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1. Student imagination is an amazing resource. It’s an infinite realm of possibilities... and it
always operates at the appropriate language level. We can use student imagination to generate a

simulated “real-world” engagement with the material.

2. A Philosophy for Learning:

Mistakes are necessary... and good! Asking for help is a way to help others.
Native language is a tool Comfort is overrated.

3. Four types of activities that can incorporate imagination into the language classroom:

A. Single-Word Visualization:

A-1. Ask students to close their eyes and relax. Tell them that you will say a single word, and
that they should “see” whatever their imagination shows them.

A-2. Ask them to use all of their 5 senses, and also to notice how they feel.
Ex. Where are you? Who else is there? ~What's happening? How do you feel?
Ask them to notice details: sounds, smells, colors, feelings, elc.

A-3. After about 15-30 seconds, have the students open their eyes and share what they saw in
pairs or trios. Tell them to share as much detail as possible — but that they don’t have to
share anything uncomfortable. Allow 1-2 minutes for sharing, and then repeat.

B. Guided Journey:

Ex. You are walking in a night market. What do you see? What do you smell? Who's there?
How do you feel? You are looking for things. How many do you see?
Remember three. Now, you see something you want to buy. What is it? Do you have
enough money? How do you feel? Now you see someone you know.

They want to tell you something. Listen carefully and remember what they say.
Guided Journey Tips:

1. Explain clearly what you are going | 6. Have them discover something or meet someone
to do. who speaks to them.

2. Set up the room so that it is 7. Give students some time to “settle in” to each
comfortable (turn off some lights). episode.

3. Use the present tense 8. Give students some time to “come back” after the

4. Speak slowly and clearly. journey.

5. Repeat key words and phrases. 9. List the main “elements” on the board before

discussion.




C. Role Play
C-1. Teacher Role Play:
The teacher presents his/herself to the class as a character with a problem or a need:
Ex. Hi, my name is Romeo. I have a girlfriend, Juliet, we actually just got married in
secret — but our families hate each other. What can we do?”

Have the students help you solve your problem. This can be done as a class, or in groups (each
group come up with 3-5 pieces of advice).

Encourage questions. No advice given should be “wrong”.
Keep asking for more options. Encourage “crazy” advice.

C-2. Student Role Play: Students should each choose a role and decide on a problem.
It can be useful to have a common theme for the class, e.g., science, music, history,
fashion, etc.

Ideas:
1. Famous people from real life and 3. Other members of their own families.
history. 4. Superheroes, cartoon characters,
2. Famous characters from movies or animals, etc.
stories.
Process:
1. Make small groups of 3-5 students. 4. Finally, each group member should
2. The first student introduces themselves offer advice in turn.
(in character) and explains their problem. 5. Then switch to the next student, until
3. Encourage the other members to ask each student has had a chance to role
questions and get more detailed play.
information.

D. The Story Spine:

1. Setting the Scene 2. The Changes 3. Conclusion
Once upon a time there was a...  But, one day ... Until, finally...
Who wanted/liked... Because of that... Until one day ...
And every day ... And so... And then... Finally...
After that... And, ever since then...
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