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Task-based language teaching (TBLT) has heavily influenced syllabus design, classroom 
teaching and learner assessment in a foreign or second language teaching context (Nunan, 2004; 
Skehan, 2007). This innovative proposal formalizes a specific approach with TBLT that could 
possibly incorporate learner-driven active learning such that hands-on interaction with physical 
objects in a classroom are encouraged before theoretical instructions are incorporated (Blikstein, 
2013). This is arguably the first time in EFL (English as foreign language) teaching that a 
combination of collaborative design using LEGO, 3D printing and DST (digital storytelling) 
would be put to practice in a way to subsequently develop language learning coursework to 
promote principles of active learning (Blikstein, 2013). 
As part of this writing and design through group communication-based ethnographic engineering 
project, we used communication skill games with LEGO and 3D printing to improve 
communication within a team, help write design documents, and in the process develop language 
instructions and acquisition.  
LEGO was used to write about engineering team-based communication, collaborative product 
development, planning and design, analysis and execution. For class assignments, the idea was to 
design innovative products with LEGO, write and speak about the design in English, and work 
towards group analysis and peer-review. 
As a team, we ran pilot studies focusing on interactive discussion sessions in English about what 
happened during group interaction and design process? What worked well? What didn’t work so 
well? What about the team communication? Could we use LEGO tools to learn about another 
topic? Could we use a “toy” to learn about history, science, art or math? Could we design a 
futuristic product with LEGO?  
The short in-class LEGO projects were used for designing various types of products (mostly 
based on student interest) and 3D printing it in selective cases, focused on developing feasibility 
reports on product design, prepared recommendations and constructive criticism (product 
reviews) for improvement, and made digital storytelling-based presentations about the designed 
product. 
This presentation will report on the initial results obtained from the prototyping activities related 
to technological implementation, and initial observations about the logistics of how the entire 
creative factory context could possibly be inducted in EFL coursework. The presentation will 
further report on the design of an EFL coursework based on LEGO projects and design writing. 	  


