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\dentifying and classifying information

STORY \NGRED\ENTS
Use a framework on the poard to encourag® |earners 1 identify these four ingredients in
astory: characters, setting, plot, theme- Use the following questions 1o elicit ideas for each of

the ingredients:

SETTING CHARACTERS: Who 1€ the characters it
Countryside the story?
Trees
— =l SETTING: Where doe® the story happen?
pLOT THEME
They agree 0 3¢ Competition pLOT: What happens in the story?

Hare is fast Keep trying
Tortoise is SIOW

Tortoise wins!

THEME: What's the toPi¢ of the story?
|s there @ message of something We can learn?



Kpumuyeckoe mbiuuneHue
Ax.A. bpaycu 1. Bya:

KPUTUYECKOe MbllJieHMe - pa3ymMHoe pedsieKCMBHOE MbllJIeHME,
chOKyCcMpoBaHHOE Ha peLleHn TOro, BO YTO BEPUTb U YTO AeNaTb.

[lomoraeT BbINTU 33 paMkum npeaybexaeHn n co3gaTb HOBbIE NAEMN.
PebeHok ¢ pa3BuTbiM KM:
yMeeT U CTPEMUTCA YYUTbCA CAaMOCTOSITE/IBHO,
MoxeT paboTaTb ¢ 60/1bLWLIMM NOTOKOM HOBOM MHGOPMALLNK,
MMeeT CBOI TOYKY 3peHUs, MPeKpacHO 06OCHOBLIBAET €€,

yCrneLwHO B3aMMOAEeNCTBYET B rpynne.



OcobeHHOCTN TEXHONOr MK PA3BUTUA
KPUTUYECKOrO MbILUIEHUS

obbegnHAET NPUHL UMbl IMYHOCTHO-OPUEHTUPOBAHHOIO U
A,eATeNIbHOCTHOrO 0byyeHums, obyvyeHnss Ha OCHoBe
COTPYAHMYECTBA, TBOPYECKOWN M MPOEKTHOM paboTh,

paboTa nponcxoanT C y4eTOM MHANBUAYAIbHbIX OCODEeHHOCTEN
YYEHUKOB,

PO/Ib yunTeNss B OCHOBHOM KOOPAUHMPYIOLWAs, NapTHepcKue
OTHOLLEHMS,

KOMMYHUKATUBHO-AEATE/IbHOCTHOE 0byYeHMe Ha OCHOBE AMasiora
M COBMECTHOIO MOMUCKa peLleHnst npobaem,

LeNib 0byYeHUs1 He B NONy4YeHUM onpeaesieHHOro obbemMa 3HaHUM,
a B YMEHUMN MPUMEHUTb U3YUYEHHOE B XXU3HM,

HOBbIE 3HAHUA NMOABAAIOTCA KaK PE3Y/IbTaT dKTUBHOIO NMONCKaA,
npeanos10XeHNN, aHa/In3a, BbIBOAOB YYEHUKA.



OcHoBa TexHosOTMKM —  TpExda3oBas
CTPYKTYpa  YpoKa: Bbl30B, OCMbIC/IEHME,
pednekcnsa. Kaxaasa ¢pasa nmeer CBOU LeAn U
3a/a4M, a TaKXke HAabop xapakTepHbIX NPMEMOB,
HanpaBAEHHbIX CHa4yasla Ha aKTUBMU3ALMUIO
MccnenoBaTeNIbCKOM, TBOPYECKOM
AEeATENIbHOCTM, @ MOTOM HA OCMbICIEHME W
0606w eHme NnpnobpeTeHHbIX 3HAHWUMW.



[lepBad cTagnsa — «BbI30BY,

BO BpeMs KOTOPOM Y Y4YalLMXCA aKTUBU3UPYIOTCH
MMeBLUMECA paHee 3HaHWA, NpobyxjaeTcs MHTepec K
Teme, onpeAensoTca uenn M3ydeHua npescToawero
yuyebHOro matepuana. JesaTenbHOCTb Yy4yawmxcs Ha
AAHHOM CTagUKM: YYEHUK «BCMOMWHAET», 4YTO eMy
M3BECTHO MO  KM3y4yaemoMy  Bonpocy  (Aenaet
NpeAnONOXeHUS), CMCTEMATU3NPYET MHPOpMaLMIO A0
e€ n3y4yeHus, 3a4aET BOMPOChl, HA KOTOpble xoTen Obl
MONYyYUTb OTBET.




Preparing for
creativity

Exploring issues and concepts

ASK ME A QUESTION

When introducing a topic, invite learners to ask you a question
(e.g. "Ask me a question about food").
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Preparing for
creativity

Considering multiple perspectives

SOMEONE ELSE’S IDEA

When eliciting ideas from learners, encourage them to listen to others’ ideas by asking
what other learners have said (e.g. “What was Jasmin's idea?").
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Critical Thinking " aalysing Hess

and arguments
Recognising patterns and relationships
VENN SIMILARITIES

When learners encounter a new set of vocabulary (e.g. a list of animals or household objects),
ask them to choose two items and ask them to use a Venn diagram framework to compare
the two items. Explain that they can write words or draw pictures, and that similarities
between the two items should be described in the space where the two circles overlap, and
differences on either side.

fur
can't fly
no wings

feathers
can fly
wings

animals
pets

bird dog



w What have

Jane and John got
in their school bags?
Ask and answer.
Jane John
rubber | pook ruler |
pen pencil notebook
sharpener |
- pencil case notepad

atlas
» A: HasJane gotarulerin her school bag?
B: No, she hasn't. Has John got a ruler in his
school bag?

A: Yes, he has.



BTopad ctagnsa — «0OCMbICEHMNEY

cogepxaTtenbHas, B  XO4e  KOTOPOWM  MPOUCXOAMUT
HanpaBJ/IeHHas, OCMbIC/IeHHaa paboTa yyeHnKa C TEKCTOM.

[lpouecc yTeHMA COMPOBOXAAETCA AENCTBUAMM YYEHMKA
(MapknpoBKa, cocTaBaeHue Tabsuy, BejeHue AHEBHUKA),
KOTOpble NO3BONSAIOT OTCNEXMBATb cobcTBEHHOE
MOHUMaHMe.

[loHATNE «TEeKCT» TPAKTYeTCs WMPOKO: 3TO U NMUCbMEHHbIN
TeKCT, U peydb YyYnTens, u Buaeomatepuan.



Understanding and
analysing ideas
and arguments

Identifying and classifying information
STORY INGREDIENTS

Use a framework on the board to encourage learners to identify these four ingredients in
a story: characters, setting, plot, theme. Use the following questions to elicit ideas for each of

the ingredients:

Tortoise is Slow
Tortoise wins!

CHARACTERS SETTING
Tortoise Countryside
Hare Trees
PLOT THEME
They agree to race Competition
Hare is fast Keep trying

CHARACTERS: Who are the characters in
the story?

SETTING: Where does the story happen?
PLOT: What happens in the story?

THEME: What's the topic of the story?
Is there a message or something we can learn?



Student's Book

\\

Once upon a time, there was a very
fast hare and a very slow tortoise.

The hare always laughed at the
tortoise because he was so slow.

The next day,
when they
started the
race, the hare
jumped

soon he was
far ahead of
the tortoise.

A few hours
later, the
tortoise passed
the sleeping

hare ...

e
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Suddenly, the hare opened
his eyes and looked around. He saw the
tortoise at the finish line!

All the animals were tired of listening
to the hare. Then one day the tortoise
surprised them all: ‘Let’s have a race
tomorrow then!'

It was a very
sunny day and
the hare was

‘There's a tree.
| can rest
under it!’

The tortoise ||
was the e
winner! The
hare learned
his lesson
that day:
‘Keep on
going and
don't stop
until you
cross the

finish line!’




Evaluating
Critical ideas and

arguments

Thinking

Evaluating specific information or points in an argument

IT'S IMPORTANT!

After learners have listened to an audio recording, read a text or watched a video,
remind them of specific details and ask them to decide if these details are important or not,
and to give reasons.




Evaluating
ideas and
arguments

Critical

Thinking

Evaluating arguments as a whole

| DON'T BELIEVE IT!

After learners have listened to an audio recording, read a text or watched a video, remind
them what different characters have said, and ask them if they believe the characters or not,
and to give reasons.




Critical| Thinking

Solving problems
and making
decisions

Justifying decisions and solutions

THE WHY GAME

Play the Why Game when learners have to
make a decision about or give an opinion on
coursebook content:

1. Put learners into A/B pairs. A states their
decision or gives their opinion.

2. B asks ‘Why?’
3. Ajustifies their decision or opinion.

4. Pairs repeat (A gives a reason, B asks why,
A justifies, B asks why, etc.) for a set time
(e.g. 3 minutes).

A: I don't like the main character in the story.
B: Why?

A: Because | think he's mean.

B: Why?

A: Because he took all the toys.

B: Why?

A: Because he wanted them for himself.
B: Why?

A: Because he didn't want to share.

B: Why?

A: Because he's selfish.



Solving problems

Critical and making

decisions

Thinking

Identifying and understanding problems

WHAT'S THE PROBLEM?

After reading a story in the coursebook, ask learners what problems are presented in the
story. Put learners in pairs or small groups to go back through the story and highlight any

words that relate to the problem.




Solving problems
and making
decisions

Critical

Thinking

Evaluating options and recommendations to come
to a decision

HOW CAN WE FIX IT?

When learners encounter a problem in a story or text, ask them to suggest different ideas for
how the problem might be solved.




TpeTba cTagua — ctagus
«pedaekcum»

— pa3mbiwneHna. Ha 3Tom 3Tane yyeHuK
dbopMmMpyeT JIMYHOCTHOE OTHOLUEHME K TEKCTY U
dukcmpyet ero ambo ¢ nomowblo cobCTBEHHOrO
Tekcta, Anbo cBoenM NoO3nUUMM B AUCKYCCUMN.
iMeHHO 34ecCb nponcxoamnT aKTUBHOeE
nepeocmbliC/ieHNne COOCTBEHHbIX NPeACTaB/IEHNN
C Y4eTOM BHOBb NPMOBpPETEHHbIX 3HAHWUMW.



Preparing for
creativity

Finding connections

THIS MAKES ME THINK OF...

After learners have listened to an audio recording, read a text or watched a video, ask
them to work in pairs or small groups to make a ‘This makes me think of..." mind map,
making notes about (or drawing) anything that the topic or content makes them think of.
Then ask learners to share their ideas with another group or the whole class.



IDEA 2

' . MIND MAP | I.:émc.ram.com !

IDEA 4




MiND MAPPiNG j

« & JLORKS Q




Generating
ideas

Imagining alternatives and possibilities

DIFFERENT ENDINGS

When reading or listening to stories with learners, ask them to predict the ending or
imagine how the ending could be different.



Evaluating
Critical ideas and

arguments

Thinking

Drawing appropriate conclusions

ODD ONE OUT
Adapted from Five Minute Activities for Young Learners (McKay & Guse, 2007).

Choose four words from the topic in the coursebook and write them on the board. Ask
learners to work together in pairs to find the ‘'odd one out’. When they think they have found
it, they should give a reason for their choice.

(Note: in this activity there could be more than one correct answer.)
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Choose the odd word out.

bank - baker’s - vase - library
fireplace - sofa — armchair - bathtub
newsagent’s - toy shop - supermarket -
aspirin

spring — May - autumn - winter
first - two - ninth - sixth (

Points: —
5x4 20 )



B uLenoM, TexXHONOrMW PasBUTUS KPUTUYECKOTO MbILUIEHMNS
oTBeyYaloT Uuenam obpasoBaHWA Ha COBPEeMEHHOM 3Tare,
bopMUpPYIOT  MHTEeNNEeKTYya lbHble KayecTBa  JIMYHOCTY,
BOOPYXAlOT Y4YyeHMKa WU yumTena cnocobamum paboTbl ¢
nHbopmaLmen, MeToAaMMu opraHusaumu yyeHus,
camoobpasoBaHus, KOHCTPYMPOBaHMS cobcTBEHHOrO
obpasoBaTesibHOro MapLlpyTa, CHUMAKT KOMMYHUKATMBHbIE
6apbepbl.



MpenmywecTBa NCNOb30BaHUA UIFPOBbIX MPUEMOB Ha OCHOBEe
KPUTUYECKOrO MblILLJIEHUS.

Oby4aroujuecs npuobpemarom cnocobHocmeb:
— paboTaTb C yBE/IMYMBAOLWMMCA M MOCTOAHHO OOHOBASAIOLLMMCS
MHPOPMALMOHHbBIM MOTOKOM B Pa3HbIX 061aCTAX 3HaHWU;
— BbIpaXaTb CBOWU MbIC/M (YCTHO U MUCbMEHHO) ICHO, YBEPEHHO U
KOPPEKTHO MO OTHOLIEHUIO K OKPYXXAKOLWUM;
— BblpabaTbiBaTb COBCTBEHHOE MHEHME HA OCHOBE OCMbIC/IEHUS
Pa3/INYHOro ONbITa, UAEN N NPEeACTABAEHNY;
— pewaTb NpobaemMbl; CNOCOOHOCTbL CAaMOCTOATE/IbHO 3aHMMATBCS
cBOMM 0byyeHmeM (akageMmyeckass MOBUABHOCTD);
— COTPYAHMYATL M paboTaTb B rpynne; cnocCOOHOCTb BbICTPAMBATb
KOHCTPYKTUBHbIE B3AaMMOOTHOLLEHUSA C A4PYTrMMU JHOL4bMU.
—3pPekTnBHO paboTaTb C APYrUMM NOAbMU; BblpaXKaTb CBOU MbIC/N
SICHO, YBEPEHHO M KOPPEKTHO MO OTHOLLIEHMIO K OKPYXKAIOLLLUM.
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PROSVESHCHENIYE

the English language, which we still use today, such as

illiam Shakespeare was

born in Stratford-upon-

Avon, England, on 23
April  1564. His father, John
Shakespeare, was a  successful
tradesman, and his mother, Mary
Arden, came from a rich family.
Although we do not know much about
Shakespeare’s early life, many people
believe that he went to the King Edward
VI Grammar School in Stratford and
studied Latin grammar and literature.
When he was 18, Shakespeare married Anne Hathaway. They had three
children: Susanna, Hamnet and Judith.

Shakespeare later moved to London and became an actor and a writer.
He wrote many plays and poems between 1586 and 1616. His most famous
plays include Macbeth, Romeo and Juliet, A Midsummer Night's Dream,
Hamlet and The Merchant of Venice. Shakespeare’s plays had many
different characters, and each character had a strong and interesting
personality. He wrote about greed, selfishness, revenge, kindness and love.
Shakespeare’s nlavs were verv nonular when he wac alive and tadav thev

Shakespeare also added many words to

“Cﬁticgl_l.,” “leaph.og”

and “majestic”.



Thank you for coming!




