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RESUMEN EJECUTIVO 

El presente trabajo de investigaci·n tiene como objetivo proponer una Unidad Did§ctica basada 

en la gamificaci·n para la ense¶anza de vocabulario del idioma ingl®s, respondiendo a la necesidad 

de superar las estrategias tradicionales en donde los estudiantes memorizan listas de palabras de 

manera mec§nica generando as² desmotivaci·n e inter®s limitado donde los estudiantes perciben 

el aprendizaje del Idioma Ingl®s ¼nicamente como un requerimiento institucional. 

Desafortunadamente, los estudiantes son promovidos al siguiente nivel sin garantizar que los 

resultados del proceso de ense¶anza ï aprendizaje sean significativos. De este modo, la propuesta 

mencionada integra actividades interactivas utilizando recursos digitales gamificados que buscan 

desarrollar el uso efectivo del idioma ingl®s en diferentes contextos reales. Los beneficiarios de la 

investigaci·n son docentes y estudiantes de 7mo  a¶o de primaria (nivel A2, edad 11-12 a¶os). El 

estudio se llev· a cabo bajo un enfoque cualitativo utilizando tablas de an§lisis documental para 

examinar informaci·n relevante, seleccionando detalles espec²ficos requeridos en cada categor²a, 

as² como tambi®n explorando e interpretando los puntos de vista y las experiencias de diversos 

autores sobre la efectividad del uso de la gamificaci·n en el aprendizaje de vocabulario del idioma 

ingl®s. Este proceso gu²o el dise¶o de la propuesta que posteriormente fue validada por tres 

expertos quienes utilizaron una Matriz de Validaci·n como apoyo para asegurar que la propuesta 

cumpliera con criterios de estructura, efectividad, alineaci·n con los objetivos educativos y la 

promoci·n del aprendizaje gamificado considerando aspectos tales como relevancia, inter®s, 

efectividad, variedad de actividades, m®todos de evaluaci·n, integraci·n tecnol·gica, y apoyo al 

docente. Los expertos destacaron que la Unidad Did§ctica gamificada presenta una estructura clara 

y coherente adecuada para el nivel de los estudiantes alineada con las tendencias educativas 

actuales promoviendo un aprendizaje din§mico y significativo, superando barreras tradicionales 

en la ense¶anza de vocabulario en ingl®s.  

Descriptores: Aprendizaje de vocabulario en ingl®s, gamificaci·n, recursos digitales gamificados, 

Unidad Did§ctica.   
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INTRODUCTION 

IMPORTANCE AND RELEVANCE 

Learning the English Language is essential in the current days, it cannot be underestimated 

or ignored since it is recognized for being one of the most spoken languages all over the word 

facilitating communication across different countries and cultures as well as providing lots of 

opportunities in professional, social, economic, and academic field.  

     In the process of English learning, vocabulary has an important role as, for example, 

learners could face linguistic challenges during the production of speaking skills if they lack of 

vocabulary when expressing their needs (Mardievna et al., 2020). Hence, this documentary 

research affirms the development a didactic unit using gamification as a tool in education to 

increment learnersô engagement and motivation at the moment of learning vocabulary.   

     According to a research from the World Scientific, AlSaad & Durugbo (2021) 

established that ñGamification is a paradigm and process innovation premised on applying game 

mechanics to non-game settings with benefits of creative games designs and disruptive effects 

challenging conventional learning approachesò. In this sense, gamification is an educational 

approach to motivate students to learn by using game design elements in the learning environment. 

Moreover, it is a new strategy that has been applied in the current days in the educational 

field since it has provided effective outcomes for students who present educational and emotional 

problems, especially those who do not show interest in learning English. Then gamification 

stimulates learners to improve their skills as well as their engagement level, knowledge, retention, 

and cooperation. This line of research focuses on the study of language understanding and learning 

process, including at the National and foreign levels. It studies effective methods and pedagogues 
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for teaching languages, as well as the development of communicative and linguistic skills. The 

current study analyzes aspects related to the evaluation of languages teaching and interculturality.  

     According to Asociaci·n Mundial de Educadores Infantiles (Early Childhood Education 

Corner, 2022) established that ñGamification is not only related to game use, on the contrary, it is 

more about applying its mechanics and dynamics where the aim is that teachers might enjoy as 

well as learners might feel delighted by the process.ò Considering that the mentioned strategy 

reinvents the conventional methods because it enhances learnersô level of engagement and 

motivation by incorporating awards, badges, and achievements to track learnersô progress and 

performance, educators are looking into a range of new tools and techniques that will enhance the 

quality of learning since the use of conventional teaching methods has been reduced.  

       Undoubtedly, technology has been positively affecting learning experiences due to the 

fact that gamification can support educational goals, by increasing achievement, motivation, 

positive attitude, competence, self-confidence, and engagement as well as offering learners an 

authentic learning experience because it is the future trend in education.  

     Learning through Gamification has an extensive range of benefits for young learners. 

For instance, learning through exploration because students learn better by observing, using sense, 

and experimenting they should work with online educational games. Additionally, cognitive 

development is an important benefit at the moment of learning vocabulary because learners are 

able to exercise their thinking skills, concentration, assimilation, and memorization by engaging 

in online games that carry out to have social and emotional growth due to the fact that they can 

cooperate, negotiate, work on their patience, resolve conflicts, develop empathy, express emotion, 

learn vocabulary, and practice communicative skills.  
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     Besides that, it is essential to consider some key elements used in Gamification such as 

points that become rewards to give recognition when goals or tasks are achieved, or badges that 

are basically visual representations once learners complete a challenge which creates a sense of 

progress. Leaderboards or competitions enhance to compare otherôs progress this issue might spark 

motivation as they notice their progress in the first ranks. Providing effective feedback is relevant 

in Gamification because it helps learners understand their strengths and areas to be improved. 

Hence, Gamification lets learners customize their learning paths and contents according to their 

needs or preferences as well as personalizing their learning experience getting meaningful 

outcomes.  

This research study is supported by the following regulations listed below: 

Acuerdos Ministeriales del Ministerio de Educaci·n: 

Acuerdo Ministerial No. 410-13 (2013): Establece el "Programa Nacional de 

Fortalecimiento de la Ense¶anza de Ingl®s", que busca mejorar la calidad de la ense¶anza del ingl®s 

en escuelas y colegios a nivel nacional. 

In the same context, ñEl Acuerdo Ministerial 41014 donde se menciona que no se elimina 

la materia de ingl®s de la malla curricular, sino que se ratific· la obligatoriedad de impartir esta 

materia, misma que ser§ cambiada conforme se disponga de las capacidades para garantizar 

resultados en el aprendizajeò. 

Then, the agreements 210-13 and 41014; are aligned with the current EFL Ecuadorian 

Curriculum which is tailored at learners in Junior High School (from 2 to 10 grades) and High 

school (from 1 to 3 grades) who do not speak English as their first language. Given Ecuador's rich 
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cultural and linguistic diversity, the curriculum recognizes that not all students are native Spanish 

speakers, and many communities have varying levels of bilingualism.  

To address the needs of this diverse group, the curriculum provides a thoughtful framework 

for learning English, incorporating authentic and culturally relevant content to ensure all learners 

feel included, regardless of their first language. It is designed to support both monolingual and 

multilingual students, including those who speak Spanish and those with little to no Spanish 

proficiency. The goal is to help develop Ecuadorian citizens who can effectively communicate in 

our globalized world. Additionally, the curriculum aligns with broader educational goals of justice, 

innovation, and solidarity by nurturing critical thinking, social, and creative skills through 

language learning 

Mackenzie (2020) mentioned that ñCountries in Latin America, has prioritized English 

language teaching in recent years through a series of initiativesò.  Thus, the desire to learn English 

is rising across Latin America. Significant efforts have been made in the region to enhance English 

language education through various policies and programs, leading to increased access to English 

learning opportunities for many peopleò The desire to learn English is rising across Latin America. 

Significant efforts have been made in the region to enhance English language education through 

various policies and programs, leading to increased access to English learning opportunities for 

many people. 

     Ecuador is one of the Latin American countries where unfortunately English proficiency 

domain is not high. Learners are supposed to acquire a B1 level when concluding high school 

studies in line with the Common European Framework of Reference. Nevertheless, this fact does 

not meet, and for that reason, the Minister of Education decided to reinforce English learning to 

students from primary school until university students. Limited exposure to the English language 
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in students reflects the lack of vocabulary that triggers accurate and effective communication. For 

instance, when learners have to interact or just speak about a certain topic or situation and they do 

not know how to express all the ideas or words in English that they might have in mind, for sure 

learners feel frustrated and discouraged. 

     With this background, Gamification in some Educational Institutions is recently 

considered an alternative to be used in education because it is in its initial phase even when it 

proposes a new educational approach. Le·n et al. (2020), affirms that ñWeak primary public 

education, combined with limited exposure to the English language and educational reforms in 

recent years, has led to poor English performanceò. In this sense, Gamification in Ecuadorian 

education is not well set up at least in public education meanwhile in private education it is being 

considered as a pilot plan. 

Furthermore, it is established as one of the most significant strategies to enhance English 

learning vocabulary, especially with young learners who should learn didactically through different 

tools that help them to reduce the effects of stress that they might be dealing with at the moment 

of learning vocabulary. Actually, in the current days and after the pandemic context people around 

the world changed their way of learning so that now learning through gamification activities has 

become an interesting way for teachers to motivate and monitor their studentsô learning process.  

 

PROBLEM STATEMENT 

     Georgiou K (2019) demonstrated that ñLearners have been more satisfied with the 

quality and significant results of didactics sessions with elements of gamification rather than the 

learning by using traditional methods.ò Clearly, the use of conventional methods for teaching 
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vocabulary to young learners is not a well-chosen option these days. Unfortunately, nowadays the 

use of traditional methods is still current in the educational field, it is reflected in public education 

more than in private schools.  

     This issue promotes that educators apply repetitive activities to be developed during 

class so that students feel discouraged at the moment of learning English especially when at the 

moment of learning vocabulary learners, they might feel frustrated. Consequently, there is a lack 

of motivation and engagement and students lose the desire to participate or express their ideas 

during class. 

      That is one of the main reasons that students have a wearied or wrong perception of 

learning English and sometimes this is a factor that makes students put up a barrier during the 

learning process and they consider the learning process just as an institutional requirement and 

continue with the next level no matter if they learn or not.  

     Limited exposure is an issue that should be taken into account because in Ecuador the 

schedule in public schools does not contemplate a lot of hours to teach English or other subjects 

taught in English. Exposure must be regular and intense to make students learn from real situations 

or contexts that is why it is recommended to expose learners from an early age so that they can 

have more opportunities to acquire vocabulary and develop all required skills.  

Pi¶ero et al. (2022) have reported that ñEducational gamification strategies are being 

successfully applied in a wide variety of academic domains and educational levels, such as in 

studying English as Second Language.ò  It is important to say that students at private schools have 

more chances to learn different subjects in English, leading them to have exposure with the target 
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language more than students at public schools since Sciences, Social Studies, Language, Maths, 

among other are taught in English. This fact, help learners to develop communication skills.  

 

PROBLEM TREE 

Figure 1  

Problem Tree 

 

Elaborated by:  Anabel Ruiz (2024) 

Source: Direct research 
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Causes:  

1.  Lack of new methods to encourage students to learn vocabulary:  

Repetitive activities to enhance vocabulary developed during class.  

2.  Lack of motivation and engagement during the learning vocabulary process: 

Students have a wearied and wrong perception of learning English.  

3.  Lack of exposure to the English language: 

Limited time exposed to the language because of schedule. 

Effects: 

1.  EFL students feel discouraged during the vocabulary learning process. 

2.  Students lose the desire to participate by expressing ideas during class. 

3.  Learners have limited communication skills.  

RESEARCH QUESTION 

     What are the gamified strategies to teach vocabulary to young learners? 

RESEARCH IDEA   

     The proposal of a Didactic Unit described a problem from a personal experience that 

matches with other researches. Most of these studies were related to the trends in gamification for 

teaching vocabulary to young learners as well as the relevance and outcomes that the mentioned 

strategy has in the current days in the educational field and also in the emotional field. For that 

reason, is important to mention the importance that the proposal has in fostering a motivational 

enhancing learning vocabulary process which allows learners and educators to get significant 
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outcomes by dropping out of conventional approaches which should not be applied these days due 

to technology offers new opportunities to innovate teaching so that educators must take into 

account all the advantages that using technology has and apply them. An innovative way to make 

learners exposed to the English language is gamification where they could be constantly learning 

vocabulary or developing other skills.  

BENEFICIARIES 

     The research aims to propose a didactic unit through gamification developed by the 

researcher. This proposal was designed for private schoolsô teachers as well as seventh-year 

learners around 11 and 12 years old with a low proficiency level in English vocabulary learning 

from at an Elementary School level who are related with the use and management of mobiles, 

tables, and other kinds of technological resources.  Besides, the context is a discouraging 

perception of learning because of the lack of vocabulary to communicate effectively which causes 

a low desire to participate during face-to-face class.  

     Young learners in this age range usually need an enjoyable and positive learning process 

so they will benefit from the proposal of the Didact Unit to develop English vocabulary learning 

through gamification in order to develop a positive attitude toward education making them more 

likely to keep on learning vocabulary with enthusiasm. The beneficiaries will realize that learning 

vocabulary is not only about memorizing words or phrases for a short time based on repetitive and 

uninteresting activities, on the contrary, they will learn through gamified activities designed 

according to their preferences and needs getting meaningful vocabulary learning.  
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OBJECTIVES 

General Objective: 

¶ To propose a Didactic Unit focused on gamification for teaching vocabulary in 

young learners 

Specific Objectives:  

¶ To review trends in gamification for teaching vocabulary to young learners. 

¶ To design a didactic unit based on gamification for teaching vocabulary. 

¶ To evaluate the proposal of a didactic unit based on gamification through expertôs 

validations.  

 

CHAPTER 1 

THEORETICAL FRAMEWORK 

ñThe theoretical Framework is a structure in which concepts, and theories are detailed to 

support a study so that existing knowledge is connected with the researchersô studies meanwhile it 

promotes the appropriate justification to conduct studies in a specific wayò (Mora, 2024). 

In this context, this research aims to review some previous studies concerned with 

gamification as a strategy to learn English vocabulary, in such a way the following studies are 

taken as a reference to present this research.  
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PREVIOUS STUDIES  

     Jord§n et al. (2023) researched on ñFostering English vocabulary learning through 

gamification. This study involved seventy-three students from the first level of the Pedagogy of 

National and Foreign Language Program from Universidad T®cnica de Ambato. The group of 

thirty-seven students was divided into two groups. In the first group, thirty-six students were 

enrolled in the control group and thirty-seven students were part of the experimental group.  

     Pre and post-tests were applied with the purpose of collecting data. The pre-test was 

applied to measure the learnersô vocabulary mastery before starting using the gamification tool. 

The study found after the pre-test which was a questionnaire taken from Cambridge exams (KET) 

that the majority of students had a limited English vocabulary. For that reason, the Duolingo App 

was suggested as a gamification strategy for thirty days.  

     After using it the pos-test showed that the mentioned students who had a basic English 

level were able to reach an intermediate level. In this sense, the authors could determine the 

effectiveness of the mentioned gamification strategy in learning English vocabulary.  This article 

supports the research idea about using different tools to foster English vocabulary through 

gamification. 

    This study has relevant content since it explains how the use of gamification strategies 

can have a relevant impact during vocabulary learning. Undoubtedly, the range of age seems not 

to be an obstacle to using this strategy. It can be designed to work with kids, teenagers, as well as 

adults. This is because, since the pandemic, we people were more up to technology and educational 

trends changed dramatically. Notably, gamification has an extensive range of options, this research 

focused on the use of Duolingo as a gamified tool in order to foster and learn vocabulary. This is 

an asserted option these days because this gamified tool is the globally chosen method for learning 



 

12 
 

languages. Its use has been spreading because this is free and easily accessible education for all 

people around the world offering motivational language learning.   

Oviedo (2022) researched ñGamification strategy and vocabulary learningò in which the 

researcher focused on the transformations that the learning process has experimented with in the 

last years so teachers had to adopt innovative approaches that can captivate studentsô interest by 

fostering innovative environments.  

     The objective of this investigation was to examine the impact of the application of 

gamification strategy on vocabulary learning. The participants of this research were fourteen 

students, seven males and seven females. They were around eleven to thirty years old from 

ñUnidad Educativa Bautistaò in Ambato.  

The mentioned students were part of an experimental group in order to develop this 

research.  Pre and Post-tests based on multiple choice were applied as instruments to verify the 

vocabulary proficiency level of learners. Thereby, the pre-and post-testes as well as the results 

were validated by two experts from Universidad T®cnica de Ambato.  

     Moreover, the data collected underwent verification by applying the SPSS program 

allowing the researcher to assess the influence of the gamification strategy during the vocabulary 

learning process. The results showed that there was a relevant enhancement in the learnersô 

vocabulary levels indicating the positive effects of using the gamification strategy in the learning 

environment.  This research used a range of examples of gamification such as Nearpod, WordWall, 

Blooket,  edpuzzle, educaplay, learning Chocolate, platforms. 

     This research points out that some changes and adaptations were made due to the 

pandemic context in all over the world. Because of the sanitary emergency, education was 
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dramatically affected so the development of different technological strategies was necessary to 

continue teaching interactively. In this way, the use of platforms became more popular because of 

the excellent results they had during the learning process. From that moment on, education 

underwent a radical change and until the current days, some of these interesting platforms are 

being used as a didactic way to develop different skills. It has been proven through investigations 

that educators are trying to apply them as much possible as it is in order to engage learners and 

enhance their learning process as well as drop out of conventional methods. 

Mayorga (2023) worked on research about ñGamification influence in the EFL classroomò 

where the researcher focused on the issue that it is undeniable that in the current days, the 

educational field is undergoing important changes so that educators as well as students have to 

face challenges. In order to overcome these challenges everybody should try to adapt to the new 

changes by incorporating gamified tools which can reshape conventional teaching approaches.  

     Gamification in EFL classrooms promotes the improvement of learners' motivation by 

having a positive impact on the learning environment. This research used qualitative and 

quantitative methodologies with the application of a questionnaire for one hundred-one students 

of the target population.  The purpose of the mentioned questionnaire was to analyze how 

gamification affects motivation.  

     The beneficiaries of this research were students from the first, second, and third levels 

of the Pedagogy of National Foreign Languages from Universidad T®cnica de Ambato.  The results 

showed that students prefer gamified classes rather than taking classes where conventional 

methods were still used because the survey results suggested that gamification applies dynamic 

enhancement that supplies the different studentsô needs so that it has a strong influence on their 

motivation on their performance in the classroom environment.  
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     This investigation provides engaging information about the important role that 

gamification plays in EFL classrooms since it proposes to reshape conventional strategies. Even 

when this research is directed at university learners, it can demonstrate that the age range is not a 

factor that might influence gamification effectiveness in the learning process. On the contrary, it 

is demonstrated that young grown-ups perfectly can learn through the use of gamified tools getting 

significant outcomes in the skills that they decide to have an improvement without leaving aside 

motivation.  

     Thinking about young grown-ups' learning sometimes can be inferred that they better 

learn through conventional and unmotivated strategies. Grown-ups also need to have motivated 

experiences to have a positive impact on the learning environment so that they can be eager to 

learn more and not give up. 

     Fern§ndez (2021) investigated ñGamification in the classroom for English language 

vocabulary acquisition and reinforcementò in which the researcher demonstrated the usefulness 

and benefits of gamified tools in English vocabulary learning.   

     There were thirty-four students divided into different classes. They were A2 (KET 

Cambridge) students from 11 to 14 years old whose English skills are basic competencies. The 

participants were part of an Academic specializing in Languages such as English, French, and 

Russian in Spain. The mentioned Academic prepares students to take Cambridge exams using 

several methods to develop all the required skills.  

     First, the participants were introduced to the concept of gamification as well as an 

overview of the enrolled tools which was considered as a project of gamification strategy to learn 
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vocabulary. In this sense, students were aware of how gamified tools can get significant outcomes 

during the teaching and learning process.  

     Therefore, the researcher pretended to demonstrate how using gamification in English 

classrooms can support vocabulary learning through the application of the gamified tool known as 

Socrative by applying a quiz and a poll.   Concluding that the used tool was relatively unknown 

and innovative for students. Unfortunately, the lack of research on certain areas sometimes blocked 

the project.  

     Enhanced engagement stands out the benefits of gamification presenting some factors 

that promote significant outcomes because it empowers learners by fostering a sense of control. 

With the use of gamification strategies, learners can feel motivated to explore different choices in 

participation as well as in interaction which enhances relevant enjoyment during the learning 

experience. 

       Human beingsô nature is to have a competitive inclination so that people try to be 

constantly competing among others. This issue allows people to become committed due to a desire 

to win or get an advanced development in any area.  That is the main reason why gamification 

helps to retain information in peopleôs brains which fosters long-term memories not only in the 

educational field.  

     Thereby, this process gives assistance to keep as much vocabulary as learners can so 

that they are able to apply vocabulary at the moment of implementing communicative skills and 

experimenting with an enjoyable English learning process without feeling frustrated in the case 

that learners do not have a long-term memory. 
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      Retherford (2020) developed a research study in which it was possible to investigate 

ñThe impact of incorporating gamification into an English Language Learner classroom.ò The 

beneficiaries were students of elementary school who were Native Spanish Speakers. The main 

objective of the research was to assess the effectiveness of gamification as an innovative approach 

to address the studentsô needs due to the growing number of Latin migrants in the United States. 

      The study enrolled experimental participants engaged in first-level vocabulary learning 

taking advantage of a gamified environment by applying Osmo Words games. On the other hand, 

a control group received traditional paper-based lessons learning the same vocabulary content.  

     The students form a homogeneous group of students from first to third grade from 

Mexico, specifically from Oaxaca so that their mother tongue is Spanish. The results of this 

research study revealed the success of gamification in fostering and learning vocabulary 

enhancement among young Spanish-speaking English Language Learners.  

     The experimental group, which was able to apply the Osmo Words game, showed a 

general vocabulary assessment growth overtaking 40% relating to the control group which worked 

with the conventional worksheets provided. Markedly, learners with the lowest proficiency levels 

presented dramatically a significant improvement, narrowing the gaps between them and their 

English Language Learning level through the gamification strategy. Additionally, learning through 

gamification reported that engagement and motivation increased compared to the ones who had to 

work with traditional paper lessons. Besides that, students reflected a special inclination for 

gamified lessons.  

     Undoubtedly, learning English as being young immigrant might have a negative impact 

since the issue that people are far from their native country. Fortunately, this negative impact can 
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be different due to educators trying to apply new trends in education. This fact helps learners to 

study in a comfortable environment through the use of technology and gamified strategies. The 

principal aim is to provide happiness and peace to children who might be struggling with difficult 

situations which can be limitations to have a significant learning English process. Mentioned this, 

there are a lot of programs especially, in the United States that offer education to these vulnerable 

young learners. As mentioned before, gamification at schools has become one of the most used 

tools applied during classes by educators, this allows students to acquire vocabulary in English 

which lets learners work deeply on their communicative skills taking advantage of that they are 

one hundred percent exposed to the language which facilitates the English learning process as well 

as in the personal and emotional field. Moreover, learners have enjoyable and exciting experiences 

during learning by applying gamification as a strategy because learners can enroll and collaborate 

among learners in the same conditions or native people with whom they acquired more vocabulary 

to better communicate. 

 

THEORETICAL FRAMEWORK 

Games 

Games in the English Language context has an important impact. In the research study 

ñHigh School Studentsô Motivation to learn Climate Changes through Computer gamesò taken 

from Scopus, Besalti & Smith (2024) concluded that ñEducational games can significantly 

motivate students to learn. Therefore, educators should leverage these games to create engaging, 

enjoyable, and immersive learning experiences.ò  Likewise, According to Shukurova (2021), 

ñGames make classes interesting and exciting as they help improve the vocabulary of the language 

of students. Also, games develop memory, agility, resourcefulness.ò In this sense, game capture 
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learnersô attention and promotes an enjoyable learning environment so that their participation, 

motivation, and practice increase significantly since learners are able to analyze and understand 

how vocabulary can be applied in real life situations. Moreover, games require an active learnersô 

participation for that reason they promote language skills development such as listening, speaking, 

reading, and writing conducting to have memory retention through repetition as well as practice 

so that learners are able to remember vocabulary and language structures easily.  

As learners require to think in a creative way to solve problems, critical thinking skills is 

also fostered due to the fact that they need to be involved in collaborative and competitive 

environment improving their confidence. To get excellent outcomes using games in the learning 

contexts, it is important to select games that align with learnersô needs.  

Game-based learning  

     Game-based learning (GBL) in the current days emphasizes garnering relevant interest 

in educators as well as teachers.  Plass et al. (2020) established that ñGames for learning may be 

defined as games with specific learning goals.ò  For that reason, Plass et al. (2020) mentioned that 

ñThere are four mutuality-supporting theoretical foundations of games for learning: motivational, 

cognitive, affective, and sociocultural.ò 

     ñGame-based learning refers to the achievement of defined learning outcomes through 

game content and play and enhancing learning by involving problem-solving spaces and 

challenges that provide learners as well as the environment where the integration of game content 

promotes the acquisition of skills and knowledgeò (Krath & Von, 2021). The aim of this 

environment is that game activities can add problem-solving spaces and challenges that can offer 

the learners a sense of accomplishment. In the current days (GBL) students should achieve goals 

by selecting actions and facing outcomes regarding those decisions. 
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     ñPositive outcomes might be the result of making well-informed choices in the gameò 

(Krath, 2021) emphasized that in the educational context, high-quality, for example, intrinsic 

motivation, is connected to better outcomes than low-quality motivation. Learners tend to feel 

motivated by the issue of advancing in the game which transforms them into proactive rather than 

passive learners. When learners use video games, they acquire knowledge by repeating attempts 

learning from failures, and accomplishing goals leads them to be eager to make progress to the 

higher levels.  

     This is a process where trial, error, and learning are involved.  As this is a process, the 

players usually start the game at low levels in order to acquire enough skills to navigate the virtual 

world effectively. After that, well-developed skills help learners to master challenging levels. The 

video games are designed to keep learners interested by managing the difficulty levels to make 

overall progress. In classrooms game-based learning encourages students to make progress 

through approving levels so that they are able to show progress in their advancements.  

     ñDesigning game-based learning (GBL) environments for fostering learnerôs 

argumentation skills has recently become popular, especially respect to scientific results for real-

world applications, it encourages active learning and engagement by providing learners with the 

opportunity to place problem-solving scenarios within the context of the playò (Noroozi & Talaee, 

2020). Game-based learning (GBL) combines the strategies, social interactions, and rules intrinsic 

to playing games in the educational field. This allows educators to focus on specific activities that 

improve the application of concepts in real life as well as foster more group work experiences. 

Educators should apply game-based learning because it includes friendly competition, 

improvement of inter and intra-personal skills, application of a Student-centered approach, 

engagement and motivation, and application of strategic thinking and problem-solving.  
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      Furthermore, this approach changes learnersô point of view related to education making 

the learning process a meaningful and engaging experience. Educators have the possibility to 

design different activities according to learnersô requirements. Even when some educators might 

not have enough experience with technology, many pre-designed game options are accessible. For 

instance, Minecraft is a program that has certain assessments and pre-aligned lessons with 

objectives and outcomes meanwhile gimkit is an interactive platform which allows teachers to 

create quizzes where learners are able to play in a game environment. 

Technology Education  

The analysis ñInternational Journal of Emerging Technologies in Learningò taken from 

Scopus where Tayakcu et al. (2020) affirms that ñYears ago, technology education was about the 

use of equipment in classrooms. Currently, it has changed to include areas so that people are able 

to interact with technology, methods to enhance performance, online education, and even the 

transition from traditional teaching to more interactive and engaging methods such as 

gamification.ò 

In this context, Technology Education helps to prepare learners to understand and use 

technology effectively since learners are able to learn its role and impact. Thus, they are motivated 

to learn by doing through practical tools in which they can explore, create, and solve problems 

promoting critical thinking. ñCurrent Educational trends today suggest the use of digital tools and 

platforms to get significant learning outcomes due to the fact that Technology Education uses 

virtual reality, gamification, and collaborative tools that promote an interactive learning processò 

(Bahodirovich & Romilovich, 2021).  In this sense, the use of Technological Education is essential 

to prepare learners for instructing them so that they have appropriate use of technology and can 

take advantage of it in the educational field.  
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Gamification  

  ñGamification is a term used in learning with games that can be used to improve English 

learning since it reflects an innovative and captivating learning activityò (Zhang & Hasim, 2023). 

ñFundamentally, gamification means that some system applies game-like elements to enhance the 

user participation, the motivation to keep using the said system or the retention rate to keep the 

existing customersò (Kasurinen & Knutas, 2018).  Gamification is not new in the current days, but 

this can become a double-edge tool because it can cause addiction which might have negative 

outcomes in education. Fortunately, investigations have shown that gamification motivates 

learners to learn significantly allowing them to use multiple senses at the same time. ñGamification 

methods are used to motivate students to improve their learning outcomesò (Fadhle et al., 2020). 

For that reason, some experts have determined that gamification has become one of the top trends 

in the educational field since 2022.  

     According to a report from Cumbre Mundial del Gobierno y Oxford Analytical, the 

freedom to fail by making mistakes and learning from them, the freedom of effort by developing 

reflection and accomplishments, as well as the freedom of experimenting by trying new things or 

strategies, have been enclosed. Essentially, gamification shares three features which are a rule to 

be followed, specific objectives to be accomplished, and immediate feedback. ñThis strategy 

includes using game elements in specific learning activities that students develop during classes 

and it is fundamental to know and understand that gamification is not perfect for all learning 

situations and is vital to avoid including isolated games that do not support learning tasksò (Oviedo, 

2022).  Thereby, gaming and learning have various similarities such as the exploration of goals, 

domains, competition, overcoming obstacles, dealing with the limits of time, and the satisfaction 

of getting rewards.  
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The study ñThe Effect of Utilizing Gamification in Enhancing English Language Skills in 

University Settingsò taken from Scopus, Qub© et al. (2024) affirms that ñGamification involves 

integrating game elements and mechanics into non-game contexts, such as educational activitiesò. 

As gamification is an instructional method in education it involves technology and the principles 

of game design which emerges as an effective tool. ñEven when technology provides learners with 

extensive access to information and encouraged sharing knowledge among others it also can be 

challenging for educators (Nieto & Rold§n, 2021).  

     ñRecent research in the gamification field suggests that to be effective, the game 

elements should be tailored to learnersò (Hallifax et al., 2019). New technology such as virtual 

reality and artificial intelligence (AI) have been part of education. In the near future, the mentioned 

technologies are expected to contribute to the development of more gamified environments. 

Gamification is becoming a prominent pedagogical approach and it can be a potential tool 

principally for learners who struggle with conventional methods that in some cases are still used.   

According to the study ñImpact of Gamification on Motivation and Academic 

Performanceò taken from Scopus ñGamification significantly influences motivation by facilitating 

assimilation of knowledge, the improvement of skills and academic competencies of students, and 

specifically refers to a wide range of capabilities that are essential for success in the educational 

environment and that can be enhanced through playful and interactive learning experiencesò 

(Jaramillo et al., 2024).  

In such way, it is essential to be aware that gamification has some factors that have to be 

taken into account such as the issue that it involves the personalization of learning experiences, 

monitored assessment where the learners receive immediate feedback to know if they are on the 



 

23 
 

right way or not so that educators are able to apply corrective measures if it is necessary meanwhile 

the learner can improve in new attempts.  

Gamification Trends in EFL  

Gamification is a topic, which has been considered one of the significant new trends in the 

development of services and applications in the software industry. ñThe basic concept of 

Gamification in the school environment means another step towards educational innovation, it 

presents a new vision to propose learning in the classroom, a way of instilling teachers to update 

themselves regarding the new teaching methodsò (Mayorga, 2023). In this sense, gamification is 

becoming more common in the educational field, its application in the teaching-learning is a little 

bit new. Despite this fact, there are a lot of researchers to demonstrate how positive or negative 

effects gamification presents specifically during the vocabulary learning process outside the 

classroom without the necessity of attending a face-to-face class. This means that students are able 

to learn vocabulary through gamification strategies everywhere at any time.  

     Then, the improvement of soft skills which are critical thinking and solving problems 

that are tested in collaboration and competitive environments are characteristics to keep in mind. 

Undoubtedly, new learning games are being used in the current days, but some of them are 

becoming the most popular such as Duolingo which is a free-language learning app that helps 

significantly people to learn a new language. User can check their progress through levels, getting 

rewards, or crowns. Another game that is becoming popular is Minecraft in its Education Edition 

which helps educators to incorporate learners in virtual, game environments in order to teach 

effectively by controlling the environment and establishing rules and limitations.  In this sense, 

Kaļerauskas & Sliogeriene (2022) suggest that also the use of gamified tools in an excessively 

way must be considered. 
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Sometimes educators or institutions do not have the necessary budget or technology, so 

Kahoot is a good option. This is a game-based learning platform where learners can explore and 

educators are able to design real-time multiple-choice quizzes that can be answered by using the 

link shared on the phones meanwhile learning is evident, learners can compete with each other and 

earn points so at the end someone can set to the top of the leader board. The main difference 

between regular games and gamification is that learners are supposed to learn new things related 

to the provided topics and get an assessment in order to make progress. 

     Researchers have concluded that using gamification to enhance vocabulary learning has 

a positive impact on learners because their engagement and motivation to learn increase 

dramatically.  

Didactics 

  Educators have the opportunity to shape their instructional approaches for their learners 

by employing different teaching methods. Riskulova (2020) established that ñDidactics play an 

important role in organizing and managing the lesson and as teachers, we can say that a lesson is 

the result of our creativity, and theory of teaching, which is the main function of education.ò In 

this way, it is important to take into account that didactics involve the individual aspects of learners 

during the educational process. This issue requires that educators should be familiar with the 

organizational techniques, teaching formats, and procedures with special attention to each learnerôs 

characteristics.   

     Moreover, Riskulova (2020) mentioned that ñOne of the most important principles of 

didactics is to combine theoretical knowledge with practice and life experienceò. Keeping in mind 

that educational accomplishments are based on the connection between theory and practical 

application, this issue is possible through the interrelationship that learners are aware of the essence 
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of the learning material so that learners may develop the ability to apply it in real-life situations as 

well as having conscious attitudes promoting them to participate effectively in the didactic 

activities offered.  

English Language 

Beginning from the issue that Language is the essential source of communication since it 

helps people to interact each other by sharing thoughts and ideas, feelings.  It is relevant to say that 

ñEnglish is the most widely spoken language globally. It is one of the most commonly used 

languages, with over 350 million people speaking it as their first language and more than 430 

million as their second language. There are English speakers in nearly every country around the 

worldò (Ilyosoyna, 2020).  In such way, the English language is important since it is considered as 

the universal language and is valuable in different contexts. For instance, speaking English can 

open up more job opportunities as well as educational benefits in such a way that learners can have 

access to relevant material on internet, so being able to use the language can help to connect people 

from different countries, cultures and perspectives.  

Skills 

According to Haberman et al. (2020), ñEvery language stands upon four basic pillars 

including: reading, writing, listening and speaking and each person possesses different levels of 

Englishò. In this sense, the four English Skills are crucial to get effective communication during 

the learning process. English Language offers Receptive Skills and Productive Skills.  

Receptive Skills are responsible for receiving and understanding language input. In this 

case, Listening is the ability to understand spoken language and produce a respond appropriately 

in different contexts like conversations. Meanwhile, Reading allows people to understand written 

English from any kind of source by recognizing vocabulary and grammar. Furthermore, Productive 
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Skills are in charge of produce language output to effectively communicate. Thus, speaking allows 

people to produce language orally through proper pronunciation and fluency to hold conversations. 

Likewise, writing also is a skill that help people to express ideas coherently in written forms taking 

into account grammar, punctuation, spelling, and style.  

Sub-skills 

English Language has relevant subskills that are categorized according to each skill. 

Undoubtedly, learners should focus on subskills since they allow to determine areas that need to 

be improved to get an effective communication. Vasanthan and Nandhini (2022) affirms that 

English Language sub-skills offer detail basis for using the language. As this study is focused on 

vocabulary development, it is essential to review in-depth this subskill. Vocabulary sub-skill is 

made up of some features such as recognition which allows identifying and understand words as 

well as remember to be used accurately when speaking. Knowing the meaning and the context is 

important because words can have different meaning depending on the situation. Knowing 

synonyms and antonyms also enrich language use as well as collocations idioms and phrasal verbs 

make English sound more natural and fluent. Undoubtedly, developing English sub-skills promotes 

an extensive vocabulary which improves the development of the main skills.  

Vocabulary      

Vocabulary also is considered one of the most important aspects when learning English 

because it is related to how people can be able to communicate. According to Aprilani (2021), 

ñVocabulary learning in second and/or foreign languages is needed to make effective 

communication and it is impossible to use a language effectively without an adequate vocabulary 

and to master other skills in Englishò. To reach that point, the process tends to be as people having 
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a kind of dictionary in their minds full of words that come out easily to express ideas or hold 

conversations.  

The study ñUnveiling vocabulary teaching and learning beliefs of teachers and learners in 

an EFL contextò taken from Scopus by Alshumrani (2024) concluded that ñTeachers and learners 

generally valued vocabulary on a par with the development of the four skills requiredò. Moreover, 

according to Pradini & Adnyayanti (2022), ñBy understanding vocabulary well, students will be 

able to write a concept, read the information clearly, and know the meaning of the vocabulary they 

are listening to.ò In this sense, vocabulary is crucial for young learners because they are in a period 

where children can rapidly absorb new information and demonstrate that is easier for them to 

understand and learn about their surroundings, even languages so that English educators play a 

vital role in this developmental stage by maximizing students' competencies. They should provide 

effective strategies, facilities, and learning media to enhance students' English learning. 

Additionally, meaningful learning activities and tools should be implemented to enrich students' 

vocabulary. Thus, Educators need to find engaging and enjoyable learning media to boost young 

learners' motivation, even in online learning environments. One effective tool for enhancing 

students' vocabulary learning is Wordwall which offers interactive and fun activities that can 

significantly increase motivation and interest in the subject. 

Additionally, ñTo become proficient in English, students need to learn as much vocabulary 

as possible, as it is one of the most crucial components of the languageò (Simamore & Oktaviany, 

2020). However, sometimes educators in educational institutions do not give importance to 

learning vocabulary without analyzing that this process is an essential tool to be able to 

communicate.  
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Wahyuningsih & Afandi (2020) concluded that ñVocabulary problems that may be 

commonly encountered by the students are inadequate vocabularies, complicated structure, 

inappropriate intonation and pronunciation, lack of exposures in speaking English, lack of 

language curriculum developmentò. In this sense, challenges faced by learners in the English 

language learning process when speaking English may include inadequate vocabulary, insufficient 

grammar mastery, incorrect pronunciation, limited exposure to English outside the classroom, lack 

of confidence, and underdeveloped English-speaking curriculum. Consequently, students tend to 

have a limitation in expressing ideas because of the lack of a range of extensive vocabulary. 

Sometimes these kinds of learners can understand contexts by reading, listening, and writing, they 

even can have the mentioned skills more developed, but because of the lack of vocabulary, they 

are not able to produce language orally.   

Cognitivism  

     According to Schunk & Usher (2019), ñCognitive theory is a psychological perspective 

on human functioning that emphasizes the critical role played by the social environment on 

motivation, learning, and self-regulation. Cognitive theories as well as behavioral theories of 

learning present prominent roles in the educational psychology field.ò In this theory, the aim was 

put on the internal thought processes of a learner and not just solely on the observable behaviors, 

it can be divided into two learning theories; social cognitive theory and cognitive behavioral theory 

(Garnham, 2019). 

    The cognitive theory was introduced by Jean Piaget, who emerged in response to the 

behaviorism theory that was proposed by Skinner and Watson in the early 20th century (Muhajirah, 

2020). In this sense, a relevant difference exists between cognitive and behavioral theories in the 

education context. While cognitive learning theories focus on cognitive development and internal 
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mental processes, behaviorism specifically emphasizes external factors and observable behaviors 

(Garnham, 2019). 

    The Cognitivism theory focuses on the mental activities during the learning process and 

actions such as thinking, remembering, perceiving, interpreting, reasoning, and solving problems 

are included.  This theory posits that the human mind works like an information processor or such 

as a computer. As it emphasizes acquiring knowledge by applying internal processes, as a result, 

the cognitivist approach delves beyond observable behavior. That means that ñCognitivism refers 

to the study of the mind and how it obtains processes, and stores information engaging in an 

activity for the built-in satisfaction associated with the activities rather than separate 

consequencesò (Makransky, 2021).  

     Furthermore, Malik (2021) concluded that ñSelf-efficacy and environmental factors go 

hand in hand.ò Thus, cognitivism provides beneficial learning environments in classrooms, it 

includes interactive mental activities that enhance learnersô cognitive abilities. For example, 

exposing students to thought-provoking questions encourages their minds in order to extend 

beyond existing knowledge to look for solutions. Cognitivists assert that human learning is rooted 

in thought processes, emphasizing that experiences shape studentsô learning and that behaviors can 

be altered based on new information. According to this point of view is considered as an internal 

process rather than a static product. The foundations of cognitive theories consider that acquiring 

knowledge occurs as learners are able to participate actively participate in problem-solving 

activities. Cognitive learning involves actively acquiring knowledge and focuses on assisting 

learners in optimizing their mental capacity.  

     ñChildren may not learn easily a foreign language due to their high level of cognition 

clear, logical thinking, and strong self-observation skills are not mature enoughò (Devaki, 2021). 



 

30 
 

Using cognitive strategies facilitates the learnersô ability to match new information with their 

existing understanding, so that enhancing their retention and memory capabilities. It encompasses 

sustained, meaningful, and active student engagement in educational activities. This deep 

involvement in the learning process facilitates enhanced thinking, comprehension, and retention. 

The cognitive approach does not rely on repetition or just memorization. On the contrary, it is 

centered around significant learning, teaching learners how to learn effectively and fostering 

genuine understanding.  In other words, it is important to be aware of the features of the 

cognitivism strategies when students are learning such as using visualizations in order to improve 

learnersô memory and comprehension of concepts, motivating to have active participation by 

justifying studentsô thoughts, guiding learnersô comprehending and looking for connections 

between ideas, prompting learners to reflect on information in their memory and providing chances 

to discover new solutions to any problem.  

Constructivism  

     ñThe constructivist revolution has deep roots in the history of education. This revolution 

relies heavily on the work of Piaget and Vygotsky as sources, both of which emphasize that 

cognitive change only occurs when the previous conception undergoes a disequilibrating process 

because it emphasizes new informationò (Efgivia et al., 2021). Approximately sixty years ago, 

Jean Piaget introduced a distinctive concept that differentiates constructivism from other 

connection theories. The notion suggests that knowledge does not and cannot aim to generate 

representations of autonomous reality.  Piagetôs theory provides a solid framework about what 

children do and how they think at different stages of their development because they understand 

the world from their own views and their views are extremely robust, coherent and continually 

evolving (Burhanuddin et al., 2021). 
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     Constructivism centers on the idea that learning is the product of mental construction 

which means that students acquire knowledge by integrating new information with what they 

already know. Proponents of constructivism assert that the learning process is influenced by the 

instructional context and the learnersô beliefs and attitudes. The theory aims for people to construct 

meaning and knowledge through their experiences. It is important to take into account that 

constructivism is not a specific pedagogical method. Piagetôs constructivist learning has deeply 

impacted learning theories and teaching approaches in the educational field.  

     The fundamental idea of the theory revolves around the relevance of experiences or 

interactions that learners can have with the surrounding environment during the learning process 

where learners generate knowledge and derive meaning from their experiences.  Accommodation 

and assimilation are factors to contribute to the formation of new knowledge. 

     There is an extensive range of benefits of constructivism that are important to highlight 

such as children experience enhanced and motivational learning rather than being passive listeners. 

Education is most effective when it focuses on critical thinking and comprehension instead of 

memorization. Moreover, learners are involved in questioning, exploration, and even assessment 

design leading to better retention and real-life application as well as fostering the development of 

social and communication skills by creating an environment of collaboration and exchanging ideas 

by working on group projects.  

     Efgivia et al. (2021) concluded that ñThe role of students as "consumers" to be balanced 

with the role of 'producers', a teacher who acts as a facilitator is needed who is able to carry out 

educative teaching.ò The main function of students has evolved from being consumers of ideas to 

becoming producers of ideas. Besides, the role of the teacher has transitioned from inadvertently 

hindering the learning process to actively facilitating the learning process.  



 

32 
 

Connectivism  

     ñThe concept of connectivism describes the nexus between human learning and the 

ubiquitous access to knowledge enabled by the current technological environmentò (Corbett & 

Spinello, 2020). In the same way, Downes (2022) established that ñConnectivism, also known as 

distributed learning, is suggested as a more suitable theory for the digital age, where action is 

required without relying solely on personal learning by using information beyond our primary 

knowledge baseò Connectivism theory proposes that students not only acquire ideas or general 

knowledge from diverse sources but also integrate them effectively. It was introduced in 2005 by 

the theorists George Siemens and Stephen Downes, Connectivism contends that technology 

advancements have transformed the way information is accessed so that it influences the learning 

process. 

      ñThe principles of connectivism may help instructors to develop a learning 

environment where learners add understandings to their previous knowledge of sustainability 

through online interactions and by accessing digital knowledge sourcesò (Dziubaniuk et al., 2023). 

This theory advocates for group interaction and dialogue promoting the expression of different 

perspectives and opinions at the moment of making decisions and solving problems and data 

comprehension by using platforms, exploring online communities, and blogs. 

     In this context, connectivism means that the learning process is a social rather than an 

individual process. This issue implies that learners can get more effective learning outcomes when 

sharing with others their ideas, opinions as well as experiences. In the learning process, active 

participation is very important due to the fact that it lets learners express freely what they want. 

Meanwhile, the conventional learning method refers more to a teacher-centered method, 
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connectivism emphasizes creating knowledge created by learners working with other people in a 

collaborative way. 

     There is a range of benefits to connectivism that offers such as collaboration which aims 

to encourage learners to collaborate with others by joining efforts on projects where there is a 

mutual benefit because they are able to share ideas and propose solutions and sometimes learners 

take on teaching roles. Furthermore, motivation is an essential benefit of connectivism because 

activities involved in connectivism foster enthusiasm so that learners usually give their best effort 

as they take responsibility for their own learning.  

Principles teaching to young learners 

Teaching young learners sometimes could turn demanding and complex. (Wulandari & 

Ramendra, 2020) analyzed ñThe importance of English Language vocabulary for childrenôs ability 

and how essential is to produce it clearly. Young learners feel motivated and delighted to learn 

English vocabulary necessary to convey their intended meanings, and they are keen to use this 

vocabulary actively.ò  Some principles can guide approaches to teach young learners such as 

constructing teaching methods around engaging activities and physical movements.  

Deni & Fahriany (2020) affirm that ñIs necessary to think strategy and system of teaching 

English to young learners in order to gain optimal results.ò In this sense, educators should look for 

strategies in which learnersô needs and objectives plans might be covered getting significant 

learning outcomes. ñTeachers need to use appropriate learning strategies so the students are 

engaged and motivated in the teaching and learning processò (Wulandari et al., 2020). It means 

that there is relevance when connecting language learning with physical activities because it allows 

to encourages young learners to use drawing, crafting, puzzle solving, matching words or pictures, 
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playing games, and performing movements or actions based on instructions. For that reason, in 

this case, teachers frequently tend to apply Total Physical Response (TPR) activities.  

     ñTPR is a language learning method that is based on the coordination of speech and 

action. It is linked to the trace theory of memory, which holds that more often or intensively a 

memory connection is traced, the stronger the memory will be. In the TPR method classroom, 

students respond to commands that require physical movementò (Bahtiar, 2017). Considering that 

all skills must be developed, there are different kinds of activities that can help teach young 

learners. Some listening activities like auditory cues, responding to commands, drawing based on 

audio prompts, and numbering sequences. Similarly, there are activities such as songs, dialogues, 

and expressions in certain situations to develop speaking skills.  

     Patanduk et al. (2023) affirm that ñYoung learners tend to have shorter attention spans, 

making it challenging to keep their focus during English lessons.ò Teachers need to incorporate 

interactive and engaging activities to maintain their interest and maximize opportunities. In this 

sense, designing lessons based on interconnected activities should consider that as young learners 

have limited attention spans, is crucial to incorporate multiple brief activities in each lesson to 

change the activity as quickly as possible since they need to work on activities lasting around 10 

minutes to get effective learning. It is essential to keep a balance between different types of 

activities such as including a mixture of noisy and quiet activities, and developing different skills 

(listening, speaking, reading, writing) during the lesson as well as group or pair work, whole-class 

activities, or individual work. Moreover, creating an interaction between teacher and learners as 

well as learners-to-learner activities can enhance the learning experience. 

     Developing lessons based on assignments, in this context means that ñthe activities have 

to be centered on meaning that allows learners to use their abilities to fulfill a set objective. ñIt 
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improves the studentsô research skills and provides a real-world connection to the contentò 

(Yuliansyah & Ayu, 2021). For instance, drawing pictures by following oral instructions or simply 

sequencing pictures in order to complete a story when working in groups or pairs. The principal 

features of classroom tasks for young learners encompass coherence, activities and outcomes, 

meaningful engagement, well-defined objectives, and learners' active participation. In addition, 

scaffolding helps young learners to support each other, classmates with advanced levels, or even 

teachers or parents in order to learn from the ones that have higher levels.  

     Propose lessons centered on that young learners are familiar with. Lessons need to be 

structured around specific topics such as friends, food, animals, family, country life, culture, and 

famous people so that lessons can offer a learning experience in the childrenôs lives because it 

makes it easier to express ideas in English. Besides that, incorporating enjoyable activities that 

young learners can develop without feeling frustrated is essential, otherwise they might block their 

minds and create a limitation for learning. ñMeaningful learning could occur when the content is 

relevant to studentsô prior knowledge, the materials are conceptually related to the studentsô prior 

knowledge, and the meaning material and content are incorporated into the studentsô existing 

knowledgeò (Hsbollah & Hassan, 2022). That is why educators play an important role by offering 

language input and being models as well as providing them with appropriate instructional 

materials, thus educators' role also is to provide rich language support. Due to the lack of learnersô 

English knowledge, they need strong assistance during the development of the activities by 

providing examples or illustrations. Hence, is important that students can be clear with the goals 

so that they can fulfill successfully their activities in class, in the end is essential that educators let 

learners know the progress that they have by rewarding them with something that makes them feel 

proud such as stickers, points, stars, or even candies if possible.  
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CHAPTER 2 

 METHODOLOGICAL DESIGN 

ñThe methodological design is the appropriate strategy for developing studies. It focuses 

on the way that the study is conducted by specifying information about participants, data collection 

process, technics or instruments to ensure that the process is consistent and reliableò (Mora, 2024). 

    In this sense, the current chapter of the research is focused on providing a more in-depth 

understanding of the methodology applied which is regarding a proposal of a gamified unit to 

develop English vocabulary learning in young learners. The first section of this chapter undertakes 

the type of research design. Moreover, the beneficiaries to whom the proposal was designed are 

described as well the expertôs validation analysis.  

RESEARCH DESIGN 

     The research acquired a qualitative approach. According to Aspers & Corte (2019), 

ñQualitative research involves the study used and collection of a variety of empirical materials ï 

case study, personal experiences, introspective, life story, interview, observational, historical, 

interactional, and visual texts- that describe routine and problematic moments and meanings in 

individualôs lives.ò   

     In this sense, this research was conducted by exploratory - documental research method. 

Gorsky & Mold (2020), defines ñA documentary research method as the analysis of documents 

that contain information about the phenomenon being studied.ò In such a way, this method was 

applicable for describing the gamified strategies to teach vocabulary to young learners who still 

experience the use of conventional learning methods.  
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     This method aimed for educators to use innovative and motivational methods that allow 

learners to have significant outcomes in the English vocabulary learning process through 

gamification.  In this research, it has been investigated cases and documents that are focused on 

EFL young learners, gamification trends, strategies, and activities. 

PARTICIPANTS 

     The proposal of the didact unit based on gamification to learn English vocabulary was 

aimed at seventh-year learners around 11 and 12 years old with low proficiency in English 

vocabulary learning from primary school who are comfortable with mobiles, tables, and other 

kinds of technology. The participants may have a discouraging perception of learning because of 

the lack of enough vocabulary. Considering that mostly at this range of age requires an enjoyable 

learning process through gamified activities designed according to their preferences and needs 

getting meaningful vocabulary learning.  
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CONSISTENCY MATRIX 

Table 1  

Consistency Matrix 

Categories Conceptual 

definition 

Dimension Indicators Technique and 

instrument 

Gamification 

 

 

 

 

 

ñThe use of 

game design 

elements to 

enhance 

academic 

performance 

such as learning 

attitudes, 

behaviors, and 

outcomes.ò (van 

et al. 2021). 

Game new trends 

mechanics and 

interaction 

Game elements like 

levels, challenges, 

and rewards to keep 

the learnersô interest 

by creating active 

participation. 

Documental 

research with a 

documental 

analysis chart 

based on study 

categories 

Collaboration and 

progress tracking 

Teamwork and 

interaction fostering.  

Allow learners to 

monitor their 

achievements. 

Engaging design 

and Language 

exposure. 

Interesting scenarios 

to keep engagement 

as well as different 

language contexts to 

reinforce vocabulary.   

Elaborated by:  Anabel Ruiz (2024) 

Source: Direct research 
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CONSISTENCY MATRIX 

Table 2  

Consistency Matrix 

Categories Conceptual 

definition 

Dimension Indicators Technique and 

instrument 

Didactic 

Unit to 

develop 

English 

vocabulary 

 

 

 

 

 

 

ñA system of the 

interrelation of 

the elements 

involved in the 

learning process 

such as 

vocabulary 

which refers to 

several different 

and connected 

words in a 

language 

(English in use 

where it is the 

official 

language).ò 

(Bronov et al., 

2019) 

(McCarthy, 

2022) 

Objective and 

learning goals 

 

Learning objective 

 

Documental 

research with 

categories of 

analysis 
Content and 

staging 

instructions 

 

Content Skills 

develop  

Activities 

Teaching method. 

 

Technological 

tool 

integration 

Technological 

resources to 

enhance vocabulary 

Elaborated by:  Anabel Ruiz (2024) 

Source: Direct research 
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RESEARCH TECHNIQUES AND INSTRUMENTS: 

     This research applied documental analysis. Morgan (2022) established that ñA 

documental analysis is a valuable research method that has been used for many years, it consists 

of analyzing various types of documents including books, newspaper articles, academic journal 

articles, and institutional reports.ò 

     In this sense, this research  applied documental analysis with categories of analysis to 

collect information about gamification trends to develop English vocabulary learning as well as a 

proposal of a didactic unit based on gamification through an expertôs validation of its feasibility.  

According to S§nchez & Sigala-Paparella (2023), ñThe analysis of Qualitative data by 

categories requires compliance with a series of steps and tasks that the researcher can adapt and 

make flexible according to the particularities of the subject, which is a procedure of distinguishing, 

separating, and prioritizing elements.ò Thus, for the current analysis of the results, a categorization 

chart was used so that it allowed us to identify the most significant theoretical findings to sustain 

the research.  

 

DESCRIPTION OF THE APPLICATION OF INSTRUMENTS AND THE ANALYSIS OF 

THE RESULTS 

Author: Anabel Ruiz 

Title of the Research: PROPOSAL OF A DIDACTIC UNIT BASED ON 

GAMIFICATION TO DEVELOP ENGLISH VOCABULARY LEARNING IN YOUNG 

LEARNERS. 
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General Objective of the research: To propose a didactic unit focused on gamification 

for teaching vocabulary  

INSTRUMENT TYPE: Documentary Analysis Chart 

Objective: The current Documentary Analysis Chart aims to present an in-depth analysis 

of 20 resources found related to categories: Gamification trends, gamification strategies, gamified 

resources, and vocabulary.  

Data Collection Process: As the current study is qualitative in nature, the appropriate 

research instrument was the Documentary Analysis Chart. In this way, the Data Collection Process 

suggested researching documents, articles, or journals since the information helps to develop the 

systematization process in which it was possible to analyze the following categories: Gamification 

trends, gamification strategies, gamified resources, and vocabulary. In this process, it was 

necessary to research 20 articles related to the categories mentioned, so that the objective of the 

charts was to collect relevant information for each article found such as Title of the research, 

Population, Textual Typology, APA References, Doi / URL, Year, Keywords, and General Content 

Overview. 

This systematization suggested expanding a Content Analysis Chart which both are located 

in Annexes 1 and 2, pages 207 and 230 leading to an in-depth analysis of the collected information 

selecting specific details required in each category so that this process can guide designing the 

structure of the Didactic Unit Based on Gamification to develop English Vocabulary. 
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ANALYSIS RESULT 

Authorsô Triangulation 

According to Bans & Tiimub (2021), ñTriangulation basically aims at validating the results 

of a studyò. Moreover, ñit is crucial since it combines various data sources and enhances credibility 

by integrating multiple methods, allowing the strengths of one approach to compensate for the 

weaknesses of anotherò (Aguilar, 2020).  In this sense, the current Analysis Result is focused on 

an Authorôs Triangulation to compare different studies and authorsô criteria.  

In the following charts, different authors findings about vocabulary, gamification trends, 

gamification strategies, and gamification elements will be detailed in depth.  

 

Table 3  

Vocabulary 

VOCABULARY 

Author 1: 

Pradini & 

Adnyayanti (2022) 

 

Pradini & Adnyayanti (2022) affirm that when 

learners have a deep understanding of vocabulary, they can 

clearly express their thoughts in writing, understand what they 

read, and make sense of the words they hear. Thereby, 

vocabulary is especially important for young learners because 

they are at a stage where they can quickly absorb new 

vocabulary and easily figure out what is said around them. 
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Author 2: 

Aprilani (2021) 

 

Aprilani (2021) affirms that vocabulary is regarded as 

one of the most crucial elements in learning English or any 

other language, as it directly impacts the ability to have an 

effective communication. Thus, vocabulary acquisition is 

essential because without sufficient vocabulary, it is 

impossible to use a language proficiently or mastering other 

language skill. Acquiring vocabulary seems to develop a 

mental ñdictionaryò of words that allow express ideas or 

thoughts. 

Author 3: 

Diaz et al. (2022) 

 

Diaz et al. (2022) conclude that learners show 

improved skills in learning as well as mastering new 

vocabulary through gamification in and out of the classroom.  

They used technology properly and asked insightful questions 

which help them think critically. By using gamification, 

learners were able to feel more confident due to the fact that 

they had more chances to practice vocabulary in an interactive 

way using gamified tools such as Kahoot, Mentimeter, 

Wordwall, Quizwhizer, Quizlet, Vocabulary Jam, Flashcards, 

and Jeopardy rocks. 

 

Elaborated by: Ruiz Anabel (2024) 

Source: Direct research 
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Interpretation: 

The current studies presented in the above chart; it is evident that the all of the authors have 

a similar point of view regarding to vocabulary. Pradini & Adnyayanti (2022), Aprilani (2021), 

and Diaz et al. (2022) absolutely agree with the fact that understanding vocabulary deeply helps 

learners to express their thoughts clearly. For young learners is easier to acquire new vocabulary 

because they absorb all around their environment. Moreover, the authors affirm that building a 

strong vocabulary is a key to effective communication and mastering a language and overall 

language proficiency because it is like human beings create a mental ñdictionaryò that is used to 

transmit ideas or thoughts.  

Gamification has shown to be a powerful tool to increase vocabulary everywhere fostering 

more confidence in learners through interactive tools like Kahoot, Mentimeter, Wordwall, 

Quizwhizer, Quizlet, Vocabulary Jam, Flashcards, and Jeopardy Rocks that make vocabulary 

practice fun and engaging, helping learners strengthen their language skills effectively. 
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Table 4  

Vocabulary 

VOCABULARY 

 

 

Author 1: 

Yu (2023) 

 

Yu (2023) affirms that learning English vocabulary is 

a process in which it must be gradual which means that 

learners need to accumulate knowledge progressively. 

This process is a crucial aspect of mastering the 

language, thereby gamification is a new trend which uses 

some mobile apps to promote English vocabulary learning. 

Students can easily learn English vocabulary through 

gamified methods anytime and everywhere. Gamification to 

vocabulary learning often includes elements like competition, 

storytelling, achievements, curiosity, collaboration, and 

entertainment. All of these features mentioned potentially 

impact the acquisition of English vocabulary.  

 

 

 

Author 2: 

KIimova & Polakoya (2020) affirms that nowadays, 

some methods that promote EFL Vocabulary learning through 

Learning Mobile application such as Mobile-Assited 

Language Learning (MALL) which has become popular 

allows learners to use their mobile devices easily so they can 
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KIimova & Polakoya 

(2020) 

practice their vocabulary acquisition anywhere. Game-based 

activities on these devices can also greatly improve studentsô 

speaking skills, helping them practice English applying the 

vocabulary learned, create meaningful sentences, and speak 

with greater accuracy and confidence. 

 

 

 

 

 

 

Author 3: 

Alshumrani  (2024) 

 Alshumrani (2024) affirms that vocabulary is 

considered as a crucial indicator of second language 

proficiency, and the impact of educatorsô as well as learnersô 

perceptions about vocabulary on teaching and learning has 

recently gained relevant attention in second language learning 

context. 

Despite the importance of vocabulary knowledge as 

an important feature of L2 proficiency, the demanding nature 

of lexical items and the huge number of words needed to have 

a fluent language mastery represent a relevant challenge for 

most learners. To truly understand written and spoken texts, 

learners have to acquire thousands of words. Additionally, 

mastering a word goes beyond simple recognition so that L2 

learners must know how to understand and use the world in 

different contexts which can be challenging.  

Elaborated by: Ruiz Anabel (2024) 

Source: Direct research 
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Interpretation: 

Through the current studies presented, it can be evidenced that authors have different points 

of view regarding to vocabulary.   In this sense, the first author Yu (2023) expresses full agreement 

with the fact that Acquiring English vocabulary is an essential process that requires learners to 

accumulate knowledge. 

As gamification suggests the use of mobile app which are increasingly being used to 

enhance English vocabulary learning, it allows learners to acquire new vocabulary everywhere and 

anytime with the incorporation of some elements since they can significantly impact vocabulary 

acquisition. Likewise, KIimova & Polakoya (2020) stand out the use of gamified methods such as 

mobile-assisted language learning (MALL) due to the fact that learners can easily use their mobile 

devices to practice vocabulary acquisition. Moreover, when developing game-based activities 

learners are able to foster vocabulary acquisition as well as learnersô speaking skills to construct 

meaningful sentences with confidence. 

However, Alshumrani, (2024) shows a disagreement with the fact that the extensive 

vocabulary required for constructing language means a significant challenge for learners since this 

process must require thousands of words to be used in different context which can be demanding 

to achieve language proficiency.   
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Table 5  

Vocabulary 

VOCABULARY 

 

Author 1: 

Simamore & 

Oktaviany, 2020). 

 

 

Simamore & Oktaviany (2020) conclude that to gain 

proficiency in English, learners need to acquire as much 

vocabulary as possible, since it is an essential component of 

language. Nevertheless, some educators in some cases tend to 

overlook the importance of vocabulary learning, failing to 

recognize thar it is an essential tool for effective 

communication.  

 

Author 2: 

Wahyuningsih & 

Afandi (2020) 

Wahyuningsih & Afandi (2020) conclude that learners 

often face vocabulary challenges such as limited word 

knowledge, complex sentence structures, incorrect intonation 

or pronunciation, lack of exposure to practice. 

The mentioned issues can be a barrier to express ideas 

or thoughts effectively. Even when learners may understand 

what they read, listen to, and write, they can be struggling 

with the spoken language due to the lack of vocabulary.  
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Author 3: 

Sadeghi et al. (2020) 

 

 Sadeghi et al. (2020) concluded in their study that 

gamification did not impact at all in the vocabulary 

acquisition among participants thus, they do not get 

significant effectiveness in their outcomes. Gamification 

effects to develop vocabulary by the application of 

leaderboards did not have a positive influence since features 

such as pronunciation, intonation, expand vocabulary and 

practice in different contexts play an important role in this 

process. 

Elaborated by: Ruiz Anabel (2024) 

Source: Direct research 

 

 

 

Interpretation:  

In the previous studies selected for the development of the above chart, some authors 

believe that vocabulary development can be significantly enhanced through the application of 

current methods such as gamification. 

 However, they have found some challenges that can represent significant drawbacks. In 

line with this argument, Simamore & Oktaviany (2020), Wahyuningsih & Afandi (2020), and 

Sadeghi et al. (2020) conclude that achieving proficiency in English requires learners to acquire a 

substantial vocabulary to have effective communication.  Most of the time learners struggle with 

drawbacks such as limited words knowledge, wrong intonation or pronunciation and the lack of 
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exposure to have practice. These issues can be a barrier to develop vocabulary thus learners are 

not able to produce language effectively struggling especially with spoken language due to the 

lack of vocabulary. Despite the benefits of gamification mentioned in other studies, the authors 

referenced above argue that its impact on vocabulary acquisition is not significant. They suggest 

that it does not positively influence vocabulary development, resulting in limited effectiveness in 

learners' outcomes. 

 

 

Table 6  

Gamification 

GAMIFICATION 

Author 1: 

Fadhle et al. (2020) 

Fadhlae et al. (2020) have demonstrated in their study 

that gamification greatly enhances learnersô motivation 

enabling them to engage multiple senses at the same time so 

that it is employed to encourage learners to enhance their 

learning outcomes.  

Author 2: 

Qub© et al. (2024) 

Qub© et al. (2024) affirm that gamification is about 

integrating technology use as well as game design principles 

which can make it an effective tool in the educational 

activities to foster relevant outcomes with learners.  
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Gamification is becoming recognized as a key 

teaching strategy as it has the potential to be particularly 

beneficial for students who finds traditional methods that 

might be still used.  

Author 3: 

Jaramillo et al. 

(2024) 

 

Jaramillo et al. (2024) concluded that gamification 

greatly enhances motivation by supporting the acquisition as 

well as the assimilation of knowledge, skillsô development 

and learnersô academic competencies. Through gamification, 

a broad set of abilities that are crucial for success in the 

educational environment are promoted and these can be 

improved by playful and interactive learning experiences.  

Elaborated by: Ruiz Anabel (2024) 

Source: Direct research 

 

 

 

Interpretation:  

 In the current studies presented in the chart above, it is evident that the all of the authors 

have a similar point of view regarding to gamification. Fadhlae et al. (2020), Qub© et al. (2024), 

and Jaramillo et al. (2024) studies completely agree on the fact that gamification nowadays plays 

an important role in the educational field since it is increasingly recognized as a powerful teaching 

strategy with the potential to be beneficial especially for learners who still struggle with 

conventional methods. Moreover, authors also agree with the issue that gamification not enhances 
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motivation; it also encourages learners to get significant outcomes through facing interactive 

learning experiences. As gamification integrates technology and game design principles, it can be 

an effective tool in educational activities fostering an interactive environment.  

 

Table 7  

Gamification 

GAMIFICATION 

Author 1:  

 

Jord§n et al. (2023) 

Jord§n et al. (2023) have shown through an 

experimental group of students who were subjected to a pre- 

test and a post test, the effectiveness of different gamification 

tools to foster English vocabulary learning   since 

gamification strategy is versatile and effective across various 

age groups, including children, teenagers, and adults. 

Specifically, this research highlights the use of Duolingo as a 

gamified tool to enhance vocabulary learning as well as 

Educaplay.  

 

 

Author 2: 

Oviedo (2020) 

Oviedo (2020) conclude with the results of this study 

have revealed a significant improvement in learners' 

vocabulary levels, indicating the positive impact of using 

gamification strategies in the educational setting. 
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Author 3: 

Mayorga (2023) 

Mayorga (2023) showed that students prefer gamified 

classes rather than taking classes where conventional methods 

were still used. However, educators as well as students have 

to face challenges that need to be overcome by trying to adapt 

to the new changes incorporating gamified tools which can 

reshape conventional teaching approaches. 

Elaborated by: Ruiz Anabel (2024) 

Source: Direct research 

 

 

Interpretation: 

Through these previous studies it can be evidenced that authors have different points of 

view regarding to gamification.  Thus, the first authors Jord§n et al. (2023) express a positive point 

of view since they conclude that applying gamification determine its effectiveness to foster English 

vocabulary learning due to the fact that it is absolutely versatile which means that it can be applied 

with different types of learners.  In the same way, Oviedo (2020) affirms that the use of 

gamification promotes a positive impact as well as a significant improvement in studentsô 

vocabulary development. On the other hand, Mayorga (2023) showed that students prefer 

gamification rather than conventional classes. However, this author emphasizes on the importance 

of keeping in mind that some significant challenges that need to be overcome since this change 

can involve a reshape conventional approaches thus, educators as well as learners should have 
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training to use gamified tools correctly taking into account their advantages and disadvantages to 

full benefit from them. 

 

Table 8  

Gamification 

GAMIFICATION 

Author 1: 

Tayakcu et al. (2020) 

 

 

 

Tayakcu et al. (2020) mention that in the past 

technology just focused on using equipment in classrooms. 

Even when it has expanded to include areas that enable people 

to improve outcomes, have access to online education and 

shift from traditional teaching methods, there is a slight 

possibility that education can focus just on the use of gamified 

tools living aside methods in which learners have real 

interaction. 

Author 2: 

Zhang & Hasim 

(2023) 

 

Zhang & Hasim (2023) conclude that gamification is 

not new currently and it is producing significant outcomes in 

the educational field. However, if its management is not well- 

controlled it may be a double-edge tool as it can create an 
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addiction to participants so that outcomes might be potentially 

negative.  

 

 

Author 3: 

Hallifax et al. (2019) 

 

Hallifax et al. (2019) point out that recent research in 

the gamification field affirms that to be effective, the game 

elements must be customized to suit learnersô needs so that it 

is crucial to recognize that gamification factors. One of the 

most relevant factors is that it sometimes needs to be 

personalized, have ongoing assessment where learners 

receive immediate feedback to measure their progress which 

can produce a negative impact.  Moreover, educatorsô 

performance is also relevant since they need to have a clear 

management of chosen tools.  

Elaborated by: Ruiz Anabel (2024) 

Source: Direct research 

 

 

Interpretation: 

The previous studies taken for the development of the chart above show that some authors 

agree with the use of gamification in the educational field. However, they have found some key 

points that can be struggling for its application. In such way, Tayakcu et al. (2020), Zhang & Hasim 

(2023), and Hallifax et al. (2019) have highlighted certain points to be taken into account when 

using gamification.  They emphasize on the issue that technology in education initially just focused 
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on the use of equipment un classrooms, it has been used to develop enhanced learning outcomes 

so that there has been a transition from traditional methods. However, there is a risk that education 

might overly rely on just gamified tools focusing just on the use of technological devices drifting 

apart methods that encourage real-world interaction.  

Although gamification is currently fostering significant outcomes in education, it can 

become a double-edge sword if it is not properly managed leading to addiction producing negative 

outcomes.  Moreover, to be in a high percent effective and ensure positive results, gamification 

needs to be tailored to the learnersô needs as well as a proper educatorsô tools management.  

 

 

Table 9  

Gamification Trends 

GAMIFICATION TRENDS 

Author 1: 

Bahodirovich & 

Romilovich (2021) 

 

Bahodirovich & Romilovich (2021), mentioned in 

their study that recent educational trends highlight the 

effectiveness of digital tools and platforms in achieving 

significant learning outcomes. Thus, gamification is a current 

trend which incorporates virtual reality and collaborative 

tools that foster more interactive and engaging learning 

experience 
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Author 2: 

Mayorga (2023) 

 

Mayorga (2023) affirms that gamification nowadays 

is considered as new trend regarding to teaching innovation 

offering a fresh perspective on classroom learning as well as 

encouraging educator to embrace updated teaching methods 

to foster interactive teaching and learning experiences 

everywhere and anytime. 

 

Author 3: 

Jim®nez & Gargallo 

(2020) 

Jim®nez & Gargallo (2020) conclude that gamification 

and motivation are closely linked. There are beneficial effects 

of gamification on learnersô motivation which can inspire 

greater enthusiasm for English learning through games since 

they are considered as educational tools that can transform the 

traditional classroom into a more innovative learning 

environment. Quizizz was the selected tool for this study 

which is a fun and engaging game where learners aim to 

answer questions correctly to win. Learners are able to access 

on smartphones or computers. To facilitate the game, 

educators need to create an account.  

Elaborated by: Ruiz Anabel (2024) 

Source: Direct research 
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Interpretation: 

In the studies presented in the chart above it is evident that all of the authors have a similar 

point of view regarding to gamification trends. In such way, Bahodirovich & Romilovich (2021), 

Mayorga (2023), and Jim®nez & Gargallo (2020) agree with the issue that recent educational trends 

emphasize the effectiveness of digital tools and platforms to get significant learning outcomes. 

Gamification definitely stands out as a new trend in teaching innovation because of virtual 

reality and collaborative tools incorporation are applied to create more engaging as well as 

interactive learning experiences. By combining gamification and motivation educators can create 

an innovative environment different from a conventional one inspiring enthusiasm for learning 

English through the use of games. Jim®nez & Gargallo (2020) suggest in their study Quizizz as the 

primary gamified tool since it offers an interactive way for learners to engage content by using 

technology.  

 

 

Table 10  

Gamification Trends 

GAMIFICATION TRENDS 

Author 1: 

Bagher & Khodabandelou (2021) established that the 

increasing student-centered instruction is leading to the 

adoption of instructional techniques like gamification in the 

educational field since it involves using gaming platforms that 
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Bagher & 

Khodabandelou 

(2021) 

 

combine entertainment to motivate learners helping them 

achieve a better understand of concepts. This new trend has a 

significant impact as it effectively captures learnersô mental 

focus making it a popular method to improve learnersô 

performance as well as motivation.  

 

 

Author 2: 

Fithriani (2021) 

 

Fithriani (2021) explained that with the technology 

advancement, the use of games in language education has 

increased, leading to the creation of innovative learning 

models like gamification which has led to a combination of 

some methods. Because of the rising popularity of 

smartphones, tablets, etc., it has been evident the integration 

of (ICT) Information and communication technologies, 

mobile-assisted language learning (MALL), computer-

assisted language learning (CALL). Moreover, Digital game-

based learning has become one of the most popular methods 

of integrate gamification and technology. 

Digital games have been incorporated into classroom 

activities for language education. For instance, the use of 

Quizlet, online or mobile form has proven effective 

improvement of vocabulary acquisition of EFL. 
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Author 3: 

Oliveira et al. (2022) 

 

Oliveira et al. (2022) state that some research taken for 

develop their study suggest that gamification pretends to 

increase learnersô motivation as well as engagement in 

learning environments.  

However, while it can enhance learning motivation, 

some studies also indicate that an unproper gamified design 

can lead to negative outcomes or can have a negative impact 

on learnersô experience, it depends on the approach used by 

the educator taking into account that learners can have 

different behavioral profiles which makes that they have to 

struggle with different types of gamers such as conqueror, 

achiever, mastermind, seeker, socializer, and survivor.  

Thereby, Oliveira et al. (2022) affirms that personalized 

gamification is suggested, but the study conclude that the 

mentioned trend does not affect learnersô experience.  

Elaborated by: Ruiz Anabel (2024) 

Source: Direct research 
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Interpretation:  

With the previous studies above, it can be evidenced that authors have different points of 

view regarding to gamification trends.  In this sense, Bagher & Khodabandelou (2021), affirmed 

that gamification has been used since the student-centered instruction point of view, it uses gaming 

platforms which combine entertainment with education, thereby enhancing learnersô motivation 

and understanding concepts.  Likewise, Fithriani (2021) explained that gamification trends are 

powered by technological advancements and the use of technological devices, has led to the 

integration of some digital tools such as Mobile-assisted language learning (MALL) and computer-

assisted language learning (CALL). Moreover, digital game-based learning (DGBL) is being used 

with tools like Quizlet which proves effectiveness in improving vocabulary acquisition. 

On the other hand, Oliveira et al. (2022) conclude that some studies suggest that 

gamification can significantly increase learnersô motivation and engagement. Nevertheless, it is 

crucial to consider some drawbacks of poorly designed gamified experiences keeping in mind that 

the effectiveness of gamifications depends on the educatorôs approach chosen as well as the 

behavioral profile of learners that tend to vary. 
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Table 11  

Gamification Trends 

GAMIFICATION TRENDS 

Author 1: 

Jaramillo et al. 

(2024) 

 

 

 

Jaramillo et al. (2024) mention that gamification 

trends include certain factors that must be considered, such as 

the need for personalized learning experiences and monitored 

assessments. These assessments provide learners with 

immediate feedback, helping them determine whether they 

are on the right track. This allows educators giving learners 

the opportunity to improve with new attempts. However, this 

process needs to be monitored since learners with different 

behavior can feel frustrated even when gamified activities are 

supposed to be engaging for learners.  

 

Author 2: 

Kaļerauskas, & 

Sliogeriene (2022) 

Kaļerauskas, & Sliogeriene (2022) conclude that 

learnerËs behavior and motivation is affected by introducing 

gamified activities for a long period of time. The results of 

their study clearly show that motivation decrease since 

activities can turn repetitive for learners. 
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Author 3: 

Fithriani (2021) 

 

The author of this study affirms that gamified learning 

has become increasingly popular in EFL education, especially 

for learning vocabulary. Although, Fithriani (2021) affirms 

that some studies have found that some gamification trends 

such as mobile assisted does not always improve learnersô 

motivation or performance. Moreover, using gamified 

activities on mobile devices may be less effective due to the 

possible drawbacks, such as learners may prefer to use their 

devices for social purposes rather than for education because 

that can get distracted easily.  

 

Elaborated by: Ruiz Anabel (2024) 

Source: Direct research 

 

 

 

Interpretation:  

The studies taken for the development of the chart above show that some authors agree 

with some gamification trends. However, they have found some key points that can reveal some 

disadvantages to be consider when applying. Despite gamification trends in education offer great 

advantages, educators need to be aware that it also means to face challenges.  
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In this sense, Jaramillo et al. (2024), Kaļerauskas, & Sliogeriene (2022), and Fithriani 

(2021) conclude in their studies that it is essential to be aware of how gamified activities might 

affect learnersô behavior and motivation especially when activities are used for a long period of 

time since they can feel repetitive as well as less engaging leading to frustration and boredom. 

Moreover, authors highlight the issue that using gamification through mobile devices might not be 

effective because of distractions 

 

 

Table 12  

Gammification Strategies 

GAMIFICATION STRATEGIES 

 

 

 

Author 1: 

Jayawardena & 

Gupta (2021) 

 

 

Jayawardena & Gupta (2021) affirm in their study that 

gamification is recently considered a potential strategy to 

enhance online education. It includes several features 

elements to non-game settings to encourage behavior this 

means that experience points or rewards can be as an 

alternative instead of traditional grades allowing learners to 

choose their own learning path.  
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Author 2: 

Palaniappan & Noor 

(2022) 

 

Palaniappan & Noor (2022) affirms that the expansion 

of Information Communication Technology (ICT) has been 

risen by online learning which offers learners flexibility and 

self-directed learning strategy.  

This strategy not only complements traditional face-

to- face instruction but also combine online lessons and game-

based elements into the teaching process. Moreover, online 

learning environment is crucial for learners to independent 

language acquisition as well as the development of problem-

solving skills. This strategy allows course material, 

information sharing and assessment demonstrating that 

learners are able to manage self-direction are familiarized 

with technological tools often achieve learning goals easily in 

online environments. 

 

 

Author 3: 

Hossein-Mohand 

(2021) 

Hossein-Mohand (2021) affirms that some 

pedagogical models like Flipped Learning and active methods 

such as Project-Based Learning and Gamification play an 

important role in the educational field considering that games 

are the most effective methodology for children. This idea is 

taken from a constructivist approach to experiential learning 

which emphasizes social interaction. In line with this 
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argument, the authors mention that Mobile learning 

environments support this issue by allowing flexible learning 

paths helping educators to address learnersô needs. The 

combination of technology and pedagogical strategies 

promote 21st-century skills which can contribute the teaching 

and learning process.  

Elaborated by: Ruiz Anabel (2024) 

Source: Direct research 

 

 

Interpretation: 

The current studies presented in the chart above show that all of the authors have the same 

point of view regarding to gamification strategies. In such way, Jayawardena & Gupta (2021), 

Palaniappan & Noor (2022), and Hossein-Mohand (2021) agree with the fact that gamification is 

becoming a relevant strategy promoting online education which offers a fresh alternative to 

experiment gamification elements. Online learning has expanded giving learner the opportunity of 

take their own learning in charge. This strategy makes the learning experience more engaging and 

interactive. In this environment learners can be able to build independence in language learning 

and problem- solving developing technological skill that help them to reach learning goals 

effectively.  
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Table 13  

Gamification Strategies 

GAMIFICATION STRATEGIES 

Author 1: 

Kivancicek & Uzun 

(2022) 

Kivancicek & Uzun (2022) mention in their study that 

technology has been applied in 21st-century education, this 

implies gamification and online games as strategies that 

nowadays are taking place into traditional classrooms 

especially in language education. 

This strategy offers opportunities for educators and learners 

to engage with game elements than can be effectively used in 

classroom promoting significant outcomes during the 

teaching and learning process. Socrative, Plickers, Quizizz, 

and Quizigame are examples of tools that can be used as 

classroom strategies to teach in any kind of classroom even 

when there is no game environment. 

 

Author 2: 

Nieto & Rold§n 

(2021) 

 

Nieto & Rold§n (2021) show that online learning 

provides learners with extensive access to information and 

encouraged sharing knowledge among others it also can be 

challenging for educators. Most of learners have share 

gamified videoconferences to keep connected with classmates 

offering sense of support. Moreover, games naturally attract 
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young and grown-up adding extra motivation to learn and the 

ability to develop strategies for competition and collaboration.   

Gamified strategies have proven that motivation 

increase during the learning process through rewards. There 

are some strategies that incorporate games into teaching such 

as Quizzes which allows testing learners their knowledge 

through apps or online platforms.  

 

 

 

 

Author 3: 

M¬rell (2021) 

 

M¬rell (2021) conclude that gamification is being 

used as a teaching strategy in online environments to develop 

teamwork, critical thinking, interactions, problem-solving, 

and technological proficiency even when this process is quite 

complex. 

Educators involved in this study see gamification 

strategies as powerful tools to increase learnersô motivation. 

Although, their main challenge is designing effective 

activities and task as well as evaluating each learnerôs 

understanding when applying group assignments. 

Furthermore, educatorsô instruction was quite low since 

during the process the lack of knowledge regarding to the 

management of design process was evident.  

Elaborated by: Ruiz Anabel (2024) 

Source: Direct research 
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Interpretation: 

With the previous studies above, it can be evidenced that authors have different points of 

view regarding to gamification strategies.  In such way, Kivancicek & Uzun (2022), point out that 

in todayôs educational, online games have been enrolled in traditional classrooms especially in 

language education. This strategy allows learners and educators to enhance the learning experience 

through gamified elements and tools such as Socrative, Plickers, Quizizz and Quizigames which 

are options to verify that gamification can be adapted or integrated into any kind of classroom. In 

line with the previous author, Nieto & Rold§n (2021) affirms that online learning offers extensive 

access to information that easily can be shared among others. The use of videoconferences has 

shown in the current study that keep learners connected, motivated, and with social support 

provided.  

Gamified activities can perfectly be used with young and adult learners since they add 

motivation fostering strategies for competition and collaboration development.  However, M¬rell 

(2021) highlights in the study the issue that unfortunately educators were not instructed properly 

to manage the teaching process. 
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Table 14  

Gamification Elements 

GAMIFICATION ELEMENTS 

Author 1: 

Park & Kim (2021) 

 

Park & Kim (2021) conclude that gamification uses 

different elements, structures, and principles to be applied in 

the educational field. It uses points, badges, levels, to provide 

motivation with integration experiences. In this sense, the 

authors mention that gamified environments are suggest.  

Furthermore, the application of leaderboard and 

badges which are gamification elements help learners to 

improve their motivation due to the fact that they assist 

learners set goals fostering competition as well as providing 

feedback. Leaderboardsô design should be developed 

appropriate according to the type of learnersô needs.  

 

Author 2: 

Garaialde & Cowan 

(2021) 

Garaialde & Cowan (2021) suggest rewards such as 

points, levels, badges, and leaderboards which can be 

combined with feedback to encourage learnersô engagement.  

They also mention that the design of gamified rewards 

in gamified platforms as soon as learners open an app because 
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this process can greatly increase the chances of learners used 

again the app spending more time on it and increasing their 

participation.  

 

 

 

Author 3: 

Boundour (2023)  

 

Boundour (2023) affirms that gamification elements 

are essential in the development of gamified tools due to the 

fact that their main feature is motivate learners to use them in 

the educational field making activities more engaging. 

Leaderboards, rewards, badges, levels, progress bars and 

feedback are part of the most common element used in the 

current trends which are designed to maintain retention 

promoting the learning improvement.  

Elaborated by: Ruiz Anabel (2024) 

Source: Direct research 

 

 

Interpretation:  

The current studies presented to the development of the chart above show that all of the 

authors have the same point of view regarding to gamification elements. Thereby, Park & Kim 

(2021), Garaialde & Cowan (2021), and Boundour (2023) conclude in their studies that 

gamification incorporates different elements and principles to enhance educational experiences for 

educators and learners. Through the use of elements like points, badges, leaderboards, levels, etc., 

learners are able to experiment motivation.  
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According to authors above, gamified environments are related to gamification elements 

such as leaderboards and badges which play an important role in learnersô motivation and 

engagement due to the that they foster competition and provide constructive and immediate 

feedback. Moreover, the combination of rewards with feedback can encourage to spend more time 

on apps practicing educational content. 

 

 

Table 15  

Gamification Elements 

GAMIFICATION ELEMENTS 

Author 1: 

Wirani & 

Romadhon (2022)   

 

Wirani & Romadhon (2022) states that most of 

gamified tools suggested to be used in the learning process 

must contain gamification elements. This study focuses on the 

use Kahoot which integrates elements to foster motivation 

during the learning process. Kahoot allows to create quizzes 

and polls, thus learners can participate easily. In the case of 

quizzes, learners must answer question correctly to earn 

points which encourages them to perform well to be in the 

first ranks of the leaderboard creating a competitive 

environment.  
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Author 2: 

Demirbilek & 

Alzouebu (2022) 

Demirbilek & Alzouebu (2022) conclude that teachers 

use gamification in their classes since it motivates learners 

and increase interest in learning support skill development. In 

their study educators support that they use games depending 

on the objectives of the lesson and context and try to use 

gamification elements such as points, leaderboards, rewards, 

levels, and feedback to foster learnersô motivation to allow 

free practice making lesson interactive. Kahoot, and 

Mentimeter, are gaming websites that foster a comfortable 

and engaging learning process using gamification elements.  

 

Author 3: 

Philpott & Son 

(2022) 

 

Philpott & Son (2022) propose in their study based on 

the results that learnersô attention to rewards offered by the 

leaderboard increased their performance up to certain 

threshold, but once it was reached, their performance 

declined. Moreover, they show that leaderboardôs use 

rankings to regulate usersô behavior and focus on motivation 

for foreign language learning.  

Elaborated by: Ruiz Anabel (2024) 

Source: Direct research 
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Interpretation:  

The previous current studies presented above, evidence that authors have different points 

of view regarding to gamification elements. In this sense, Wirani & Romadhon (2022) stands out 

the integration gamification elements since they are essential for enhancing learnersô engagement 

and motivation. Their study highlights the effectiveness of Kahoot based on the issue that it 

incorporates some gamified elements to foster significant outcomes.  In the same way, Demirbilek 

& Alzouebu (2022) show that gamification elements such as points, leaderboards, and feedback 

are used by educators to increase interest in support skill as well as learning process because the 

mentioned elements can promote to experiment an interactive and motivating learning experience.  

However, Philpott & Son (2022) point out that gamification elements effectiveness may 

decline beyond threshold. Its impact also should be carefully managed to keep significant learning 

outcomes.  

 

CHAPTER 3 

THE PROPOSAL 

PROPOSAL NAME: Didactic Unit Focused on Gamification to Promote Teaching Vocabulary 

for Young Learners.  

TYPE OF PRODUCT: The current proposal suggests a Didactic Unit to develop vocabulary 

learning.  

According to Richards et al. (2012), ñDefine a didactic unit as a planned sequence of 

instructional activities with clearly stated learning goals.ò 
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  In this context, the current didactic unit is designed for being applied in private schoolsô 

system by English area teachers to be used with learners aged 11 to 12 years who struggle with 

vocabulary learning.  

 The current proposal consists of four lessons that incorporate gamified activities and 

various teaching methods to promote significant learning outcomes. This strategy enables teachers 

to determine learners' needs so that they can develop specific activities by using tools that are 

interactive and engaging.  

Hence, the current didactic unit develops gamification to improve vocabulary use in 

students, it has the following sections: 

¶ Cover Page: The name of the unit of study is ñDidactic Unit to develop Vocabulary 

Learningò 

¶ Introduction: It gives a brief welcome to teachers and students by pointing out the 

influence of gamification on vocabulary learning.  

¶ Table of Contents: It is basically the scheme of the unit of study and it presents the 

name of the lessons, language focus, skills, techniques and learning outcomes.  

¶ Instructional Procedures: The procedures describe the name of the instructor, content, 

target audience, time for the lesson, method, objectives, aims, phases, teachersô actions, 

studentsô actions, materials, suggestions, links to all proposed gamified activities.   

¶ Topics of study: It is the development of the didactic unit though the display of lessons 

which have been created by the author of the current research work.  Since most of the 
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proposed activities need to be played live, images of each activity's development are 

also attached to verify their proper creation. 

OBJECTIVES:  

General Objective: To design interactive and engaging activities using gamified digital 

resources to promote English vocabulary in meaningful contexts at an A2 level for 7th - grade 

primary students 

Specific Objectives: 

¶ To foster vocabulary learning through interactive online activities displayed in four 

academic lessons.  

¶ To promote vocabulary learning through interactive, digital, and online tools in 7th 

grade students. 

FOUNDATION: 

          Methods and Strategies 

Some teaching methods are applied and combined with gamification strategy since game 

elements promote a better learning experience due this fact the following methods and strategies 

are considered for the current proposal: Game-Based Learning (GBL), Mobile Assisted Language 

Learning (MALL), Eclectic Method, ERCA Methodology, and Flipped Classroom.  

The mentioned Methods are highly related with Technology. Consequently Dahalan et al. 

(2024) states that Game-Based Learning (GBL) combines educational theories and digital games 

making the learning process engaging through interactive game structures and activities. In this 

context, games and their elements are essential as they make the learning process both fun and 
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effective. This approach allows learners to develop critical thinking, collaboration, and decision-

making skills in an interactive environment. 

Moreover, Shortt et al. (2023) states that Gamification in Mobile Assisted Language 

Learning (MALL) has positive effects on motivation due to its incorporation of game elements. 

Some platforms offer these game elements, which promote motivation during the learning process 

through mobile or other electronic devices. Gamification makes the learning process more 

accessible and less intimidating, helping to create a sense of competition and achievement as 

learners experience victories.  

In addition, Safira (2020) affirms that the Eclectic Method is a combination of different 

approaches or techniques to address specific learnersô needs and teaching goals.  This method is 

adaptable for different classroom environments since it can be applied in a conventional class as 

well as in an online or hybrid class. Under this premise, teachers are totally free to develop a wide 

range of activities, tools or techniques to create a dynamic and effective learning process.   

Furthermore, Ortiz et al. (2023) concluded that the ERCA methodology consists of four 

stages: Experience, Reflection, Conceptualization, and Application. This approach emphasizes the 

combination of theoretical knowledge with practical application, taking into account learnersô 

experiences and focusing on meaningful learning. In this sense, this method highlights the use of 

experiential learning, fostering critical thinking, creativity and reflective participation. 

Additionally, it can be applied across various subjects to enhance knowledge through personal 

experiences and facilitate real-life contexts.   

Finally, Galindo (2021) affirms that in the flipped classroom, the teachers act as a 

facilitator, allowing learners to explore new content before focusing on a topic through online 
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resources. This approach emphasizes the combination of different teaching methods with 

gamification, fostering an engaging, creative, and playful learning environment. By doing so, it 

allows learners to maintain interest and participate actively during the learning process, 

highlighting the importance of student-centered learning.  
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Instructional Procedures 

Lesson 1: Free-time fun! 

)ÎÓÔÒÕÃÔÏÒȡ ȣȣȣȣȣȣȣ #ÏÎÔÅÎÔȡ 3ÐÏÒÔÓȟ ÈÏÂÂÉÅÓȟ ÓÔÁÔÅ ÖÅÒÂÓ 

0ÕÐÉÌÓȡ  ηȤίί ÁÇÅÄ ÌÅÁÒÎÅÒÓ 4ÉÍÅȡ δή ÍÉÎ  

-ÅÔÈÏÄȡ %2#! Ȥ 'ÁÍÉǢÃÁÔÉÏÎ ,ÅÖÅÌȡ !ΰ 

/ÂÊÅÃÔÉÖÅȡ  

3ÔÕÄÅÎÔÓ ×ÉÌÌ ÂÅ ÄÅÓÃÒÉÂÉÎÇ ÔÈÅÉÒ ÆÒÅÅȤÔÉÍÅ ÁÃÔÉÖÉÔÉÅÓ ÉÎ ÒÅÁÌ ÌÉÆÅ ÃÏÎÔÅØÔÓ 

ÔÈÒÏÕÇÈ ÔÈÅ ÕÓÅ ÏÆ ÕÓÅ ÐÒÏÐÅÒ ÖÏÃÁÂÕÌÁÒÙȢ  

$ÅÓÃÒÉÐÔÉÏÎȡ 4ÈÅ ÃÕÒÒÅÎÔ ÌÅÓÓÏÎ ÁÉÍÓ ÔÏ ÐÒÏÍÏÔÅ ÖÏÃÁÂÕÌÁÒÙ ÕÓÉÎÇ ÆÒÅÅȤ

ÔÉÍÅ ÁÃÔÉÖÉÔÉÅÓ ÃÏÎÔÅØÔȢ &ÉÖÅ ÐÈÁÓÅÓ ÎÅÅÄ ÔÏ ÂÅ ÁÐÐÌÉÅÄȡ 

0ÈÁÓÅÓȡ 

ίȢ %ØÐÅÒÉÅÎÃÅ 

ΰȢ 2ÅǨÅÃÔÉÏÎ 

αȢ #ÏÎÃÅÐÔÕÁÌÉÚÁÔÉÏÎ 

βȢ !ÐÐÌÉÃÁÔÉÏÎ 

!ÓÓÅÓÓÍÅÎÔ ÁÂÌÅ ÔÏ ÃÏÍÐÒÅÈÅÎÄ ÁÎÄ ÕÓÅ ÖÏÃÁÂÕÌÁÒÙ ÒÅÌÁÔÅÄ ÔÏ ÆÒÅÅȤÔÉÍÅ ÁÃÔÉÖÉÔÉÅÓȢ  
 

 

 

4ÅÁÃÈÅÒȭÓ !ÃÔÉÏÎȡ  

 

ίȢ %ØÐÅÒÉÅÎÃÅȡ 

3ÕÇÇÅÓÔÅÄ ÔÉÍÅȡ  γ ÍÉÎÕÔÅÓ 

4 ÓÔÁÒÔÓ ÔÈÅ ÌÅÓÓÏÎ ÂÙ ÍÁËÉÎÇ ÓÏÍÅ ÑÕÅÓÔÉÏÎÓ ÁÂÏÕÔ ÆÒÅÅȤ

ÔÉÍÅ ÁÃÔÉÖÉÔÉÅÓȢ  

%ȢÇȢ 7ÈÁÔ ÄÏ ÙÏÕ ÌÏÖÅ ÄÏÉÎÇ ÉÎ ÙÏÕ ÆÒÅÅ ÔÉÍÅȩ 

7ÈÅÒÅ ÄÏ ÙÏÕ ÌÉËÅ ÄÏÉÎÇ ÓÕÃÈ ÁÃÔÉÖÉÔÉÅÓ ÉÎ ÙÏÕÒ ÆÒÅÅ ÔÉÍÅȩ 

7ÈÏ ÄÏ ÙÏÕ ÌÉËÅ ÄÏÉÎÇ ÙÏÕÒ ÆÒÅÅ ÔÉÍÅ ÁÃÔÉÖÉÔÉÅÓ ×ÉÔÈȩ 
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 4 ÁÓËÓ ÓÔÕÄÅÎÔÓ ÔÏ ×ÏÒË ÉÎ ÐÁÉÒÓ ÏÒ ÓÍÁÌÌÓ ÇÒÏÕÐÓ ÔÏ 

ÂÒÁÉÎÓÔÏÒÍ ÁÂÏÕÔ ÔÈÅ ÔÏÐÉÃ ÓÏ ÔÈÁÔ ÔÈÅ 4 ÉÓ ÁÂÌÅ ÔÏ ÉÄÅÎÔÉÆÙ 

3Ó ËÎÏ×ÌÅÄÇÅȢ  

 

ΰȢ 2ÅǨÅÃÔÉÏÎȡ 

3ÕÇÇÅÓÔÅÄ ÔÉÍÅȡ  ίή ÍÉÎÕÔÅÓ 

4 ÐÒÏÖÉÄÅÓ ǨÁÓÈ ÃÁÒÄÓ ÔÈÒÏÕÇÈ -ÅÎÔÉÍÅÔÅÒȭÓ ÌÉÎË ÏÒ ÃÏÄÅȢ 

4 ÐÒÅÓÅÎÔÓ ÎÅ× ÖÏÃÁÂÕÌÁÒÙ ÌÁÂÅÌÅÄ ÉÍÁÇÅÓ ÓÏ ÔÈÁÔ 3Ó ÃÁÎ 

ÇÕÅÓÓ ÔÈÅ ÆÒÅÅȤÔÉÍÅ ÁÃÔÉÖÉÔÙ ÐÒÅÓÅÎÔÅÄ ÁÎÄ ÐÒÁÃÔÉÃÅ ÉÔÓ 

ÐÒÏÎÕÎÃÉÁÔÉÏÎȢ  

.ÏÔÅȡ 4ÈÅ ÃÕÒÒÅÎÔ -ÅÎÔÉÍÅÔÅÒȭÓ !ÃÔÉÖÉÔÙ ÈÁÓ ÔÏ ÂÅ 

ÄÅÖÅÌÏÐÅÄ ÌÉÖÅ ÓÉÎÃÅ ÔÈÅ ÐÌÁÔÆÏÒÍ ÁÌÌÏ×Ó ÔÈÅ ÔÅÁÃÈÅÒ 

ÁÄÍÉÔÔÉÎÇ ÐÁÒÔÉÃÉÐÁÎÔÓ ÔÏ ÂÅ ÐÁÒÔ ÏÆ ÔÈÅ ÁÃÔÉÖÉÔÙ ÉÎ ÒÅÁÌ 

ÔÉÍÅȢ  

 

αȢ #ÏÎÃÅÐÔÕÁÌÉÚÁÔÉÏÎȡ  

3ÕÇÇÅÓÔÅÄ ÔÉÍÅȡ ίή ÍÉÎÕÔÅÓ 

4 ÐÒÅÓÅÎÔÓ Á ÐÏÓÔÅÒ ÕÓÉÎÇ ÔÈÅ ÓÁÍÅ ÉÍÁÇÅÓ ÆÒÏÍ ÔÈÅ ǨÁÓÈ 

ÃÁÒÄÓ ÕÓÅÄ ÂÅÆÏÒÅ ÁÎÄ ÁÓË 3Ó ÔÏ ÌÏÏË ÁÔ ÔÈÅÍ ÃÁÒÅÆÕÌÌÙ ÓÏ 

ÔÈÁÔ ÔÈÅÙ ÃÁÎ ÒÅÍÅÍÂÅÒ ÔÈÅ ÖÏÃÁÂÕÌÁÒÙ ÇÉÖÅÎ ÐÒÅÖÉÏÓÕÌÙȢ 

/ÎÃÅ 33 ǢÎÉÓÈȟ 4 ÐÒÏÖÉÄÅÓ ÁÎ %ÄÕÃÁÐÌÁÙȭÓ ÌÉÎË ÔÏ ×ÏÒË ÏÎ 

ÕÎÓÃÒÁÍÂÌÅ ÌÅÔÔÅÒÓ ÁÃÔÉÖÉÔÙ ×ÈÉÃÈ ÈÁÓ ÔÉÍÅ ÁÎÄ ÎÕÍÂÅÒ ÏÆ 

ÌÉÖÅÓ ÔÏ ÅÁÃÈ ÐÁÒÔÉÃÉÐÁÎÔȢ  

.ÏÔÅȡ 4ÈÅ ÃÕÒÒÅÎÔ %ÄÕÃÁÐÌÁÙȭÓ !ÃÔÉÖÉÔÙ ÈÁÓ ÁÃÃÅÓÓ 

ÁÎÙÔÉÍÅ ÓÏ ÉÔ ÃÁÎ ÂÅ ÕÓÅÄ ÔÏ ÐÒÁÃÔÉÃÅ ÆÒÅÅÌÙȢ  

 

βȢ !ÐÐÌÉÃÁÔÉÏÎȡ  

3ÕÇÇÅÓÔÅÄ ÔÉÍÅȡ ίÏ ÍÉÎÕÔÅÓ 
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4 ×ÒÉÔÅÓ ÏÎ ÔÈÅ ÂÏÁÒÄ ÓÔÁÔÅ ÖÅÒÂÓ ɉÇÏȤÄÏɊ ÁÎÄ ÅØÐÌÁÉÎÓ ×ÈÙ 

ÁÒÅ ÔÈÅÙ ÃÁÌÌÅÄ ÌÉËÅ ÔÈÁÔȢ 4 ×ÒÉÔÅÓ ÏÎ ÔÈÅ ÂÏÁÒÄ ÅØÁÍÐÌÅÓ 

ɉ$/ ËÁÒÁÔÅȟ '/ ÃÉÃÌÙÉÎÇȟȣɊȢ /ÎÃÅ ÓÔÕÄÅÎÔÓ ÉÄÅÎÔÉÆÙ ÔÈÅ 

ÃÏÎÓÔÒÕÃÔÉÏÎÓȟ 4 ÐÒÏÖÉÄÅÓ Á ÌÉÎË ÔÏ ×ÏÒË ÏÎ ÁÎ %ÄÕÃÁÐÌÁÙȭÓ 

ÁÃÔÉÖÉÔÙ ÉÎ ×ÈÉÃÈ 3Ó ÈÁÖÅ ÔÏ ÍÁÔÃÈ ÔÈÅ ÓÔÁÔÅ ÖÅÒÂ ÇÉÖÅÎ ×ÉÔÈ 

ÔÈÅ ÁÃÔÉÏÎ ÃÏÒÒÅÃÔÌÙȢ  

.ÏÔÅȡ 4ÈÅ ÃÕÒÒÅÎÔ %ÄÕÃÁÐÌÁÙȭÓ !ÃÔÉÖÉÔÙ ÈÁÓ ÁÃÃÅÓÓ 

ÁÎÙÔÉÍÅ ÓÏ ÉÔ ÃÁÎ ÂÅ ÕÓÅÄ ÔÏ ÐÒÁÃÔÉÃÅ ÆÒÅÅÌÙȢ  

 

3ÕÇÇÅÓÔÅÄ ÔÉÍÅȡ ΰή ÍÉÎÕÔÅÓ 

4 ÐÒÏÊÅÃÔÓ ÏÎ ÓÃÒÅÅÎ Á ÄÉÁÌÏÇ ÂÅÔ×ÅÅÎ $ÁÎÉ ÁÎÄ !ÎÉÅȢ 4ȭ 

ÇÕÉÄÅÓ ÁÎÄ ÃÈÅÃËÓ ÐÒÏÎÕÎÃÉÁÔÉÏÎ ÁÎÄ ÉÎÔÏÎÁÔÉÏÎȢ /ÎÃÅ 3Ó 

ÒÅÁÄ ÉÔ 4 ÓÈÁÒÅÓ Á +ÁÈÏÏÔȭÓ ÌÉÎË ÔÏ ÅÖÁÌÕÁÔÅ ÉÆ ÔÈÅÙ ÈÁÖÅ ÈÁÄ 

ÇÏÔÔÅÎ ÔÈÅ ÆÒÅÅȤÔÉÍÅ ÖÏÃÁÂÕÌÁÒÙ ÐÒÅÓÅÎÔÅÄ ÉÎ ÔÈÅ ÌÅÓÓÏÎ ÂÙ 

ÁÓËÉÎÇ ÓÏÍÅ ÑÕÅÓÔÉÏÎÓ ÁÃÃÏÒÄÉÎÇ ÔÏ ÔÈÅ ÄÉÁÌÏÇÕÅȢ 

(ÉÇÈÌÉÇÈÔ ÔÈÅ ÔÉÍÅ ÁÎÄ ÔÈÅ ÐÏÄÉÕÍ ÐÏÓÉÔÉÏÎ ÉÎ ÔÈÅ ÇÁÍÅȢ )Æ 

ÎÅÃÅÓÓÁÒÙȟ ÇÉÖÅ Á ÒÅ×ÁÒÄ ÔÏ ÍÏÔÉÖÁÔÅ ÔÈÅÍȢ   

.ÏÔÅȡ 4ÈÅ ÃÕÒÒÅÎÔ +ÁÈÏÏÔȭÓ !ÃÔÉÖÉÔÙ ÈÁÓ ÔÏ ÂÅ ÄÅÖÅÌÏÐÅÄ 

ÌÉÖÅ ÓÉÎÃÅ ÔÈÅ ÐÌÁÔÆÏÒÍ ÁÌÌÏ×Ó ÔÈÅ ÔÅÁÃÈÅÒ ÁÄÍÉÔÔÉÎÇ 

ÐÁÒÔÉÃÉÐÁÎÔÓ ÔÏ ÂÅ ÐÁÒÔ ÏÆ ÔÈÅ ÁÃÔÉÖÉÔÙ ÉÎ ÒÅÁÌ ÔÉÍÅȢ  

 

γȢ !ÓÓÅÓÓÍÅÎÔȡ ɉÐÏÓÓÉÂÌÅ ÎÅØÔ ÃÌÁÓÓ ÔÁÓËɊ 

4 ÁÓËÓ 3Ó ÔÏ ÒÅÃÏÒÄ Á ÖÉÄÅÏ ɉίȤΰ ÍÉÎÕÔÅÓɊ ÔÁÌËÉÎÇ ÁÂÏÕÔ ÔÈÅÉÒ 

ÆÒÅÅ ÔÉÍÅ ÁÃÔÉÖÉÔÉÅÓ ÕÓÉÎÇ ÔÈÅ ÖÏÃÁÂÕÌÁÒÙ ÇÉÖÅÎ ÄÕÒÉÎÇ ÔÈÅ 

ÌÅÓÓÏÎ ɉÐÒÏÖÉÄÅ Á ÐÒÏÍÐÔɊȢ 4 ÓÈÁÒÅÓ Á ÐÁÄÌÅÔȭÓ ÌÉÎË ÔÏ 

ÕÐÌÏÁÄ ÉÔ ɉÔÈÅÒÅ ÉÓ ÁÎ ÅØÁÍÐÌÅ ÁÖÁÉÌÁÂÌÅɊȢ 5ÓÅ ÔÈÅ ÁÔÔÁÃÈÅÄ 

2ÕÂÒÉÃ ÔÏ ÁÓÓÅÓÓ 3ÓȢ 

.ÏÔÅȡ 4ÈÅ ÃÕÒÒÅÎÔ 0ÁÄÌÅÔȭÓ !ÃÔÉÖÉÔÙ ÈÁÖÅ ÁÃÃÅÓÓ 

ÁÎÙÔÉÍÅȢ (Ï×ÅÖÅÒȟ ÉÔ ÉÓ ÉÍÐÏÒÔÁÎÔ ÔÏ ÓÅÔ Á ÄÅÁÄÌÉÎÅȢ 
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3ÔÕÄÅÎÔȭÓ !ÃÔÉÏÎȡ 

 

ίȢ %ØÐÅÒÉÅÎÃÅȡ 

3Ó ÁÎÓ×ÅÒÓ ÁÃÃÏÒÄÉÎÇ ÔÏ ÔÈÅÉÒ ÅØÐÅÒÉÅÎÃÅ ÏÒ ÐÒÅÖÉÏÕÓ 

ËÎÏ×ÌÅÄÇÅ ÁÂÏÕÔ ÔÈÅ ÔÏÐÉÃȢ !ÆÔÅÒȟ ÔÈÅÙ ×ÏÒË ÉÎ ÐÁÉÒÓ ÏÒ 

ÓÍÁÌÌ ÇÒÏÕÐÓ ÔÏ ÂÒÁÉÎÓÔÏÒÍ ÁÂÏÕÔ ÔÈÅ ÔÏÐÉÃȢ  

 

ΰȢ 2ÅǨÅÃÔÉÏÎȡ 

3Ó ÈÁÖÅ ÔÏ ÊÏÉÎ ÔÈÅ ÁÃÔÉÖÉÔÙ ÂÙ ÕÓÉÎÇ ÔÈÅ ÌÉÎË ÏÒ ÓÃÁÎÎÉÎÇ 

ÔÈÅ ÇÉÖÅÎ ÃÏÄÅȢ 4ÈÅÙ ÌÏÏË ÁÔ ÔÈÅ ǨÁÓÈÃÁÒÄÓ ÁÎÄ ÒÅÐÅÁÔ ÁÆÔÅÒ 

ÔÈÅ 4 ÔÈÅ ×ÏÒÄȭÓ ÐÒÏÎÕÎÃÉÁÔÉÏÎ ÓÏ ÔÈÁÔ ÁÔ ÔÈÅ ÅÎÄ ÔÈÅÙ ÃÁÎ 

ÂÅ ÁÂÌÅ ÔÏ ÒÅÍÅÍÂÅÒ ÅÁÃÈ ÆÒÅÅȤÔÉÍÅ ÁÃÔÉÖÉÔÙȢ  

 

αȢ #ÏÎÃÅÐÔÕÁÌÉÚÁÔÉÏÎȡ 

3Ó ÁÒÅ ÁÂÌÅ ÔÏ ÒÅÍÅÍÂÅÒ ÖÏÃÁÂÕÌÁÒÙ ÂÙ ÌÏÏËÉÎÇ ÁÔ ÔÈÅ 

ÐÏÓÔÅÒȢ !ÆÔÅÒ ÔÈÁÔȟ ÔÈÅÙ ÏÐÅÎ ÔÈÅ ÐÒÏÖÉÄÅÄ ÌÉÎË ÉÎ ÏÒÄÅÒ ÔÏ 

ÕÎÓÃÒÁÍÂÌÅ ÔÈÅ ÌÅÔÔÅÒÓ ÔÏ ÆÏÒÍ Á ÃÏÒÒÅÃÔ ×ÏÒÄȢ 3Ó ÓÈÏÕÌÄ ÂÅ 

ÃÁÒÅÆÕÌ ×ÉÔÈ ÔÈÅ ÔÉÍÅ ÁÎÄ ÎÕÍÂÅÒ ÏÆ ÌÉÖÅÓȢ 

 

βȢ !ÐÐÌÉÃÁÔÉÏÎȡ 

3Ó ÁÒÅ ÁÂÌÅ ÔÏ ÒÅÁÌÉÚÅ ÔÈÅ ÓÔÁÔÅ ÖÅÒÂÓ ÕÓÅ ×ÉÔÈ ÔÈÅ ÔÅÁÃÈÅÒȭÓ 

ÅØÐÌÁÎÁÔÉÏÎ ÁÎÄ ÇÉÖÅ ÍÏÒÅ ÅØÁÍÐÌÅÓ ÁÐÐÌÙÉÎÇ ÔÈÅ 

ÖÏÃÁÂÕÌÁÒÙ ÃÈÅÃËÅÄ ÄÕÒÉÎÇ ÔÈÅ ÌÅÓÓÏÎ ɉ%ȢÇȢ '/ ÓËÁÔÉÎÇɊȢ 

/ÎÃÅ ÔÈÅÙ ÁÒÅ ÃÌÅÁÒȟ ÔÈÅÙ ÕÓÅ ÔÈÅ ÌÉÎË ÐÒÏÖÉÄÅÄ ÂÙ ÔÈÅ 

ÔÅÁÃÈÅÒ ÔÏ ÐÌÁÙ Á ÍÁÔÃÈÉÎÇ ÁÃÔÉÖÉÔÙ ÉÎ ×ÈÉÃÈ ÔÈÅÙ ÈÁÖÅ ÔÏ 

ÒÅÃÏÇÎÉÚÅ ÔÈÅ ÓÔÁÔÅ ÖÅÒÂÓ ÁÎÄ ÍÁÔÃÈ ÔÈÅÍ ×ÉÔÈ ÔÈÅ ÃÏÒÒÅÃÔ 

ÁÃÔÉÖÉÔÙȢ 4ÈÅÙ ÓÈÏÕÌÄ ÔÁËÅ ÉÎÔÏ ÁÃÃÏÕÎÔ ÔÈÅ ÔÉÍÅ ÁÎÄ 

ÎÕÍÂÅÒ ÏÆ ÌÉÖÅÓ ÇÉÖÅÎȢ  
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3Ó ÒÅÁÄ ÔÈÅ ÄÉÁÌÏÇÕÅ ÇÉÖÅÎȟ ÔÈÅÎ ÔÈÅÙ ÕÓÅ ÔÈÅ +ÁÈÏÏÔȭÓ ÌÉÎË 

ÔÏ ÁÎÓ×ÅÒ ÓÏÍÅ ÑÕÅÓÔÉÏÎÓȢ 3Ó ÓÈÏÕÌÄ ÂÅ Á×ÁÒÅ ÏÆ ÔÈÅ ÔÉÍÅ 

ÁÎÄ ÔÈÅ ÐÏÄÉÕÍ ÐÏÓÉÔÉÏÎȢ   

 

δȢ !ÓÓÅÓÓÍÅÎÔȡ 

3Ó ÒÅÃÏÒÄ Á ÖÉÄÅÏ ɉίȤΰ ÍÉÎÕÔÅÓɊ ÉÎ ×ÈÉÃÈ ÔÈÅÙ ÈÁÖÅ ÔÏ ÔÁÌË 

ÁÂÏÕÔ ÔÈÅÉÒ ÆÒÅÅ ÔÉÍÅ ÁÃÔÉÖÉÔÙ ÕÓÉÎÇ ÔÈÅ ÖÏÃÁÂÕÌÁÒÙ ÌÅÁÒÎÔ 

ÄÕÒÉÎÇ ÔÈÅ ÌÅÓÓÏÎ ÁÓ ÍÕÃÈ ÁÓ ÔÈÅÙ ÃÁÎȢ 4ÈÅÎȟ ÕÐÌÏÁÄ ÔÈÅ 

ÖÉÄÅÏ ÔÏ ÔÈÅ 0ÁÄÌÅÔ ÐÒÏÖÉÄÅÄ ÂÙ ÔÈÅ ÔÅÁÃÈÅÒȢ  ɉ3Ó ÁÒÅ ÁÂÌÅ ÔÏ 

ÕÓÅ ÔÅÁÃÈÅÒȭÓ ÐÒÏÍÐÔɊ  

 

-ÁÔÅÒÉÁÌÓ Ⱦ 3ÏÕÒÃÅÓ 

-ÅÎÔÉÍÅÔÅÒȟ %ÄÕÃÁÐÌÁÙȟ +ÁÈÏÏÔȟ 0ÁÄÌÅÔ 

3ÕÇÇÅÓÔÉÏÎȡ 

-ÁËÅ ÓÕÒÅ ÙÏÕ ÈÁÖÅ ÎÅÃÅÓÓÁÒÙ ÅÌÅÃÔÒÏÎÉÃ ÄÅÖÉÃÅÓ ɉÃÅÌÌ ÐÈÏÎÅÓȟ ÌÁÂÓȟ ÓÃÈÏÏÌ 

ÔÁÂÌÅÔÓɊ ÁÎÄ Á ÓÔÁÂÌÅ ÉÎÔÅÒÎÅÔ ÃÏÎÎÅÃÔÉÏÎ ÔÏ ÆÁÃÉÌÉÔÁÔÅ ÅǟÅÃÔÉÖÅ ×ÏÒËȢ 

3ÏÕÒÃÅȡ 4ÈÅ ÒÅÓÅÁÒÃÈÅÒȟ άΪάή 
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0ÈÁÓÅ Ϋȡ %ØÐÅÒÉÅÎÃÅ  

3ÕÇÇÅÓÔÅÄ ÔÉÍÅȡ ί ÍÉÎÕÔÅÓ 

ΫȢ 7ÈÁÔ ÁÒÅ ÅØÁÍÐÌÅÓ ÏÆ ÆÒÅÅ ÔÉÍÅ ÁÃÔÉÖÉÔÉÅÓȩ  

άȢ 7ÈÁÔ ÄÏ ÙÏÕ ÌÏÖÅ ÄÏÉÎÇ ÉÎ ÙÏÕ ÆÒÅÅ ÔÉÍÅȩ 

έȢ 7ÈÏ ÄÏ ÙÏÕ ÌÉËÅ ÄÏÉÎÇ ÙÏÕÒ ÆÒÅÅ ÔÉÍÅ ÁÃÔÉÖÉÔÉÅÓȩ 

)ÎÓÔÒÕÃÔÉÏÎȡ $ÉÓÃÕÓÓ ÔÈÅÓÅ ÑÕÅÓÔÉÏÎÓ ×ÉÔÈ Á ÃÌÁÓÓÍÁÔÅ ÁÎÄ ÂÒÁÉÎÓÔÏÒÍȢ 7ÒÉÔÅ 

ÅØÁÍÐÌÅÓ ÁÓ ÍÕÃÈ ÁÓ ÙÏÕ ÃÁÎȢ  

 

0ÈÁÓÅ άȡ 2ÅǨÅÃÔÉÏÎ 

3ÕÇÇÅÓÔÅÄ ÔÉÍÅȡ ΫΪ ÍÉÎÕÔÅÓ 

)ÎÓÔÒÕÃÔÉÏÎȡ /ÐÅÎ ÔÈÅ ÌÉÎË ÏÒ ÓÃÁÎ ÔÈÅ ÃÏÄÅ ÁÎÄ ÌÏÏË ÁÔ ÔÈÅ ǨÁÓÈÃÁÒÄ ÁÎÄ ÔÅÌÌ ÍÅ 

ÆÒÅÅȤÔÉÍÅ ÁÃÔÉÖÉÔÙ ÉÓ ÉÔȢ  

,ÉÎËȡ ÈÔÔÐÓȡȾȾ×××ȢÍÅÎÔÉȢÃÏÍȾÁÌÚÈÁÅÆÔÉÆέÎ 

)1 ÃÏÄÅ 

 

 

 

https://www.menti.com/alzhaeftif3n
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Mentimeterõs Flashcards:  

 

 

 

 

 

 

 

 

 

          
 
 
 
 
 
 
 
 
 
 
   
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 

          

         

        

)ÍÁÇÅÓ ÔÁËÅÎ ÆÒÏÍȡ ÈÔÔÐÓȡȾȾÔÈÕÍÂÓȢÄÒÅÁÍÓÔÉÍÅȢÃÏÍȾÂȾÃÙÃÌÉÎÇȤÂÏÙȤÇÉÒÌȤÇÏȤÄÒÉÖÅȤÂÉÃÙÃÌÅÓȤÍÅÁÄÏ×ȤÖÅÃÔȤÖÅÃÔÏÒȤÉÌÌÕÓÔÒÁÔÉÏÎȤǨÁÔȤÄÅÓÉÇÎȤααήββγγέȢÊÐÇ 

ÈÔÔÐÓȡȾȾ×××ȢÓÈÕÔÔÅÒÓÔÏÃËȢÃÏÍȾÉÍÁÇÅȤÖÅÃÔÏÒȾÈÁÐÐÙȤÌÉÔÔÌÅȤËÉÄÓȤÐÌÁÙÉÎÇȤÖÏÌÌÅÙÂÁÌÌȤΰΪΪÎ×ȤάέαάήέάΪίΫȢÊÐÇ 
ÈÔÔÐÓȡȾȾÅÎÃÒÙÐÔÅÄÔÂÎΪȢÇÓÔÁÔÉÃȢÃÏÍȾÉÍÁÇÅÓȩÑКÔÂÎȡ!.Äγ'Ã19Î/α6.:1άØÍÐÍ$ÄÁÏÁήΫÚ*Íά(×,.έÃ*ÄÅÏÇǪÓ 

 

https://thumbs.dreamstime.com/b/cycling-boy-girl-go-drive-bicycles-meadow-vect-vector-illustration-flat-design-77488993.jpg
https://www.shutterstock.com/image-vector/happy-little-kids-playing-volleyball-600nw-2372432051.jpg
https://encryptedtbn0.gstatic.com/images?q=tbn:ANd9GcQYnO7VNZQ2xmpmDdaoa41zJm2HwLN3cJdeog&s
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0ÈÁÓÅ έȡ  #ÏÎÃÅÐÔÕÁÌÉÚÁÔÉÏÎ 

3ÕÇÇÅÓÔÅÄ ÔÉÍÅȡ  ί ÍÉÎÕÔÅÓ  

 

)ÎÓÔÒÕÃÔÉÏÎȡ !ÎÁÌÉÚÅ ÔÈÅ ÐÉÃÔÕÒÅÓ ÁÎÄ ÒÅÍÅÍÂÅÒ ÔÈÅ &ÒÅÅȤÔÉÍÅ ÁÃÔÉÖÉÔÉÅÓȟ ÅÎÔÅÒ ÔÏ ÔÈÅ 

ÌÉÎË ÂÅÌÌÏ× ÁÎÄ ÄÅÖÅÌÏÐ ÔÈÅ ÁÃÔÉÖÉÔÙȢ 9ÏÕ ÃÁÎ ÐÒÁÃÔÉÃÅ ÁÓ ÍÕÃÈ ÁÓ ÙÏÕ ÃÁÎȢ 

 

 

 

 

 

/ÒÄÅÒÉÎÇ ,ÅÔÔÅÒÓ !ÃÔÉÖÉÔÙȢ 

4ÉÍÅ ÓÕÇÇÅÓÔÅÄȡ ΫΪ ÍÉÎÕÔÅÓ 

)ÍÁÇÅÓ ÔÁËÅÎ ÆÒÏÍȡ ÐÒÅÖÉÏÕÓ ÁÃÔÉÖÉÔÙȢ  

 

 

)ÎÓÔÒÕÃÔÉÏÎȡ 0ÕÔ ÔÈÅ ÌÅÔÔÅÒÓ ÉÎ ÏÒÄÅÒ ÔÏ ÆÏÒÍ Á ÃÏÒÒÅÃÔ ×ÏÒÄȢ "Å ÃÁÒÅÆÕÌ ×ÉÔÈ ÔÈÅ ÔÉÍÅ 

ÁÎÄ ÎÕÍÂÅÒ ÏÆ ÌÉÖÅÓȢ  

 

,ÉÎËȡ  

ÈÔÔÐÓȡȾȾÅÓȢÅÄÕÃÁÐÌÁÙȢÃÏÍȾÒÅÃÕÒÓÏÓÅÄÕÃÁÔÉÖÏÓȾάΪήΪάγήΪÆÒÅÅ·ÔÉÍÅ·ÁÃÔÉÖÉÔÅÓ·ÖÏÃÁÂÕÌ

ÁÒÙȢÈÔÍÌ 

         

 

 

 

 

 

 

 

 

 

 

 

https://es.educaplay.com/recursoseducativos/20402940free_time_activites_vocabulary.html
https://es.educaplay.com/recursoseducativos/20402940free_time_activites_vocabulary.html
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Educaplay: Unscramble Letters Activity 
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0ÈÁÓÅ ήȡ  !ÐÐÌÉÃÁÔÉÏÎ 

4ÉÍÅ ÓÕÇÇÅÓÔÅÄȡ ΫΪ ÍÉÎÕÔÅÓ 

 

,ÏÏË ÁÔ ÔÈÅ ÆÏÌÌÏ×ÉÎÇ ÖÅÒÂÓ ×ÒÉÔÔÅÎ ÏÎ ÔÈÅ ÂÏÁÒÄȢ 4ÈÅÙ ÁÒÅ ÃÁÌÌÅÄ ÓÔÁÔÅ ÖÅÒÂÓ ÂÅÃÁÕÓÅ ÔÈÅÙ 

ÒÅÆÅÒ ÔÏ Á ÓÔÁÔÉÃ ÏÒ ÕÎÃÈÁÎÇÉÎÇ ÃÏÎÄÉÔÉÏÎȢ %ȢÇȢ  ɉ'/Ȥ $/Ɋ 

)ÎÓÔÒÕÃÔÉÏÎȡ )ÄÅÎÔÉÆÙ ÔÈÅ ÓÔÁÔÅ ÖÅÒÂÓ ÁÎÄ ÍÁÔÃÈ ×ÉÔÈ ÔÈÅ ÃÏÒÒÅÃÔ ÁÃÔÉÖÉÔÙȢ "Å ÃÁÒÅÆÕÌ ×ÉÔÈ ÔÈÅ 

ÔÉÍÅ ÁÎÄ ÎÕÍÂÅÒ ÏÆ ÌÉÖÅÓȢ 

,ÉÎËȡÈÔÔÐÓȡȾȾÅÓȢÅÄÕÃÁÐÌÁÙȢÃÏÍȾÒÅÃÕÒÓÏÓÅÄÕÃÁÔÉÖÏÓȾάΪήΪέέαΫÓÔÁÔÅ·ÖÅÒÂÓ·×ÉÔÈ·ÆÒÅÅ·ÔÉÍÅ·Á

ÃÔÉÖÉÔÉÅÓȢÈÔÍÌ 

Educaplay: Matching Pairs Activity                                          

 

 

 

 

 

 

 

 

 

 

 

 

 

 

             

           

https://es.educaplay.com/recursoseducativos/20403371state_verbs_with_free_time_activities.html
https://es.educaplay.com/recursoseducativos/20403371state_verbs_with_free_time_activities.html
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!ÃÔÉÖÉÔÙ άȡ 

3ÕÇÇÅÓÔÅÄ ÔÉÍÅȡ  άΪ ÍÉÎÕÔÅÓ 

 

)ÎÓÔÒÕÃÔÉÏÎȡ 2ÅÁÄ ÔÈÅ ÃÏÎÖÅÒÓÁÔÉÏÎ ÂÅÌÏ×ȟ ÅÎÔÅÒ ÔÏ ÔÈÅ ÌÉÎË ÁÎÄ ÁÎÓ×ÅÒ ÑÕÅÓÔÉÏÎÓ ÇÉÖÅÎȢ  

,ÉÎËȡ ÈÔÔÐÓȡȾȾÃÒÅÁÔÅȢËÁÈÏÏÔȢÉÔȾÓÈÁÒÅȾÁÓÓÅÓÓÍÅÎÔȤÆÒÅÅȤÔÉÍÅȤÆÕÎȾίΰίγÅίαγȤÁγÅάȤήÆήÅȤγήίάȤ

έΰίÅÅβÄÅάÂΰί 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

$ȡ 7ÈÁÔ ÄÏ ÙÏÕ ÄÏ !ÎÎÉÅȩ 

!ȡ ) ÒÅÁÄ Á ÂÏÏË ÁÂÏÕÔ ÓÐÏÒÔÓȢ $Ï ÙÏÕ ËÎÏ× ÔÈÅÍȟ $ÁÎÉȩ 

$ȡ  ,ÅÔ ÍÅ ÓÅÅȦ /Æ ÃÏÕÒÓÅȦ 9ÏÕ ËÎÏ× ÉÔ ÉÓ ÉÍÐÏÒÔÁÎÔ ÔÏ ÂÅ                  
ÈÅÁÌÔÈÙȟ ÆÏÒ ÔÈÁÔ ÒÅÁÓÏÎ ) ÐÌÁÙ ÂÁÓËÅÔÂÁÌÌ ÅÖÅÒÙ ×ÅÅËȢ  

!ȡ  2ÅÁÌÌÙȩ 7ÈÁÔ ÁÂÏÕÔ ÓÃÏÏÔÉÎÇȩ 

$ȡ  7ÅÌÌȟ ) ÇÏ ÓÃÏÏÔÉÎÇ ÅÖÅÒÙ ÄÁÙȢ  

!ȡ  2ÅÁÌÌÙȩ ) ÄÉÄÎȭÔ ËÎÏ× ÔÈÁÔȢ 

$ȡ 9ÅÓȟ ÂÅÃÁÕÓÅ ) ÇÏ ÔÏ ÓÃÈÏÏÌ ÂÙ ÓÃÏÏÔÅÒȢ 

!ȡ  )Ô ÓÏÕÎÄÓ ÁÍÁÚÉÎÇȦ 

$ȡ  7ÈÁÔ ÁÂÏÕÔ ÙÏÕ !ÎÎÉÅȩ 

!ȡ  7ÅÌÌȟ ) ÇÏ ÃÙÃÌÉÎÇ ÁÔ ×ÅÅËÅÎÄÓȟ ÂÕÔ ) ÐÒÅÆÅÒ ÉÎÄÏÏÒ ÓÐÏÒÔÓ 
ÌÉËÅ ÇÙÍÎÁÓÔÉÃÓ ÁÎÄ ÙÏÇÁȢ 

$ȡ  (Ï× ÏÆÔÅÎ ÄÏ ÙÏÕ ÄÏ ÔÈÅÍȩ 

!ȡ  ) ÄÏ ÇÙÍÎÁÓÔÉÃÓ ÏÎÃÅ Á ×ÅÅË ÁÎÄ ÙÏÇÁ ÅÖÅÒÙ -ÏÎÄÁÙȣ 4ÈÁÔȭÓ 
ÔÏÄÁÙȦȦȦ  ) ÈÁÖÅ ÔÏ ÇÏ 

$ȡ  ÏÈȦ ) ÄÏ ÙÏÇÁȟ ÔÏÏȢ 

!ȡ  ) ÄÏÎȭÔ ÂÅÌÉÅÖÅ ÉÔȦ 

$ȡ  9ÅÓȟ ÉÔ ÈÅÌÐÓ ÍÅ ÔÏ ÒÅÌÁØȦ ,ÏÏËȦ )ȭÍ ÄÏÉÎÇ ÉÔ ÎÏ×Ȧ )ȭÍ ÓÉÔÔÉÎÇ 
ÓÔÒÁÉÇÈÔ ÁÎÄ ÂÒÅÁÔÈÉÎÇȦ /ÍÍÍÍȦȦ 

!ȡ #ÏÍÅ ÏÎ $ÁÎÉȦȦȦ 9ÏÕ ÁÒÅ ÓÏ ÆÕÎÎÙȦȦ 

 

 

https://create.kahoot.it/share/assessment-free-time-fun/5659e579-a9e2-4f4e-9452-365ee8de2b65
https://create.kahoot.it/share/assessment-free-time-fun/5659e579-a9e2-4f4e-9452-365ee8de2b65
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Kahoot Activity 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

     

    

)ÍÁÇÅ ÔÁËÅÎ ÆÒÏÍȡ ÈÔÔÐÓȡȾȾÃÒÅÁÔÅȢËÁÈÏÏÔȢÉÔȾÓÈÁÒÅȾÁÓÓÅÓÓÍÅÎÔȤÆÒÅÅȤÔÉÍÅȤÆÕÎȾίΰίγÅίαγȤÁγÅάȤήÆήÅȤγήίάȤέΰίÅÅβÄÅάÂΰί 

 

https://create.kahoot.it/share/assessment-free-time-fun/5659e579-a9e2-4f4e-9452-365ee8de2b65
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0ÈÁÓÅ ίȡ  !ÓÓÅÓÓÍÅÎÔ 

4ÈÉÎË ÁÂÏÕÔ ÙÏÕÒ ÆÒÅÅ ÔÉÍÅ ÁÃÔÉÖÉÔÉÅÓȢ  

 

)ÎÓÔÒÕÃÔÉÏÎȡ 2ÅÃÏÒÄ Á ÖÉÄÅÏ ɉΫ ȤΫȡέΪ ÍÉÎÕÔÅÓ ÍÁØɊ ÉÎ ×ÈÉÃÈ ÙÏÕ ÁÒÅ ÇÏÉÎÇ ÔÏ ÔÁÌË ÁÂÏÕÔ ÙÏÕÒ 

ÆÒÅÅ ÔÉÍÅ ÁÃÔÉÖÉÔÉÅÓȢ 4ÒÙ ÔÏ ÕÓÅ ÔÈÅ ÖÏÃÁÂÕÌÁÒÙ ÒÅÖÉÅ×ÅÄ ÄÕÒÉÎÇ ÔÈÅ ÃÕÒÒÅÎÔ ÌÅÓÓÏÎȢ #ÈÅÃË ÔÈÅ 

ÆÏÌÌÏ×ÉÎÇ ÐÒÏÍÐÔȢ  

 

 

 

 

 

 

 

 

 

 

 

 

                                             

,ÉÎËȡ ÈÔÔÐÓȡȾȾÐÁÄÌÅÔȢÃÏÍȾÁÎÁÂÅÌÒÕÉÚÂΫΰȾÍÙȤÆÒÅÅȤÔÉÍÅȤÁÃÔÉÖÉÔÉÅÓȤÃβËΰβÆÍαÖÙÒαÂΫΫέ 

 

Hello, Iõm Anabel. Today I want to talk about my free time activities. 

Iõm good at reading so I try to read a book once a month. Sometimes, I 

go cycling on weekends with my family to feel relaxed. My children love 

sports so that we play basketball, but my husband likes to play volleyball, 

too. If it is raining, we play board games such as Monopoly to have fun 

or sometimes they play video games. I donõt play video games, but I do 

yoga instead. Basically, these are my free-time activities that help me to 

feel exercised and stress-free.   

  

https://padlet.com/anabelruizb16/my-free-time-activities-c8k68fm7vyr7b113
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Padlet Activity 
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2ÕÂÒÉÃȡ 3ÐÅÁËÉÎÇ ÐÒÏÄÕÃÔÉÏÎ  

,ÅÁÒÎÉÎÇ /ÕÔÃÏÍÅÓȡ &ÒÅÅȤÔÉÍÅ ÁÃÔÉÖÉÔÉÅÓ ÏÒÁÌ ÐÒÅÓÅÎÔÁÔÉÏÎȢ 

 

!ά 6/#!"5,!29 '2!--!2 02/5.#)!4)/. ).4%2!#4)6% 
#/--5.)#!4)/. 

ίȤή $ÅÍÏÎÓÔÒÁÔÅ Á ÖÁÒÉÅÔÙ 
ÏÆ ÓÕÉÔÁÂÌÅ ÖÏÃÁÂÕÌÁÒÙ 
×ÈÅÎ ÔÁÌËÉÎÇ ÁÂÏÕÔ 
ÄÁÉÌÙ ÓÉÔÕÁÔÉÏÎÓ ÒÅÌÁÔÅÄ 
ÔÏ ÆÒÅÅ ÔÉÍÅ ÁÃÔÉÖÉÔÉÅÓȢ 

3ÈÏ×Ó Á ÇÏÏÄ 
ÄÅÇÒÅÅ ÏÆ 
ÃÏÎÔÒÏÌ ÏÆ 
ÓÉÍÐÌÅ 
ÇÒÁÍÍÁÔÉÃÁÌ 
ÆÏÒÍÓȢ 

)Ó ÍÏÓÔÌÙ ÉÎÔÅÌÌÉÇÉÂÌÅ 
ÁÎÄ ÈÁÓ ÓÏÍÅ ÃÏÎÔÒÏÌ 
ÏÆ ÐÈÏÎÏÌÏÇÉÃÁÌ 
ÆÅÁÔÕÒÅÓ ÁÔ ÂÏÔÈ 
ÕÔÔÅÒÁÎÃÅ ÁÎÄ ×ÏÒÄ 
ÌÅÖÅÌÓȢ 

-ÁÉÎÔÁÉÎÓ ÓÉÍÐÌÅ 
ÅØÃÈÁÎÇÅÓȢ  

 2ÅÑÕÉÒÅÓ ÌÉÔÔÌÅ 
ÐÒÏÍÐÔÉÎÇ ÁÎÄ 
ÓÕÐÐÏÒÔȢ 

έȤά 5ÓÅÓ ÁÐÐÒÏÐÒÉÁÔÅ 
ÖÏÃÁÂÕÌÁÒÙ ÔÏ ÔÁÌË 
ÁÂÏÕÔ ÅÖÅÒÙÄÁÙ 
ÓÉÔÕÁÔÉÏÎÓȢ 

3ÈÏ×Ó 
ÓÕǣÃÉÅÎÔ 
ÃÏÎÔÒÏÌ ÏÆ 
ÓÉÍÐÌÅ 
ÇÒÁÍÍÁÔÉÃÁÌ 
ÆÏÒÍÓ 

)Ó ÍÏÓÔÌÙ ÉÎÔÅÌÌÉÇÉÂÌÅ 
ÄÅÓÐÉÔÅ ÌÉÍÉÔÅÄ 
ÃÏÎÔÒÏÌ ÏÆ 
ÐÈÏÎÏÌÏÇÉÃÁÌ 
ÆÅÁÔÕÒÅÓȢ 

-ÁÉÎÔÁÉÎÓ ÓÉÍÐÌÅ 
ÅØÃÈÁÎÇÅÓ ÄÅÓÐÉÔÅ 
ÓÏÍÅ ÄÉǣÃÕÌÔÙȢ 

2ÅÑÕÉÒÅÓ ÐÒÏÍÐÔÉÎÇ 
ÁÎÄ ÓÕÐÐÏÒÔȢ 

ΫȤΪ 5ÓÅÓ Á ÖÏÃÁÂÕÌÁÒÙ ÏÆ 
ÉÓÏÌÁÔÅÄ ×ÏÒÄÓ ÁÎÄ 
ÐÈÒÁÓÅÓ 

3ÈÏ×Ó ÏÎÌÙ 
ÌÉÍÉÔÅÄ ÃÏÎÔÒÏÌ 
ÏÆ Á ÆÅ× 
ÇÒÁÍÍÁÔÉÃÁÌ 
ÆÏÒÍÓȢ 

(ÁÓ ÖÅÒÙ ÌÉÍÉÔÅÄ 
ÃÏÎÔÒÏÌ ÏÆ 
ÐÈÏÎÏÌÏÇÉÃÁÌ 
ÆÅÁÔÕÒÅÓ ÁÎÄ ÉÓ ÏÆÔÅÎ 
ÕÎÉÎÔÅÌÌÉÇÉÂÌÅȢ 

(ÁÓ ÃÏÎÓÉÄÅÒÁÂÌÅ 
ÄÉǣÃÕÌÔÙ 
ÍÁÉÎÔÁÉÎÉÎÇ ÓÉÍÐÌÅ 
ÅØÃÈÁÎÇÅÓȢ 

2ÅÑÕÉÒÅÓ ÁÄÄÉÔÉÏÎÁÌ 
ÐÒÏÍÐÔÉÎÇ 

 

ɉ/ÎÌÙ ΫΪ 0ÏÉÎÔÓ ÐÏÓÓÉÂÌÅɊ 

#ÏÍÍÅÎÔÓȡ 

 

 

4ÁËÅÎ ÆÒÏÍȡ #ÁÍÂÒÉÄÇÅ !ÓÓÅÓÓÍÅÎÔ !ά 3ÐÅÁËÉÎÇ  
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)ÎÓÔÒÕÃÔÉÏÎÁÌ 0ÒÏÃÅÄÕÒÅÓ 

,ÅÓÓÏÎ ΰȡ 4ÅÃÈÎÏÌÏÇÙ 

)ÎÓÔÒÕÃÔÏÒȡ ȣȣȣȣȣȣȣ #ÏÎÔÅÎÔȡ 4ÙÐÅÓ ÏÆ ÔÅÃÈÎÏÌÏÇÙ 

ÄÅÖÉÃÅÓȢ  

0ÕÐÉÌÓȡ  ηȤίί ÁÇÅÄ ÌÅÁÒÎÅÒÓ 4ÉÍÅȡ δή ÍÉÎ  

-ÅÔÈÏÄȡ 'ÁÍÅȤ"ÁÓÅÄ 

,ÅÁÒÎÉÎÇ 

,ÅÖÅÌȡ !ΰ 

/ÂÊÅÃÔÉÖÅȡ  

3ÔÕÄÅÎÔÓ ×ÉÌÌ ÂÅ ÁÂÌÅ ÔÏ ÕÓÅ ÖÏÃÁÂÕÌÁÒÙ ÒÅÌÁÔÅÄ ÔÅÃÈÎÏÌÏÇÙ ÉÎ ÒÅÁÌ ÌÉÆÅ 

ÃÏÎÔÅØÔÓ 

$ÅÓÃÒÉÐÔÉÏÎȡ 4ÈÅ ÃÕÒÒÅÎÔ ÌÅÓÓÏÎ ÁÉÍÓ ÔÏ ÆÏÓÔÅÒ ÖÏÃÁÂÕÌÁÒÙ ÕÓÉÎÇ 

ÔÅÃÈÎÏÌÏÇÙ ÃÏÎÔÅØÔ ÂÙ ÔÈÅ ÕÓÅ ÏÆ ÉÎÔÅÒÁÃÔÉÖÅ ÁÃÔÉÖÉÔÉÅÓȢ 

0ÈÁÓÅÓȡ 

ίȢ  )ÎÔÒÏÄÕÃÔÉÏÎȡ ÂÒÁÉÎÓÔÏÒÍÉÎÇ  

ΰȢ 6ÏÃÁÂÕÌÁÒÙȡ )ÎÔÅÒÁÃÔÉÖÅ ǨÁÓÈÃÁÒÄÓ 

αȢ )ÎÄÅÐÅÎÄÅÎÔ ÐÒÁÃÔÉÃÅȡ 'ÁÍÅȤÂÁÓÅÄ ,ÅÁÒÎÉÎÇ ÁÃÔÉÖÉÔÙ 

βȢ $ÉÓÃÕÓÓÉÏÎ ÁÎÄ 0ÒÏÄÕÃÔÉÏÎ 

γȢ !ÓÓÅÓÓÍÅÎÔ 

!ÓÓÅÓÓÍÅÎÔ ÁÂÌÅ ÔÏ ÃÏÍÐÒÅÈÅÎÄ ÁÎÄ ÕÓÅ ÖÏÃÁÂÕÌÁÒÙ ÒÅÌÁÔÅÄ ÔÏ 

ÔÅÃÈÎÏÌÏÇÙȢ 

 

 

4ÅÁÃÈÅÒȭÓ !ÃÔÉÏÎȡ 

 

ίȢ )ÎÔÒÏÄÕÃÔÉÏÎȡ 

3ÕÇÇÅÓÔÅÄ ÔÉÍÅȡ ίÏ ÍÉÎÕÔÅÓ 

4 ÓÔÁÒÔÓ ÔÈÅ ÌÅÓÓÏÎ ÂÙ ÍÁËÉÎÇ ÓÏÍÅ ÑÕÅÓÔÉÏÎÓ ÁÂÏÕÔ 

ÔÈÅ ÕÓÅ ÏÆ ÔÅÃÈÎÏÌÏÇÙ ÄÅÖÉÃÅÓȢ /ÎÃÅ ÔÈÅ ÁÃÔÉÖÉÔÙ ÉÓ 

ÄÏÎÅ ÁÎÄ 3Ó ÁÒÅ ÉÎÔÏ ÔÈÅ ÔÏÐÉÃȟ 4 ÐÒÏÖÉÄÅÓ Á 

-ÅÎÔÉÍÅÔÅÒȭÓ ÌÉÎË ÓÏ ÔÈÁÔ 3Ó ÈÁÖÅ ÔÏ ÁÎÓ×ÅÒ ×ÈÁÔ 
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ÃÏÍÅÓ ÔÏ ÔÈÅÉÒ ÍÉÎÄÓ ×ÈÅÎ ÈÅÁÒÉÎÇ ÔÈÅ ×ÏÒÄ 

4%#(./,/'9 ÁÎÄ ×ÈÁÔ ÉÓ ÔÈÅÉÒ ÆÁÖÏÒÉÔÅ ÄÅÖÉÃÅ ÉÎ 

ÏÒÄÅÒ ÔÏ ÂÒÁÉÎÓÔÏÒÍȢ 

 

.ÏÔÅȡ 4ÈÅ ÃÕÒÒÅÎÔ  -ÅÎÔÉÍÅÔÅÒȭÓ !ÃÔÉÖÉÔÙ ÈÁÓ ÔÏ ÂÅ 

ÄÅÖÅÌÏÐÅÄ ÌÉÖÅ ÓÉÎÃÅ ÔÈÅ ÐÌÁÔÆÏÒÍ ÁÌÌÏ×Ó ÔÈÅ ÔÅÁÃÈÅÒ 

ÁÄÍÉÔÔÉÎÇ ÐÁÒÔÉÃÉÐÁÎÔÓ ÔÏ ÂÅ ÐÁÒÔ ÏÆ ÔÈÅ ÁÃÔÉÖÉÔÙ ÉÎ 

ÒÅÁÌ ÔÉÍÅȢ  

 

ΰȢ 6ÏÃÁÂÕÌÁÒÙȡ 

3ÕÇÇÅÓÔÅÄ ÔÉÍÅȡ ίγ ÍÉÎÕÔÅÓ 

4 ÐÒÅÓÅÎÔÓ ǨÁÓÈ ÃÁÒÄÓ ÔÈÒÏÕÇÈ %ÄÕÃÁÐÌÁÙȭÓ ÁÃÔÉÖÉÔÙȢ  

4 ÐÒÏÖÉÄÅÓ ÎÅ× ÖÏÃÁÂÕÌÁÒÙ ÒÅÌÁÔÅÄ ÔÏ ÔÈÅ ÔÏÐÉÃ ×ÉÔÈ 

ÌÁÂÅÌ ÉÍÁÇÅÓ ÁÎÄ ÔÈÅÉÒ Ï×Î ÄÅǢÎÉÔÉÏÎȢ 3Ó ÁÒÅ ÁÓËÅÄ ÔÏ 

ÒÅÁÄ ÉÍÁÇÅÓȭ ÎÁÍÅÓ ÁÓ ×ÅÌÌ ÁÓ ÔÈÅÉÒ ÄÅǢÎÉÔÉÏÎÓ ÁÎÄ 

ÔÒÙ ÔÏ ÐÒÏÎÏÕÎÃÅ ÔÈÅÍ ÐÒÏÐÅÒÌÙȢ    

 

.ÏÔÅȡ 4ÈÅ ÃÕÒÒÅÎÔ %ÄÕÃÁÐÌÁÙȭÓ !ÃÔÉÖÉÔÙ ÈÁÓ ÁÃÃÅÓÓ 

ÁÎÙÔÉÍÅ ÓÏ ÉÔ ÃÁÎ ÂÅ ÕÓÅÄ ÔÏ ÐÒÁÃÔÉÃÅ ÆÒÅÅÌÙȢ  

 

αȢ )ÎÄÅÐÅÎÄÅÎÔ !ÃÔÉÖÉÔÙȡ  

3ÕÇÇÅÓÔÅÄ ÔÉÍÅȡ ίή ÍÉÎÕÔÅÓ 

/ÎÃÅ 3Ó ÁÒÅ ÆÁÍÉÌÉÁÒÉÚÅÄ ×ÉÔÈ ÔÈÅ ÎÅ× ÖÏÃÁÂÕÌÁÒÙ 

ÒÅÌÁÔÅÄ ÔÏ ÔÅÃÈÎÏÌÏÇÙ ÄÅÖÉÃÅÓȟ 4 ÐÒÏÖÉÄÅÓ Á ÌÉÎË ÏÒ )1 

ÃÏÄÅ ÔÏ ÐÌÁÙ Á 'ÉÍËÉÔ ÇÁÍÅ ÃÁÌÌÅÄ Ȱ$ÏÎȭÔ ÌÏÏË ÄÏ×Îȱ 

ÉÎ ×ÈÉÃÈ 3Ó ÔÒÙ ÔÏ ÆÁÃÅ ÏÂÓÔÁÃÌÅÓ ÂÙ ÊÕÍÐÉÎÇ ×ÉÔÈÏÕÔ 

ÆÁÌÌÉÎÇ ÄÏ×Îȟ ÁÓ ÌÏÎÇ ÁÓ 3Ó ÐÌÁÙ ÔÈÅÉÒ ÅÎÅÒÇÙ ÄÅÃÒÅÁÓÅ 

ÓÏ ÔÈÁÔ ÔÈÅÙ ÈÁÖÅ ÔÏ ÁÎÓ×ÅÒ ÓÏÍÅ ÑÕÅÓÔÉÏÎÓ ÒÅÌÁÔÅÄ 

ÔÏ ÔÈÅ ÐÒÅÖÉÏÕÓ ÁÃÔÉÖÉÔÙ ɉÔÅÃÈÎÏÌÏÇÙ ÖÏÃÁÂÕÌÁÒÙ 

ÄÅǢÎÉÔÉÏÎɊȢ /ÎÃÅ ÔÈÅÙ ÁÎÓ×ÅÒ ÃÏÒÒÅÃÔÌÙ ÔÈÅÉÒ ÅÎÅÒÇÙ 

ÒÉÓÅ ÓÏ ÔÈÅÙ ÁÒÅ ÁÂÌÅ ÔÏ ÃÏÎÔÉÎÕÅ ÐÌÁÙÉÎÇȢ 4ÈÅ ÁÉÍ ÏÆ 
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ÔÈÉÓ ÇÁÍÅ ÉÓ ÔÏ ÁÃÑÕÉÒÅ ÁÎÄ ÐÒÁÃÔÉÃÅ ÖÏÃÁÂÕÌÁÒÙ ÉÎ Á 

ÇÁÍÉǢÅÄ ×ÁÙȢ  

 

.ÏÔÅȡ 4ÈÅ ÃÕÒÒÅÎÔ 'ÉÍËÉÔ ÇÁÍÅ ÈÁÓ ÁÃÃÅÓÓ ÁÎÙÔÉÍÅ 

ÓÏ ÉÔ ÃÁÎ ÂÅ ÕÓÅÄ ÉÎÄÉÖÉÄÕÁÌÌÙ ÔÏ ÐÒÁÃÔÉÃÅ ÆÒÅÅÌÙȢ  

 

βȢ $ÉÓÃÕÓÓÉÏÎ ÁÎÄ 0ÒÏÄÕÃÔÉÏÎȡ  

3ÕÇÇÅÓÔÅÄ ÔÉÍÅȡ ίÏ ÍÉÎÕÔÅÓ 

4 ÁÓËÓ ÈÏ× 3Ó ÆÅÅÌ ÁÂÏÕÔ ÔÈÅ ÇÁÍÅ ÅØÐÅÒÉÅÎÃÅ ÁÎÄ 

×ÈÁÔ ÔÈÅÙ ÃÏÕÌÄ ÌÅÁÒÎ ÉÎ Á ÇÁÍÅ ÅÎÖÉÒÏÎÍÅÎÔȢ /ÎÃÅ 

ÔÈÅÙ ÓÈÁÒÅ ÔÈÅÉÒ ÅØÐÅÒÉÅÎÃÅÓȟ 4 ÐÒÏÖÉÄÅÓ Á ÎÅ× ÌÉÎË ÔÏ 

×ÏÒË ÉÎ Á %ÄÕÃÁÐÌÁÙȭÓ ÁÃÔÉÖÉÔÙ ÉÎ ×ÈÉÃÈ 3Ó ÈÁÖÅ ÔÏ 

ÒÅÁÄ Á ÄÉÁÌÏÇÕÅ ÉÎ ÏÒÄÅÒ ÔÏ ǢÌÌ ÔÈÅ ÂÌÁÎËÓ ÃÏÒÒÅÃÔÌÙȢ 4 

ÈÉÇÈÌÉÇÈÔÓ ÔÈÅ ÉÓÓÕÅ ÔÈÁÔ ÔÈÅÒÅ ÁÒÅ ÅØÔÒÁ ÏÐÔÉÏÎÓ ÔÏ ÂÅ 

ÃÈÏÓÅÎ ÁÓ ×ÅÌÌ ÁÓ ÒÅÍÉÎÄÓ ÔÈÅÍ ÁÂÏÕÔ ÔÈÅ ÔÉÍÅ ÁÎÄ 

ÔÈÅ ÎÕÍÂÅÒ ÏÆ ÌÉÖÅÓȢ  ɉ4ÈÉÓ ÁÃÔÉÖÉÔÙ ÉÓ ÁÎ ÏÐÐÏÒÔÕÎÉÔÙ 

ÔÏ ÁÓÓÅÓÓ 3Ó ÁÎÄ ÃÈÅÃË ÉÆ ÔÈÅÙ ÇÏÔ ÔÈÅ ÖÏÃÁÂÕÌÁÒÙ 

ÐÒÅÓÅÎÔÅÄ ÉÎ ÔÈÅ ÐÒÅÖÉÏÕÓ ÁÃÔÉÖÉÔÉÅÓȢɊ 

 

.ÏÔÅȡ 4ÈÅ ÃÕÒÒÅÎÔ %ÄÕÃÁÐÌÁÙȭÓ !ÃÔÉÖÉÔÙ ÈÁÓ ÁÃÃÅÓÓ 

ÁÎÙÔÉÍÅ ÓÏ ÉÔ ÃÁÎ ÂÅ ÕÓÅÄ ÔÏ ÐÒÁÃÔÉÃÅ ÆÒÅÅÌÙȢ  

 

γȢ !ÓÓÅÓÓÍÅÎÔȡ  

4ÉÍÅ ÓÕÇÇÅÓÔÅÄȡ ίή ÍÉÎÕÔÅÓ 

4 ÐÒÏÖÉÄÅ Á #ÁÎÖÁȭÓ ÌÉÎË ÉÎ ×ÈÉÃÈ 3Ó ÈÁÖÅ ÔÏ ÄÅÖÅÌÏÐ 

Á ÐÏÓÔÅÒ ÂÙ ×ÒÉÔÉÎÇ Á ÓÈÏÒÔ ÐÁÒÁÇÒÁÐÈ ÁÎÓ×ÅÒÉÎÇ Á 

ÑÕÅÓÔÉÏÎȡ 7ÈÁÔ ÔÅÃÈÎÏÌÏÇÉÃÁÌ )ÔÅÍ ÄÏ ÙÏÕ ÕÓÅ ÅÖÅÒÙ 

ÄÁÙȩ ɉÔÈÅÒÅ ÉÓ ÁÎ ÅØÁÍÐÌÅ ÁÖÁÉÌÁÂÌÅɊȢ 5ÓÅ ÔÈÅ 

ÁÔÔÁÃÈÅÄ 2ÕÂÒÉÃ ÔÏ ÁÓÓÅÓÓ 3ÓȢ 
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.ÏÔÅȡ 4ÈÅ ÃÕÒÒÅÎÔ #ÁÎÖÁȭÓ !ÃÔÉÖÉÔÙ ÈÁÖÅ ÁÃÃÅÓÓ 

ÁÎÙÔÉÍÅȢ (Ï×ÅÖÅÒȟ ÉÔ ÉÓ ÉÍÐÏÒÔÁÎÔ ÔÏ ÓÅÔ Á ÄÅÁÄÌÉÎÅȢ 

 

 

3ÔÕÄÅÎÔȭÓ !ÃÔÉÏÎȡ 

 

ίȢ )ÎÔÒÏÄÕÃÔÉÏÎȡ 

3Ó ÁÎÓ×ÅÒ ÁÃÃÏÒÄÉÎÇ ÔÏ ÔÈÅÉÒ ËÎÏ×ÌÅÄÇÅȢ 4ÈÅÎȟ ÔÈÅÙ 

ÕÓÅ ÔÈÅ ÐÒÏÖÉÄÅÄ ÌÉÎË ÔÏ ×ÏÒË ÏÎ Á -ÅÎÔÉÍÅÔÅÒȭÓ 

ÂÒÁÉÎÓÔÏÒÍÉÎÇ ×ÒÉÔÉÎÇ ÔÈÅ ǢÒÓÔ ×ÏÒÄ ÔÈÁÔ ÃÏÍÅÓ ÔÏ 

ÔÈÅÉÒ ÍÉÎÄÓ ÓÕÃÈ ÁÓ ɉ!ÒÔÉǢÃÉÁÌ )ÎÔÅÌÌÉÇÅÎÃÅɊ ÁÓ ×ÅÌÌ ÁÓ 

ÅØÁÍÐÌÅÓ ÏÆ ÔÅÃÈÎÏÌÏÇÙ ÄÅÖÉÃÅÓ ÔÈÅÙ ËÎÏ×Ȣ 

 

ΰȢ 6ÏÃÁÂÕÌÁÒÙȡ  

3Ó ÁÒÅ ÁÓËÅÄ ÔÏ ÕÓÅ ÔÈÅ ÌÉÎË ÐÒÏÖÉÄÅÄ ÂÙ ÔÈÅ ÔÅÁÃÈÅÒ 

ÔÏ ÃÈÅÃË ǨÁÓÈÃÁÒÄÓ ÁÂÏÕÔ ÔÅÃÈÎÏÌÏÇÙ ÄÅÖÉÃÅÓ ÁÓ ×ÅÌÌ 

ÁÓ ÒÅÁÄÉÎÇ ÄÅǢÎÉÔÉÏÎÓ ÁÎÄ ÐÒÁÃÔÉÃÅ ÐÒÏÎÕÎÃÉÁÔÉÏÎȢ 

 

αȢ )ÎÄÅÐÅÎÄÅÎÔ !ÃÔÉÖÉÔÙȡ   

3Ó ÕÓÅ ÔÈÅ 'ÉÍËÉÔȭÓ ÌÉÎË ÏÒ )1 ÃÏÄÅ ÔÏ ÈÁÖÅ ÁÃÃÅÓÓ ÔÏ 

ÔÈÅ ÇÁÍÅ ÉÎ ×ÈÉÃÈ ÔÈÅÙ ÈÁÖÅ ÔÏ ÆÁÃÅ ÏÂÓÔÁÃÌÅÓ ÔÏ ÇÅÔ 

ÔÈÅ ÇÏÁÌȢ )Æ ÔÈÅÙ ÌÏÓÅ ÅÎÅÒÇÙȟ 3Ó ÎÅÅÄ ÔÏ ÁÎÓ×ÅÒ 

ÐÒÏÐÅÒÌÙ ÑÕÅÓÔÉÏÎÓ ÁÂÏÕÔ ÔÅÃÈÎÏÌÏÇÙ ÄÅÖÉÃÅÓ 

ÄÅǢÎÉÔÉÏÎÓ ÓÏ ÔÈÁÔ ÔÈÅÙ ÁÒÅ ÁÂÌÅ ÔÏ ÃÈÁÒÇÅ ÍÏÒÅ 

ÅÎÅÒÇÙ ÕÎÔÉÌ ÇÅÔÔÉÎÇ ÔÈÅ ÇÏÁÌȢ  /ÐÔÉÏÎÓ ÎÅÅÄ ÔÏ ÂÅ 

ÒÅÁÄ ÃÁÒÅÆÕÌÌÙȢ  

 

βȢ $ÉÓÃÕÓÓÉÏÎ ÁÎÄ 0ÒÏÄÕÃÔÉÏÎȡ  

3Ó ÓÈÁÒÅ ÔÈÅÉÒ ÅØÐÅÒÉÅÎÃÅÓ ×ÉÔÈ ÔÈÅ ÇÁÍÅ ÁÃÔÉÖÉÔÙȢ 

/ÎÃÅ ÔÈÅÙ ÄÉÓÃÕÓÓ ÁÂÏÕÔ ÔÈÁÔ ÁÎÄ ÇÉÖÅ ÔÈÅÉÒ ÐÏÉÎÔÓ ÏÆ 

ÖÉÅ×ȟ ÔÈÅÙ ÕÓÅ ÔÈÅ ÐÒÏÖÉÄÅÄ ÌÉÎË ÓÏ ÔÈÁÔ 3Ó ÒÅÁÄ Á 

ÄÉÁÌÏÇÕÅ ÉÎ ×ÈÉÃÈ ÂÌÁÎËÓ ÎÅÅÄ ÔÏ ÂÅ ǢÌÌÅÄ ×ÉÔÈ ÇÉÖÅÎ 

×ÏÒÄÓ ÔÁËÉÎÇ ÉÎÔÏ ÁÃÃÏÕÎÔ ÔÈÁÔ ÔÈÅÒÅ ÁÒÅ ÅØÔÒÁ ×ÏÒÄÓȢ 
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γȢ !ÓÓÅÓÓÍÅÎÔȡ   

3Ó ÐÏÓÔ ÏÎ #ÁÎÖÁ Á ÓÈÏÒÔ ÐÁÒÁÇÒÁÐÈ ÁÎÓ×ÅÒÉÎÇ ×ÈÁÔ 

ÔÅÃÈÎÏÌÏÇÉÃÁÌ ÉÔÅÍ ÄÏ ÙÏÕ ÕÓÅ ÅÖÅÒÙ ÄÁÙȩ 

  

-ÁÔÅÒÉÁÌÓ Ⱦ 3ÏÕÒÃÅÓ 

-ÅÎÔÉÍÅÔÅÒȟ %ÄÕÃÁÐÌÁÙȟ 'ÉÍËÉÔȟ #ÁÎÖÁ 

3ÕÇÇÅÓÔÉÏÎȡ 

-ÁËÅ ÓÕÒÅ ÙÏÕ ÈÁÖÅ ÎÅÃÅÓÓÁÒÙ ÅÌÅÃÔÒÏÎÉÃ ÄÅÖÉÃÅÓ ɉÃÅÌÌ ÐÈÏÎÅÓȟ ÌÁÂÓȟ 

ÓÃÈÏÏÌ ÔÁÂÌÅÔÓɊ ÁÎÄ Á ÓÔÁÂÌÅ ÉÎÔÅÒÎÅÔ ÃÏÎÎÅÃÔÉÏÎ ÔÏ ÆÁÃÉÌÉÔÁÔÅ ÅǟÅÃÔÉÖÅ ×ÏÒËȢ 

3ÏÕÒÃÅȡ 4ÈÅ ÒÅÓÅÁÒÃÈÅÒȟ άΪάή 
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 0ÈÁÓÅ Ϋȡ )ÎÔÒÏÄÕÃÔÉÏÎ 

3ÕÇÇÅÓÔÅÄ ÔÉÍÅȡ γÍÉÎÕÔÅÓ 

ΫȢ 7ÈÁÔ ÃÏÍÅÓ ÔÏ ÙÏÕÒ ÍÉÎÄ ×ÈÅÎ ÙÏÕ ÈÅÁÒ ÔÈÅ ×ÏÒÄ 4%#(./,/'9ȩ   

άȢ 7ÈÁÔ ÉÓ ÙÏÕÒ ÆÁÖÏÒÉÔÅ ÄÅÖÉÃÅȩ  

 

-ÅÎÔÉÍÅÔÅÒ !ÃÔÉÖÉÔÙȡ 

3ÕÇÇÅÓÔÅÄ ÔÉÍÅȡ ίή ÍÉÎÕÔÅÓ 

  

)ÎÓÔÒÕÃÔÉÏÎȡ .Ï× ÌÅÔȭÓ ÂÒÁÉÎÓÔÏÒÍ ÕÓÉÎÇ ÔÈÅ ÆÏÌÌÏ×ÉÎÇ ÌÉÎËȢ 

 

,ÉÎËȡ ÈÔÔÐÓȡȾȾ×××ȢÍÅÎÔÉȢÃÏÍȾÁÌάάÃÃÉǢÐÖÏ 

 

 

 

 

 

 

 

 

 

https://www.menti.com/al22ccifipvo
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Mentimeter: Brainstorming Activity 
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0ÈÁÓÅ άȡ 6ÏÃÁÂÕÌÁÒÙ 0ÒÅÓÅÎÔÁÔÉÏÎ 

3ÕÇÇÅÓÔÅÄ ÔÉÍÅȡ ίγ ÍÉÎÕÔÅÓ 

 

&ÌÁÓÈÃÁÒÄÓ !ÃÔÉÖÉÔÙȡ 

)ÎÓÔÒÕÃÔÉÏÎȡ !ÃÃÅÓÓ ÔÏ ÔÈÅ ÌÉÎË ÂÅÌÏ× ÁÎÄ ÌÏÏË ÁÔ ÔÈÅ ÉÍÁÇÅÓȟ ÒÅÁÄ ÔÈÅÉÒ ÄÅǢÎÉÔÉÏÎÓ ÁÎÄ 

ÒÅÐÅÁÔ ÔÈÅ ×ÏÒÄ ÇÉÖÅÎȢ 

,ÉÎËȡÈÔÔÐÓȡȾȾÅÓȢÅÄÕÃÁÐÌÁÙȢÃÏÍȾÒÅÃÕÒÓÏÓȤÅÄÕÃÁÔÉÖÏÓȾάΪήΰήήέγÔÅÃÈÎÏÌÏÇÙ·ÖÏÃÁÂÕÌÁÒÙȢÈÔÍÌ 

    Educaplay Flashcards Activity 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

    

     

)ÍÁÇÅ ÔÁËÅÎ ÆÒÏÍȡ ÈÔÔÐÓȡȾȾ×××ȢÐÒÏÍÁÔÅȢÎÅÔȾÃÄÎȾÓÈÏÐȾǢÌÅÓȾ"ÁÔÏÎ"ÌÁÃË%ÃÏÍ·Ϋ·ÌÁÒÇÅȢÊÐÇȩÖКΫαάάβίίήάή 

ÈÔÔÐÓȡȾȾÅÎÃÒÙÐÔÅÄȤÔÂÎΪȢÇÓÔÁÔÉÃȢÃÏÍȾÉÍÁÇÅÓȩÑКÔÂÎȡ!.Äγ'Ã2×ÕÃγ4ÅίÆ1ÚØ/ΪÍ699ÊέØ*Æ98αÒ9Ô#1γΰ.4!ǪÓ 

 

https://es.educaplay.com/recursos-educativos/20464439technology_vocabulary.html
https://www.promate.net/cdn/shop/files/BatonBlackEcom_1_large.jpg?v=1722855424
https://encrypted-tbn0.gstatic.com/images?q=tbn:ANd9GcRwuc9Te5fQzxO0mVYYj3xJfYX7rYtCQ96NTA&s
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0ÈÁÓÅ έȡ 2ÅÉÎÆÏÒÃÅÍÅÎÔ 

3ÕÇÇÅÓÔÅÄ ÔÉÍÅȡ ίγ ÍÉÎÕÔÅÓ 

 

'ÉÍËÉÔ 'ÁÍÅ !ÃÔÉÖÉÔÙȡ 

)ÎÓÔÒÕÃÔÉÏÎȡ  !ÃÃÅÓÓ ÔÏ ÔÈÅ ÌÉÎË ÂÅÌÏ× ÁÎÄ ÐÌÁÙȡ 

'ÁÍÅ )ÎÓÔÒÕÃÔÉÏÎÓȡ 4ÈÅ ÆÏÌÌÏ×ÉÎÇ ÇÉÍËÉÔ ÇÁÍÅ ÉÓ ÃÁÌÌÅÄ Ȱ$ÏÎȭÔ ,ÏÏË $Ï×ÎȱȢ 4ÈÉÓ ÇÁÍÅ 

ÃÏÎÓÉÓÔÓ ÏÎ ÊÕÍÐÉÎÇ ×ÉÔÈÏÕÔ ÆÁÌÌÉÎÇ ÄÏ×Î ÕÎÔÉÌ ÇÅÔÔÉÎÇ ÔÏ ÔÈÅ ÇÏÁÌ ÆÁÃÉÎÇ ÄÉǟÅÒÅÎÔ ÏÂÓÔÁÃÌÅÓȢ 

-ÅÁÎ×ÈÉÌÅ ÙÏÕ ÊÕÍÐȟ ÙÏÕ ×ÉÌÌ ÎÅÅÄ ÔÏ ÁÎÓ×ÅÒÓ ÑÕÅÓÔÉÏÎÓ ÁÂÏÕÔ ÔÅÃÈÎÏÌÏÇÙ ÖÏÃÁÂÕÌÁÒÙ ÓÏ 

ÔÈÁÔ ÙÏÕ ×ÉÌÌ ÂÅ ÁÂÌÅ ÔÏ ÃÈÁÒÇÅ ÙÏÕÒ ÅÎÅÒÇÙ ÔÈÁÔ ÙÏÕ ÍÉÇÈÔ ÌÏÓÅ ÊÕÍÐÉÎÇȢ   

,ÉÎËȡ ÈÔÔÐÓȡȾȾ×××ȢÇÉÍËÉÔȢÃÏÍȾÈÏÓÔȩÉÄКΰΰÆέΪέÄÅήÁέβήΪΰÁβΪήÆήΫÅά 

         Gimkit Game Activity 

 

 

 

 

 

 

 

 

 

 

 

 

 

    

 

https://www.gimkit.com/host?id=66f303de4a38406a804f41e2
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0ÈÁÓÅ ήȡ  $ÉÓÃÕÓÓÉÏÎ ÁÎÄ 0ÒÏÄÕÃÔÉÏÎ 

3ÕÇÇÅÓÔÅÄ ÔÉÍÅȡ ίγ ÍÉÎÕÔÅÓ 

 

$ÉÓÃÕÓÓÉÏÎȡ  

3ÕÇÇÅÓÔÅÄ ÔÉÍÅȡ γ ÍÉÎÕÔÅÓ 

 

ΫȢ (Ï× ×ÁÓ ÔÈÅ ÇÁÍÅȩ  

άȢ 7ÈÁÔ ÄÉÄ ÙÏÕ ÌÅÁÒÎ ÁÂÏÕÔ ÔÅÃÈÎÏÌÏÇÙ ÖÏÃÁÂÕÌÁÒÙȩ  

έȢ #ÁÎ ÙÏÕ ÒÅÍÅÍÂÅÒ ÁÎÙ ÄÅǢÎÉÔÉÏÎ ÏÆ ÔÈÅ ×ÏÒÄÓ ÍÅÎÔÉÏÎÅÄȩ  

 

 0ÒÏÄÕÃÔÉÏÎȡ 

3ÕÇÇÅÓÔÅÄ ÔÉÍÅȡ ίή ÍÉÎÕÔÅÓ 

 

&ÉÌÌ ÉÎ ÔÈÅ ÂÌÁÎËȭÓ ÁÃÔÉÖÉÔÙȡ 

)ÎÓÔÒÕÃÔÉÏÎȡ !ÃÃÅÓÓ ÔÏ ÔÈÅ ÒÅÁÄÉÎÇ ÁÃÔÉÖÉÔÙ ÔÈÒÏÕÇÈ ÔÈÅ ÌÉÎË ÂÅÌÌÏ×Ȣ 2ÅÁÄ ÔÈÅ ÃÏÎÖÅÒÓÁÔÉÏÎ 

ÁÎÄ ÃÈÏÏÓÅ ÔÈÅ ÃÏÒÒÅÃÔ ×ÏÒÄ ÔÏ ǢÌÌ ÉÎ ÔÈÅ ÂÌÁÎËÓȢ "Å ÃÁÒÅÆÕÌȦ 4ÈÅÒÅ ÁÒÅ ÅØÔÒÁ ×ÏÒÄÓȢ 

 

,ÉÎËȡ 

ÈÔÔÐÓȡȾȾÅÓȢÅÄÕÃÁÐÌÁÙȢÃÏÍȾÒÅÃÕÒÓÏÓÅÄÕÃÁÔÉÖÏÓȾάΪήαέΪΰέÔÁËÉÎÇ·ÁÄÖÁÎÔÁÇÅ·ÏÆ·ÔÅÃÈÎÏÌÏÇÙȢÈ

ÔÍÌ 

 

 

 

 

https://es.educaplay.com/recursoseducativos/20473063taking_advantage_of_technology.html
https://es.educaplay.com/recursoseducativos/20473063taking_advantage_of_technology.html
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Educaplay Fill in the Blanks Activity 
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0ÈÁÓÅ ίȡ  !ÓÓÅÓÓÍÅÎÔ 

)ÎÓÔÒÕÃÔÉÏÎȡ 5ÓÅ ÔÈÅ ÐÒÏÖÉÄÅÄ #ÁÎÖÁȭÓ ÌÉÎË ÔÏ ÄÅÖÅÌÏÐ Á ÐÏÓÔÅÒ ÁÎÓ×ÅÒÉÎÇ ÔÏ ÔÈÅ 

ÆÏÌÌÏ×ÉÎÇ ÑÕÅÓÔÉÏÎȡ 7ÈÁÔ ÔÅÃÈÎÏÌÏÇÉÃÁÌ ÉÔÅÍ ÄÏ ÙÏÕ ÕÓÅ ÅÖÅÒÙ ÄÁÙȩ  

2ÅÍÅÍÂÅÒ ÔÏ ÕÓÅ ÖÏÃÁÂÕÌÁÒÙ ÃÈÅÃËÅÄ ÄÕÒÉÎÇ ÔÈÅ ÐÒÅÖÉÏÕÓ ÌÅÓÓÏÎÓ ÁÎÄ ÔÒÙ ÔÏ ÍÁËÅ 

ÙÏÕÒ ÐÁÒÁÇÒÁÐÈ ÍÁËÅ ÓÅÎÓÅȢ 9ÏÕ ÃÁÎ ÕÓÅ ÔÈÅ ÆÏÌÌÏ×ÉÎÇ ÐÒÏÍÐÔȢ 

 

 

 

 

 

 

 

 

 

 

 

 

                                                                                                                           

,ÉÎËȡÈÔÔÐÓȡȾȾ×××ȢÃÁÎÖÁȢÃÏÍȾÄÅÓÉÇÎȾ$!'55ÂÄ+(5ÓȾ)ÄÍÁ4ÑÉÇί#×38#ÒØËβ9Õ·×ȾÅÄÉÔȩ

ÕÔÍ·ÃÏÎÔÅÎÔК$!'55ÂÄ+(5ÓǪÕÔÍ·ÃÁÍÐÁÉÇÎКÄÅÓÉÇÎÓÈÁÒÅǪÕÔÍ·ÍÅÄÉÕÍКÌÉÎËάǪÕÔÍ·Ó

ÏÕÒÃÅКÓÈÁÒÅÂÕÔÔÏÎ 

  

 

My daily technological item. 

Hello, Iõm Anabel and my daily technological items are the computer 
and my smartphone. I always use my computer and my smartphone at school, 
but I never use my earphones. I use my computer to work on what my 
teachers asks me to do. For example, sometimes I need to develop online 
activities answering some questions. I also use my smartphone when I donõt 
carry my computer because my school bag turns heavy. I use my smartphone 

to look for information required by the teacher. 

I never use my earphones because teachers donõt allow us to use 
them during classes because we get distracted. 

https://www.canva.com/design/DAGUUbdKHUs/IdmaTqig5CwSXCrxk8Yu_w/edit?utm_content=DAGUUbdKHUs&utm_campaign=designshare&utm_medium=link2&utm_source=sharebutton
https://www.canva.com/design/DAGUUbdKHUs/IdmaTqig5CwSXCrxk8Yu_w/edit?utm_content=DAGUUbdKHUs&utm_campaign=designshare&utm_medium=link2&utm_source=sharebutton
https://www.canva.com/design/DAGUUbdKHUs/IdmaTqig5CwSXCrxk8Yu_w/edit?utm_content=DAGUUbdKHUs&utm_campaign=designshare&utm_medium=link2&utm_source=sharebutton
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Canva Activity     
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2ÕÂÒÉÃȡ 7ÒÉÔÉÎÇ ÐÒÏÄÕÃÔÉÏÎ  

,ÅÁÒÎÉÎÇ ÏÕÔÃÏÍÅÓȡ ! ÐÏÓÔÅÒ ÔÈÒÏÕÇÈ ×ÒÉÔÉÎÇ Á ÓÈÏÒÔ ÐÁÒÁÇÒÁÐÈȢ   

 

!!ά #/.4%.4 /2'!.):!4)/. ,!.'5!'% 

ίȤή #ÌÅÁÒ ÁÄÄÒÅÓÓÅÓ 

×ÉÔÈ ÔÈÅ ÔÏÐÉÃ 

ÄÅÍÏÎÓÔÒÁÔÉÎÇ 

ÒÅÌÅÖÁÎÔ ÉÄÅÁÓȢ  

7ÅÌÌȤÏÒÇÁÎÉÚÅÄ 

×ÒÉÔÉÎÇ   

$ÅÍÏÎÓÔÒÁÔÅ Á ÖÁÒÉÅÔÙ ÏÆ 

ÓÕÉÔÁÂÌÅ ÖÏÃÁÂÕÌÁÒÙ ÁÎÄ 

ÐÕÎÃÔÕÁÔÉÏÎ ÍÁÒËÓ 

×ÈÅÎ ×ÒÉÔÉÎÇ ÁÂÏÕÔ ÔÈÅ 

ÉÔÅÍ 

έȤά !ÄÅÑÕÁÔÅÌÙ 

ÁÄÄÒÅÓÓÅÓ ×ÉÔÈ Á 

ÆÅ× ÌÁÃËÓ ÏÆ ÉÄÅÁÓȢ  

3ÈÏ×Ó ÓÕǣÃÉÅÎÔ 

ÃÏÎÔÒÏÌ ÏÆ ÇÅÎÅÒÁÌ 

ÏÒÇÁÎÉÚÁÔÉÏÎ 

5ÓÅÓ ÁÐÐÒÏÐÒÉÁÔÅ 

ÖÏÃÁÂÕÌÁÒÙ ÔÏ ×ÒÉÔÅ 

ÁÂÏÕÔ ÔÈÅ ÔÏÐÉÃȢ 

ΫȤΪ $ÏÅÓ ÎÏÔ ÁÄÄÒÅÓÓ 

ÔÈÅ ÔÏÐÉÃ ×ÉÔÈ 

ÉÄÅÁÓ ÏǟȢ  

3ÈÏ×Ó ÏÎÌÙ ÌÉÍÉÔÅÄ 

ÃÏÎÔÒÏÌ ÏÆ 

ÏÒÇÁÎÉÚÁÔÉÏÎ ÆÏÒÍÓȢ 

5ÓÅÓ ÉÓÏÌÁÔÅÄ 

ÖÏÃÁÂÕÌÁÒÙ ÁÎÄ 

ÐÕÎÃÔÕÁÔÉÏÎ ÍÁÒËÓȢ 

 

ɉ/ÎÌÙ ΫΪ ÐÏÉÎÔÓ ÐÏÓÓÉÂÌÅɊ 

#ÏÍÍÅÎÔÓȡ 

 

 

4ÁËÅÎ ÆÒÏÍȡ #ÁÍÂÒÉÄÇÅ !ÓÓÅÓÓÍÅÎÔ !ά 7ÒÉÔÉÎÇȢ 
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)ÎÓÔÒÕÃÔÉÏÎÁÌ 0ÒÏÃÅÄÕÒÅÓ 

,ÅÓÓÏÎ αȡ -Ù ÃÉÔÙ 

)ÎÓÔÒÕÃÔÏÒȡ ȣȣȣȣȣȣȣ #ÏÎÔÅÎÔȡ 0ÌÁÃÅÓ ÁÎÄ 

ÂÕÉÌÄÉÎÇÓȟ ÐÒÅÐÏÓÉÔÉÏÎÓ ÏÆ ÄÉÒÅÃÔÉÏÎÓ 

0ÕÐÉÌÓȡ  ηȤίί ÁÇÅÄ ÌÅÁÒÎÅÒÓ 4ÉÍÅȡ δή ÍÉÎ  

-ÅÔÈÏÄȡ -ÏÂÉÌÅȤ!ÓÓÉÓÔÅÄ 

,ÁÎÇÕÁÇÅ ,ÅÁÒÎÉÎÇ ɉ-!,,Ɋ 

,ÅÖÅÌȡ !ΰ 

/ÂÊÅÃÔÉÖÅȡ 

3ÔÕÄÅÎÔÓ ×ÉÌÌ ÂÅ ÁÂÌÅ ÔÏ ÇÉÖÅ ÄÉÒÅÃÔÉÏÎÓ ÔÈÒÏÕÇÈ ÔÈÅ ÕÓÅ ÏÆ ÖÏÃÁÂÕÌÁÒÙ 

ÒÅÌÁÔÅÄ ÔÏ ÂÕÉÌÄ ÁÎÄ ÐÌÁÃÅÓ ÆÒÏÍ ÔÈÅÉÒ ÓÕÒÒÏÕÎÄÉÎÇÓȢ  

$ÅÓÃÒÉÐÔÉÏÎȡ 4ÈÅ ÃÕÒÒÅÎÔ ÌÅÓÓÏÎ ÁÉÍÓ ÔÏ ÆÏÓÔÅÒ ÖÏÃÁÂÕÌÁÒÙ ÒÅÌÁÔÅÄ ÔÏ 

ÐÌÁÃÅÓ ÕÓÉÎÇ ÔÅÃÈÎÏÌÏÇÙȢ 

0ÈÁÓÅÓȡ 

ίȢ  )ÎÔÒÏÄÕÃÔÉÏÎȡ $ÉÓÃÕÓÓÉÏÎ 

ΰȢ 6ÏÃÁÂÕÌÁÒÙȡ 2ÁÎÄÏÍ #ÁÒÄÓ 

αȢ )ÎÄÅÐÅÎÄÅÎÔ !ÃÔÉÖÉÔÙ 

βȢ 0ÒÏÄÕÃÔÉÏÎȡ 'ÉÖÉÎÇ ÄÉÒÅÃÔÉÏÎÓ 

γȢ !ÓÓÅÓÓÍÅÎÔ  

!ÓÓÅÓÓÍÅÎÔ ÁÂÌÅ ÔÏ ÃÏÍÐÒÅÈÅÎÄ ÁÎÄ ÕÓÅ ÖÏÃÁÂÕÌÁÒÙ ÒÅÌÁÔÅÄ ÔÏ 

ÐÒÅÐÏÓÉÔÉÏÎÓ ÏÆ ÄÉÒÅÃÔÉÏÎÓȟ ÐÌÁÃÅÓȟ ÁÎÄ ÂÕÉÌÄÉÎÇÓ ÆÒÏÍ ÔÈÅÉÒ ÓÕÒÒÏÕÎÄÉÎÇÓȢ 

 

 

4ÅÁÃÈÅÒȭÓ !ÃÔÉÏÎȡ 

 

ίȢ )ÎÔÒÏÄÕÃÔÉÏÎȡ 

3ÕÇÇÅÓÔÅÄ ÔÉÍÅȡ ίγ ÍÉÎÕÔÅÓ 

4 ÐÒÏÖÉÄÅÓ Á #ÁÎÖÁȭÓ ÌÉÎË ÓÏ ÔÈÁÔ 3Ó ÁÒÅ ÁÂÌÅ ÔÏ 

ÅØÐÌÏÒÅ Á ÍÁÐȢ 4ÈÉÓ ÍÁÐ ÉÓ ÓÕÐÐÏÓÅÄ ÔÏ ÂÅ 4ȭÓ ÌÉÖÉÎÇ 

ÐÌÁÃÅȢ 4 ÁÓËÓ 3Ó ÔÏ ÌÏÏË ÁÔ ÔÈÅ ÍÁÐ ÃÁÒÅÆÕÌÌÙ ÁÎÄ 
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ÉÄÅÎÔÉÆÙ ÐÌÁÃÅÓ ÏÒ ÂÕÉÌÄÉÎÇÓ ÏÎ ÉÔȢ /ÎÃÅ ÔÈÅÙ ÇÅÔ ÔÈÅÍ 

4 ÁÓËÓ 3Ó ÔÏ ÓÁÙ ÏÒÁÌÌÙ ×ÈÁÔ ÃÏÕÌÄ ÔÈÅÙ ǢÎÄȢ  

 

3ÏÍÅ ÐÌÁÃÅÓ ÁÎÄ ÂÕÉÌÄÉÎÇÓ ÍÉÇÈÔ ÈÁÖÅ ÎÏÔ ÂÅÅÎ 

ÍÅÎÔÉÏÎÅÄ ÓÏ 4 ÐÒÅÓÅÎÔÓ ÁÌÌ ÏÆ ÔÈÅÍ ÕÓÉÎÇ ÉÍÁÇÅÓ 

×ÈÉÃÈ ÈÅÌÐ 3Ó ÔÏ ÉÄÅÎÔÉÆÙ ÔÈÅÍ ÅÁÓÉÌÙȢ 4 ÁÓËÓ 3Ó ÔÏ 

ÒÅÐÅÁÔ ÔÈÅ ×ÏÒÄ ÏÒÁÌÌÙ ÉÎ ÏÒÄÅÒ ÔÏ ÐÒÁÃÔÉÃÅ 

ÐÒÏÎÕÎÃÉÁÔÉÏÎȢ  

.ÏÔÅȡ 4ÈÅ ÃÕÒÒÅÎÔ #ÁÎÖÁȭÓ !ÃÔÉÖÉÔÙ ÈÁÓ ÁÃÃÅÓÓ 

ÁÎÙÔÉÍÅ ÓÏ ÉÔ ÃÁÎ ÂÅ ÕÓÅÄ ÔÏ ÐÒÁÃÔÉÃÅ ÆÒÅÅÌÙȢ 

 

ΰȢ 6ÏÃÁÂÕÌÁÒÙȡ 

3ÕÇÇÅÓÔÅÄ ÔÉÍÅȡ ίγ ÍÉÎÕÔÅÓ 

4 ÐÒÏÖÉÄÅÓ Á 7ÏÒÄ×ÁÌÌ ÌÉÎË ÔÏ 3Ó ÉÎ ×ÈÉÃÈ ÔÈÅÙ ǢÎÄ Á 

ÒÁÎÄÏÍ ÃÁÒÄ ÁÃÔÉÖÉÔÙȢ 4 ÃÌÉÃËÓ ÏÎ Á ÃÁÒÄ ÁÎÄ Á 

ÄÅǢÎÉÔÉÏÎ ÉÓ ÓÈÏ×Îȟ 3Ó ÁÒÅ ÓÕÐÐÏÓÅÄ ÔÏ ÌÏÏË ÁÔ ÔÈÅ 

ǨÁÓÈÃÁÒÄ ÁÎÄ ÔÒÙ ÔÏ ÇÕÅÓÓ ×ÈÁÔ ÐÌÁÃÅ ÏÒ ÂÕÉÌÄÉÎÇ ÔÈÅ 

ÄÅǢÎÉÔÉÏÎ ÂÅÌÏÎÇÓȢ  )Æ 3Ó ÁÒÅ ÎÏÔ ÁÂÌÅ ÔÏ ÇÕÅÓÓ ÂÙ 

ÌÏÏËÉÎÇ ÁÔ ÔÈÅ ÉÍÁÇÅȟ 4 ÃÏÕÌÄ ÍÁËÅ ÇÅÓÔÕÒÅÓȟ ÍÉÍÉÃÓȟ 

ÇÉÖÅ ÅØÁÍÐÌÅÓ ÉÎ ÏÒÄÅÒ ÆÏÒ ÔÈÅÍ ÔÏ ÇÕÅÓÓ ÔÈÅ ÐÌÁÃÅ ÏÒ 

ÂÕÉÌÄÉÎÇ ÉÎÔÅÒÁÃÔÉÖÅÌÙȢ   

.ÏÔÅȡ 4ÈÅ ÃÕÒÒÅÎÔ 7ÏÒÄ×ÁÌÌ !ÃÔÉÖÉÔÙ ÈÁÓ ÁÃÃÅÓÓ 

ÁÎÙÔÉÍÅ ÓÏ ÉÔ ÃÁÎ ÂÅ ÕÓÅÄ ÔÏ ÐÒÁÃÔÉÃÅ ÆÒÅÅÌÙȢ 

 

αȢ )ÎÄÅÐÅÎÄÅÎÔ !ÃÔÉÖÉÔÙȡ 

3ÕÇÇÅÓÔÅÄ ÔÉÍÅȡ δ ÍÉÎÕÔÅÓ 

4 ÓÈÁÒÅÓ Á 9ÏÕÔÕÂÅ %ÌÌÌÉ ÖÉÄÅÏ ÁÂÏÕÔ ÐÒÅÐÏÓÉÔÉÏÎÓ ÏÆ 

ÄÉÒÅÃÔÉÏÎ ÁÎÄ ÁÓËÓ 3Ó ÔÏ ×ÁÔÃÈ ÉÔ ÃÁÒÅÆÕÌÌÙȢ 4 ÁÓËÓ 3Ó 

ÔÏ ÌÉÓÔÅÎ ÔÏ ÔÈÅ ÐÒÅÐÏÓÉÔÉÏÎÓ ÐÒÅÓÅÎÔÅÄ ÏÎ ÔÈÅ ÖÉÄÅÏ 

ÁÎÄ ÐÒÁÃÔÉÃÅ ÔÈÅ ÐÒÏÎÕÎÃÉÁÔÉÏÎȢ 4 ÅØÐÌÁÉÎÓ ÔÈÁÔ ÁÔ 

ÔÈÅ ÅÎÄ ÏÆ ÔÈÅ ÖÉÄÅÏ ÔÈÅÒÅ ÁÒÅ ÓÏÍÅ ÑÕÅÓÔÉÏÎÓ ÔÏ ÂÅ 

ÁÎÓ×ÅÒ ÉÎ ÔÈÅÉÒ Ï×ÎȢ  
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4 ÍÏÎÉÔÏÒÓ ÔÈÅ ÁÃÔÉÖÉÔÙ ÂÙ ×ÁÌËÉÎÇ ÁÒÏÕÎÄ Ⱦ ÃÈÅÃËÉÎÇ 

ÐÁÒÔÉÃÉÐÁÎÔȭÓ ÔÈÅ ÓÃÒÅÅÎȢ  !Ô ÔÈÅ ÅÎÄ 4 ÁÓËÓ ÓÔÕÄÅÎÔÓ 

ÉÆ ÔÈÅ ÃÏÎÔÅÎÔ ÐÒÅÓÅÎÔÅÄ ×ÁÓ ÃÌÅÁÒȟ ÉÆ ÎÏÔȟ 4 ÒÅ ÐÌÁÙ ÔÈÅ 

ÖÉÄÅÏ ÁÎÄ ÅØÐÌÁÉÎÓ ÉÔ ÂÅÔÔÅÒȢ  

 

3ÕÇÇÅÓÔÅÄ ÔÉÍÅȡ ζ ÍÉÎÕÔÅÓ 

/ÎÃÅ 4 ÈÁÖÅ ÂÅÅÎ ÅØÐÌÁÉÎÅÄ ÔÈÅ ÃÏÎÔÅÎÔȟ ÁÎ ÅÎÇ6ÉÄȭÓ    

ÌÉÎË ÉÓ ÐÒÏÖÉÄÅÄ ÉÎ ÏÒÄÅÒ ÆÏÒ ÔÈÅÍ ÔÏ ÒÅÉÎÆÏÒÃÅ ÔÈÅ 

ÐÒÅÖÉÏÕÓ ÁÃÔÉÖÉÔÙ ÓÏ ÔÈÁÔ ÔÈÅÙ ÁÒÅ ÁÂÌÅ ÔÏ ÂÅ ÐÒÁÃÔÉÃÅ 

ÈÏ× ÔÏ ÇÉÖÅ ÄÉÒÅÃÔÉÏÎÓȢ  !ÇÁÉÎȟ 4 ÍÏÎÉÔÏÒÓ ÔÈÅ 

ÁÃÔÉÖÉÔÙ ÁÎÄ ÍÁËÅÓ ÓÕÒÅ ÔÈÁÔ ÔÈÅÒÅ ÁÒÅ ÎÏÔ ÄÏÕÂÔÓȢ  

.ÏÔÅȡ 4ÈÅ ÃÕÒÒÅÎÔ 9ÏÕÔÕÂÅȤ%ÌÌÌÉ ÁÎÄ ÅÎÇ6ÉÄȭÓ 

ÖÉÄÅÏÓ ÈÁÖÅ ÆÒÅÅ ÁÃÃÅÓÓ ÓÏ 3Ó ÃÁÎ ×ÁÔÃÈ ÔÈÅÍ ÔÏ 

ÐÒÁÃÔÉÃÅ ÆÒÅÅÌÙ ÏÒ ÍÁËÅ Á ÒÅÉÎÆÏÒÃÅÍÅÎÔ ÁÔ ÈÏÍÅȢ 

 

βȢ 0ÒÏÄÕÃÔÉÏÎȡ  

3ÕÇÇÅÓÔÅÄ ÔÉÍÅȡ ίγ ÍÉÎÕÔÅÓ 

)Î ÏÒÄÅÒ ÔÏ ÃÈÅÃË 3ÓȭÓ ÄÅÖÅÌÏÐÍÅÎÔ 4 ÐÒÏÖÉÄÅÓ Á 

+ÁÈÏÏÔȭÓ ÌÉÎË ÏÒ ÃÏÄÅ ÓÏ ÔÈÁÔ 3Ó ÎÅÅÄ ÔÏ ÌÏÏË ÁÔ Á 

ÐÒÏÖÉÄÅÄ ÍÁÐ ÁÎÄ ÃÈÏÏÓÅ ÔÈÅ ÃÏÒÒÅÃÔ ÁÎÓ×ÅÒÓ ÒÅÌÁÔÅÄ 

ÔÏ ÇÉÖÉÎÇ ÄÉÒÅÃÔÉÏÎÓȢ  

.ÏÔÅȡ 4ÈÅ ÃÕÒÒÅÎÔ +ÁÈÏÏÔȭÓ !ÃÔÉÖÉÔÙ ÈÁÓ ÔÏ ÂÅ 

ÄÅÖÅÌÏÐÅÄ ÌÉÖÅ ÓÉÎÃÅ ÔÈÅ ÐÌÁÔÆÏÒÍ ÁÌÌÏ×Ó ÔÈÅ ÔÅÁÃÈÅÒ 

ÁÄÍÉÔÔÉÎÇ ÐÁÒÔÉÃÉÐÁÎÔÓ ÔÏ ÂÅ ÐÁÒÔ ÏÆ ÔÈÅ ÁÃÔÉÖÉÔÙ ÉÎ 

ÒÅÁÌ ÔÉÍÅȢ  

 

γȢ !ÓÓÅÓÓÍÅÎÔȡ  

4 ÐÒÏÖÉÄÅÓ Á 0ÁÄÌÅÔȭÓ ÌÉÎË ÉÎ ×ÈÉÃÈ 3Ó ÈÁÖÅ ÔÏ ÄÒÁ× ÏÒ 

ÄÅÓÉÇÎ Á ÍÁÐ ÏÆ ÔÈÅ ÃÉÔÙ ÔÈÅÙ ÁÒÅ ÆÒÏÍ ÏÒ ÃÕÒÒÅÎÔÌÙ 

ÌÉÖÅ ÁÎÄ ÕÐÌÏÁÄ ÉÔȢ -ÏÒÅÏÖÅÒȟ 3Ó ÎÅÅÄ ÔÏ ×ÒÉÔÅ Á ÓÈÏÒÔ 

ÐÁÒÁÇÒÁÐÈ ÐÒÅÓÅÎÔÉÎÇ ÁÌÌ ÔÈÅ ÐÌÁÃÅÓ ÏÒ ÂÕÉÌÄÉÎÇÓ ÔÈÁÔ 

ÔÈÅÒÅ ÁÒÅȢ  4 ÅÍÐÈÁÓÉÚÅÓ ÏÎ ÔÈÅ ÃÏÒÒÅÃÔ ÕÓÅ ÏÆ 
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ÖÏÃÁÂÕÌÁÒÙ ÁÓ ×ÅÌÌ ÁÓ ÔÈÅ ÐÒÅÐÏÓÉÔÉÏÎÓ ÏÆ ÄÉÒÅÃÔÉÏÎ 

ÃÈÅÃËÅÄ ÐÒÅÖÉÏÕÓÌÙȢ ɉÔÈÅÒÅ ÉÓ ÁÎ ÅØÁÍÐÌÅ ÁÖÁÉÌÁÂÌÅɊȢ 

5ÓÅ ÔÈÅ ÁÔÔÁÃÈÅÄ 2ÕÂÒÉÃ ÔÏ ÁÓÓÅÓÓ 3ÓȢ 

.ÏÔÅȡ 4ÈÅ ÃÕÒÒÅÎÔ 0ÁÄÌÅÔȭÓ !ÃÔÉÖÉÔÙ ÈÁÖÅ ÁÃÃÅÓÓ 

ÁÎÙÔÉÍÅȢ (Ï×ÅÖÅÒȟ ÉÔ ÉÓ ÉÍÐÏÒÔÁÎÔ ÔÏ ÓÅÔ Á ÄÅÁÄÌÉÎÅȢ 

 

 

3ÔÕÄÅÎÔȭÓ !ÃÔÉÏÎȡ 

 

ίȢ )ÎÔÒÏÄÕÃÔÉÏÎȡ 

3Ó ÕÓÅ ÔÈÅ ÐÒÏÖÉÄÅÄ ÌÉÎË ÁÎÄ ÅØÐÌÏÒÅ ÔÈÅ ÍÁÐ 

ÉÄÅÎÔÉÆÙÉÎÇ ÄÉǟÅÒÅÎÔ ÐÌÁÃÅÓ ÁÎÄ ÂÕÉÌÄÉÎÇÓ ×ÈÉÃÈ ÁÒÅ 

ÍÅÎÔÉÏÎÅÄ ÏÒÁÌÌÙȢ  

3Ó ÌÏÏË ÁÔ ÔÈÅ ÐÒÅÓÅÎÔÁÔÉÏÎ ÁÂÏÕÔ ÐÌÁÃÅÓ ÁÎÄ 

ÂÕÉÌÄÉÎÇÓ ÉÍÁÇÅÓ ÓÏ ÔÈÁÔ ÔÈÅÙ ÃÁÎ ÉÄÅÎÔÉÆÙ ÔÈÅÍ 

ÅÁÓÉÌÙȢ 4ÈÅÙ ÐÒÁÃÔÉÃÅ ÔÈÅÉÒ ÐÒÏÐÅÒ ÐÒÏÎÕÎÃÉÁÔÉÏÎ ×ÉÔÈ 

4ȭÓ ÈÅÌÐȢ  

 

ΰȢ 6ÏÃÁÂÕÌÁÒÙȡ 

3Ó ÁÒÅ ÁÓËÅÄ ÔÏ ÌÏÏË ÁÔ ÔÈÅ ÃÁÒÄȭÓ ÉÍÁÇÅ ÁÎÄ ÒÅÁÄ ÔÈÅ 

ÄÅǢÎÉÔÉÏÎ ÓÈÏ×Î ÓÏ ÔÈÁÔ ÔÈÅÙ ÃÁÎ ÇÕÅÓÓ ×ÈÁÔ ÐÌÁÃÅ 

ÏÒ ÂÕÉÌÄÉÎÇ ÉÓ ÉÔȢ )Æ ÔÈÅ ÉÍÁÇÅÓ ÒÅÓÕÌÔ ÃÏÎÆÕÓÉÎÇ ÏÒ 

ÄÉǣÃÕÌÔ ÔÏ ÇÕÅÓÓȟ 4 ÍÁËÅÓ ÇÅÓÔÕÒÅÓ ÏÒ ÇÉÖÅ ÍÏÒÅ 

ÅØÁÍÐÌÅÓ ÕÎÔÉÌ 3Ó ÃÁÎ ÇÕÅÓÓ ÔÈÅ ÎÁÍÅ ÏÆ ÔÈÅ ÐÌÁÃÅÓȢ  

 

αȢ )ÎÄÅÐÅÎÄÅÎÔ !ÃÔÉÖÉÔÙȡ 

3Ó ÕÓÅ ÔÈÅ ÐÒÏÖÉÄÅÄ ÌÉÎË ÂÙ ÔÈÅ ÔÅÁÃÈÅÒ ÁÎÄ ÆÏÌÌÏ× 4ȭÓ 

ÉÎÓÔÒÕÃÔÉÏÎ ×ÁÔÃÈÉÎÇ ÁÔ ÔÈÅ ÖÉÄÅÏ ÁÎÄ ÐÁÙÉÎÇ 

ÁÔÔÅÎÔÉÏÎ ÔÏ ÔÈÅ ÐÒÅÐÏÓÉÔÉÏÎÓ ÏÆ ÄÉÒÅÃÔÉÏÎ ÐÒÅÓÅÎÔÅÄȢ 

3Ó ÁÌÓÏ ÁÒÅ ÁÂÌÅ ÔÏ ÐÒÁÃÔÉÃÅ ÐÒÏÎÕÎÃÉÁÔÉÏÎ ÁÓ ×ÅÌÌ ÁÓ 

ÁÎÓ×ÅÒ ÓÏÍÅ ÑÕÅÓÔÉÏÎÓ ÁÔ ÔÈÅ ÅÎÄ ÏÆ ÔÈÅ ÖÉÄÅÏȢ 3Ó ÕÓÅ 

ÔÈÅ ÅÎÇ6ÉÄȭÓ ÖÉÄÅÏ ÔÏ ÒÅÉÎÆÏÒÃÅ ÔÈÅ ÐÒÅÖÉÏÕÓ ÁÃÔÉÖÉÔÙ 

ÁÂÏÕÔ ÈÏ× ÔÏ ÇÉÖÅ ÄÉÒÅÃÔÉÏÎÓȢ  
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 3Ó ÁÒÅ ÆÒÅÅ ÔÏ ÅØÐÏÓÅ ÄÏÕÂÔÓ ÔÈÁÔ 4 ÃÁÎ ÃÌÁÒÉÆÙ ÄÕÒÉÎÇ 

ÔÈÅ ÁÃÔÉÖÉÔÙȢ  

 

βȢ 0ÒÏÄÕÃÔÉÏÎȡ 

3Ó ÕÓÅ ÔÈÅ +ÁÈÏÏÔȭÓ ÌÉÎË ÏÒ ÃÏÄÅ ÇÉÖÅÎ ÂÙ ÔÈÅ 

4 ÔÏ ÌÏÏË ÁÔ ÔÈÅ ÍÁÐ ÁÎÄ ÃÈÏÏÓÅ ÔÈÅ ÃÏÒÒÅÃÔ ÐÌÁÃÅÓ 

ÌÏÃÁÔÉÏÎȢ  

 

γȢ !ÓÓÅÓÓÍÅÎÔȡ 

3Ó ÈÁÖÅ ÔÏ ÄÒÁ× ÏÒ ÄÅÓÉÇÎ Á ÍÁÐ ÏÆ ÔÈÅ ÐÌÁÃÅ ÔÈÅÙ 

ÃÕÒÒÅÎÔÌÙ ÌÉÖÅ ÏÒ ×ÈÅÒÅ ÔÈÅÙ ÁÒÅ ÆÒÏÍȢ 5ÐÌÏÁÄ ÉÔ ÔÏ ÔÈÅ 

ÌÉÎË ÁÎÄ ×ÒÉÔÅ Á ÓÈÏÒÔ ÐÁÒÁÇÒÁÐÈ ÔÁÌËÉÎÇ ÁÂÏÕÔ ÐÌÁÃÅÓ 

ÁÎÄ ÂÕÉÌÄÉÎÇÓȢ 3Ó ÆÏÌÌÏ× 4ΎÓ ÉÎÓÔÒÕÃÔÉÏÎÓ ÁÂÏÕÔ ÔÈÅ 

ÕÓÅ ÏÆ ÔÈÅ ÖÏÃÁÂÕÌÁÒÙ ÇÉÖÅÎ ÁÎÄ ÔÈÅ ÐÒÅÐÏÓÉÔÉÏÎ ÏÆ 

ÄÉÒÅÃÔÉÏÎÓȢ  

 

-ÁÔÅÒÉÁÌÓ Ⱦ 3ÏÕÒÃÅÓ 

#ÁÎÖÁȟ 7ÏÒÄ×ÁÌÌȟ 9ÏÕÔÕÂÅȟ ÅÎÇ6ÉÄȟ +ÁÈÏÏÔȟ 0ÁÄÌÅÔȢ 

3ÕÇÇÅÓÔÉÏÎȡ 

-ÁËÅ ÓÕÒÅ ÙÏÕ ÈÁÖÅ ÎÅÃÅÓÓÁÒÙ ÅÌÅÃÔÒÏÎÉÃ ÄÅÖÉÃÅÓ ɉÃÅÌÌ ÐÈÏÎÅÓȟ ÌÁÂÓȟ 

ÓÃÈÏÏÌ ÔÁÂÌÅÔÓɊ ÁÎÄ Á ÓÔÁÂÌÅ ÉÎÔÅÒÎÅÔ ÃÏÎÎÅÃÔÉÏÎ ÔÏ ÆÁÃÉÌÉÔÁÔÅ ÅǟÅÃÔÉÖÅ ×ÏÒËȢ 

3ÏÕÒÃÅȡ 4ÈÅ ÒÅÓÅÁÒÃÈÅÒȟ άΪάή 
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0ÈÁÓÅ  Ϋȡ $ÉÓÃÕÓÓÉÏÎ 

3ÕÇÇÅÓÔÅÄ ÔÉÍÅȡ ίγ ÍÉÎÕÔÅÓ 

 

#ÁÎÖÁȭÓ ÐÒÅÓÅÎÔÁÔÉÏÎ 

)ÎÓÔÒÕÃÔÉÏÎȡ !ÃÃÅÓÓ ÔÏ ÔÈÅ #ÁÎÖÁȭÓ ÌÉÎË ÂÅÌÌÏ× ÁÎÄ ÒÅÖÉÅ× ÔÈÅ ÐÒÅÓÅÎÔÁÔÉÏÎ ÁÂÏÕÔ Ȱ-Ù ÃÉÔÙȱȢ 

9ÏÕ ×ÉÌÌ ǢÎÄ ÏÕÔ Á ÍÁÐ ÏÆ ÍÙ ÃÉÔÙȟ ×ÈÁÔ ÐÌÁÃÅÓ ÃÏÕÌÄ ÙÏÕ ÉÄÅÎÔÉÆÙȩ #ÈÅÃË ÔÈÅ ÌÉÓÔȢ  

 

,ÉÎËȡÈÔÔÐÓȡȾȾ×××ȢÃÁÎÖÁȢÃÏÍȾÄÅÓÉÇÎȾ$!'2ØΪÂΫ×(-ȾÍÆÓαØ(ÊÔ3.ÓÃ)$$Ϋ(×·αÇȾÅÄÉÔȩÕÔ

Í·ÃÏÎÔÅÎÔК$!'2ØΪÂΫ×(-ǪÕÔÍ·ÃÁÍÐÁÉÇÎКÄÅÓÉÇÎÓÈÁÒÅǪÕÔÍ·ÍÅÄÉÕÍКÌÉÎËάǪÕÔÍ·ÓÏÕ

ÒÃÅКÓÈÁÒÅÂÕÔÔÏÎ  

 

 

 

 

 

 

 

 

 

https://www.canva.com/design/DAGRx0b1wHM/mfs7xHjtSNscIDD1Hw_7g/edit?utm_content=DAGRx0b1wHM&utm_campaign=designshare&utm_medium=link2&utm_source=sharebutton
https://www.canva.com/design/DAGRx0b1wHM/mfs7xHjtSNscIDD1Hw_7g/edit?utm_content=DAGRx0b1wHM&utm_campaign=designshare&utm_medium=link2&utm_source=sharebutton
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Canva Activity 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

   

       

)ÍÁÇÅÓ ÔÁËÅÎ ÆÒÏÍȡ 
ÈÔÔÐÓȡȾȾ×××ȢÇÏÏÇÌÅȢÃÏÍȢÅÃȾÍÁÐÓȾΊΪȢΫΫΰΫβάȟαβȢήγήίήΫίȟΫΫήέήÍȾÄÁÔÁКȦέÍΫȦΫÅέȩÈÌКÅÓǪÅÎÔÒÙКÔÔÕǪÇ·ÅÐК%ÇÏÙ-$)Ϊ-4!Ù-Ùή×)+8-$3Ï!3!&1!×Гέ$
Гέ$ 
ÈÔÔÐÓȡȾȾ×××ȢÓÈÕÔÔÅÒÓÔÏÃËȢÃÏÍȾÉÍÁÇÅȤÖÅÃÔÏÒȾÐÌÁÃÅȤÓÃÈÏÏÌȤÂÌÕÅȤÍÁÐȤÐÉÎȤάΰΪÎ×ȤΫΪάάαΪέήΰΪȢÊÐÇ  
ÈÔÔÐÓȡȾȾÃÄÎȤÉÃÏÎÓȤÐÎÇȢÆÒÅÅÐÉËȢÃÏÍȾίΫάȾέέΰαȾέέΰαΰάέȢÐÎÇ 
ÈÔÔÐÓȡȾȾ×××ȢÓÈÕÔÔÅÒÓÔÏÃËȢÃÏÍȾÉÍÁÇÅȤÖÅÃÔÏÒȾÆÏÏÄȤÐÉÎȤÉÃÏÎȤÒÅÓÔÁÕÒÁÎÔȤÌÏÃÁÔÉÏÎȤάΰΪÎ×ȤΫαΪίέΪγαβέȢÊÐÇ  
ÈÔÔÐÓȡȾȾÅαȢÐÎÇÅÇÇȢÃÏÍȾÐÎÇÉÍÁÇÅÓȾβήΫȾγάήȾÐÎÇȤÃÌÉÐÁÒÔȤÁÒÔȤÍÕÓÅÕÍȤÐÌÁÔÆÏÒÍȤÃÏÍÐÕÔÅÒȤÉÃÏÎÓȤÂÒÉÔÉÓÈȤÍÕÓÅÕÍȤÍÕÓÅÕÍȤÉÃÏÎȤÁÎÇÌÅȤÌÏÇÏȤ
ÔÈÕÍÂÎÁÉÌȢÐÎÇ ÈÔÔÐÓȡȾȾÅÎÃÒÙÐÔÅÄȤÔÂÎΪȢÇÓÔÁÔÉÃȢÃÏÍȾÉÍÁÇÅÓȩÑКÔÂÎȡ!.Äγ'Ã44Æ2#%ËÐÍ!γ(#+73ÏȤÖȤÅÏÇ!7%Á%:ά+Ä/)Î#Ȥ
+9É3Ö3È9$Çή(ί!ÈÈÎ7Äά)5έίÕ.6'ÎÐ(ËǪÕÓÑÐК#!5ÈÔÔÐÓȡȾȾÓÔίȢÄÅÐÏÓÉÔÐÈÏÔÏÓȢÃÏÍȾέίΪίαγΫάȾΰΰααβȾÖȾήίΪȾÄÅÐÏÓÉÔÐÈÏÔÏÓ·ΰΰααβΰΫΰήȤÓÔÏÃËȤ
ÉÌÌÕÓÔÒÁÔÉÏÎȤÍÁÌÌȤÌÏÃÁÔÉÏÎȤÖÅÃÔÏÒȤǢÌÌȤÏÕÔÌÉÎÅȢÊÐÇ 
ÈÔÔÐÓȡȾȾ×××ȢÓÈÕÔÔÅÒÓÔÏÃËȢÃÏÍȾÉÍÁÇÅȤÖÅÃÔÏÒȾÆÏÏÔÂÁÌÌȤÓÔÁÄÉÕÍȤÈÅÒÅȤÓÏÃÃÅÒȤǢÅÌÄȤΰΪΪ×ȤΫΫέάίΪΪγέάȢÊÐÇ  
ÈÔÔÐÓȡȾȾÃÄÎέȢÖÅÃÔÏÒÓÔÏÃËȢÃÏÍȾÉȾΫΪΪΪØΫΪΪΪȾέίȾαάȾÂÁÎËȤÍÁÐȤÐÏÉÎÔÅÒȤǨÁÔȤÉÃÏÎȤÖÅÃÔÏÒȤΫΪάίέίαάȢÊÐÇ 
ÈÔÔÐÓȡȾȾÅÎÃÒÙÐÔÅÄÔÂÎΪȢÇÓÔÁÔÉÃȢÃÏÍȾÉÍÁÇÅÓȩÑКÔÂÎȡ!.Äγ'Ã2ί311Î8ØÕÈÈÔÒέΫ,ËÑγ/Ä+8Ä,6Ô!Ò"Ï3ÇÔ(-4ÏÐÇ/άËÁββÒΪÇ)ΰ(ÍÕÐ9),ÖË5*ÂÄ9ÙÍÏ1ǪÕ
ÓÑÐК#!5 ÈÔÔÐÓȡȾȾÅαȢÐÎÇÅÇÇȢÃÏÍȾÐÎÇÉÍÁÇÅÓȾγΪίȾΫΫȾÐÎÇȤÃÌÉÐÁÒÔȤÃÏÍÐÕÔÅÒȤÉÃÏÎÓȤÍÏÎÕÍÅÎÔȤÓÙÍÂÏÌȤÍÉÓÃÅÌÌÁÎÅÏÕÓȤÃÄÒȢÐÎÇ 

 

 

 

 

      

https://www.google.com.ec/maps/@0.116182,78.4945415,11434m/data=!3m1!1e3?hl=es&entry=ttu&g_ep=EgoyMDI0MTAyMy4wIKXMDSoASAFQAw%3D%3D
https://www.google.com.ec/maps/@0.116182,78.4945415,11434m/data=!3m1!1e3?hl=es&entry=ttu&g_ep=EgoyMDI0MTAyMy4wIKXMDSoASAFQAw%3D%3D
https://www.shutterstock.com/image-vector/place-school-blue-map-pin-260nw-1022703460.jpg
https://cdn-icons-png.freepik.com/512/3367/3367623.png
https://www.shutterstock.com/image-vector/food-pin-icon-restaurant-location-260nw-1705309783.jpg
https://e7.pngegg.com/pngimages/841/924/png-clipart-art-museum-platform-computer-icons-british-museum-museum-icon-angle-logo-thumbnail.png
https://e7.pngegg.com/pngimages/841/924/png-clipart-art-museum-platform-computer-icons-british-museum-museum-icon-angle-logo-thumbnail.png
https://encrypted-tbn0.gstatic.com/images?q=tbn:ANd9GcTTfRCEkpmA9HCKWSo-v-eogAWEaEZ2KdOInC-KYiSvShYDg4H5AhhnWd2IU35uNVGnpHk&usqp=CAU
https://encrypted-tbn0.gstatic.com/images?q=tbn:ANd9GcTTfRCEkpmA9HCKWSo-v-eogAWEaEZ2KdOInC-KYiSvShYDg4H5AhhnWd2IU35uNVGnpHk&usqp=CAU
https://st5.depositphotos.com/35057912/66778/v/450/depositphotos_667786164-stock-illustration-mall-location-vector-fill-outline.jpg
https://st5.depositphotos.com/35057912/66778/v/450/depositphotos_667786164-stock-illustration-mall-location-vector-fill-outline.jpg
https://www.shutterstock.com/image-vector/football-stadium-here-soccer-field-600w-1132500932.jpg
https://cdn3.vectorstock.com/i/1000x1000/35/72/bank-map-pointer-flat-icon-vector-10253572.jpg
https://encryptedtbn0.gstatic.com/images?q=tbn:ANd9GcR5SQQnXxuhhtr31Lkq9OdKXdLVtArBoSgtHMTopgO2ka88r0gI6HmupYILvkUJbdYymoQ&usqp=CAU
https://encryptedtbn0.gstatic.com/images?q=tbn:ANd9GcR5SQQnXxuhhtr31Lkq9OdKXdLVtArBoSgtHMTopgO2ka88r0gI6HmupYILvkUJbdYymoQ&usqp=CAU
https://e7.pngegg.com/pngimages/905/11/png-clipart-computer-icons-monument-symbol-miscellaneous-cdr.png
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0ÈÁÓÅ άȡ 6ÏÃÁÂÕÌÁÒÙ 

3ÕÇÇÅÓÔÅÄ ÔÉÍÅȡ ίγ ÍÉÎÕÔÅÓ 

 

2ÁÎÄÏÍ ÃÁÒÄÓ 7ÏÒÄ×ÁÌÌ !ÃÔÉÖÉÔÙȡ  

)ÎÓÔÒÕÃÔÉÏÎȡ 'Ï ÔÏ ÔÈÅ 7ÏÒÄ×ÁÌÌ ÌÉÎË ÁÎÄ ÃÈÏÏÓÅ ÒÁÎÄÏÍ ÃÁÒÄÓ ÉÎ ×ÈÉÃÈ ÙÏÕ ×ÉÌÌ ǢÎÄ Á 

ÄÅǢÎÉÔÉÏÎȟ ÔÒÙ ÔÏ ÇÕÅÓÓ ×ÈÁÔ ÐÌÁÃÅ ÉÔ ÉÓȢ  

,ÉÎËȡ ÈÔÔÐÓȡȾȾ×ÏÒÄ×ÁÌÌȢÎÅÔȾÅÓȾÒÅÓÏÕÒÃÅȾαβΰαγήίβ 

    Wordwall: Random cards Activity 

 

 

 

 

 

 

 

 

 

 

 

 

)ÍÁÇÅ ÔÁËÅÎ ÆÒÏÍȡ ÈÔÔÐÓȡȾȾÂÁÎÎÅÒάȢÃÌÅÁÎÐÎÇȢÃÏÍȾάΪΫγΪΰάαȾÔÕÉȾËÉÓÓÐÎÇȤÃÌÉÐȤÁÒÔȤÓÃÈÏÏÌȤÐÏÒÔÁÂÌÅȤÎÅÔ×ÏÒËȤÇÒÁÐÈÉÃÓȤÉÍÁÇÅȤÖÅȤÓÃÈÏÏÌȤ

ÃÌÉÐÁÒÔȤÐÎÇȤÔÒÁÎÓÐÁÒÅÎÔȤÁÚÐÎÇȤΫαΫέββήίίίίαέȢ×ÅÂÐ  

  

 

)ÍÁÇÅ ÔÁËÅÎ ÆÒÏÍȡ ÈÔÔÐÓȡȾȾÔÈÕÍÂÓȢÄÒÅÁÍÓÔÉÍÅȢÃÏÍȾÂȾÅÄÉǢÃÉÏȤÄÅÌȤÈÏÓÐÉÔÁÌȤίγΰγέΰβΰȢÊÐÇ  

   

   

)ÍÁÇÅÓ ÔÁËÅÎ ÆÒÏÍȡ ÈÔÔÐÓȡȾȾÂÁÎÎÅÒάȢÃÌÅÁÎÐÎÇȢÃÏÍȾάΪΫγΪΰάαȾÔÕÉȾËÉÓÓÐÎÇȤÃÌÉÐȤÁÒÔȤÓÃÈÏÏÌȤÐÏÒÔÁÂÌÅȤÎÅÔ×ÏÒËȤÇÒÁÐÈÉÃÓȤÉÍÁÇÅȤÖÅȤÓÃÈÏÏÌȤÃÌÉÐÁÒÔȤÐÎÇȤ

ÔÒÁÎÓÐÁÒÅÎÔȤÁÚÐÎÇȤΫαΫέββήίίίίαέȢ×ÅÂÐ  
ÈÔÔÐÓȡȾȾ×ÏÒÄ×ÁÌÌȢÎÅÔȾÅÓȾÒÅÓÏÕÒÃÅȾαβΰαγήίβ   ÈÔÔÐÓȡȾȾ×ÏÒÄ×ÁÌÌȢÎÅÔȾÅÓȾÒÅÓÏÕÒÃÅȾαβΰαγήίβ 

 

 

 

https://wordwall.net/es/resource/78679458
https://banner2.cleanpng.com/20190627/tui/kisspng-clip-art-school-portable-network-graphics-image-ve-school-clipart-png-transparent-azpng-1713884555573.webp
https://banner2.cleanpng.com/20190627/tui/kisspng-clip-art-school-portable-network-graphics-image-ve-school-clipart-png-transparent-azpng-1713884555573.webp
https://thumbs.dreamstime.com/b/edificio-del-hospital-59693686.jpg
https://banner2.cleanpng.com/20190627/tui/kisspng-clip-art-school-portable-network-graphics-image-ve-school-clipart-png-transparent-azpng-1713884555573.webp
https://banner2.cleanpng.com/20190627/tui/kisspng-clip-art-school-portable-network-graphics-image-ve-school-clipart-png-transparent-azpng-1713884555573.webp
https://wordwall.net/es/resource/78679458
https://wordwall.net/es/resource/78679458


 

119 
 

0ÈÁÓÅ έȡ  )ÎÄÅÐÅÎÄÅÎÔ ÁÃÔÉÖÉÔÙ  

3ÕÇÇÅÓÔÅÄ ÔÉÍÅȡ δ ÍÉÎÕÔÅÓ 

 

9ÏÕÔÕÂÅȭÓ !ÃÔÉÖÉÔÙȡ  

)ÎÓÔÒÕÃÔÉÏÎȡ 'Ï ÔÏ ÔÈÅ ÌÉÎË ÂÅÌÏ× ÁÎÄ ×ÁÔÃÈ Á ÖÉÄÅÏ ÒÅÌÁÔÅÄ ÔÏ 0ÒÅÐÏÓÉÔÉÏÎÓ ÏÆ ÄÉÒÅÃÔÉÏÎÓ 

ɉ'ÒÁÍÍÁÒɊȢ ,ÉÓÔÅÎ ÁÎÄ ÒÅÐÅÁÔ ÔÈÅ ÐÒÅÐÏÓÉÔÉÏÎÓ ÁÎÄ ÔÒÙ ÔÏ ÁÎÓ×ÅÒ ÔÈÅ ÑÕÅÓÔÉÏÎÓ ÐÒÏÖÉÄÅÄ ÁÔ 

ÔÈÅ ÅÎÄ ÏÆ ÔÈÅ ÖÉÄÅÏȢ 7ÁÔÃÈ ÉÔ Ô×ÉÃÅ ÉÆ ÎÅÃÅÓÓÁÒÙȢ  

,ÉÎËȡ ÈÔÔÐÓȡȾȾ×××ȢÙÏÕÔÕÂÅȢÃÏÍȾ×ÁÔÃÈȩÖК(ÄΫή·Æ"ί!#ή 

 Ellii-Youtube Activity 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

   

  

 

 

 

https://www.youtube.com/watch?v=Hd14_fB5AC4
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ÅÎÇ6ÉÄȭÓ !ÃÔÉÖÉÔÙȡ  

3ÕÇÇÅÓÔÅÄ ÔÉÍÅȡ ζ ÍÉÎÕÔÅÓ 

 

)ÎÓÔÒÕÃÔÉÏÎ ɉÏÐÔÉÏÎÁÌɊȡ 4Ï ÒÅÉÎÆÏÒÃÅ ÔÈÅ ÐÒÅÖÉÏÕÓ ÁÃÔÉÖÉÔÙȟ ÙÏÕ ÃÁÎ ÕÓÅ ÔÈÅ ÌÉÎË ÂÅÌÏ×Ȣ 4ÈÉÓ 

ÖÉÄÅÏ ÅÎÇ6ÉÄ ×ÉÌÌ ÈÅÌÐ ÙÏÕ ÔÏ ÇÉÖÅ ÄÉÒÅÃÔÉÏÎÓȢ 

 

,ÉÎËȡ ÈÔÔÐÓȡȾȾ×××ȢÅÎÇÖÉÄȢÃÏÍȾÈÏ×ȤÔÏȤÇÉÖÅȤÄÉÒÅÃÔÉÏÎÓȤÉÎȤÅÎÇÌÉÓÈȾ 

 

 

 

   

   

)ÍÁÇÅÓ ÔÁËÅÎ ÆÒÏÍȡ ÈÔÔÐÓȡȾȾ×××ȢÙÏÕÔÕÂÅȢÃÏÍȾ×ÁÔÃÈȩÖК(ÄΫή·Æ"ί!#ή  

ÈÔÔÐÓȡȾȾ×××ȢÙÏÕÔÕÂÅȢÃÏÍȾ×ÁÔÃÈȩÖК(ÄΫή·Æ"ί!#ή 

ÈÔÔÐÓȡȾȾ×××ȢÙÏÕÔÕÂÅȢÃÏÍȾ×ÁÔÃÈȩÖК(ÄΫή·Æ"ί!#ή 

ÈÔÔÐÓȡȾȾ×××ȢÙÏÕÔÕÂÅȢÃÏÍȾ×ÁÔÃÈȩÖК(ÄΫή·Æ"ί!#ή 

ÈÔÔÐÓȡȾȾ×××ȢÙÏÕÔÕÂÅȢÃÏÍȾ×ÁÔÃÈȩÖК(ÄΫή·Æ"ί!#ή 

ÈÔÔÐÓȡȾȾ×××ȢÙÏÕÔÕÂÅȢÃÏÍȾ×ÁÔÃÈȩÖК(ÄΫή·Æ"ί!#ή 

 

 

 

 

 

 

 

 

 

 

 

 

 

https://www.engvid.com/how-to-give-directions-in-english/
https://www.youtube.com/watch?v=Hd14_fB5AC4
https://www.youtube.com/watch?v=Hd14_fB5AC4
https://www.youtube.com/watch?v=Hd14_fB5AC4
https://www.youtube.com/watch?v=Hd14_fB5AC4
https://www.youtube.com/watch?v=Hd14_fB5AC4
https://www.youtube.com/watch?v=Hd14_fB5AC4
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engVid Activity 

 

 

 

 

 

 

 

 

 

 

 

 

 

0ÈÁÓÅ ήȡ  'ÉÖÉÎÇ ÄÉÒÅÃÔÉÏÎÓ 

3ÕÇÇÅÓÔÅÄ ÔÉÍÅȡ ίγ ÍÉÎÕÔÅÓ 

 

+ÁÈÏÏÔȭÓ !ÃÔÉÖÉÔÙȡ 

)ÎÓÔÒÕÃÔÉÏÎȡ !ÃÃÅÓÓ ÔÏ ÔÈÅ ÌÉÎË ÂÅÌÏ×Ȣ ,ÏÏË ÁÔ ÔÈÅ ÐÒÏÖÉÄÅÄ ÍÁÐ ÁÎÄ ÓÅÌÅÃÔ ÔÈÅ ÁÎÓ×ÅÒ ÔÈÁÔ 

ÂÅÔÔÅÒ ǢÔÓȢ  

 

,ÉÎËȡ ÈÔÔÐÓȡȾȾÃÒÅÁÔÅȢËÁÈÏÏÔȢÉÔȾÓÈÁÒÅȾÅÎÔÅÒȤËÁÈÏÏÔȤÔÉÔÌÅȾΪέÄγÁÆΰαȤÃβΪÄȤήΫÂαȤÂγÆÃȤ

ÆήÂάήÄÆέΪÁÄÄ 

 

 

 

)ÍÁÇÅ ÔÁËÅÎ ÆÒÏÍȡ ÈÔÔÐÓȡȾȾ×××ȢÅÎÇÖÉÄȢÃÏÍȾÈÏ×ȤÔÏȤÇÉÖÅȤÄÉÒÅÃÔÉÏÎÓȤÉÎȤÅÎÇÌÉÓÈȾ 

 

 

   

 

 

 

 

 

 

 

 

 

https://create.kahoot.it/share/enter-kahoot-title/03d9af67-c80d-41b7-b9fc-f4b24df30add
https://create.kahoot.it/share/enter-kahoot-title/03d9af67-c80d-41b7-b9fc-f4b24df30add
https://www.engvid.com/how-to-give-directions-in-english/
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Kahoot Activity 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

   

   

    

)ÍÁÇÅ ÔÁËÅÎ ÆÒÏÍȡ 

ÈÔÔÐÓȡȾȾ×××ȢÌÉÖÅ×ÏÒËÓÈÅÅÔÓȢÃÏÍȾÓÉÔÅÓȾÄÅÆÁÕÌÔȾǢÌÅÓȾÓÔÙÌÅÓȾÌÁÒÇÅȾÐÕÂÌÉÃȾÄÅÆ·ǢÌÅÓȾάΪάΫȾΫȾΫαȾΫΪΫΫαάΫέβέέέάήαάάȾΫΪΫΫαάΫέβέέέάήαάάΪΪάȢÊÐÇȩÉÔÏËКØ%%'Æ6ÔÕ 

 

        

 

 

https://www.liveworksheets.com/sites/default/files/styles/large/public/def_files/2021/1/17/10117213833324722/10117213833324722002.jpg?itok=xEEGfVtu
https://www.liveworksheets.com/sites/default/files/styles/large/public/def_files/2021/1/17/10117213833324722/10117213833324722002.jpg?itok=xEEGfVtu
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0ÈÁÓÅ ίȡ !ÓÓÅÓÓÍÅÎÔ  

0ÁÄÌÅÔȭÓ !ÃÔÉÖÉÔÙȡ  

)ÎÓÔÒÕÃÔÉÏÎȡ 'Ï ÔÏ ÔÈÅ ÌÉÎË ÂÅÌÏ× ÁÎÄ ÁÃÃÅÓÓ ÔÏ ÔÈÅ 0ÁÄÌÅÔȭÓ ÁÃÔÉÖÉÔÙȢ 9ÏÕ ÈÁÖÅ ÔÏ ÄÒÁ× ÏÒ 

ÄÅÓÉÇÎ Á ÍÁÐ ÏÆ ÙÏÕÒ ÃÉÔÙ ÏÒ ÔÈÅ ÐÌÁÃÅ ÙÏÕ ÁÒÅ ÆÒÏÍ ÁÎÄ ×ÒÉÔÅ Á ÓÈÏÒÔ ÐÁÒÁÇÒÁÐÈ ÐÒÅÓÅÎÔÉÎÇ 

ÔÈÅ ÐÌÁÃÅȢ 2ÅÍÅÍÂÅÒ ÔÏ ÕÓÅ ÔÈÅ ÖÏÃÁÂÕÌÁÒÙ ÃÈÅÃËÅÄ ÁÓ ×ÅÌÌ ÁÓ ÐÒÅÐÏÓÉÔÉÏÎÓ ÏÆ ÄÉÒÅÃÔÉÏÎÓȢ 9ÏÕ 

ÁÒÅ ÁÂÌÅ ÔÏ ÕÓÅ ÔÈÅ ÆÏÌÌÏ×ÉÎÇ ÐÒÏÍÐÔȢ  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

,ÉÎËȡ ÈÔÔÐÓȡȾȾÐÁÄÌÅÔȢÃÏÍȾÁÎÁÂÅÌÒÕÉÚÂΫΰȾÔÅÌÌȤÍÅȤÁÂÏÕÔȤÙÏÕȤÃÉÔÙȤØÒËÇαÒÂαγÈÏÌÅήήÏ 

 

 

 

 

My city.  

I live in Sangolqu², it is a nice city in which you can find different 

places to visit. If you come, you should visit the museums because they are 

popular. Moreover, try to visit the parks, there is a nice place named "Santa 

Clara" which is located behind the ESPE University. ESPE is located next to 

San Luis shopping in which you can find different stores to get things with 

excellent discounts. Talking about food, you can find a huge set of options 

to choose. My favorite place is "El Le¶o" restaurant which is located far from 

the city.  

 

https://padlet.com/anabelruizb16/tell-me-about-you-city-xrkg7rb79hole44o
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Padlet Activity 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

)ÍÁÇÅ ÔÁËÅÎ ÆÒÏÍȡ  ÈÔÔÐÓȡȾȾÁÓÓÅÔÓȢÉÓÕȢÐÕÂȾÄÏÃÕÍÅÎÔȤÓÔÒÕÃÔÕÒÅȾάέΪΫέΫΪΪέΰάέίΫέέάβÅαÅέαβέΫÄÅÄάήήΫÆίίÆάÁίÅΰÃάȾÖΫȾΪίÁγÃγίΪΪÃΪÅΪγΰΫΫÂÆÁγαÄΪΪÄαέήÄΪβȢÊÐÅÇ 

 

        

 

 

https://assets.isu.pub/document-structure/230131003623513328e7e37831ded2441f55f2a5e6c2/v1/05a9c9500c0e09611bfa97d00d734d08.jpeg
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2ÕÂÒÉÃȡ 7ÒÉÔÉÎÇ ÐÒÏÄÕÃÔÉÏÎ  

,ÅÁÒÎÉÎÇ ÏÕÔÃÏÍÅÓȡ $ÅÓÃÒÉÂÉÎÇ Á ÐÌÁÃÅ ÔÈÒÏÕÇÈ Á ÐÁÒÁÇÒÁÐÈȢ  

 

 

!ά 

#/.4%.4 /2'!.):!4)/. ,!.'5!'% 

ίȤή #ÌÅÁÒ ÁÄÄÒÅÓÓÅÓ 

×ÉÔÈ ÔÈÅ ÔÏÐÉÃ 

ÄÅÍÏÎÓÔÒÁÔÉÎÇ 

ÒÅÌÅÖÁÎÔ ÉÄÅÁÓȢ  

 

7ÅÌÌȤÏÒÇÁÎÉÚÅÄ 

×ÒÉÔÉÎÇ   

$ÅÍÏÎÓÔÒÁÔÅ Á ÖÁÒÉÅÔÙ ÏÆ 

ÓÕÉÔÁÂÌÅ ÖÏÃÁÂÕÌÁÒÙ ÁÎÄ 

ÐÕÎÃÔÕÁÔÉÏÎ ÍÁÒËÓ ×ÈÅÎ 

×ÒÉÔÉÎÇ ÁÂÏÕÔ ÔÈÅ ÉÔÅÍ 

έȤά !ÄÅÑÕÁÔÅÌÙ 

ÁÄÄÒÅÓÓÅÓ ×ÉÔÈ Á ÆÅ× 

ÌÁÃËÓ ÏÆ ÉÄÅÁÓȢ  

 

3ÈÏ×Ó ÓÕǣÃÉÅÎÔ 

ÃÏÎÔÒÏÌ ÏÆ  

ÇÅÎÅÒÁÌ 

ÏÒÇÁÎÉÚÁÔÉÏÎ 

5ÓÅÓ ÁÐÐÒÏÐÒÉÁÔÅ 

ÖÏÃÁÂÕÌÁÒÙ ÔÏ ×ÒÉÔÅ ÁÂÏÕÔ 

ÔÈÅ ÔÏÐÉÃȢ 

ΫȤΪ $ÏÅÓ ÎÏÔ ÁÄÄÒÅÓÓ 

ÔÈÅ ÔÏÐÉÃ ×ÉÔÈ ÉÄÅÁÓ 

ÏǟȢ  

 

3ÈÏ×Ó ÏÎÌÙ ÌÉÍÉÔÅÄ 

ÃÏÎÔÒÏÌ ÏÆ ÏÒÇÁÎÉÚÁÔÉÏÎ 

ÆÏÒÍÓȢ 

5ÓÅÓ ÉÓÏÌÁÔÅÄ ÖÏÃÁÂÕÌÁÒÙ 

ÁÎÄ ÐÕÎÃÔÕÁÔÉÏÎ ÍÁÒËÓȢ 

 

ɉ/ÎÌÙ ΫΪ ÐÏÉÎÔÓ ÐÏÓÓÉÂÌÅɊ 

#ÏÍÍÅÎÔÓȡ 

 

 

 

4ÁËÅÎ ÆÒÏÍȡ #ÁÍÂÒÉÄÇÅ !ÓÓÅÓÓÍÅÎÔ !ά 7ÒÉÔÉÎÇȢ 
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)ÎÓÔÒÕÃÔÉÏÎÁÌ 0ÒÏÃÅÄÕÒÅÓ 

,ÅÓÓÏÎ βȡ &ÁÖÏÒÉÔÅ ÆÁÓÈÉÏÎÓȦ 

)ÎÓÔÒÕÃÔÏÒȡ ȣȣȣȣȣȣȣ #ÏÎÔÅÎÔȡ ÁÄÊÅÃÔÉÖÅÓ 

0ÕÐÉÌÓȡ  ηȤίί ÁÇÅÄ ÌÅÁÒÎÅÒÓ 4ÉÍÅȡ δή ÍÉÎ  

-ÅÔÈÏÄȡ %ÃÌÅÃÔÉÃ -ÅÔÈÏÄ ,ÅÖÅÌȡ !ΰ 

/ÂÊÅÃÔÉÖÅȡ 

3ÔÕÄÅÎÔÓ ×ÉÌÌ ÂÅ ÁÂÌÅ ÔÏ ÄÅÓÃÒÉÂÅ ÃÌÏÔÈÉÎÇ ÉÔÅÍÓ ÔÈÒÏÕÇÈ ÔÈÅ ÕÓÅ ÏÆ 

ÁÐÐÒÏÐÒÉÁÔÅ ÖÏÃÁÂÕÌÁÒÙȢ  

$ÅÓÃÒÉÐÔÉÏÎȡ 4ÈÅ ÃÕÒÒÅÎÔ ÌÅÓÓÏÎ ÁÉÍÓ ÔÏ ÆÏÓÔÅÒ ÖÏÃÁÂÕÌÁÒÙ ÒÅÌÁÔÅÄ ÔÏ 

ÃÌÏÔÈÅÓ ÕÓÉÎÇ ÁÄÊÅÃÔÉÖÅÓȢ  

0ÈÁÓÅÓȡ 

ίȢ  )ÎÔÒÏÄÕÃÔÉÏÎȡ ɉ$ÉÒÅÃÔ -ÅÔÈÏÄ ÁÎÄ 4ÏÔÁÌ 0ÈÙÓÉÃÁÌ 2ÅÓÐÏÎÓÅ 402Ɋ 

ΰȢ 6ÏÃÁÂÕÌÁÒÙ 0ÒÁÃÔÉÃÅȡ ɉ!ÕÄÉÏȤ,ÉÎÇÕÁÌ -ÅÔÈÏÄɊ 

αȢ )ÎÄÅÐÅÎÄÅÎÔ ÁÃÔÉÖÉÔÙȡ ɉ'ÁÍÅȤ"ÁÓÅÄ ,ÅÁÒÎÉÎÇ '",Ɋ 

βȢ !ÓÓÅÓÓÍÅÎÔȡ ɉ4ÁÓËÅÄȤ "ÁÓÅÄ ,ÅÁÒÎÉÎÇ 4ÅÁÃÈÉÎÇ 4",4Ɋ 

!ÓÓÅÓÓÍÅÎÔ ÁÂÌÅ ÔÏ ÃÏÍÐÒÅÈÅÎÄ ÁÎÄ ÕÓÅ ÖÏÃÁÂÕÌÁÒÙ ÒÅÌÁÔÅÄ ÃÌÏÔÈÉÎÇ ÉÔÅÍÓ ÁÎÄ 

ÁÄÊÅÃÔÉÖÅÓȢ  

 

 

4ÅÁÃÈÅÒȭÓ !ÃÔÉÏÎȡ 

 

 

ίȢ )ÎÔÒÏÄÕÃÔÉÏÎȡ 

3ÕÇÇÅÓÔÅÄ ÔÉÍÅȡ γ ÍÉÎÕÔÅÓ 

4 ÐÒÏÖÉÄÅÓ Á *ÁÍÂÏÁÒÄȭÓ ÌÉÎË ÁÎÄ ÁÓË 3Ó ÔÏ ×ÒÉÔÅ ÏÎ ÔÈÅ 

ÓÃÒÅÅÎ ×ÈÁÔ ÃÌÏÔÈÉÎÇ Á ÐÁÒÔÎÅÒ ÏÒ ÂÅÓÔ ÆÒÉÅÎÄ ÉÓ ×ÅÁÒÉÎÇȢ 

4 ÔÅÌÌÓ 3Ó ÎÏÔ ÔÒÁÎÓÌÁÔÉÎÇ ×ÏÒÄÓ ÁÎÄ ÁÐÐÌÙ ÔÈÅ 

ÖÏÃÁÂÕÌÁÒÙ ÔÈÅÙ ËÎÏ× ÓÏ ÔÈÁÔ 4 ÉÓ ÁÂÌÅ ÔÏ ÍÅÁÓÕÒÅ 3ÓȭÓ 

ËÎÏ×ÌÅÄÇÅȢ  
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.ÏÔÅȡ 4ÈÅ ÃÕÒÒÅÎÔ *ÁÍÂÏÁÒÄȭÓ ÌÉÎË ÈÁÓ ÁÃÃÅÓÓ ÁÎÙÔÉÍÅ 

ÓÏ ÉÔ ÃÁÎ ÂÅ ÕÓÅÄ ÔÏ ÐÒÁÃÔÉÃÅ ÆÒÅÅÌÙȢ  

 

3ÕÇÇÅÓÔÅÄ ÔÉÍÅȡ ίή ÍÉÎÕÔÅÓ 

4 ÉÎÔÒÏÄÕÃÅÓ ÎÅ× ÖÏÃÁÂÕÌÁÒÙ ÂÙ ÓÈÁÒÉÎÇ Á #ÁÎÖÁȭÓ ÌÉÎË 

×ÉÔÈ #ÌÏÔÈÉÎÇ ǨÁÓÈÃÁÒÄÓ ×ÈÉÃÈ ÃÏÎÔÁÉÎ ÌÁÂÅÌ ÉÍÁÇÅÓ 

ÁÎÄ ÔÈÅÉÒ ÄÅǢÎÉÔÉÏÎÓ ÁÓ ×ÅÌÌ ÁÓ ÁÕÄÉÏÓ ÃÏÎÔÁÉÎÉÎÇ ÅÁÃÈ 

×ÏÒÄȭÓ ÐÒÏÎÕÎÃÉÁÔÉÏÎ ÁÎÄ ÄÅǢÎÉÔÉÏÎÓȢ  

4 ÁÓËÓ 3Ó ÔÏ ÌÏÏË ÁÔ ÔÈÅ ÉÍÁÇÅÓȟ ÌÉÓÔÅÎ ÔÏ ÅÁÃÈ ×ÏÒÄ ÁÎÄ 

ÄÅǢÎÉÔÉÏÎ ÐÒÏÎÕÎÃÉÁÔÉÏÎȢ 4ÈÅÎ 3Ó ÒÅÁÄ ÔÈÅ ×ÏÒÄ ÁÎÄ ÉÔÓ 

ÄÅǢÎÉÔÉÏÎ ×ÈÉÌÅ 4 ÍÏÎÉÔÏÒÓ 3ÓȭÓ ÐÒÏÎÕÎÃÉÁÔÉÏÎȢ  

.ÏÔÅȡ 4ÈÅ ÃÕÒÒÅÎÔ #ÁÎÖÁȭÓ ÌÉÎË ÈÁÓ ÁÃÃÅÓÓ ÁÎÙÔÉÍÅ ÓÏ ÉÔ 

ÃÁÎ ÂÅ ÕÓÅÄ ÔÏ ÐÒÁÃÔÉÃÅ ÆÒÅÅÌÙȢ  

 

3ÕÇÇÅÓÔÅÄ ÔÉÍÅȡ ίή ÍÉÎÕÔÅÓ 

/ÎÃÅ 4 ÈÁÓ ÉÎÔÒÏÄÕÃÅÄ ÎÅ× ÖÏÃÁÂÕÌÁÒÙȡ  

&ÁÃÅ ÔÏ ÆÁÃÅ ÃÌÁÓÓȡ 4 ÁÓËÓ 3Ó ÔÏ ÍÁËÅ ÇÒÏÕÐÓ ÏÆ ǢÖÅ ÁÎÄ 

ÃÈÏÏÓÅ ÓÏÍÅÏÎÅ ÔÏ ÇÏ ÔÏ ÔÈÅ ÆÒÏÎÔȢ  4 ÓÔÁÂÌÉÓÈÅÓ ÅØÁÃÔÌÙ 

ÏÎÅ ÍÉÎÕÔÅ ÔÏ ÐÕÔ ÏÎ ÔÈÅ 3Ó ÉÎ ÆÒÏÎÔ ÁÎÙ ËÉÎÄ ÏÆ ÃÌÏÔÈ ÏÒ 

ÁÃÃÅÓÓÏÒÉÅÓȟ ÁÔ ÔÈÅ ÅÎÄ 4 ÃÏÕÎÔÓ ÔÈÅ ÁÍÏÕÎÔ ÏÆ ÃÌÏÔÈÅÓ 

ÏÒ ÁÃÃÅÓÓÏÒÉÅÓ ÏÎ ÔÈÅ 3Ó ÓÏ ÔÈÅ ÇÒÏÕÐ ÔÈÁÔ ÈÁÖÅ ÍÏÒÅ 

ÃÌÏÔÈÉÎÇ ×ÉÎÓȢ ɉ)Ô ÉÓ ÉÍÐÏÒÔÁÎÔ ÔÈÁÔ 3Ó ÃÁÎ ÎÁÍÅ ÔÈÅ 

ÃÌÏÔÈÉÎÇɊȢ  4 ÍÏÔÉÖÁÔÅÓ 3Ó ÔÏ ×ÏÒË ÃÏÌÌÁÂÏÒÁÔÉÖÅÌÙ ÂÙ 

ÇÉÖÉÎÇ ÁÎ ÅØÔÒÁ ÐÏÉÎÔ ÆÏÒ ÆÕÔÕÒÅ ÁÃÔÉÖÉÔÉÅÓȢ  

/ÎÌÉÎÅ #ÌÁÓÓȡ  4 ÁÓËÓ 3Ó ÔÏ ÂÒÉÎÇ ÄÉǟÅÒÅÎÔ ÔÙÐÅÓ ÏÆ 

ÃÌÏÔÈÉÎÇ ÔÏ ÂÅ ÓÈÏ×Î ÉÎ ÆÒÏÎÔ ÏÆ ÔÈÅ ÃÁÍÅÒÁȟ 3Ó ×ÈÏ 

ÂÒÉÎÇ ÍÏÒÅ ÃÌÏÔÈÉÎÇ ×ÉÎȢ 4 ÍÏÔÉÖÁÔÅÓ 3Ó ÇÉÖÉÎÇ ÁÎ ÅØÔÒÁ 

ÐÏÉÎÔ ÆÏÒ ÆÕÔÕÒÅ ÁÃÔÉÖÉÔÉÅÓȢ 

 

ΰȢ 6ÏÃÁÂÕÌÁÒÙ 0ÒÁÃÔÉÃÅȡ 

3ÕÇÇÅÓÔÅÄ ÔÉÍÅȡ γ ÍÉÎÕÔÅÓ 
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4 ÐÒÏÖÉÄÅÓ ÁÎ %ÄÐÕÚÚÌÅȭÓ ÌÉÎË ÓÏ ÔÈÁÔ 3Ó ÁÒÅ ÁÂÌÅ ÔÏ ×ÁÔÃÈ 

Á ÖÉÄÅÏ ÁÂÏÕÔ ×ÈÁÔ #ÁÒÌ ÁÎÄ %ÍÍÁ ×ÅÁÒ ÉÎ ÁÃÃÏÒÄÉÎÇ ÔÏ 

ÄÉǟÅÒÅÎÔ ÓÉÔÕÁÔÉÏÎÓȢ 4 ÁÓËÓ 3Ó ÔÏ ÌÉÓÔÅÎ ÔÏ ×ÈÁÔ ÔÈÅÙ 

ÍÅÎÔÉÏÎ ÃÁÒÅÆÕÌÌÙ ÁÎÄ ÒÅÐÅÁÔȢ  4 ÅØÐÌÁÉÎÓ 3Ó ÔÈÁÔ ÁÔ ÔÈÅ 

ÅÎÄ ÏÆ ÔÈÅ ÖÉÄÅÏ ÔÈÅÙ ÁÒÅ ǢÎÄÉÎÇ Á ÑÕÅÓÔÉÏÎ ×ÉÔÈ ÅØÔÒÁ 

ÏÐÔÉÏÎÓ ÁÓ ÁÎÓ×ÅÒȢ 

.ÏÔÅȡ 4ÈÅ ÃÕÒÒÅÎÔ %ÄÐÕÚÚÌÅȭÓ ÌÉÎË ÈÁÓ ÁÃÃÅÓÓ ÁÎÙÔÉÍÅ 

ÓÏ ÉÔ ÃÁÎ ÂÅ ÕÓÅÄ ÔÏ ÐÒÁÃÔÉÃÅ ÆÒÅÅÌÙȢ  

  

αȢ )ÎÄÅÐÅÎÄÅÎÔ !ÃÔÉÖÉÔÙȡ 

3ÕÇÇÅÓÔÅÄ ÔÉÍÅȡ ίή ÍÉÎÕÔÅÓ 

4 ÐÒÏÖÉÄÅÓ Á 'ÉÍËÉÔȭÓ ÌÉÎË ÔÏ ÒÅÉÎÆÏÒÃÅ 3ÓȭÓ ËÎÏ×ÌÅÄÇÅ 

ÔÈÒÏÕÇÈ Á ÇÁÍÅȢ 4 ÅØÐÌÁÉÎÓ ÔÈÅ ÒÕÌÅÓ ÏÆ ÔÈÅ Ȱ/ÎÅ ×ÁÙ 

ÏÕÔ ÇÁÍÅȱ ÉÎ ×ÈÉÃÈ 3Ó ÈÁÖÅ ÔÏ ǢÇÈÔ ×ÉÔÈ ÓÏÍÅ ÐÌÁÎÔÓ 

ÔÈÁÔ ÉÎÔÅÎÔ ÔÏ ÓÈÏÏÔ ÔÈÅÍ ÔÏ ÄÅÃÒÅÁÓÅ ÔÈÅÉÒ ÅÎÅÒÇÙȢ 4ÈÅ 

ÁÉÍ ÏÆ ÔÈÅ ÇÁÍÅ ÉÓ ÔÏ ÔÒÙ ÔÏ ÓÃÁÐÅ ÂÙ ÕÓÉÎÇ ÄÉǟÅÒÅÎÔ 

ÇÁÄÇÅÔÓȢ 4 ÒÅÍÉÎÄÓ 3Ó ÔÏ ÁÎÓ×ÅÒ ÑÕÅÓÔÉÏÎÓ ÃÏÒÒÅÃÔÌÙ ÔÏ 

ÃÈÁÒÇÅ ÍÏÒÅ ÅÎÅÒÇÙȢ  

.ÏÔÅȡ 4ÈÅ ÃÕÒÒÅÎÔ 'ÉÍËÉÔȭÓ ÇÁÍÅ ÈÁÓ ÁÃÃÅÓÓ ÁÎÙÔÉÍÅ ÓÏ 

ÉÔ ÃÁÎ ÂÅ ÕÓÅÄ ÉÎÄÉÖÉÄÕÁÌÌÙ ÔÏ ÐÒÁÃÔÉÃÅ ÆÒÅÅÌÙȢ  

 

βȢ !ÓÓÅÓÓÍÅÎÔȡ  

3ÕÇÇÅÓÔÅÄ ÔÉÍÅȡ ΰή ÍÉÎÕÔÅÓ 

4 ÁÓËÓ 3Ó ÔÏ ÃÈÏÏÓÅ Á ÓÉÔÕÁÔÉÏÎ ɉ%ȢÇȢ Á ÐÁÒÔÙȟ Á ×ÏÒË 

ÍÅÅÔÉÎÇȟ ×ÅÅËÅÎÄȟ ÓÃÈÏÏÌȟ ÐÒÏÊÅÃÔ ÐÒÅÓÅÎÔÁÔÉÏÎȣȣȢɊȢ 

/ÎÃÅ 3Ó ÈÁÖÅ ÍÁËÅ ÔÈÅÉÒ ÃÈÏÉÃÅ 4 ÁÓËÓ ÔÈÅÍ ÔÏ ÍÁËÅ Á 

ÃÏÌÌÁÇÅ ÃÒÅÁÔÉÎÇ ÆÁÓÈÉÏÎ ÃÏÍÂÉÎÁÔÉÏÎÓ ÆÏÒ ÔÈÅ ÏÃÃÁÓÉÏÎȢ 

4 ÁÓËÓ ÔÏ ÐÒÅÐÁÒÅ ÁÎ ÏÒÁÌ ÐÒÅÓÅÎÔÁÔÉÏÎ ÏÆ ÔÈÅÉÒ ÃÏÌÌÁÇÅÓ 

ÕÓÉÎÇ #ÁÎÖÁ ÏÒ ÁÎÙ ÔÅÃÈÎÏÌÏÇÉÃÁÌ ÔÏÏÌ ÔÈÅÙ ÐÒÅÆÅÒȢ ɉÔÈÅÒÅ 

ÉÓ ÁÎ ÅØÁÍÐÌÅ ÁÖÁÉÌÁÂÌÅɊȢ 5ÓÅ ÔÈÅ ÁÔÔÁÃÈÅÄ 2ÕÂÒÉÃ ÔÏ 

ÁÓÓÅÓÓ 3ÓȢ 
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)Ô ÉÓ ÉÍÐÏÒÔÁÎÔ ÔÏ ÍÏÔÉÖÁÔÅ 3Ó ÔÏ ÕÓÅ ÁÄÊÅÃÔÉÖÅÓ ÁÓ ×ÅÌÌ 

ÁÓ ÓÔÁÂÌÉÓÈÉÎÇ Á ÓÐÅÃÉǢÃ ÔÉÍÅ ÔÏ ÔÈÅ ÐÒÅÓÅÎÔÁÔÉÏÎȢ 

 

 

3ÔÕÄÅÎÔȭÓ !ÃÔÉÏÎȡ  

 

ίȢ )ÎÔÒÏÄÕÃÔÉÏÎȡ 

3Ó ÕÓÅÓ ÔÈÅ ÐÒÏÖÉÄÅÄ ÌÉÎË ÁÎÄ ÈÁÖÅ ÁÃÃÅÓÓ ÔÏ ÔÈÅ 

*ÁÍÂÏÁÒÄȭÓ ÁÃÔÉÖÉÔÙ ÉÎ ×ÈÉÃÈ ÔÈÅÙ ÁÒÅ ÁÂÌÅ ÔÏ ×ÒÉÔÅ ÁÂÏÕÔ 

ÃÌÏÔÈÉÎÇ ÔÈÁÔ ÔÈÅÉÒ ÐÁÒÔÎÅÒÓ ÏÒ ÆÒÉÅÎÄÓ ÁÒÅ ×ÅÁÒÉÎÇȢ  

3Ó ÅÎÔÅÒ ÔÏ ÔÈÅ ÌÉÎË ÁÎÄ ÕÓÅÓ ÔÈÅ ÇÉÖÅÎ ǨÁÓÈÃÁÒÄÓ ÔÏ 

ËÎÏ× ÁÂÏÕÔ ÎÅ× ÖÏÃÁÂÕÌÁÒÙ ÁÓ ×ÅÌÌ ÁÓ ÐÒÁÃÔÉÃÅ 

ÐÒÏÎÕÎÃÉÁÔÉÏÎ ÂÙ ÌÉÓÔÅÎÉÎÇ ÔÈÅ ÁÕÄÉÏÓ ÁÔÔÁÃÈÅÄ ÉÎ ÅÁÃÈ 

ǨÁÓÈÃÁÒÄȢ  

&ÁÃÅ ÔÏ ÆÁÃÅȡ &ÏÒ ÔÈÉÓ ÁÃÔÉÖÉÔÙ 3Ó ÍÁËÅ ÇÒÏÕÐÓ ÁÎÄ 

ÃÈÏÏÓÅ ÓÏÍÅÏÎÅ ÔÏ ÇÏ ÔÏ ÔÈÅ ÆÒÏÎÔ ÁÎÄ ÉÎ ÏÎÅ ÍÉÎÕÔÅ 

ÔÈÅÙ ÈÁÖÅ ÔÏ ÐÕÔ ÏÎ ÔÈÅÉÒ ÃÌÁÓÓÍÁÔÅ ÁÓ ÍÕÃÈ ÃÌÏÔÈÉÎÇ ÁÓ 

ÔÈÅÙ ÃÁÎȢ !Ô ÔÈÅ ÅÎÄ 3Ó ÈÁÖÅ ÔÏ ÃÏÕÎÔ ÁÎÄ ËÎÏ× ÔÈÅ ÎÁÍÅ 

ÏÆ ÅÁÃÈ ÃÌÏÔÈÉÎÇȢ  

/ÎÌÉÎÅȡ  3Ó ÌÉÓÔÅÎ ÔÏ ÔÈÅ 4 ÁÎÄ ÌÏÏË ÆÏÒ ÔÈÅ ÃÌÏÔÈÉÎÇ ÔÈÁÔ 

4 ÒÅÑÕÉÒÅÓ ÁÎÄ ÓÈÏ× ÔÈÅÍ ÉÎ ÆÒÏÎÔ ÏÆ ÔÈÅ ÃÁÍÅÒÁȢ  

 

ΰȢ 6ÏÃÁÂÕÌÁÒÙ ÐÒÁÃÔÉÃÅȡ  

3Ó ÁÃÃÅÓÓ ÔÏ ÔÈÅ ÖÉÄÅÏ ÔÈÒÏÕÇÈ ÔÈÅ %ÄÐÕÚÚÌÅǰÓ ÁÃÔÉÖÉÔÙ ÓÏ 

ÔÈÁÔ ÔÈÅÙ ÁÒÅ ÁÂÌÅ ÔÏ ×ÁÔÃÈ ÔÈÅ ÖÉÄÅÏ ÁÂÏÕÔ #ÁÒÌ ÁÎÄ 

%ÍÍÁ ÄÉǟÅÒÅÎÔ ÓÉÔÕÁÔÉÏÎÓ ÁÎÄ ÐÁÙ ÁÔÔÅÎÔÉÏÎ ÔÏ ÔÈÅ 

ÍÅÎÔÉÏÎÅÄ ÃÌÏÔÈÉÎÇ ÁÎÄ ÒÅÐÅÁÔȢ !ÆÔÅÒ ÐÒÁÃÔÉÃÉÎÇ 3Ó ÈÁÖÅ 

ÔÏ ÁÎÓ×ÅÒ Á ÑÕÅÓÔÉÏÎ ÐÁÙÉÎÇ ÁÔÔÅÎÔÉÏÎ ÂÅÃÁÕÓÅ ÔÈÅÒÅ ÁÒÅ 

ÅØÔÒÁ ÏÐÔÉÏÎÓ ÔÈÁÔ ÍÉÇÈÔ ÍÁËÅ ÔÈÅÍ ÄÏÕÂÔȢ  

 

αȢ )ÎÄÅÐÅÎÄÅÎÔ !ÃÔÉÖÉÔÙȡ 
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3Ó ÁÃÃÅÓÓ ÔÏ ÔÈÅ ÐÒÏÖÉÄÅÄ ÌÉÎË ÁÎÄ ÆÏÌÌÏ× 4ȭÓ ÉÎÓÔÒÕÃÔÉÏÎÓ 

ÁÂÏÕÔ ÔÈÅ ÇÁÍÅȢ 4ÈÅÙ ÐÌÁÙ ÍÅÁÎ×ÈÉÌÅ ÔÈÅÙ ÁÒÅ 

ÐÒÁÃÔÉÃÉÎÇ ÔÈÅ ÖÏÃÁÂÕÌÁÒÙ ÇÉÖÉÎÇ ÄÕÒÉÎÇ ÔÈÅ ÌÅÓÓÏÎ 

 

βȢ !ÓÓÅÓÓÍÅÎÔȡ 

3Ó ÃÈÏÏÓÅ Á ÓÉÔÕÁÔÉÏÎ ÁÎÄ ÄÅÓÉÇÎ ÃÒÅÁÔÉÖÅ ÃÏÌÌÁÇÅÓ ÁÂÏÕÔ 

ÎÉÃÅ ÃÌÏÔÈÉÎÇ ÃÏÍÂÉÎÁÔÉÏÎȢ 4ÈÅÙ ÁÒÅ ÓÕÐÐÏÓÅÄ ÔÏ 

ÐÒÅÓÅÎÔ ÔÈÅ ÃÏÌÌÁÇÅÓ ÕÓÉÎÇ ÐÒÏÐÅÒ ÖÏÃÁÂÕÌÁÒÙ ÃÈÅÃËÅÄ 

ÄÕÒÉÎÇ ÔÈÅ ÃÕÒÒÅÎÔ ÌÅÓÓÏÎ ÁÓ ×ÅÌÌ ÁÓ ÁÎÙ ËÉÎÄ ÏÆ 

ÔÅÃÈÎÏÌÏÇÉÃÁÌ ÒÅÓÏÕÒÃÅȢ  

 

-ÁÔÅÒÉÁÌÓ Ⱦ 3ÏÕÒÃÅÓ 

*ÁÍÂÏÁÒÄȟ #ÁÎÖÁȟ ÅÄÐÕÚÚÌÅȟ 'ÉÍËÉÔ 

3ÕÇÇÅÓÔÉÏÎȡ 

-ÁËÅ ÓÕÒÅ ÙÏÕ ÈÁÖÅ ÎÅÃÅÓÓÁÒÙ ÅÌÅÃÔÒÏÎÉÃ ÄÅÖÉÃÅÓ ɉÃÅÌÌ ÐÈÏÎÅÓȟ ÌÁÂÓȟ 

ÓÃÈÏÏÌ ÔÁÂÌÅÔÓɊ ÁÎÄ Á ÓÔÁÂÌÅ ÉÎÔÅÒÎÅÔ ÃÏÎÎÅÃÔÉÏÎ ÔÏ ÆÁÃÉÌÉÔÁÔÅ ÅǟÅÃÔÉÖÅ ×ÏÒËȢ 

3ÏÕÒÃÅȡ 4ÈÅ ÒÅÓÅÁÒÃÈÅÒȟ άΪάή 
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0ÈÁÓÅ Ϋȡ )ÎÔÒÏÄÕÃÔÉÏÎ 

 

-ÅÔÈÏÄȡ 

4ÈÅ ǢÒÓÔ ÁÃÔÉÖÉÔÙ ÉÓ ÂÁÓÅÄ ÏÎ ÔÈÅ ÁÐÐÌÉÃÁÔÉÏÎ ÏÆ ÔÈÅ $ÉÒÅÃÔ -ÅÔÈÏÄ ×ÈÅÒÅ ÓÔÕÄÅÎÔÓ ÈÁÖÅ 

ÉÎÔÅÒÁÃÔÉÏÎ ÂÙ ÕÓÉÎÇ ÏÎÌÙ %ÎÇÌÉÓÈȟ ÔÒÁÎÓÌÁÔÉÏÎ ÉÓ ÎÏÔ ÁÌÌÏ×ÅÄȢ  

 

*ÁÍÂÏÁÒÄȭÓ ÁÃÔÉÖÉÔÙȡ 

3ÕÇÇÅÓÔÅÄ ÔÉÍÅȡ γ ÍÉÎÕÔÅÓ 

 

)ÎÓÔÒÕÃÔÉÏÎȡ ,ÏÏË ÁÔ ÙÏÕÒ ÐÁÒÔÎÅÒÓ ÃÁÒÅÆÕÌÌÙȢ 'Ï ÔÏ ÔÈÅ *ÁÍÂÏÁÒÄȭÓ ÌÉÎË ÂÅÌÏ× ÁÎÄ ÕÓÉÎÇ ÔÈÅ 

×ÏÒÄÓ ÔÈÁÔ ÙÏÕ ÃÁÎ ÒÅÍÅÍÂÅÒ ÔÅÌÌ ÍÅȟ ×ÈÁÔ ÉÓ ÙÏÕÒ ÐÁÒÔÎÅÒ ×ÅÁÒÉÎÇ ÔÏÄÁÙȩ  

 

,ÉÎËȡ 

ÈÔÔÐÓȡȾȾÊÁÍÂÏÁÒÄȢÇÏÏÇÌÅȢÃÏÍȾÄȾΫ"0-Å+,Ó,1Î/ÉÐÐÌÉΰÂ'(γήÖί9.%Õ2"ÑÆ%&ΪÓÌÁ".:7

-ȾÅÄÉÔȩÕÓÐКÓÈÁÒÉÎÇ 

 

 

 

 

 

 

 

https://jamboard.google.com/d/1BPMeKLsLQnOippli6bGH94v5YNEuRBqfEF0slaBNZWM/edit?usp=sharing
https://jamboard.google.com/d/1BPMeKLsLQnOippli6bGH94v5YNEuRBqfEF0slaBNZWM/edit?usp=sharing
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Jamboard Activity 
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#ÁÎÖÁȭÓ !ÃÔÉÖÉÔÙȡ  

3ÕÇÇÅÓÔÅÄ ÔÉÍÅȡ ίή ÍÉÎÕÔÅÓ 

 

-ÅÔÈÏÄȡ 

&ÏÒ ÔÈÉÓ ÁÃÔÉÖÉÔÙ 4ÏÔÁÌ 0ÈÙÓÉÃÁÌ 2ÅÓÐÏÎÓÅ ɉ402Ɋ ÉÓ ÕÓÅÄ ÆÏÃÕÓÉÎÇ ÏÎ ÌÁÎÇÕÁÇÅ ÁÎÄ ÍÏÖÅÍÅÎÔ 

ÃÏÏÒÄÉÎÁÔÉÏÎ ÃÒÅÁÔÉÎÇ ÃÌÅÁÒ ÅØÁÍÐÌÅÓ ÆÏÒ ÓÔÕÄÅÎÔÓȢ  

 

)ÎÓÔÒÕÃÔÉÏÎȡ 'Ï ÔÏ ÔÈÅ #ÁÎÖÁȭÓ ÌÉÎË ÂÅÌÏ× ÁÎÄ ÌÅÔȭÓ ÃÈÅÃË ÔÈÅ ÃÌÏÔÈÅÓ ÖÏÃÁÂÕÌÁÒÙ 

ÐÒÅÓÅÎÔÁÔÉÏÎȢ 9ÏÕ ÃÁÎ ÃÌÉÃË ÏÎ ÔÈÅ ǨÁÓÈÃÁÒÄÓ ÁÎÄ ÈÅÁÒ ÐÒÏÎÕÎÃÉÁÔÉÏÎ ÏÆ ÔÈÅ ×ÏÒÄ ÁÎÄ 

ÄÅǢÎÉÔÉÏÎȢ  

 

,ÉÎËȡ 

ÈÔÔÐÓȡȾȾ×××ȢÃÁÎÖÁȢÃÏÍȾÄÅÓÉÇÎȾ$!'2έÚ-(É.!Ⱦ/),ØίÖÆ+ÎÕ*Ç-%Ó28ÖÉβ!ȾÅÄÉÔȩÕÔÍ·ÃÏÎ

ÔÅÎÔК$!'2έÚ-(É.!ǪÕÔÍ·ÃÁÍÐÁÉÇÎКÄÅÓÉÇÎÓÈÁÒÅǪÕÔÍ·ÍÅÄÉÕÍКÌÉÎËάǪÕÔÍ·ÓÏÕÒÃÅКÓÈ

ÁÒÅÂÕÔÔÏÎ 

 

 

 

 

 

 

 

 

 

 

https://www.canva.com/design/DAGR3zMHiNA/OILx5vfKnuJgMEsRXvi8A/edit?utm_content=DAGR3zMHiNA&utm_campaign=designshare&utm_medium=link2&utm_source=sharebutton
https://www.canva.com/design/DAGR3zMHiNA/OILx5vfKnuJgMEsRXvi8A/edit?utm_content=DAGR3zMHiNA&utm_campaign=designshare&utm_medium=link2&utm_source=sharebutton
https://www.canva.com/design/DAGR3zMHiNA/OILx5vfKnuJgMEsRXvi8A/edit?utm_content=DAGR3zMHiNA&utm_campaign=designshare&utm_medium=link2&utm_source=sharebutton
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Canva: Spoken Flashcards Activity 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

    

   

   

        

)ÍÁÇÅÓ ÔÁËÅÎ ÆÒÏÍȡ ÈÔÔÐÓȡȾȾÁÓάȢÆÔÃÄÎȢÎÅÔȾÖάȾÊÐÇȾΪάȾαάȾάίȾΰέȾΫΪΪΪ·&·άαάάίΰέΫί·ί#ÁΫÉα7Æ%Ñ7Ô,αÄβ.ΫÃÙ×"0Ð427Á9##5ȢÊÐÇ  

ÈÔÔÐÓȡȾȾÉÍÇȢÆÒÅÅÐÉËȢÃÏÍȾÐÒÅÍÉÕÍȤÖÅÃÔÏÒȾÃÏÏÌȤÙÅÌÌÏ×ȤÔÒÏÕÓÅÒÓȤÃÁÒÔÏÏÎȤÉÌÌÕÓÔÒÁÔÉÏÎ·άγάβαγȤΫάγΫȢÊÐÇ 
ÈÔÔÐÓȡȾȾÉȢÙÔÉÍÇȢÃÏÍȾÖÉȾΫ(8Ê4γ.(2Ϋ9ȾÍÁØÒÅÓÄÅÆÁÕÌÔȢÊÐÇ 
ÈÔÔÐÓȡȾȾ×××ȢÓÈÕÔÔÅÒÓÔÏÃËȢÃÏÍȾÉÍÁÇÅȤÖÅÃÔÏÒȾÖÅÃÔÏÒȤÉÓÏÌÁÔÅÄȤÂÒÏ×ÎȤÃÏÁÔȤάΰΪÎ×ȤαγΪίβίβΰαȢÊÐÇ 
ÈÔÔÐÓȡȾȾÉȢÐÉÎÉÍÇȢÃÏÍȾαέΰØȾΰαȾήÆȾέÅȾΰαήÆέÅÃÁβÁέγǟέÅÅάÅΰγβίγÁίΫάÃάαÄȢÊÐÇ 

ÈÔÔÐÓȡȾȾÔÈÕÍÂÓȢÄÒÅÁÍÓÔÉÍÅȢÃÏÍȾÂȾÖÅÃÔÏÒȤÓÉÎÇÌÅȤÃÁÒÔÏÏÎȤÉÌÌÕÓÔÒÁÔÉÏÎȤÂÒÏ×ÎȤÈÏÏÄÉÅȤÓ×ÅÁÔÓÈÉÒÔȤΫάβαίΰαΪάȢÊÐÇ  

 

 
 

  
 

 

https://as2.ftcdn.net/v2/jpg/02/72/25/63/1000_F_272256315_5Ca1i7WfEqWtL7d8N1cywBPpTRWaYCCU.jpg
https://img.freepik.com/premium-vector/cool-yellow-trousers-cartoon-illustration_292879-1291.jpg
https://i.ytimg.com/vi/1HXjT9NHR1Y/maxresdefault.jpg
https://www.shutterstock.com/image-vector/vector-isolated-brown-coat-260nw-790585867.jpg
https://i.pinimg.com/736x/67/4f/3e/674f3eca8a39ff3ee2e69859a512c27d.jpg
https://thumbs.dreamstime.com/b/vector-single-cartoon-illustration-brown-hoodie-sweatshirt-128756702.jpg
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)ÎÓÔÒÕÃÔÉÏÎȡ /ÎÃÅ ÙÏÕ ÈÁÖÅ ÃÈÅÃËÅÄ ÔÈÅ ÃÌÏÔÈÅÓ ÖÏÃÁÂÕÌÁÒÙ ÌÅÔȭÓ ÐÒÁÃÔÉÃÅȡ 

 

&ÁÃÅ ÔÏ ÆÁÃÅ ÃÌÁÓÓȡ -ÁËÅ ÇÒÏÕÐÓ ÏÆ ǢÖÅ ÓÔÕÄÅÎÔÓȟ ÃÈÏÏÓÅ ÊÕÓÔ ÏÎÅ ÐÅÒÓÏÎ ÔÏ ÇÏ ÔÏ ÔÈÅ 

ÆÒÏÎÔȢ 9ÏÕ ×ÉÌÌ ÈÁÖÅ ÏÎÅ ÍÉÎÕÔÅ ÔÏ ÐÕÔ ÏÎ ÁÎÙ ËÉÎÄ ÏÆ ÃÌÏÔÈ ÏÒ ÁÃÃÅÓÓÏÒÉÅÓȢ ,ÁÔÅÒ ×Å ×ÉÌÌ ÃÏÕÎÔ 

ÔÈÅ ÁÍÏÕÎÔ ÏÆ ÃÌÏÔÈÅÓ ÓÏ ÔÈÁÔ ÔÈÅ ÇÒÏÕÐ ÔÈÁÔ ÈÁÖÅ ÍÏÒÅ ÃÌÏÔÈÅÓ ÐÕÔ ÏÎ ÔÈÅÉÒ ÐÁÒÔÎÅÒ ÉÎ ÆÒÏÎÔ 

×ÉÌÌ ×ÉÎȢ  

/ÎÌÉÎÅ ÃÌÁÓÓȡ ,ÉÓÔÅÎ ÔÏ ÍÅ ÁÎÄ ÂÒÉÎÇ ÔÈÅ ÃÌÏÔÈÉÎÇ ÔÈÁÔ ) ÁÓË ÁÎÄ ÓÈÏ× ÔÈÅÍ ÉÎ ÆÒÏÎÔ 

ÏÆ ÔÈÅ ÃÁÍÅÒÁȢ 0ÅÏÐÌÅ ×ÈÏ ÂÒÉÎÇ ÍÏÒÅ ÃÌÏÔÈÉÎÇ ×ÉÌÌ ×ÉÎ ÁÎ ÅØÔÒÁ ÐÏÉÎÔȢ 

 

 

0ÈÁÓÅ άȡ 6ÏÃÁÂÕÌÁÒÙ 0ÒÁÃÔÉÃÅ 

3ÕÇÇÅÓÔÅÄ ÔÉÍÅȡ γ ÍÉÎÕÔÅÓ 

 

-ÅÔÈÏÄȡ 

&ÏÒ ÔÈÅ ÆÏÌÌÏ× ÁÃÔÉÖÉÔÙ !ÕÄÉÏȤ,ÉÎÇÕÁÌ ÍÅÔÈÏÄ ÉÓ ÕÓÅÄ ÓÏ ÔÈÁÔ ÓÔÕÄÅÎÔÓ ÁÒÅ ÁÂÌÅ ÔÏ ÆÏÃÕÓ ÏÎ 

ÌÉÓÔÅÎÉÎÇ ÁÎÄ ÓÐÅÁËÉÎÇ ÂÙ ÄÒÉÌÌÓ ÁÎÄ ÒÅÐÅÔÉÔÉÏÎ ÔÈÁÔ ÌÅÁÄ ÔÈÅÍ ÔÏ ÕÓÅ %ÎÇÌÉÓÈ ÌÁÎÇÕÁÇÅȢ  

 

%ÄÐÕÚÚÌÅȭÓ !ÃÔÉÖÉÔÙȡ 

)ÎÓÔÒÕÃÔÉÏÎȡ !ÃÃÅÓÓ ÔÏ ÔÈÅ ÅÄÐÕÚÚÌÅȭÓ ÌÉÎË ÂÅÌÏ×Ȣ 7ÁÔÃÈ ÔÈÅ ÖÉÄÅÏȟ ÌÉÓÔÅÎ ÃÁÒÅÆÕÌÌÙ ÁÎÄ ÒÅÐÅÁÔ 

×ÈÁÔ #ÁÒÌ ÁÎÄ %ÍÍÁ ×ÅÁÒ ÉÎ ÄÉǟÅÒÅÎÔ ÓÉÔÕÁÔÉÏÎÓȢ /ÎÃÅ ÙÏÕ ÈÁÖÅ ÐÒÁÃÔÉÃÅȟ ÙÏÕ ×ÉÌÌ ÈÁÖÅ Á 

ÑÕÅÓÔÉÏÎȢ 2ÅÁÄ ÃÁÒÅÆÕÌÌÙ ÔÈÅ ÐÏÓÓÉÂÌÅ ÁÎÓ×ÅÒÓ ÁÎÄ ÃÈÏÏÓÅ ÔÈÅ ÃÏÒÒÅÃÔ ÏÎÅȢ 

,ÉÎËȡ ÈÔÔÐÓȡȾȾÅÄÐÕÚÚÌÅȢÃÏÍȾÍÅÄÉÁȾΰΰÆίγγήβγήβέάίάǝΪήÂÅΰÆÁ 

 

  

 

 

https://edpuzzle.com/media/66f599489483252fb04be6fa
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Edpuzzle Activity 
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0ÈÁÓÅ έȡ )ÎÄÅÐÅÎÄÅÎÔ !ÃÔÉÖÉÔÙ 

3ÕÇÇÅÓÔÅÄ ÔÉÍÅȡ ίή ÍÉÎÕÔÅÓ 

 

-ÅÔÈÏÄȡ 

)Î ÔÈÅ ÃÕÒÒÅÎÔ ÁÃÔÉÖÉÔÙ 'ÁÍÅȤ"ÁÓÅÄ ÌÅÁÒÎÉÎÇ ÉÓ ÕÓÅÄ ÓÉÎÃÅ ÓÔÕÄÅÎÔÓ ×ÉÌÌ ÂÅ ÍÏÔÉÖÁÔÅÄ ÔÏ 

ÒÅÖÉÅ× ÖÏÃÁÂÕÌÁÒÙ ÒÅÌÁÔÅÄ ÔÏ ÃÌÏÔÈÉÎÇ ÁÓ ×ÅÌÌ ÁÓ ÁÄÊÅÃÔÉÖÅÓ ÂÙ ÕÓÉÎÇ ÇÉÍËÉÔȢ  

 

)ÎÓÔÒÕÃÔÉÏÎȡ 4ÈÉÓ ÇÁÍÅ ÉÓ ÃÁÌÌÅÄ Ȱ/ÎÅ ×ÁÙ ÏÕÔȱ ÉÎ ×ÈÉÃÈ ÙÏÕ ×ÉÌÌ ǢÇÈÔ ÁÇÁÉÎÓÔ ÓÏÍÅ ÐÌÁÎÔÓ 

ÔÈÁÔ ÉÎÔÅÎÄ ÔÏ ÓÈÏÏÔ ÉÎ ÏÒÄÅÒ ÔÏ ÇÅÔ ÒÉÄ ÏÆ ÙÏÕÒ ÅÎÅÒÇÙ ÓÏ ÔÈÁÔ ÙÏÕ ×ÉÌÌ ÕÓÅ ÓÏÍÅ ÇÁÄÇÅÔÓ ÔÏ 

ǢÇÈÔ ÁÎÄ ÔÒÙ ÔÏ ÓÃÁÐÅȢ 2ÅÍÅÍÂÅÒ ÔÈÁÔ ÙÏÕ ÁÒÅ ÁÂÌÅ ÔÏ ÃÈÁÒÇÅ ÅÎÅÒÇÙ ÂÙ ÁÎÓ×ÅÒÉÎÇ ÃÏÒÒÅÃÔÌÙ 

ÔÈÅ ÑÕÅÓÔÉÏÎÓȢ  

 

,ÉÎËȡ ÈÔÔÐÓȡȾȾ×××ȢÇÉÍËÉÔȢÃÏÍȾÈÏÓÔȩÉÄКΰΰÆΰΪÃÄÅγγήΪέίγαγβγβΫαήί 

 

 

 

 

 

 

 

 

 

 

 

 

https://www.gimkit.com/host?id=66f60cde9940359798981745
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Gimkit Game Activity 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

     

           

     

 

)ÍÁÇÅ ÔÁËÅÎ ÆÒÏÍȡ ÈÔÔÐÓȡȾȾ×××ȢÇÉÍËÉÔȢÃÏÍȾÈÏÓÔȩÉÄКΰΰÆΰΪÃÄÅγγήΪέίγαγβγβΫαήί 

ÈÔÔÐÓȡȾȾ×××ȢÇÉÍËÉÔȢÃÏÍȾÈÏÓÔȩÉÄКΰΰÆΰΪÃÄÅγγήΪέίγαγβγβΫαήί 

ÈÔÔÐÓȡȾȾ×××ȢÇÉÍËÉÔȢÃÏÍȾÈÏÓÔȩÉÄКΰΰÆΰΪÃÄÅγγήΪέίγαγβγβΫαήί 
 

https://www.gimkit.com/host?id=66f60cde9940359798981745
https://www.gimkit.com/host?id=66f60cde9940359798981745
https://www.gimkit.com/host?id=66f60cde9940359798981745















































































































