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CROWDSOURCING FOR LANGUAGE LEARNING APPLICATIONS

DuolLingo
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The cape is orange. >

Correct solutions:
= A capa € cor de laranja.
+ A capa ¢ laranja.

Report a Problem Discuss sentence (6)

( My answer should be accepted. )

D The English sentence is unnatural or has an error.
D The “Correct solution” is unnatural or has an error.

D The dictionary hints on hover are wrong or missing.

D Have a different problem? Explain it here.
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A capa é cor-de-abébera
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CROWDSOURCING FOR LANGUAGE LEARNING APPLICATIONS
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Detective stories

THE MURVERS IN
THE RUE MORGUE

1. EXTRAORTZINARY =
MURTERS
i

2. THE WITNESSES!
TESTIMONIALS

aaaa
3. 222

Y. 222
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'S Review the evidence

v Frederik Cornillie

sergeant ™

You are in your apartment. reading a book on 4th-century Arabic logic,
when suddenly the police prefect rings.

Dupin, | bring terrifying news.

Tell me more.

Indeed. already published in the newspaper.

1

024x768

Cornillieetal, 2013
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CROWDSOURCING FOR LANGUAGE LEARNING APPLICATIONS
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Detective stories

THE MURVERS IN
THE RUE MORGUE

1. EXTRAORTZINARY =
MURTERS
i

2. THE WITNESSES!
TESTIMONIALS
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3. 222
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'S Review the evidence

You are in your apartment. reading a book on 4th-century Arabic logic,
when suddenly the police prefect knocks and enters

Dupin, | bring terrifying news.

Tell me more.

v Frederik Cornillie

sergeant ™

1
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Cornillieetal, 2013
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CROWDSOURCING FOR LANGUAGE LEARNING APPLICATIONS
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- - Frederik Cornillie
Detective stories -
sergeant ™

THE MURVERS IN You are in your apartment, reading a book on 4th-century Arabic logic,
THE RUE MORGUE when suddenly the police prefect knocks and enters

1. EXTRAORTZINARY =
MURTERS

> Dupin, | bring terrifying news

Y :
2. THE WITNESSES!

rEéTIM()NIALe
3. 222 ] A horrific event! Here, the Gazette des Tribunaux

Y. 222

sipegpasy g\

Review the evidence Is it already *** published in the newspaper? E

Indeed. already published in the newspaper.
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CROWDSOURCING FOR LANGUAGE LEARNING APPLICATIONS

a ] DialogDungeon prototype
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Detective stories

THE MURVERS IN
THE RUE MORGUE

1. EXTRAORTZINARY =
MURTERS

2. THE WITNESSES!
TESTIMONIALS

[a)@)a)al
3. 222

Y. 222

'S Review the evidence

v Frederik Cornillie

sergeant ™

You are in your apartment. reading a book on 4th-century Arabic logic,
when suddenly the police prefect knocks and enters

Dupin, | bring terrifying news

A horrific event! Here, the Gazette des Tribunaux

Is it already = published in the newspaper? = u

Your response could be entirely correct, but we expected a verb here.

Indeed, already published in the newspaper.

1024x768

Cornillieetal, 2013
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CROWDSOURCING FOR LANGUAGE LEARNING APPLICATIONS

Detective stories

THE MURTERS IN
THE RUE MORGLIE

1. EXTRACREINARY = p»
| MURDERS

b

. THE WITNESSES!
"'EF.!"'IMO‘\IAL&
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3. PP
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'S Review the evidence
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A double murder ... Surely that was the greatest amount of blood I've
seen in years.

Other detectives said:

Have both victims been identified?
Have the victims been identified?
Are the victims identified?

Have both victims been identified ?
Did they identify the victims?

Are both victims identified?

See more ..

Yes, both victims identified. A certain Madame I'Esplanaye and her
daughter.

- \

“Your response could be entirety correct, but we expected a verb here.

Yes, both victims identified. A certain Madame 'Esplanaye and her
daughter.

Cornillie et al,, 2013
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WHY CROWDSOURCING FOR LANGUAGE LEARNING
A COUPLE OF ARGUMENTS

the educator’s perspective = Because we want to personalize our learning environment for
each individual learner

= Because we believe language awareness has a great impact on
learning

= Because storytelling is so much more interesting when the
audience is actively involved (e.g. fan fiction)

the language learning = Because we want to understand learning processes

researcher’s perspective = Because language is a complex dynamic system, equally shaped
by language learners as by ‘native speakers’

the developer’s perspective = Because we were too lazy to finish our content before
releasing ©

‘imec itec [T ] PUBLIC



WHY NOT CROWDSOURCING

ISN'T IT GREAT?
WE HAVE TO
PAY NOTHING

FOR THE BARN
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geek & poke

AND EVEN
THE FOOD

PIGS TALKING ABOLUT THE
"FREE" MODEL
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OK CROWDSOURCING - BUT HOW ?
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Quest Log Ix1
Y All i Track Quest Quests: 19/25
= Ashenvale &
Elemental Bracers =
The Lost Chalice
Velin

Never Again!
=) Blackfathom Deeps
~ — -

ELINOE STARSGNG
peak with Thyn'tel Bladeweaver at the
arrior's Terrace in Darnassus.

DESCRIPTION

Velinde Starsong was my predecessor
here in Ashenvale Forest. At first it
iSeemed she had the situation in
iFelwood under control, but little by
little her efforts faltered. One day, she
Simply disappeared.

I was sent here to continue her work.
I'm afraid | know nothing of the
priestess, however. Perhaps Thyn'tel
Bladeweaver, one of the commanders
Of the Sentinels, knows further details
herdisappearance that | was. .o

bandon Quest JI

Share Quest




Players engage in ...

= meaningful attention to and appropriation of linguistically complex texts (Thorne, Fischer, & Lu,
2012; Piirainen-Marsh & Tainio, 2009)

= high-stakes communicative activity with other players, often in plurilingual settings (Thorne,
2008; Zheng, Newgarden, & Young, 2012)

= construction of scientific discourse (Steinkuehler & Duncan, 2009)

Time spent on gaming correlates with measures of L2 proficiency (Kuppens, 2010; Sylvén
& Sundqpvist, 2012)



GAMES AND L2 LEARNING ‘IN THEWILD’: TASK-BASED !

Super Mario

non-linguistic goals
meaningful use of language
scenarios and mechanics

interactivity and feedback

Baltra, 1990; Cornillie, Thorne, & Desmet, 2012; Garcia-Carbonell, Rising, Montero, & Watts, 200 |; Mawer & Stanley, 201 |; Purushotma et al.,

2009; ...
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TRANSLATING INSIGHTS
FROM GAME-BASED LEARNING ‘IN THEWILD’
TO INSTRUCTED L2 SETTINGS ?



GAMES AND INSTRUCTED L2 LEARNING

€ € the reflex fallacy ... the assumption that it is our job to re-create in
our classrooms the natural conditions of acquisition present in the
external environment. Instead, what we want to do as language
teachers, it seems to me, is to improve upon natural acquisition, not
emulate it ... we want to accelerate the actual rate of acquisition
beyond what the students could achieve on their own
accelerating natural learning is, after all, the purpose of formal )
education

Diane Larsen-Freeman, 2003, p. 20
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HOW TO EFFECTIVELY SUPPORT L2 LEARNER ENGAGEMENT ?

L2 learner engagement

intrinsically motivated
primarily focused on meaning

attention to linguistic form

feedback

‘imec  itec [T e c



HOW TO EFFECTIVELY SUPPORT L2 LEARNER ENGAGEMENT ?

L2 learner engagement

intrinsically motivated

primarily focused on meaning

SLA
perspective

attention to linguistic form

feedback

‘imec  itec [T s c



TACKLING THE MOTIVATION ISSUE THROUGH FEEDBACK
LOOKING BEYOND THE OBVIOUS QUICK WINS Your language garden s about to dry out! e

busuu.com to me sho s Apr 11 (12 days ago) |+ Reply | v |

-
i busuu.com - the language learning community!

Hom: -
2 Hello fcornillie,
\Welcome to your progress report from busuu.com! Please have a look at your
Mygrapefruit learning activity:
‘Spanish skill tree Stream B ypkitarmn
Brushing up my high school Language Activity Recent Total
. — Spanish, trying to leam French &
Practice PA | Basics 1 German (and any other language English
@+10 ] MMWQ that pops up) while waiting for Learning Units finished
dapeness D1.:DI Start learning
Phrases Animals | 137 Following 104 Followers Vocabularies studied
!’J Mastered () ® | 9
Plurals i ress
[W Mastorod @ s_'“""h prog Become a Premium user and set a goal now!
= & 8
£ o Giothing @ 201/500 in lovel 7
] [T Mastered (/ ag—9
& —— —— @ 2 o0 W—— You have not finished a Learning Unit yet!
RW";MW e mm At busuu.com we offer for free more than 150 Leaming Units covering several topics! Start now
—{E=n 0 using our interactive learning material by clicking here.
Complete your profile!
_ Daily progress Tell the busuu.com community more about yourself by visiting your settings page and entering
& o) more Information about yourself!
Wed | Thu Fri Sat Sun  Mon @ Tue
g Y our activity
o 'ﬁ' & et ket Onfy 20 busuu-berries are missing to reach
Get skill points every day for best results
== () Send me a daily reminder email
= 220 ‘ *
30
{z‘ <\‘ Correct other people's posts!
J’ f Help others with their exercises and earn corrector badges!
& 7 Click here to start correctin

Upgrade now!

At
Beost your language skills by using our Premium functions ‘-‘_p
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TACKLING THE MOTIVATION ISSUE THROUGH FEEDBACK
LOOKING BEYOND THE OBVIOUS QUICK WINS

Score: 964,000,000,000,000

(You rock!)

Earn 1,000,000,000,000 points

Credits: Sebastian Deterding
‘imec itec [T 2 PUBLIC



WELL-DESIGNED GAMES
OFTEN MORE ABOUT FAILING THAN ABOUT WINNING

‘unec

itec  [IET

The Art of Failure

An Essay on the Pain of Playing Video Games

Jesper Juul
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FAILURE STATES ARE FUN

6 Worlds
125 Themed Stages

Ravaja, N., Saari, T., Salminen, M., Laarni, J., & Kallinen, K. (2006). Phasic Emotional Reactions to Video Game Events: A Psychophysiological
Investigation. Media Psychology, 8(4), 343-367.
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POSITIVE FAILURE FEEDBACK

a vivid demonstration of

the players’ agency in the game

W @avantgame
"M Jane McGonigal

Reality Is Broken:Why Games Make Us Better
and How They Can Change the World (201 1)

‘mec tec EERE 0 c



HOW TO EFFECTIVELY SUPPORT L2 LEARNER ENGAGEMENT ?

L2 learner engagement

intrinsically motivated

primarily focused on meaning
Game
studies

perspective

attention to linguistic form

feedback
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NEGATIVE FEEDBACK IN INSTRUCTED L2 LEARNING
IT CAN BE POWERFUL

= Meta-analysis Hattie & Timperley, 2007:
= Average effect of instruction:d = .40
= Average effect of feedback:d = .79
= Meta-analyses on corrective feedback in SLA (Li, 2010; Lyster & Saito, 2010; Russell &
Spada, 2006):
= 6l <d<lI.l
= -> large variation between studies !
= Type of environment (e.g. classroom vs. research lab)

= |Individual differences of learners

= Type of corrective feedback

‘imec itec [T 2 PUBLIC



TYPES OF CORRECTIVE FEEDBACK
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Have you seen much dragons around? J

IMPLICIT

\
\
‘V
\

\
\
\
\
\
\

x Have you seen much dragons around?

T—

Not many ... { recast
'V
\

|

w

‘Dragons’ is a countable noun,
and it is plural. In English,
countable nouns in the plural go
with the word many, not much.

prompt

with meta-
linguistic

\

information

4

A

v
EXPLICIT
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BUT DO WE REALLY WANT THIS IN GAMES ?

‘unec

tec [0

Have you seen much dragons around?

. A
Not many ... (
A
corrective
learner - feedback
language
x Have you seen much dragons around?
S J

|

‘Dragons’ is a countable noun,
and it is plural. In English,
countable nouns in the plural go
with the word many, not much.

|

IMPLICIT

recast

prompt

with meta-
linguistic
information

v
EXPLICIT

A
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GAMES AND INSTRUCTED L2 LEARNING

€C Rather than choosing between subtle feedback mechanisms that are
ineffective, and explicit feedback mechanisms that are jarring and
intrusive, it is critical that game designers form creative feedback
mechanisms that can be both unabashfully explicit yet
humorous and playful enough to actually have a positive impact on 99
the learner's experience when they ‘make mistakes’

Purushotma, Thorne, and Wheatley, 2009
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EFFECTIVENESS OF GAME-BASED CORRECTIVE FEEDBACK
KEY VARIABLES AND CRITERIA

explicit

L2 —>

knowledge

implicit
L2
knowledge

|

eeeeee

intrinsic
motivation

———< o -

perceived
usefulness

———————————————————————————
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KEY STUDIES ON GAME-BASED CORRECTIVE FEEDBACK



EFFECTIVENESS OF GAME-BASED CF: KEY CRITERIA

| — Learners must be sensitive to game-based corrective feedback.

‘imec itec [T



PLAYERS ATTEND TO LINGUISTIC FORM AND GIVE PEERS FEEDBACK

38.
39.
40.
41.
42.
43.
44,
45.
46.
47.
43.
49.
50.
51.
52.

Meme:
Zomn;
Meme:
Meme:
Meme:
Zomn:
Meme:
Zomn:
Zomn:
Meme:
Meme:
Zomn:
Meme:
Zomn:
Meme:

do you get any exp off of these if you kill them? if so lets party

lets .... for 3k

sounds good, so what did what i said before mean?
1 was just asking my friend from ukraine what to say

and don't know what it means
it wasnt right ... but kinnda 'kiss my
haha are you serious? i'm going to k

ass'

il him enrrv ahont that

ahhh np :)))) [no problem]

u can kill him now :))))

yeah, I will once I get home, he's in
and I'm off at college

tell him that u got an interpriter now
will do haha

1s 'interpriter’ right ? :((

it's actually interpreter, but that was

53.
54.
55.
56.
57.
38.
59.
60.
61.
62.

Zomn:
Zomn:
Meme:
Zomn:
Zomn;
Meme;
Meme:
Zomn:
Meme:
Meme:

1) .. dont u mind if i add u to friend list ?

yeah :)

go ahead, i'll add you too and we can group again sometime
sure :))

nice too meet u //

you too, | forget how to spell goodbye in russian, dasvidania?
Is that sort of close?

it is right ... or ... just 'poka’

alright, thanks

see ya

Thorne, S. L. (2008). Transcultural Communication in Open Internet Environments and Massively Multiplayer Online Games. In S. S.
Magnan (Ed.), Mediating Discourse Online (pp. 305—327). Amsterdam: John Benjamins.
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MANIPULATING CF IN AN OFF-THE-SHELF RPG
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MANIPULATING CF IN AN OFF-THE-SHELF RPG

Hannah Hartley: How

I'm Hannah Hartley

i to this fair, thes

"2

r at the University o

feedback level 1

feedback level 2

feedback level 3

DIALOGUE STATE

KNOWLEDGE OF RESULTS

WRITTEN CORRECT
RESPONSE

WRITTEN
METAPRAGMATIC
EXPLANATION

CHARACTER’S SPOKEN
RESPONSE

pause

yes

yes

yes

delayed

‘explicit’

pause

yes

yes

on demand

delayed

continue

yes

no

on demand

immediate

‘implicit’

Cornillie, F, Clarebout, G., & Desmet, P. (2012). Between learning and playing? Exploring learners’ perceptions of corrective feedback in an
immersive game for English pragmatics. ReCALL, 24(3), 257-278.
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EXPLICIT CF DOES NOT INTERFEREWITH MOTIVATION

perceptions of explicit vs. implicit CF correlations ‘motivation’ — explicit CF
[ 2 3. 4
| | ° I.|‘ntr'|ns.|c goal . 03 14 31 *
°©q . | . orientation
[ToR [ | i .
: ! 2. perceived o 26 33 %
= T ' competence
o] ° i 3. game — 34 %
o~ experience
l l
fb_exp fb_imp 4. perception of
explicit
p < .00l feedback
*p<.05

Cornillie, F, Clarebout, G., & Desmet, P. (2012). Between learning and playing? Exploring learners’ perceptions of corrective feedback in an
immersive game for English pragmatics. ReCALL, 24(3), 257-278.
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EXPLICIT CF DOES NOT INTERFEREWITH MOTIVATION

| think a combination [of explicit and implicit CF]
would be best ... when the NPC responds

‘incorrectly’, as this one does here, that shakes you
up a bit.

Cornillie, F, Clarebout, G., & Desmet, P. (2012). Between learning and playing? Exploring learners’ perceptions of corrective feedback in an
immersive game for English pragmatics. ReCALL, 24(3), 257-278.
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GAMIFYING EXPLICIT CORRECTIVE FEEDBACK
@ x1 o

HE INVENTED THEM THE FINAL
RECIPE.

-~

incorrect correct
(F) W)

Cornillie, F., & Desmet, P. (2013). Seeking out fun failure: how positive failure feedback could enhance the instructional effectiveness of CALL mini-
games. In Global perspectives on Computer-Assisted Language Learning. Proceedings of WorldCALL 2013 (pp. 64—68). University of Ulster.
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EMBEDDING EXPLICIT CF IN A SAFE REPRESENTATIONAL CONTEXT

I REPORTEV HIM THE SECRET OF r
THE RECIPE.

incorrect

)

Cornillie, F., & Desmet, P. (2013). Seeking out fun failure: how positive failure feedback could enhance the instructional effectiveness of CALL mini-
games. In Global perspectives on Computer-Assisted Language Learning. Proceedings of WorldCALL 2013 (pp. 64—68). University of Ulster.
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EMBEDDING EXPLICIT CF IN A SAFE REPRESENTATIONAL CONTEXT

I REPORTEDV HIM THE SECRET OF r
THE RECIPE.

Cornillie, F., & Desmet, P. (2013). Seeking out fun failure: how positive failure feedback could enhance the instructional effectiveness of CALL mini-
games. In Global perspectives on Computer-Assisted Language Learning. Proceedings of WorldCALL 2013 (pp. 64—68). University of Ulster.

‘imec itec [T PUBLIC



EMBEDDING EXPLICIT CF IN A SAFE REPRESENTATIONAL CONTEXT

¢¢ The distinguishing feature of the emotions we feel in a
representational context is that there is no threat of pain or harm 99
in the real world.

W @blaurel

Brenda Laurel

Computers as Theatre (1993)
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CF IN A SAFE REPRESENTATIONAL CONTEXT AIDS MOTIVATION

fantasy fantasy
vivid CF

no fantasy

HE INVENTED THEM THE FINAL - HE HASN'T PICTATEV ME THE y HE INTROPUCEDP ME THE BOSS r
RECIPE. > d SECRET RECIPE. 2 d OF THE COMPANY.

incorrect correct

v
immersion 2,91 3,43 3,84
competence 401 4,56 4,28
t - t

Cornillie, F., & Desmet, P. (2013). Seeking out fun failure: how positive failure feedback could enhance the instructional effectiveness of CALL mini-
games. In Global perspectives on Computer-Assisted Language Learning. Proceedings of WorldCALL 2013 (pp. 64—68). University of Ulster.
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EFFECTIVENESS OF GAME-BASED CF: KEY CRITERIA

2 — Learners must use it.
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USE OF METALINGUISTIC HINTS IN SEMI-OPEN HCI DIALOGUES

TrYyYyY
Tell me more. 'K,

A horrific event! Here, the Gazette des Tribunaux.

2. THE WITNESSES!
TESTIMONIALS

= b

L by

Review the evidence

EENNA

b

“our response could be entirety correct, but we expected a verb here.

Indeed, already published in the newspaper.

Cornillie, F, Lagatie, R.,Vandewaetere, M., Clarebout, G., & Desmet, P. (2013).Tools that detectives use: in search of learner-related
determinants for usage of optional feedback in a written murder mystery. In P. Hubbard, M. Schulze, & B. Smith (Eds.), Learner-
Computer Interaction in Language Education. San Marcos, TX: Computer Assisted Language Instruction Consortium (CALICO).
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LARGEVARIATION IN USE OF HINTS,AFFECTED BY PRIOR KNOWLEDGE

use of optional feedback = number of times clicked / number highlighted tokens
M = .40 ; SD = .26; range between .03 and 1.02

Variable 1. 2. 3. 1 5. 6.
1. usage of optional CF — -.08 59** .03 -02 .03
2. perceived usefulness — -.05 -.23 44 -.16
3. MKT — .09 A5 .26
4. GJT (ungrammatical items) — -.13 .02
5. task approach — 27
6. other approach —

Table 6: Pearson'’s correlation coefficients for research question 3,
adjusted for multiple comparisons using Holm’s method (** p < .01; * p <£.05)

Cornillie, F, Lagatie, R.,Vandewaetere, M., Clarebout, G., & Desmet, P. (2013).Tools that detectives use: in search of learner-related
determinants for usage of optional feedback in a written murder mystery. In P. Hubbard, M. Schulze, & B. Smith (Eds.), Learner-
Computer Interaction in Language Education. San Marcos, TX: Computer Assisted Language Instruction Consortium (CALICO).
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EFFECTIVENESS OF GAME-BASED CF: KEY CRITERIA

3 — It must be usable (i.e. support learning).
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IMPLICIT CORRECTIVE FEEDBACK IS NOT EFFECTIVE

“the branching mechanism used to interact
with [non-player characters] may not have
Dices.. ) been sufficiently explicit for the learners to

Disculpe por no lo haber hecho

antes. Pues, todavia hay mucho . . . ”»
Hompoante de a feta. Lo notice pragmatic differences
ayudo ahora.

Lo siento mucho.

Disculpe. Suerte con la fiesta
esta tarde.

<Como?

Croquelandia

Sykes, J. M. (2008). A dynamic approach to social interaction. Synthetic immersive environments & Spanish pragmatics. University of Minnesota.
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EXPLICIT
CFIN MIN
I-GAMES EMBEDDED IN MU
RDER MY
STERY
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Chapter 4

The
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Chapter3

An unexpected heir

Murder fora recipe?
Amystery pased onthe true storY of Cocar! - Cola*
Chapte? 1
An unusual series of events i1, yhe 1ab of Coca-Cold
apanta, Geordid (United States of America) ~ 4:12
yen suddendy 6 (elephone rang
puuhmg
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afternooh nap.
this privai® detel

cleared \tse\f of W » become e perfect
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arlowe, this is Ruth Webb, execuuve secretaryt of The €
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«giello, Mr Mark
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)

press SPACE

correct
)
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EXPLICIT
CFIN MIN
I-GAMES EMBEDDED IN MU
RDER MY
STERY

Chapter 4

The
phone ¢
all that
closed

Chapter 3

An unexpected heir

® 250

'YOUR BEST: 10

Chapter 2

LY
e early history of

I THOUG
HT WE P
UT L
LEAVES IN THE KErTE%LECOCA

Murder fora recipe?
story of Cot - Cola®

Amystery pased on the TUe

Chapte? 1

1ab of Coca-Cola
incorrect

An unusual series of events i1, the

gia (Unied S5 of America) =

Aflanta, Geor

yen suddendy 6 (elephone rang
the o veceiver; nearly pu:hmg

1was (\uzmg offt in®

One 1azy Friday afternoot
sravtled by the aoise that Was spat oul o the device”
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EXPLICIT CF IN MINI-GAMES EMBEDDED IN MURDER MYSTERY

‘unec

week

WEEK 1:
classsessionl

WEEK 1-2:
home session1

WEEK 3:
classsession2

WEEK 3-4:
home session 2

WEEK 5:
classsession3

phase

10

random assignment (N =126)

estimated time

treatment 1

!

treatment 2

|

=3
=1

consent form, pre-tests

.

20

grammar instruction and test

|

w‘

reading and discussion, part 1

.

.

practice part 1
+
ML CF

practice part 1
+
KR CF

.

.

20|

reading and discussion, part 2

!

!

15

20

practice part 2
+
ML CF

practice part 2
+
KR CF

!

!

o |

reading and discussion, part 3

.

25 ‘

post-tests and questionnaire
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TARGET CONSTRUCTIONS

= quantifiers (QNT)
" no distinction between count-uncount nouns in Dutch
= Copies of Coca-Cola use fewer ingredients / less sugar | ?*less ingredients.
= Kopieén van het Coca-Cola recept gebruiken minder ingrediénten/suiker.
= simple rule system
= verbs with two objects (V20)
= dative (to-) alternation and benefactive (for-) alternation

= ‘Latinate verb stem’ constraint for double object construction has no equivalent in Dutch
= *Pemberton revealed me the secret formula.
= Pemberton onthulde mij het geheime recept.

= complex rule system

‘imec itec [T 5 PUBLIC



PRE-POSTTEST DATA

METALINGUISTIC CFAFFECTS EXPLICIT KNOWLEDGE DEVELOPMENT

- [ E——

You work as a pharmacist for Johnson & Johnson, and have just
. - . . improved the recipe of a painkiller. You are in your boss's office, and
Brasil missed less penalties than Argentina. want to convince him o produce your improved version of the
painkiller. You think that an convince him by saying that the
q a nyonnarwwms eeded to mak lhapa inkiller is much smaller

My new recipe is better than the old one, because it uses

0~
written reception written production
(automatized explicit knowledge?) (explicit knowledge)
added value of
+ ++

metalinguistic CF ?

Candler

elicited oral production
(implicit knowledge?)

Cornillie, F., Van den Branden, K., & Desmet, P. (2015). From language play to linguistic form and back again. Lessons from an experimental study for the
design of task-based language practice supported by games. In |. Colpaert, A. Aerts, M. Oberhofer, & M. Gutiérez-Colén Plana (Eds.), Proceedings of
XVlIth International CALL Conference. Task design and CALL. 6-8 July 2015. Tarragona, Spain (pp. 214-222). Antwerp: Universiteit Antwerpen.
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PROCESS DATA
METALINGUISTIC CF SPEEDS UP LEARNING OF SIMPLE RULES ONLY

weeks -2 weeks 3-4

2 3 4 5 6 7 8 9 10
I |

2 3 4 5 6 7 B 9 10
1 Il 1 Il Il Il Il Il Il Il Il Il 1 L 1 L 1 L 1 L L L 1l L L L L L 1
problem - QNT problem : V20 problem : QNT problem : V20

09 0.9 =
5 z "
g os r R =
accurac g === g
@ ’—’ @
5 o7 -7 =t 5 07 =
i1 - - o
E 5Z = E
- ’;’
0647 .2 F 06 F
-
. o e .
-,
""" metalinguistic NETFITETE RN EE N R N S RN
2 3 4 5 6 T 8 9 10 2 3 4 5 6 7 8 9 10
session number session number
knowledge
2 3 4 5 6 T 8 9 10 2 3 4 5 6 T 8 9 10
Of reSUItS \\\\\\\\\\\\\\\\\\
problem - QNT problem : V20
54 54
2 4 2 4
. . 3 3
reaction time 5 5 3
& &
8 4
5 24 g2 S
5] o .
£ £ ~
1 1 T
0 N m W mmmm N N N W Emm 0 e EE® H mEEEE NN
\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\
2 3 4 5 & T 8 9 {0 2 3 4 5 6 T 8 9 10
session humber session number

Cornillie, F., Van den Noortgate, W., Van den Branden, K., & Desmet, P. (2017). Examining focused L2 practice: from in vitro to in vivo. Language Learning &
Technology, 21(1), 121-145.
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SUGGESTIONS FOR CROWDSOURCING-BASED L2 LEARNING

Detective stories

THE MURTVERS IN
THE RUE MORGUE

11 EXTRACRZINARY =
| MURTERS
o

LN

A double murder

SEEN In years.

... Surely that was the greatest amount of blood I've

Other detectives said:

Have both victims been identified?
Have the victims been identified?
Are the victims identified?

Did they identify the victims?
Are both victims identified?

es, both victims identified. A certain Madame I'Esplanaye and her
aughter.

victims identified. A certain Madame I'Esplanaye and her

‘imec itec [T

If done well, corrective feedback can be
very effective (for explicit knowledge
development).

Consider involving L2 learners in its
development, through implicit or explicit
crowdsourcing ?

Gamification is more than pointsification.
Consider your player types !

Corrective feedback and gaming go well
together.

Consider creative feedback options in order
to support learner motivation.
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