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Tech Workshop
Option 1 - Gaming
Part 1: Instructions (20 minutes)
The expert (game player who brought the game) will introduce and guide their partner(s) in playing/exploring the game. This includes the following:
1. Showing how to set up or login, going through necessary player options to begin.

2. Showing how to maneuver, ask for help, and actually use the gaming interface.

3. Allowing the partner to actually play the game. Experts, can demonstrate a little, but the goal is to see what happens when you try to teach someone else how to play this game.

Part 2: Instructions (20 minutes)

After experimenting with the game, it’s time to think about learning. Together, reflect on Part 1 and answer the following:
1. What kind of language (e.g. types of vocabulary, amount of text to be read, or listened to) is involved in the game?

2. What other knowledge or skills does this game help you develop or ask you to use?

3. Do these (language and knowledge and skills) align with any of the goals of the national curriculum? 

4. Outline a possible task using the game that could be used in a lesson. This can be something done in the game or around the game, individually or in groups. Be sure to consider what language skills  or other skills and knowledge this will help develop.
Tech Workshop

Option 2 – Fan Sites
Part 1: Instructions (20 minutes)

The expert (fan) will introduce and guide their partner(s) through a fan site that they are familiar with. If you do not have a specific fansite in mind, you can look through the following fanfiction archives:
· Fanfiction.net 

· Archiveofourown.org.
1. Take a tour of the site to see how it functions, what search tools are available, what fans seem to do there. Explore any of the components that are interactive.

2. If exploring one of the fanfiction archives above, use the search tools to explore which texts (books, movies, television shows, etc.) that might be interesting or relevant to the learners you work with seem to generate fanfiction? Read through the fanfiction to see if you can find ideas and models. 
Part 2: Instructions (20 minutes)

After experimenting with the fan site, it’s time to think about learning. Together, reflect on Part 1 and answer the following:

1. What kind of language (e.g. types of vocabulary, amount of text to be read, written) is involved in participating in the fan site/fan practice you explored?

2. What other knowledge or skills does this fan site/fan practice help you develop or ask you to use?

3. Do these (language and knowledge and skills) align with any of the goals of the national curriculum? 

4. Outline a possible task using the fan site or fan practice that could be used in a lesson. This can be something done in the fan site or around the fan site, individually or in groups. Be sure to consider what language skills or other skills and knowledge this will help develop.
