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13:40~14:20 | Using Games to Promote English Education in Elementary School &
Junior High School Classrooms

1. Define “English game” and discuss the benefits of using games to
promote English instruction.

2. Play games and discuss how to effectively use games in the
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14:20~14:30 | #kis Q&A ~ K7 PF Y

14:30~15:20 | Using Games in the Classroom to Promote English Speaking Ability |
1. Offer tips on how to use games effectively.

2. Share the rationale of Give Me 10 games and demonstrate how to
use the videos.
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15:20~15:30 | i Q&A ~ iRFEPF R

15:30~16:20 | Using Games in the Classroom to Promote English Speaking Ability Il
1. Learn how to adapt games for classroom usage.

2. Adapt/create your own English game using a textbook lesson.

3. Give feedback and reflect on your learning.
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