
Educational Technology
Educational technology (EdTech) revolutionizes language teaching by making lessons interactive, personalized, and scalable. This lecture covers key tools like Google Classroom and LMS platforms, blended/flipped models, and AI applications, with definitions, uses, and examples. 
EdTech in TEFL refers to digital tools enhancing the four skills (listening, speaking, reading, writing) through interactivity and data-driven insights. It addresses challenges like large classes and diverse proficiency levels by enabling anytime access and instant feedback.
Educational technology: the systematic use of digital tools and platforms (e.g., LMS, apps, AI, video, online quizzes) to improve teaching and learning processes.
In TEFL, this includes:
· Learning Management Systems (LMS) like Google Classroom, Moodle, Canvas
· Blended and flipped learning models
· AI-based tools for teaching, learning, and material design
Well‑designed technology integration can increase engagement, autonomy, and satisfaction, but success heavily depends on quality of teaching, interaction, and infrastructure.
1. LMS and Google Classroom in TEFL
· Learning Management System (LMS): an online platform for organizing courses, sharing materials, assigning and collecting tasks, conducting quizzes, and facilitating communication (e.g., Moodle, Google Classroom).
· Google Classroom: a free LMS by Google that lets teachers:
· Create and distribute assignments
· Post materials and announcements (Stream)
· Collect work and give feedback
· Organize topics and resources (Classwork)
Studies in EFL contexts show:
· Google Classroom supports assignment distribution, resource sharing, and discussion, increasing learners’ motivation, engagement, and independence.
· Challenges include unstable internet, limited digital literacy, and increased preparation time for teachers.
Tasks
Task 1: Mini‑course design in Google Classroom
· Goal: Experience LMS as teachers and designers.
· Steps:
1. Each student creates a Google Classroom for a specific EFL context (e.g., A2 writing, B1 speaking for engineers).
2. They add:
· At least 3 topics (e.g., “Vocabulary”, “Grammar”, “Speaking tasks”).
· Pre‑class materials (PDF, links, short video) under each topic.
· One assignment and one quiz using Google Forms.
3. In class, pairs join each other’s Classrooms as “students” and test:
· How clear the instructions are
· How easy the navigation is
4. Whole‑class reflection: What design decisions supported or hindered learning? Connect to research about attitude, interaction, and quality of teaching predicting satisfaction in blended environments.
Task 2: LMS‑based feedback simulation
· Goal: Practice using LMS for formative assessment.
· Steps:
1. Teacher gives a short writing prompt (e.g., “Describe a memorable trip in 120 words”).
2. Students submit as “students” in Google Classroom.
3. Each student then acts as “teacher” to another peer’s text:
· Use private comments to give specific language feedback and one global comment on content.
4. Debrief: How does LMS feedback differ from paper-based? How to manage workload and maintain quality?


2. Blended and Flipped Learning in TEFL
· Blended Learning: a planned combination of face‑to‑face teaching and online learning, where online components are not just “extra” but integrated into objectives and assessment.
· Flipped Classroom (Flipped Learning): a type of blended learning where:
· Direct instruction (input) is moved outside class (e.g., videos, readings).
· Class time is used for practice, interaction, problem solving, and higher‑order tasks.
Meta‑analyses and reviews in L2 contexts show that flipped classrooms outperform traditional teaching overall, especially for speaking and writing, and are generally liked by learners. But effectiveness depends on design quality and students’ self‑regulated learning.
Typical flipped sequence
· Pre‑class: students watch short videos/read materials via LMS or messaging tools.
· In‑class: discussions, group tasks, problem solving, peer teaching, formative assessment.
· Post‑class: extra practice, reflection, extension.
Tasks
Task 3: Design a flipped EFL lesson (micro‑design workshop)
· Goal: Learn to design a complete flipped cycle.
· Steps:
1. In groups, students choose a language focus (e.g., “Past simple for narratives”).
2. Design:
· Pre‑class material:
· A 5–8 minute micro‑video or screencast, or a short reading with guiding questions, following recommendations that micro‑lessons be concise.
· In‑class activities:
· At least two communicative tasks, e.g., information‑gap, role‑play, jigsaw, problem‑solving aligned with Task‑Based Language Teaching (TBLT) ideas.
· Post‑class task: a reflection or extension (e.g., short audio diary, online quiz).
3. Each group presents its plan; peers critique how well the three phases link, drawing on principles such as:
· Flexible learning environment
· Intentional connection between pre‑class and in‑class tasks
· Teacher as professional facilitator.
Task 4: Enact a mini flipped lesson (micro‑teaching)
· Goal: Practise flipped teaching roles and self‑regulated learning support.
· Steps:
1. Before class, the instructor sends a short grammar or vocabulary explainer video.
2. In class:
· Half of the students act as teachers, half as EFL learners.
· “Teachers” run 20‑minute flipped segments using:
· Quick preparation check (2–3 quiz questions or Q&A).
· A pair/group communicative task using the pre‑taught language.
3. After each segment, the “learners” give feedback:
· Was the pre‑class material sufficient?
· Did tasks promote active use and interaction?
4. Link to research on the need to support self‑regulated learning (SRL) in flipped models (planning, monitoring, self‑evaluation).
Task 5: Gamified flipped activity design
· Goal: Explore motivation through gamification.
· Steps (inspired by flipped + game‑based narrative writing):
1. Groups design a pre‑class task (e.g., video + short quiz) on narrative tenses.
2. In‑class, they design a collaborative game (e.g., board race, digital drawing + storytelling) where:
· Teams earn points by correctly using target structures in a story.
3. Students present the rules and explain how the game supports behavioural, cognitive, and motivational engagement.
3. AI Tools for Language Learning and Material Design
· Artificial Intelligence (AI): computer systems that can perform tasks that normally require human intelligence (e.g., understanding language, recognizing patterns, making suggestions).
· AI in EFL/TEFL includes:
· Generative AI (e.g., ChatGPT, LLMs) for text, prompts, and dialogues.
· Chatbots for conversation practice.
· Machine translation (e.g., Google Translate).
· Automated writing evaluation and grammar‑checkers.
· Intelligent tutoring systems/virtual environments.
Systematic reviews show that AI can support personalized learning, higher efficiency, and improved listening/speaking/writing skills, but challenges include accuracy issues, limited language exposure, reduced human interaction, and ethical risks (data, surveillance, bias).
Generative AI has been used by teachers to design interactive materials (picture books, karaoke‑style tasks, inquiry‑based projects) and enhance communicative skills.
Tasks 
Task 6: AI‑assisted material design (with critical evaluation)
· Goal: Use AI to create materials, then critically evaluate them.
· Steps:
1. Assign each student an AI tool (e.g., a public LLM, a grammar checker, or a chatbot demo).
2. Ask them to generate:
· A reading text for a specific CEFR level,
· A set of comprehension questions, and
· A short follow‑up speaking task.
3. In class, they:
· Check for language accuracy, level appropriateness, cultural bias, and task quality.
· Manually revise and improve the AI output.
4. Group discussion: When is AI useful, and where are its limits? Connect to identified benefits (personalization, speed) and challenges (errors, lack of context, reduced interaction).
Task 7: Designing AI‑supported inquiry‑based lessons
· Goal: Combine AI with inquiry‑based learning (IBL).
· Steps (based on AI‑IBL synergy findings):
1. In groups, students design a lesson where learners investigate a real‑world question (e.g., “How is climate change described in English‑language news?”).
2. Specify:
· How AI will be used (e.g., to generate initial questions, suggest vocabulary, or create sample dialogues).
· How students will critically interrogate AI outputs (checking facts, comparing with human sources).
3. Groups share their designs and highlight:
· How AI helps personalize and make tasks more interactive.
· How to avoid over‑reliance and maintain human interaction.
[bookmark: _GoBack]Conclusion
For students, educational technology should be framed as pedagogically driven: LMS, blended/flipped models, and AI are tools to support interaction, learner autonomy, and quality teaching, not ends in themselves. The tasks above allow them to experience, design, critique, and ethically reflect on these tools in a hands‑on way, grounding practice in current research.
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