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Moodle lessons and 
your lessons!
Gilda Battagliese and William 
Machado 
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Background!!
Our journey with this tool dates back to 2010 when 
the institution that we work for decided to adopt 
Moodle as a course management system. We both 
work at the Binational Center between Uruguay 
and the United States. It is located in Montevideo, 
Uruguay. English is taught at the BNC to students 
of different levels and ages. The courses are 
organized by age (kids, teens and adults), 
frequency (4 to 6 hours a week), and level (basic, 
intermediate and advanced according to the 
Common European Framework). The BNC has 
recently adopted a blended learning format for its 
courses in which students complete half of the 
class work online in what we call their Homeclass, 
and the other half on-site in their Alianza Class. !!
About Moodle lessons!!
Technically speaking, according to the University of 
Wisconsin-Madison (2014):”a Moodle Lesson 
activity is a powerful and flexible tool which 
presents a series of interactive pages. These 
pages typically require students to answer a 
question in order to progress.”  From this definition, 
several key concepts can be highlighted. First, the 
lesson activity involves a series of interactive 
pages, which are created easily by teachers who 
do not have training in web design. These pages 
are interactive because they go beyond the simple 
presentation of information and require the student 
to engage with them in an educational dialog. This 
educational dialog leads the student in their own 
path similar to choose-your-own-adventure stories. 
Therefore, the lesson will present different contents 
according to the answers provided by the student.!!
Our lesson activity!!
In a typical class of English as a foreign language 
(EFL), the teacher sets several objectives. Based 
on our experience teaching EFL, setting the use of 
a digital device as a class objective is not a very 
sound decision unless one is teaching an IT class. 

For this reason, every time that a tech tool is used 
in our classes, suitable pedagogical reasons are 
considered. The objectives for the lesson and each 
activity become key factors when choosing one 
technological tool or another. !!
The reason why Moodle lessons was chosen, was 
to provide tailored extra practice that could be 
adapted to students with different levels inside the 
same class. In our lesson activity, a typical dialog 
that may happen in a restaurant was selected. This 
dialog is part of an end-of-level exam. At this point, 
one of the objectives of any lesson, is to practice 
the language and vocabulary for this situation (see 
Figure 1).!

This was achieved by presenting students with 
different can-do statements that led them into 
different paths according to their needs and level. 
For instance, a more proficient student might skip 
working on the vocabulary about food and 
vegetables whereas a less proficient student might 
go over it to gain better understanding. In a 
nutshell, a lesson activity provides both students 
with exercises of different levels of difficulty based 
on the answers they provide. !!
Steps to create a lesson!!
The following are a set of steps that have helped us 
create our lesson activities quite easily.    !
The first, and most important step to create a 
lesson activity is to have clear learning goals and 
objectives. Our aim was to reinforce the language 
and functions that are necessary for the end-of-
level evaluation.!!
After that, our second step was to design a 
Decision Making Flowchart (DMF) (see Figure 2). 
In other words, the process involves dissecting the 
topic to be taught. This is the moment in which one 
has to stop being the teacher and try to walk a little 
bit in the students’ shoes. By doing this exercise, 
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the cognitive process that our students undergo 
when learning a particular topic will become clear. 
The result will be a flowchart showing us the path 
that our students will follow when learning the topic.!!
Our third step involves translating our DMF from 
step two into a lesson activity. So, this is the right 
time to go over our notes on the basics of this 
activity and keep in mind all the different elements 
that can be used. What is essential to pinpoint is 
that we do not get to touch the computer yet. The 
idea is to write next to each element of our decision 
making flowchart its equivalent in Moodle (see 
Figure 2). !!
The fourth step entails the creation of the activity 
itself.  Provided with all the elements from the 
previous steps and extra resources (such as 
images, audio and video files), the activity can be 
created in just a couple of minutes Nonetheless, 
clear names should be used for the different 
components as well as rushing into setting the 
jumps which at this point will complicate the whole 
process.!!
The fifth and last step is adjusting the jumps. 
Things become less clear in a non-linear lesson 
activity which is when your jumps take you to 
different branches that have jumps to other 
branches and so on (see Figure 2). Therefore, 
taking this simple step at the end might save us 
some precious time trying to find mistakes later on.!!
Having completed the lesson activity and all its 
settings, one might be tempted to make it available 
to our students. However, there is still one final step 
to go, which is editing. Even after having followed 
all the previously suggested steps, one is prone to 

make mistakes. Therefore, we should go over the 
lesson activity as if we were students to spot 
inaccuracies and make the necessary fixes.!!
Conclusion!!
To conclude, the lesson activity has many benefits 
for both, teachers and students. The main benefit 
of lessons is that through them, students can follow 
different paths. More proficient students will be 
challenged with more challenging activities, while 
less proficient students will be following a path that 
is adapted to their own needs. In this way, one gets 
a little bit closer to one-on-one learning. Lesson 
activities, enable us to create activities that can be 
tailored to students’ needs. Students will be 
engaged, and what is more, they will be practicing 
the language they really need!!
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Devising a GAME 
plan: Promoting 
learner autonomy 
with iPads!
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Introduction!!
The presentation was based on research into 
developing a process, yet to be trialled, for 
promoting student autonomy when studying 
English with iPads.  The presentation began with 
an introduction to the situation of iPad integration at 
Kanda University of International Studies (KUIS).  
This involved an explanation of the move towards 
1:1 student ownership of iPads, for all Freshman 
English students, and the possible justifications for 
this. The presenter explained the ubiquitous 
learning potential of the iPad to offer seamless 
switching of contexts at any time or location (Geist, 
2011),  and highlighted the students ability to tailor 
the content and personalise their apps to their 
specific learning needs.   !
This, it was claimed, would empower and motivate 

students to take greater responsibility for their own 
learning.!!
Learner Autonomy!
! !
The presentation reviewed definitions of learner 
autonomy focusing on Benson's (2007) explanation 
that autonomy may be considered as a continuum 
with a learner's capacity for autonomy increasing 
and decreasing depending on how they apply 
themselves to the situation, tasks and activities.   It 
was clarified that in the presentation autonomy will 
be considered as a process using the stages 
identified by Kumaravadivelu (2003).  These were 
identified as: 1) Initial - Raising awareness of the 
teacher's choices of goals, tasks and materials; 2) 
Intermediate - Students choose from a range of 
options provided for by the teacher; 3) Advanced - 
Learner self-determination of goals, tasks etc.!!
The GAME plan process!!
This led on to an explanation of the G.A.M.E. plan 
process, an activity adapted from Kumaravadivelu 
(2003) and reconceptualised for iPads.  The 
method uses the acronym GAME (Goals, 
Applications, Methods, Evaluation) to structure a 
gradual transfer of responsibility to students and 
assist in their development of greater autonomy.  !!
The first stage discussed was the G (Goals).  The 
importance of offering students a choice of goals, 
or allowing them to develop their own goals was 
highlighted.  It was suggested these goals could 
include course objectives, personal language goals 
or study skills development.  The mnemonic 
SMART (Specific, Measurable, Attainable, 
Relevant, Time-bound) was identified as a useful 
method for allowing students to evaluate the 
suitability of their goals.!!
The second s tage ident ified was the A 
(Applications). The researcher stressed the 
challenge of selecting or suggesting apps due to 
variety available or costs involved.  It was put 
forward that teachers may create a tool kit of the 
most commonly used apps that students could 
download at the beginning of the course, but after 
that apps could be shared or suggested based on 
different ways of categorising them.  The three 
methods identified and represented visually were 1) 
By task - what you want to achieve with the app;  2) 
By cognitive skill - using Bloom's taxonomy; 3) 
Using the SAMR model (Puentedura, 2012) to 
identify whether apps enhance or transform 
learning opportunities.  Finally, the researcher 
highlighted the most common apps used by 
teachers and students at KUIS.!!
The third stage to be explained was the M 
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