questions when you present your drawing in front of the
class:
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* Why is it your favorite game?

* How is it played?

* When did you first learn how to play it?
* Who taught you to play it?

* With whom do you play it?

2. Share (30 min)

Ask each student to go to the front of the class to talk about their favorite game.
On the board, write down a list of the games mentioned.

: Possible English Language Lesson:

§You may ask your students to begin their presentation by saying “My favorite
game is.”

.
©000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000
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3. Conclude the activity (10 min)
Look at the list on the board with students and ask the following questions:

* Which game is the most popular?

* How many of these games are played indoors? How many are played
outdoors?

* How many of these games are played individually? How many are played
with friends?

* How many of these games involve physical activity or exercise (i.e. jumping,
running, etc.)?

* How many of these games involve testing one’s mental skills?

* How many of these games involve competitive play meaning someone has
to win¢ How many do not?

* How many of these games involve role-playing? How many do not?

* What are some games that you like that are similar to what the American
kids in the pictures like2

Based on the answers to the questions, come up with general observations about
what the students in your class prefer in a game.
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Introducing Japanese Games

GRADE LEVEL
3-6

TIME REQUIRED

1st class session (10 minutes) (*excludes time the students need to
work on their project)

2nd class session (35 minutes)

DESCRIPTION OF THE ACTIVITY

In this activity, students will write and illustrate a short book on how to play
popular Japanese games like Darumasan ga koronda and Doro-Kei.

OBJECTIVES
Students will learn to:
* Use written language to explain the mechanics of popular Japanese
games.
* Express their artistic abilities through drawing or taking pictures to explain
how the games are played.
* Appreciate popular Japanese games.

MATERIALS NEEDED

* Drawing papers

* Color markers/crayons/color pencils
* Folder

* Disposable camera (optional)

PROCEDURE

Ist Class Session

1. Assign the task (10 minutes)

Divide the class in groups of 3 to 4. Give the following instructions:

* You will write and illustrate a 6 — 8 page long book about popular
Japanese games such as Darumasan ga koronda and Doro-Kei. The pur-
pose of the book is to introduce American kids to these games. You will
write a short description of what the game is, list down the rules of the
games, and create illustrations or take pictures to show how the game is
played.

Have each group pick what game they would like to write about or you can
assign the game to them. (Note: You may also ask students what other games
they would like to write about. Make sure that these are games that involve

15
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physical activities and do not require electronic equipment like video games.)
To help students divide the task better, you may ask them to assign roles to
one another.

Between 1st and 2nd Class Sessions

2. Check the work

Prior to the second class session, ask students to submit their book. Go over them
and check for any inconsistencies. Have students correct these before they present
their book in front of the class.

2nd Class Session

3. Have students present their work (25 minutes)

Ask students to present their book in front of the class. After each presentation, the
class will be given time to ask the presenting group additional questions.

4. Conclude the activity (10 minutes)
Ask students the following questions in order to find out what they learned from
doing this project:

* What kind of difficulties did you encounter while describing this game? For
example, did you have a hard time finding words or pictures to explain the
game?

* What are some aspects of these games that you think someone who has
never played them will have a hard time understanding? How would you
help them understand these games better?

Summarize main points of this discussion. Conclude the activity by letting students
know that children all over the world play and enjoy similar games. For example,
Doro-Kei is called “Cops and Robbers” in the United States. It is a game of tag
too where the It has to chase and tag the other players, the one who gets tagged
becomes the next It.

90 000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000

Optional task: If your classroom has internet connection, explore this website

with your students to look at pictures and read how the same game is played in
different parts of the world. http://www.topics-mag.com/edition11/games-sec-
! tion.htm
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