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LEARNING IS FUN
Create, Share, Learn, Participate

S P R I N G

08:00 – 09:00

D A Y

P R O G R A M

REGISTRATION

Location: E200
09:00 – 10:15

10:15 – 10:45
10:45 – 12:15

WORKSHOP 1

Jet Hiensch (English Language Games)/ Improving Oral Skills
through Games (B312)
Matt Ledding / Not Just for CLIL : Speaking Games,
Vocabulary and Improv (B316)
BREAK
WORKSHOP 2 WITH JAMIE KEDDIE

The Teacher as Storyteller (B310)
12:15 – 13:30
13:30 – 14:45

LUNCH
WORKSHOP 3

Bethany Cagnol / Think Way Outside the Box: Quirky Ideas
for the Classroom (B312)
Graham Stanley / Gamification and Digital Play in ELT (B310)
Daniel Kelly / Learning is Fun ! (B316)
15:00 – 16:15

WORKSHOP 4

Peter Whiley / Quizzes and Games: A Must in the ELT
Classroom (B312)
Emma Herrod / For the love of LEGO! Teaching and
Creativity (B316)
Matt Ledding / Not Just for CLIL : Speaking Games,
Vocabulary and Improv (B310)
16:15 – 16:45

COFFEE / TEA + TRAY BAKE

16:45 – 18:15

CLOSING PLENARY

Jamie Keddie / Teaching English through Story (Estaunie)
18:15 – 18:45

CLOSING + WRAP-UP
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IMPROVING
ORAL SKILLS
THROUGH
GAMES

Language... isn't it all about communication? Yet, with the majority of
English language teaching focusing on reading and writing skills, how can
we then put an emphasis on oral skills? The challenge of focusing on oral
skills is that it is hard to efficiently train in large classrooms and doubly
challenging to involve all your students.
An excellent way to get students talking and listening is gathering them
around the table and engaging them in game play. There are numerous
advantages to using games in your classes and it is essential that the level
of the game is closely related to the level of your students.
This hands-on workshop will introduce you to three different interactive
board games that you can try out yourself. We invite you to play in the role
of the learner. Games vary for level and ages. Let’s try it out and play!

NOT JUST FOR
CLIL :
SPEAKING
GAMES,
VOCABULARY
AND IMPROV

This workshop is for, but not just for, people dealing with these
questions:
-How do you help students understand the concepts behind CLIL
subjects.
-How do you internalise understanding and vocabulary?
-How do you get them talking?
This workshop will leave you with a series of tools: speaking games,
based on improv theatre, which will make introducing, learning, and
recycling concepts and vocabulary.... fun.
This is not just for CLIL. Whether your students are shy or outgoing,
anxious young learners or grouchy old taxi drivers, you can empower them
to speak with speaking games. There will be little "theatre" in the
traditional sense, but there will be a lot of play and a lot of
communication. The workshop will leave you with tools you can put into
play in class the next day.
A chair is included, but don’t expect to use it... this will be an active
workshop.

FOR THE LOVE
OF LEGO!
TEACHING
AND
CREATIVITY

This workshop will combine a love of LEGO, teaching, and creativity.
Participants will have the opportunity to explore ways in which LEGO can
encourage learners’ spoken language, how it can be used to facilitate the
understanding of grammatical concepts, as well as some nice warmer
activities. There will be bricks to play with!
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THINK WAY
OUTSIDE THE
BOX: QUIRKY
IDEAS FOR
THE
CLASSROOM

This talk provides attendees with some highly unusual ideas for the
classroom. From encouraging text messaging to sitting on tables to
using water guns, the ideas presented can be used with higher
education students and/or adult trainees. The presenter will toss the
traditional classroom out the window and encourage attendees to get
WAY out of their comfort zones.

QUIZZES AND
GAMES: A
MUST IN THE
ELT
CLASSROOM

Enjoyable, inspiring, fun, and valuable, quizzes and games should be
part of every teacher’s educational package, and not just a ‘trick up
the sleeve’ to fill-in spare time in a lesson. They come in all sorts of
guises, and we should be versatile in our usage of them. Whether they
are personality-based, language/grammar-specific, or revising new
vocabulary, they have much value, and when conducted, informally,
they “whet the appetite” rather than cause stress as tests do. So, with
my help, I will provide a recipe of quizzes and games for you to use in
your ELT classrooms, and have you asking yourselves: “Who put the
‘Great’ into Britain, and why haven’t you used quizzes and games
more often?”

LEARNING IS
FUN !

Having spent the last several years trying to have fun with our
language students, we developed an escape game/ treasure hunt as a
tool to introduce (1000+) first-year students at the University of
Toulouse 1 - Capitole to the Language Resource Center (CRL).
Our game combines interactive storytelling using the Twine
platform and puzzles distributed in the physical space of the language
center. The game element is a springboard for spatio-temporal
interactions and play, encompassing multiple learning styles. In the
spirit of using pop culture as a catalyst for meaningful student
interaction, the recently popular escape game motif grabs students’
attention and increases their playful implication in the activity. We
hope to share these insights that have led to the success of our game
and the resulting increase in student production and participation.
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GAMIFICATION
AND DIGITAL
PLAY IN ELT

Language teaching and computer games may not seem like the perfect
match, but much can be learned from video games about how to
motivate our students. This is why gamification (using elements of game
design) is of interest to language teachers. In this workshop, we'll be
looking at ways in which you can use gamification and digital games to
inspire your students and help them practise English. I will share
reflections on how best to employ gamification and will provide useful
tips for teachers to make the most of trend which has seen a recent
explosion of interest. Participants will leave with plenty of practical
ideas of how to use computer games in the classroom.

THE TEACHER
AS A
STORYTELLER

“How do you use video in your classroom?” This is a question that I have
been asking teachers ever since YouTube was launched in 2005. And over
the years, I have come to a conclusion: there is a tendency for us to
focus on the video and neglect the story that it offers. In this practical
talk, I would like to share some activities which serve to engage students
in the video narrative and get them thinking, speaking, listening, writing,
reading and language learning.

(WORKSHOP 2)

TEACHING
ENGLISH
THROUGH
STORY !
(CLOSING PLENARY)

Stories define us. They are our memories and our dreams. They are our
relationships and our experiences. We think them, invent them, and
imagine them. Story and language are inseparable. In this practical talk,
I would like to build a case for bringing storytelling and story sharing to
the front of all classrooms. I will also share some interactive storytelling
activities that you can recreate with your own students.
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BETHANY
CAGNOL

Bethany Cagnol has an MA in Teaching Second and Foreign Languages
from the University of London and is a past president of TESOL France.
She has also served as Treasurer of IATEFL BESIG and on the IATEFL
Conference Committee. She runs her own company, International
Customer, and is an English language trainer for various clients in the
public and private sectors in the Paris area. Bethany has published
materials for Pearson, Cambridge University Press and Cornelsen.

DANIEL
KELLY

Daniel Kelly has been teaching English in H.E. institutions for the last 8
years and is currently co-ordinator of the first-year Economics and AES
English courses at Université Toulouse Capitole 1. He is co-creator of
theundeadclassroom.org along with Michael Harlow, which was
launched at TESOL France Colloquium 2017. He has been involved with
TESOL Toulouse for over five years and joined the event organisation
team a year ago. He enjoys exploring the possibilities of technology in
language learning and was the main organiser of TESOL Toulouse Tech
Day in January 2018.

EMMA
HERROD

Emma Herrod is a Learning Technologist and ESOL teacher in a further
education college in the UK. She is an ex-LEGO employee, with two
children (Thomas (12) and Grace (6)), a husband (Steve, 40), a cat
(Moneypenny, 3), and an unenviable coffee habit.
Her current role in FE involves researching and recommending digital
technologies which can enhance learning experiences, and equip
work-ready learners. In particular Emma works with VR/AR experts in
bringing new and exciting technologies to the classroom.
Emma’s team at The Windsor Forest Colleges Group are happy to
collaborate and share with fellow educators. Do get in touch.
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Graham Stanley is Country Director for the British Council in
Uruguay, where videoconferencing technology is being employed
to teach weekly English lessons to 80,000 primary school students.
He is co-author of the ELT Innovation award-winning book ‘Digital
Play: Computer games and language aims’ (Delta, 2011) and
winner of the English Speaking Union’s HRH Duke of Edinburgh
ELT Book of the year award for ‘Language Learning and
Technology’ (CUP, 2013).

Jamie Keddie is a teacher, trainer and storyteller. He is the founder of
Lessonstream, and the author of ‘Images’ (OUP 2009), ‘Bringing online
video into the classroom’ (OUP 2014) and ‘Videotelling’ (Lessonstream
Books, 2017). Jamie is an associate trainer at Norwich institute for
Language Education. He also has a weekly newsletter that you can
subscribe to at jamiekeddie.com.

Jet Hiensch, teacher of English as a foreign language, started her
teaching career in her home country, The Netherlands. There, she
worked at several schools for some years and then moved to Portugal.
She continued working there as an English teacher. In 2014, she
developed her first English language game for the classroom. The game
is called Bang the Button!!! and was awarded by The European
Language Label 2014.
Since then more levels and new games have come out. All her games are
focused on developing oral skills. Her slogan is: Let's get those kids
talking in English and... that's what they do. At the moment her games
are played in over 3000 schools in Portugal, Belgium, the Netherlands,
Greece and Poland.
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Canadian Matt Ledding has been teaching English in Madrid, Spain, for
about 17 years. He works with a wide range of people, from
executives to young learners, or as he calls them, "people". He has
taught grades 1-12, teacher trained for major publishers, designed
and led execution of custom role play examinations and bespoke
"non standardised" English tests for hiring processes with thousands
of candidates in areas where English is mission critical. As well, he
has performed around the world in 8 different languages and in
silence - he has a one hour show that Caleb Gattegno would approve
of, and in addition to his studies at the University of Saskatchewan, is
a graduate of l'école nationale de cirque de Montreal and a
professional magician.
He loves learning, and is fortunate to have smart and gracious friends
in the ELT world, whose continued support and mentoring have
dragged him further than he could ever have hoped to go on his own.
(You guys know who you are. A very serious thank you.)

PETER
WHILEY

Having acquired both a Certificate in Arts of the Theatre and a Master’s
Degree in English Language Teaching from Sheffield University, Peter
presently lectures within the Philology Department at Vistula University
in Warsaw. The most multi-cultural establishment in Poland, with
representatives from 83 countries, Peter’s students hail from Mali, the
Congo, Ukraine, Turkey, India, Vietnam, Kazakhstan, and Thailand,
including, of course, from the host country.
His published works include ’Culture Vulture’ and ‘Warsaw Madness’,
and he has been the Editor of IATEFL Poland’s Post-Conference Journals
and e-Bulletins for the past decade. Famous for his workshops on
humour, as well as presenting entertaining quizzes and debates, Peter
has been based in Poland since 1994, and worked in the Energy industry
for nine years.
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A BIG

thank you

TO OUR
SPRING DAY
SPONSORS!

ENGLISHLANGUAGEGAMES.NET
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