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THE SALLYANNE BELIEF TEST



Cognitive Development

1. Sensomotoric stage – from the birth up to the age of two.

2. Preoperational stage- from the age of two until the age of seven.

3. Concrete operational stage – from the age of seven until eleven

4. Formal operational stage – from eleven to adulthood







Prefrontal Cortex

• Proportionally much bigger in humans than any 
other species

• Involved in decision making, planning, inhibition, 
social interaction and self-awareness

• Grey matter peaks around puberty

• Grey matter then declines



Synaptic Pruning

• Elimination of 
unwanted synapses

• Prune unused 

• Strengthened used

• Fine tune the brain 
tissue



School Leaving Age in the UK

10 – in 1870

15 – in 1939

16 – in 1964

17 – in 2013

18  - in 2015





Schools are boring and irrelevant say teenagers



Yale University – January 2020 

From the Yale Center for Emotional Intelligence and the Yale Child Study Center

Stage 1 - a survey of 21,678 US high school students

Stage 2 - "experience sampling" study with 472 
high school students in Connecticut



Yale University – January 2020 

From the Yale Center for Emotional Intelligence and the Yale Child Study Center

In the online survey, students were asked to "think about 

the range of positive and negative feelings you have in 
school" and provide answers in three open text boxes. 

They were also asked to rate on a scale of 0 (never) to 

100 (always) how often they felt 10 emotions: happy, 

proud, cheerful, joyful, lively, sad, mad, miserable, 
afraid, scared, stressed and bored.



Yale University – January 2020 

From the Yale Center for Emotional Intelligence and the Yale Child Study Center

In the open-ended responses, the most common emotion 
students reported was tired (58%)

The next most-reported emotions -- all just under 50% -- were 
stressed, bored, calm, and happy.

The ratings scale supported the findings, with students reporting 
feeling stressed (79.83%) and bored (69.51%) the most.



We have 21st century students taught by 20th century teachers using 
19th century methods, sometimes in 18th century buildings!!!





LOTS

HOTS





Teaching Teenage Students

Digital Residents

Information Overload

Soft Skills Shortage

Edutainment



communicative competence

Linguistic 
Competence

Socio-
linguistic 

Competence

Strategic 
Competence

Discourse 
Competence

Bachmann & Palmer (2010)



The target language introduced has to be for a purpose: practising particular language 
elements in order to achieve communicative objectives.

Key factors which contribute to the development of communicative competence:

Engaging in communication 
(emerging language and emerging competence): a focus on activities and group work 

in the classroom
Focusing on receptive skills 

as second most important contributor to the development of communicative 
competence in learners

Focusing  on chunks of  language 

(focus on collocations and functional exponents)

communicative competence

Authenticity is a gateway to Communicative Competence



• Authentic Learning

• Authentic Situations

• Authentic Materials

• Authentic Tasks

• Authentic Teachers

What is authenticity?





Authentic Learning
• Activities that involve real-world problems and that 

are focused on audiences beyond the classroom. 

• Use of open-ended inquiry, thinking skills and 

metacognition.

• Students engage in discourse and social learning in a 

community of learners.

• Students direct their own learning in project work.







Authentic Situations

• Students learn and practice high frequency 

language useful in common communicative 

situations

• Lexical phrases are chunked together to enhance 

communicative competency

• Target language is linked to situations and 

modelled throughout the course







Academic studies suggest a demonstrable improvement in student 
performance when video is used in the curriculum. 

Story based video group:

10.4% increase in listening scores prom pre-test to post-test

39.2% increase in grammar scores from pre-test to post-test

Text based story group:

7.5% increase in listening scores from pre-test to post-test

17.4% increase in grammar scores from pre-test to post-test

Example. A study on the effects of a story based video on 
listening and grammar scores:

Reference: HERRON C, YORK H, CORRIE C, Comparison Study of the Effects of a Story-based Video Instructional Package Versus a Text-based 

Instructional Package in the Intermediate-level Foreign Language Classroom CALICO Journal, Vol. 23, No.2)





Why use video?
When video is incorporated into student-centred learning 
activities it can:

• Increase student motivation.

• Enhance the learning experience.

• Lead to higher marks in tests.

• Develop potential for deeper learning of the subject.

• Help develop learner autonomy.

• Enhance team work and communication skills.

Willmot et al (2012)



Authentic Materials
• Produced for another purpose

• Designed to expose the students to new 

information

• Designed to encourage students to explore the 

topic at a deeper level

• Designed to  encourage students to use their own 

technology to create vlogs, drama etc.











Authentic tasks

• Students use English to complete the tasks

• Tasks are designed to focus on communication, 

collaboration, creativity and critical thinking 

skills

• Emphasis on pair and group work





Authentic Teachers

• Ready to converse with students outside the 

classroom topic

• Prepared to admit mistakes

• Prepared to laugh and engage naturally

• Willing to share some aspects of their life





Life Long Teaching

A GOOD TEACHER NEVER 
STOPS LEARNING



Should make sure 
that students leave 

the class with a 
smile on their face

Should make sure 
students feel 

comfortable in an 
English only 

environment and 
can function at a 

basic level

Should build on 
the foundation 

from Primary and 
students should 
leave secondary 

with an 
operational level 

of English

Should exploit 
their students’ 
knowledge of 

English to make 
them 

independent 
learners



Adolescents 

• Goal setting, planning and monitoring 

• Strategy games and logic puzzles 

• Computer games can also be valuable, as long as time limits 
are established and observed. 

• Study skills 



History of CALL
Behaviourist
– Drills and Practices

Communicative
– Chatrooms and Emails

Integrative
– Online Learning Platforms

Gamified
– Rewards and Rankings









MAKE IT AUTHENTIC!

TASKS

TEACHERS

LEARNING

MATERIALS

SITUATIONS THANKS 

FOR 

YOUR 

TIME


