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Where does motivation come from? (&' Z
CE o e R DL 1)

Dy ?)

How do we learn? (E9° > T4 ?)
What is the learning cycle? (FR=RK DA~
%

Learning/Question Cycle




Motivation ReseArch

Pwvotal in LZ lenmmg

Learners with a strong drive can
AttAin A workin knau?lea(ga af

T Damvei, Z007)
Process oriented

L1 elang lenming ex;aarience

(Nakata, 2005)

It can evolve GEILT D) and/or

c/mnge ~Itcan 4o vp or down

(Irie,” 2005)

Teachers should consider fosterin

self~-determination ¢ =|
T D) (Ushioda, 2008)
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More autonomy (BEEME) means a
continuing motivational level
(Miura, Z011)

o Autonomous (BEEFEEE) learners

Learn best




How can teachers make students
more motivateds How can we get
children interested in English and
want to learn mored

* Motivation * Needs
 Intrinsic (PI{ERY) * Teacher’s
* Extrinsic (MAE) * Student’s
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It means the learner

‘plays with the new

word/grammar until
they understand how it
works

Warning! Play
does not mean
“Play the game.”




For Example:

While playing Student wants to
Bingo, student sees | ™= know the word to get |
an unknown word ‘Bingo’
Student asks what Once the Sts knows
that word means — the word he/she may | —)
(either the teacher or remember for future
a friend) use, then put it into an
existing category

After the have .
memorized and then Success and then link
recognized, he/she can with their own i1dea of
begin to learn and use English! !
more often




e What 1s this?

e Student doesn’t know

* This 1s a dog. e Student notices (7€ 7.)
* No noticing  Student needs new wrd
e No need! for task (BRL )
e Student must ask
(challenge)




What
How C
Englis

is it?
0 you say A in
N?

How C

o you spell dog?

This creates ownership!!!




- Children Love to play!

o 1. As teachers, we NEED to use this fmt
oz If lemming feels like A gAme....

« 5 ifc[»ila(ren DISCOVER (%\éﬁﬁ"é)thmugfu
7%?"/65...

* 4. ...then, children will be more motivated to
tolearn 1717 themselves.

Emotion (05
Children Love to ylmﬂ




* We need to put the Learning Cycle into our games
« JE R Notice

* We need to create a NEED for English
e ALV Want
 $kHkChallenge

* Once students have a need, motivation becomes higher,
o [EHY Flm7
* [Eh3ucceed

* maKing their need more, making their motivation
kigfwr
« BHESILink

Motivation 5 Learning are Linked together!




The classroom has

to be mfe

gnmes Are stress-~ ree
«SAFE!




GAames Are far lenrm’ng

o Remembper that [11/

o Trm{ttwnnlly ot 7). ..
* Games come AFTER the lesson
* 01, used As rewards Cilii)

o First tzm[»mg Then qame (EFIIL o/ LoD
%iisr —2b)




HOWEVEK.....

* Games should N 0T be far practicing new ,’Englisfu -
* Games should be used to TEACH new English!
e Remember 1< |
e N aticing = Wﬂmting....
« Remember /<
« EMOTION (JElE)
* Teach questions first!




: If we use qAmes just far fun

* Nolearning takes places (EIRDVA 1)
* And..... Children constantly want new, more
exciting games!!!
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FOCUS on leArning....




o Sta;y the qAme while the children are fm]' mfing it

* If we wait until they seem like they are bored, they
}ara]m]?ly won't want to play ngm’n

. way will want to }alm? ngm’n and mgm’n
Ahhh, we wanna }alm; MORE/

We can Keep interest in the same qame and use it

IN DIFFERENT WAYS!

Having Funé
aep i




* Too many new qames, ind the children are too
1714517 Learning he 2Mnas, not the Language

* Too few, and they become bored with the same ones
over and over!

» EXPERIMENT ....
* What works, what can be chanqged, what should be
thrown Away

Too Few, too many....
HEIR R 55555




* Games are NOT the only way!
* Some children Like to sit and study....

o T, 4 Quite }auzzlas or other activities NEED to be
used, too.




o Children DO NOT need to be rUnALng AToung the room
all the time.
* This can create bad experiences
* Some shy students may feel uncomfortable
* Teachers sometimes only notice Loudest students
* With A new class, or with VERY active children, quiet
qAmes Are Prv]m]ﬂ best.
* Quiet games can set pace for the class
* Give shy students chance to participate more
* Quiet games cAn give more thinking time sometimes

When we know our students, then we can be more active.

Remember: POSITIVE EXPERIENCES!

& et or LiVelg 4




e It means: the learner

OWNS his/her
* What does this phrase language learning!
mean? They want to learn ...

And try to learn out-
side of class!

Active Learning!




Teacher’s ja]?,?

* Traditional ((GHEHIZR) @ Don't ?mrtici}mte, just be
A director

- Yuea!I!!




Teacher's ]’077,?

* Wecan help them notice

* We can design qames for needs

* Weneed to get the pace right
* Then add when challenqes are needed

* We can answer guestions

* Wecan use natural Lanquaqe during play

* Wecan help cheat

* Wecan ley




GAme Idens:

*Point and spell "What are the differences
*Phonics P ong *Draw a fnca

" Dress the teacher/ friend " Farm Animals

2 anget Pru/ctice *Touch the Color

1 SWimming fisfv : Binga

Remember; Fit the Lewmmg cycle INTO the gnmes/




* Teacher: “My name 1s
Mr. MacMurphy.”

e Students: “Mr.

Students hearsl >R MacMurphy.”

Student repeatsl> « Other teacher writes on
Student readsl >/ board: = A= 2
Student learnsl > -~ 4

e Students then say: “3X—
A e
7/1,___”

LI~ U Red
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Teaching English to
yound learners; games
and songs
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