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How are you feeling?

As happy as seeing as 
fireworks

Relaxed like flowers in the 
morning sun

Feeling blue and a little 
under the weather



Questions
ÅWr^® i~ ·~¯ k¶§kg® pª~{ ®~i^·í« 

session?

ÅWhat technologies are you using in 

your classroom and for what 

purposes?





Agenda

Learning-centered principles 
and SLA principles

Applications in language 
teaching

Emerging technologies



Learning -centered approaches 
(Larsen-Freeman, 2024)

ÅTeach what students have yet to learn and are 

interested in learning. 

ÅTeach what learners find meaningful and 

relevant.

ÅTeach reason, not only rule. Teach concepts, not 

only procedures. 

ÅCreate a porous classroom: Learn with students

(Based on -s^|k >^ª«k|í« Presentation at TESOL 2024)



Kolbüs experiential learning model

Kolb & Kolb (2018)https://learningfromexperience.com/downloads/research-library/eight-important-things-to-know-about-the-

experiential-learning-cycle.pdf 

https://learningfromexperience.com/downloads/research-library/eight-important-things-to-know-about-the-experiential-learning-cycle.pdf
https://learningfromexperience.com/downloads/research-library/eight-important-things-to-know-about-the-experiential-learning-cycle.pdf


SLA principles

ÅLearners need a large amount of 

varied, rich, meaningful, 

comprehensible input



SLA principles

ÅSocial interaction is central to language 

learning 

ÅLearners acquire language through 

socialization into certain discourses

ÅInteraction Hypothesis (Long, 1995)

ÅNegotiation of meaning

ÅNegotiation of form

ÅInteractionally modified input



SLA principles
ÅOutput is a driving mechanism of SLA 

(Swain, 1985, 1995)

ÅNoticing the gap

ÅLanguaging  or Language -Related 

Episodes



The role of technology: Metaphors

Å Language learning is a complex 
dynamic system. 

Å Learners acquire language 
through informal language 
learning opportunities: 
entertainment, social media, 
communities.

Å Learners learn beyond the 
classroom walls. 

See Godwin-Jones (2021) for more metaphors and 
ideas: https://www.lltjournal.org/item/10125 -73443/  

Image copyrighted  by Eduling  International
https://www.eduling.org/  

https://www.lltjournal.org/item/10125-73443/
https://www.eduling.org/


Agenda

Learning-centered principles 
and SLA principles

Applications in language 
teaching

Emerging technologies



1. Providing rich, meaningful, comprehensible input

ÅExtensive reading, listening, and viewing

ÅMaterials for teacher: Use a text -based 

approach

ÅEngaging texts as the starting point

https://www.eduling.org/post/dr -linh-phung -shared-a-text-based-
approach -and-its-relevance-to-reading -and-language -development  

https://www.eduling.org/post/dr-linh-phung-shared-a-text-based-approach-and-its-relevance-to-reading-and-language-development
https://www.eduling.org/post/dr-linh-phung-shared-a-text-based-approach-and-its-relevance-to-reading-and-language-development


1. Providing rich, meaningful, comprehensible input

Å https://esl -bits.eu/home.html
Å https://www.thetimesinplainenglish.com/
Å https://storyweaver.org.in/  
Å https://www.ted.com/  
Å https://www.nytimes.com/2020/01/07/lea

rning/personal -narrative-essay-
winners.html

Å https://www.eduling.org/news  

https://esl-bits.eu/home.html
https://www.thetimesinplainenglish.com/
https://storyweaver.org.in/
https://www.ted.com/
https://www.nytimes.com/2020/01/07/learning/personal-narrative-essay-winners.html
https://www.nytimes.com/2020/01/07/learning/personal-narrative-essay-winners.html
https://www.nytimes.com/2020/01/07/learning/personal-narrative-essay-winners.html
https://www.eduling.org/news


2. Promoting authentic language use

Listen and 
repeat

Fill in the 
blanks

Roleplay with 
sentences 
given and 
supplying 
missing 

information

Describe a 
picture so that 
the listener can 

identify it 
among the 

three pictures

Order food 
at a 

restaurant

inauthentic authentic 



Task-based Language Teaching (TBLT)

ÅTask-based teaching views learning as taking place holisticallyand incidentallyas 

learners perform tasks that involve listening, speaking, reading and writing.Teachers 

do not teach language; rather they facilitate its development. (Ellis, 2022) 

 

https://www.eduling.org/post/addressing -problems -in-task-based-language -teaching -by-rod -ellis 

https://www.eduling.org/post/addressing-problems-in-task-based-language-teaching-by-rod-ellis


What is a task?
A task is an activity in which a person 

engagesto attain an objective, and which 

requires the comprehension and/or 

production of meaningful messages (Van den 

Branden, 2006)

Examples of real-life communicative 

tasks/ target tasks: ordering food in a 

restaurant, scheduling a meeting with a 

colleague, finding a solution to a work 

problem
Picture by Stocksnap on Pixabay



Pedagogic tasks
Åa Spot the Difference task 

with a restaurant scene

Åa roleplay task between a 

customer and server

Åa decision-making task to 

find the best time for a 

meeting

Picture by Trang Pham on Pixabay



Technology -mediated: Beyond pen 
and paper

ÅUse of laptops or smart phones

ÅVirtual classes

>k®í« ®ª· ®rs« N§~® ®rk -sppkªk|gk ®^«y

Student A
Student B



Progressive contribution on Padlet

ÅStudents work in Groups 1 -

7

ÅEach group is responsible 

for contributing to one of 

the sections

ÅAfter 10 minutes or so, they 

contribute to the next 

section

https://www.eduling.org/post/how -i-use-padlet -and-wordwall  

https://www.eduling.org/post/how-i-use-padlet-and-wordwall


Eduling Speak ùAn app for all these 
tasks
ÅLearners are connected in pairs

ÅThey complete tasks in pairs

ÅThey can also complete tasks individually or with AI

Å1,500+ tasks in 45+ categories

Free premium access to teachers. 
Please contact me at info@eduling.org  
or dr.linh.phung@eduling.org  

mailto:info@eduling.org
mailto:dr.linh.phung@eduling.org


Connection opportunities
Connect randomly 
with any learner on 
the app

Add, call & text 
friends

Pin their profile

Talk with volunteers

Talk with classmates  
by joining a class



Examples in the Eduling Speak app



Example: Picture Sequencing
Directions: These pictures illustrate how to make tea. Each of you 
has two pictures. Describe your pictures so you can put them into a 
ǎŜǉǳŜƴŎŜΦ 5ƻƴΩǘ ǎƘƻǿ ȅƻǳǊ ǇƛŎǘǳǊŜǎ ǘƻ ȅƻǳǊ ǇŀǊǘƴŜǊΦ

Student A Student B

A B C D

[ŜǘΩǎ try this!



Examples of tasks on the app

https://www.youtube.com/watch?v=lWjx7f1DwR8  

https://www.youtube.com/watch?v=lWjx7f1DwR8


Decision making with AI in Eduling Speak



3. Use technology to motivate and engage learners

1. Motivation: Impetus and 

intention

2. Engagement: Action

3. Dimensions of engagement: 

Behavioral, cognitive, 

emotional, social engagement 

Tell me and I forget. Teach 
me and I remember. Involve 

me and I learn.

Benjamin Franklin



Content that is potentially engaging

Ą Familiar, meaningful, and relevant to learners

Ą Tasks with a genuine need for communication

Ą Novelty

Ą Game-like or gamification



What is a game?

Healey (2022)



Gamification
ǒ Using game mechanics and attributes in a 

non-game context
ƺ Business

ƺ Education 



Theory of Gamified Learning
Landers (2014, p. 760) 



Some game elements

1. Clear rules
2. Challenges 
3. Visible progress
4. Freedom to fail
5. Competition and collaboration
6. Leveling up

Example from Eduling Speak



Some game elements

7. Feeling like being in a game world with a different identity (storyline)
8. Epic meaning
9. Unlocking content
10. Constant evolution

Example from Eduling Speak



The importance of content and principles
(Nguyen & Phung, 2022)

Landers (2014, p. 760) 

?Learning 
theories

Existing 
platforms



Benefits of gamification

When used well, gamification can:

ǒ Help students to achieve 

learning outcomes

ǒ Make learning enjoyable to 

s|gªk^«k «®¯ik|®«í s|®ªs|«sg 

motivation

ǒ Help learners feel they are 

always moving up and 

maintain their motivation

Some ideas based on Healey (2022)



How to gamify : Use game terminologies

Game terminologies
1. Team
2. Experience points
3. Quest
4. Level
5. Rewards
6. Player vs. Player
7. Game constraints

Teaching terminologies
a. Group work 
b. Competition 
c. Stars 
d. Grades 
e. Unit 
f. Project
g. Class rules

Based on Healey (2022)

Match the game terminologies with teaching terminologies



How to gamifiy

ǒ Gamify the whole course, a project, or an activity

ǒ Identify challenges and quests (based on learning 

outcomes )

ǒ Determine experience points (for what behaviors)

ǒ Determine rewards (badges)

ǒ Use game vocabulary consistently

Game elements in Eduling Speak



Gamified activities

ǒ Word Creation in Eduling Speak
ǒ Kahoot
ǒ Quizziz
ǒ Time to Climb in Nearpod: 

https://nearpod.com/time -to-climb   

Example from Eduling Speak

https://nearpod.com/time-to-climb


Gamified activities

ǒ Jeopardy Labs: 
https://jeopardylabs.com/  

ǒ Word Wall: https://wordwall.net/  
ǒ Free Rice: https://freerice.com/home  

https://jeopardylabs.com/
https://wordwall.net/
https://freerice.com/home


Charades with Wordwall



Gamified activities : Tasks are game -like

Examples by Linh Phungí« f~~y« ^|i ^§§

Describe one of the pictures for the 
learner to identify it.



Questions

ǒ How have you used games or 
gamified activities in your 
classroom? 

ǒ What technologies do you use?
ǒ What would you like to try more?



Agenda

Learning-centered principles 
and SLA principles

Applications in language 
teaching

Emerging technologies



Emerging technologies: AI
Eduling  Speak LingoStar.AI Pangea Chat ELSA

Translation, STT, TTS

Feedback to learner

Content: Text and images

Chatbot

Enhancing social interaction

"««k««s|q zk^ª|kª«í zk´kz

Other AI features



Automated feedback on Eduling Speak
Student view



Automated feedback on Eduling Speak
Student view


