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Alex Warren is a DELTA trained teacher 
trainer with over 15 years’ experience of 
working in ELT as a teacher, academic 
director and teacher trainer. Working for 
National Geographic Learning, Alex is 
driven by his passion for developing 
teachers on a global scale and helping 
them to reach their true potential. A firm 
believer in a communicative approach to 
language learning and student centred
learning, Alex enjoys working with 
innovative, thought-provoking materials 
and presenting on a wide range of ELT-
related topics.
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What makes a 
teacher and 

lesson 
successful?

“Teachers who are 
most successful in 
engaging students, 
develop activities 
with students' basic 
psychological and 
intellectual needs 
in mind.”

Anderman & Midgley, 1998 



Jean Piaget Lev Vygotsky Jerome BrunerJohn Dewey

Children are 
active 

learners and 
thinkers!

Learning should 
be relevant and 

within a 
meaningful 

context 

Children learn 
through social 

interaction!

Children learn 
through 
effective 

scaffolding by 
adults!





Technology in the Classroom

1) Effective way to connect with 
students of all learning styles
2) Enhances the interaction and 
collaboration
3) Helps students stay engaged
4) Facilitates an active learning 
environment
5) Can encourage students to be 
more responsible
6) Enhances the learning experience



“Though the educational 
potential of the internet is 
limitless, it is becoming 
apparent that wired students 
use technology less to learn 
than distract themselves from 
learning.”

Hal Crowther, Granta 111

Sydney M
orning Herald, 31

stM
arch 2019

On a scale of 1-10 how far do you agree with this statement 
(1=completely disagree, 10=completely agree)?







What are some advantages of using 
CPT software:
• IWBs allow teachers to deliver lessons in three 
different modes: visual, auditory and tactile (Beeland, 
2002). 

• Students said they felt that they learned better when 
using an Interactive Whiteboard and could understand 
the teacher better. 

• Students feel that the IWB offers variety when 
compared to the traditional whiteboard (Hall & 
Higgins, 2005). 

• Students also enjoy the multimedia capabilities of 
the SMART board. 

• IWBs support collaborative learning strategies.
Melanie Wong 2010





… motivate and engage students

Tech Games...









www.jtrs.co.uk/blog/teaching-with-technologies-1/post/10-ways-of-
using-quizlet-in-the-classroom-8



… motivate and engage students

… involve all students and facilitate 
collaboration

Tech Games...







www.weareteachers.com/best-of-teacher-helpline-12-ways-to-use-kahoot-in-your-classroom/



www.learnenglishkids.britishcouncil.org/games



“If you want 
to go fast, go 
alone. If you 
want to go 
far, go 
together.”

African Proverb



… motivate and engage students

… involve all students and facilitates 
collaboration

… help keep and develop students’ 
attention span

Tech Games...



The average human
attention span

“Having the attention span of a goldfish
used to be a bad thing!”

12
in 2000
seconds……….….

8
in 2013

seconds……….….
9

goldfish
seconds……….….



“acquired attention deficit disorder” 



“What is attended is 
learned, and so 
attention controls the 
acquisition of language 
itself.”

Ellis & Robinson, 2008, Handbook of 
Cognitive Linguistics and Second Language 

Acquisition





1-N - B B O L D D I P R R

2-N - L S L D A Q F P E P

The n-back task
1-N - B B O L D D I P R R1-N - B B O L D D I P R R1-N - B B O L D D I P R R

2-N - L S L D A Q F P E P2-N - L S L D A Q F P E P



2 n-Back 





… motivate and engage students

… involve all students and facilitates 
collaboration

… can help keep and develop students’ 
attention span

… aid classroom management

Tech Games...







… motivate and engage students

… involve all students and facilitates 
collaboration

… can help keep and develop students’ 
attention span

… aid classroom management

… reinforce learning through repetition

Tech Games...









… motivate and engage students

… involve all students and facilitates 
collaboration

… can help keep and develop students’ 
attention span

… aid classroom management

… reinforce learning through repetition

… provide opportunities for formative 
assessment

Tech Games...





… motivate and engage students
… involve all students and facilitates 
collaboration
… can help keep and develop students’ 
attention span
… aid classroom management
… reinforce learning through repetition
… provide opportunities for formative 
assessment
… encourage learning outside the 
classroom

Tech Games...





… motivate and engage students
… involve all students and facilitates 
collaboration
… help keep and develop students’ 
attention span
… aid classroom management
… reinforce learning through repetition
… provide opportunities for formative 
assessment
… encourage learning outside the 
classroom

Use Tech Games to…



“I never teach my 
pupils, I only 
provide the 
conditions in 
which they can 
learn.”

Albert Einstein
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Further Reading

Online games for young learners’ foreign language learning 
Yuko Goto Butler, ELT Journal, Volume 68, Issue 3, July 2014, Pages 
265–275, 
400 Activities for Interactive Whiteboards, Sharma et al 2011


