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Abstract

This bachelor thesis examines the possibilities ¢chenputer assisted language learning
(CALL) games might provide to learners of Englishaasecond or foreign language in
vocabulary learning.

Since the prominent focus is on the practical pamty a limited selection of relevant
theories and concepts about vocabulary learningGhidL technologies in general is
provided in the theoretical part. The practicalt patroduces an originally designed and
programmed CALL vocabulary game and audits its tionality and helpfulness in
vocabulary learning process of high school Englisisecond language students through
an experiment and a questionnaire survey. Thetseawd analyzed in the last chapter

and improvements and further extensions to the gameroposed.
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Anotace

Tato bakalgskd prace zkouma moZznosti, které nabiziitpbové vyukové hry
studentim anglttiny jako ciziho jazyka v problematicéeni slovni zasoby.

Vzhledem k tomu, Zeiaz prace je kladeny na praktickéast, sklada se teoreticka
cast z omezeného v§tu relevantnich teorii a koncépv oblasti osvojovani slovni
zasoby a pétacovych vyukovych technologii. Praktick&st gedstavuje fpvodni
autorsky navrzenou a naprogramovanouitadovou vyukovou hru na roz€ivani
slovni zasoby a naslediprowtuje jeji funkinost a napomocnost préstnictvim
experimentu a dotaznikového i&sti mezi gedoskolskymi studenty angliny.
Posledni kapitola nabizi analyzu vyslédkyzkumu a navrhuje mozné vylepSeni a
rozS8teni gredstavené hry do budoucnosti.

Kli éova slova

uceni jazyka za pomoci paace, weni slovni zasoby, slovni hry
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1. Introduction

The main purpose of language is information tramsWdcabulary is central to any
language, because words carry most of the semeaailtie of a message. Students of
second or foreign language might have perfectly tenad grammatical rules, but
without the appropriate knowledge of vocabularyytill not be able to express the
intended meaning.

Vocabulary learning is, however, very often thersewof many troubles to second (and
foreign) language students. Several levels of &iracof a single lexical item, some of
them frequently irregular, must be adopted by anka In addition to this, a
considerable number of these items have to be mdsteven for the basic
communication.

Many of vocabulary learning strategies are basedrepetition. Since vocabulary
learning is a never ending task (due to the extheraege and open structure of the
lexicon), it might become extremely boring and @pgently unpopular among
students.

This thesis investigates what the role of intek@cttomputer assisted language learning
(CALL) vocabulary games in the process of Englishcabulary acquisition is,
particularly how they can avoid the tedious repeditess in vocabulary learning,
mostly through a case study experiment describégeipractical part.

The scope of the thesis lies in intersection oksaMields of interest; most obviously it
is on the boundary of teaching English as FL amdmgder science. Although only a
limited selection of relevant concepts from Englighguistics is discussed in the
theoretical part, orientation in both fields ofdrgst was inevitable. The source code of
the programmed application described in the prakpart (that is fully the product of
the author of this thesis) has nearly 3 000 linbg, database of the experiment
comprises more than 15 000 lines of data and tmeemuinternal dictionary of the
application consists of 2 041 entries that were mted by the author. Brief technical
specification of the application is attachedapendix 1

Unfortunately, during the research of sources lhar theoretical part | encountered a
problem with the lack of relevant literature degliwith the very specific problem of

vocabulary acquisition in CALL and gaming enviromtgethat would not be outdated.



Therefore | decided to discuss more general sowandsconcepts. Consequently, the
theoretical part provides only basic informatioroaibthe English vocabulary (as the
material that will be presented to students in gaene), a brief introduction of two

theories about vocabulary acquisition that aréeeihistorically or functionally, related

to CALL technologies and finally, the theoreticahrpis concluded with a brief

discussion of characteristics and benefits thaegdrCALL environments and games
have.

Consequently, the main focus is on the practical. pis primary aim is to design an

efficient and engaging CALL vocabulary game usingdern, stable and secure
programming techniques. The game was then testedgooup of high school students
who study English as FL. Concepts introduced in tineoretical part are further

developed and applied to specific features of traegyin some chapters of the practical
part.

The hypothesis of the experiment is that studeihis will acquire new lexical items by

playing this game will achieve better results woaabulary test than those who will use
non-CALL based learning strategies. Moreover, iexpected that students who will

play the game will become more engaged in the gsgoé vocabulary learning than

usually (when they use non-CALL based strategies).



2. Theoretical Part

2.1 English Vocabulary

Relevant Terms and Basic Concepts

In its broadest sensepcabularycan be defined as the set of all words that erist
language. Vocabulary of any language contains a& hugnber of lexical items and
therefore“there is no larger task than to look for order angp the hundreds of
thousands of words which comprise the lexic@@rystal 117).

When discussing vocabulary learning processes,iihportant to bear in mind several
facts about the material to be learnt — lexemestla@id word forms.

First of all, lexemeis “a unit of lexical meaning, which exists regardlest any
inflectional endings it may have or the number ofdg it may contain”(Crystal 118).

It has several levels of structure that need tonbstered by a learner and these are (at
least) spelling (or the specific arrangement ofpbgeanes), pronunciation (the specific
sequence of phonemes) and the actual meaninggih@nsic value).

Secondly, learners do not need to acquire all ifferent word forms of a lexeme
separately, because the vast majority of them @apdsily inferred by application of
morphological rules onto the lexeme. Yet, it rersaandemanding task for a student to

learn sufficient number of lexemes to enable engagi conversation.

2.2 How Vocabulary Learning Processes Work

Although there are many language acquisition tlesorthey have been traditionally
focusing on syntax and morphology of the languadker than on vocabulary and as
Rod Ellis states‘Research has tended to ignore other levels of legg.” (5). He
further comments thaa little is known about L2 phonology, but almositining about
the acquisition of lexis.(Ellis R. 5).

Different authors take different factors into aceband there is no universal theory of
language acquisition. A distinction is often ma@éween the first language acquisition
and second language acquisition and even betweesettond language acquisition and

foreign language acquisition. The topic is alsoicdée, because it seems that there



cannot be any universal way in which all the indials acquire language, but there are
some general tendencies.

The theory about second language acquisition (St seems to be the most
frequently cited in relevant literature for CALL g@ations is Krashen’svionitor
Model.

The Monitor Model

Krashen’s theory of SLA was introduced in the ed®80s and is often referred to by
authors using different labels (for examplee Monitor Modelby Rod Ellis (261) or
The Input Modelby Underwood (12)). Central to the theory, theee fave hypotheses
which comprise different aspects and influencesdanguage learners. The complexity
of the theory might be the reason why it becam@muular among SLA researchers.
The five hypotheses (according to the terminologedu by Rod Ellis) areThe
acquisition learning hypothesis The natural order hypothesjs The Monitor
hypothesis The input hypothesisand finally The affective filter hypothesigEllis R.
261 — 263).

In the first hypothesis, clear distinction betweka conscious process of learning and
unconscious process of acquisition is made. Actijoiisis “a result of participating in
natural communication where the focus is on medniiidlis R. 261), while learning is
“most of what goes on in foreign language classroshen we are focusing on form
rather than on meaning(Underwood 13). The product of acquisitionkisowingthe
language, whereas the output of learningnewing abouthe languageThe ability to
describe the grammatical rules that results freamnlieg is suitable only for thdonitor
(which is discussed later).

The natural order hypothesiss based on SLA research and suggests that theaxe i
tendency among language learners to master somengtical aspects before others
and therefore when learners are exposed to thedgegn natural settings, they pick up
features of the language in a predictable ordexé¥er, Rod Ellis adds that when a
student is‘'engaged in tasks that require or permit the usengftalinguistic knowledge,
a different order will emerge(262).

The Monitor hypothesigntroduces‘a device that learners use to edit their language
performance”(Ellis R. 262). The Monitor operates on the leanatterial (not acquired).



Underwood points out that thdonitor works only if the language user knows the rule
and has enough time to think about its applicafi®). He further explains that this
might be the cause of why some students seemltim f@pplication of certain rules in a
conversation, although they have proved to makantin a grammar test.

The input hypothesigdocuses on what should be presented to learffrguisition will
take place if we provide our students with suffitiguantities of comprehensible input,
language they can understand and which is at thewel or just a bit beyond.”
(Underwood 18). The stress is on the content rdttam on grammatical aspects of the
language.

The last of the five hypotheses considers envirgriateeffects such as atmosphere in
the classroom or the attitude of a learner tow#ndssituation. RoughlyThe affective
filter hypothesissuggests that thdonitor is not the only filter in language production,
but factors such as motivation, self-confidenceamxiety will have a strong influence
on the performance of the learner.

To conclude, the most important implications of theory are that students should not
be taught grammatical rules, but rather exposethéonatural language so they can
acquire the language in a natural orddne Monitor Model provided the theoretical
background for Communicative approach to CALL texbgies, which is discussed

later.

Implicit versus Explicit Learning

Krashen’s theory works with the unconscious proegss acquiring a language. These
processes are also referred to as implicit learpmegesses (or incidental learninghe
implicit learning theory suggests that simple exposure to the languadeisrily way
how a language can be acquired and the consciatrsrig is ineffective.

Nick Ellis argues that if the implicit learning try is sufficient to explain how
vocabulary is acquired, thefit carries a clear implication for the role of CAL
instruction in vocabulary acquisition, that is th&ALL has no other role than as a
means of exposing learner to comprehensible ingutsno better, but currently more
expensive, than bookgEllis 5). He provides an alternative to Krashetkisory and
claims that besides implicit learning, als&plicit metacognitive learningstrategies

(when appropriately used) are effective in vocatyudequisition.



As has been already discussed, when learning anoed several aspects (or levels of
structure of the word) must be learnt (or acquired)though it might seem
contradictory, Nick Ellis argues that both — imgliand also explicit learning takes
place while acquiring a new lexical item, bfihey apply to different aspects of
vocabulary acquisition” (Ellis, 5). He states that implicit learning is gfreat
significance in acquiring the formal features of texeme (which he refers to as I/0O —
the spelling and pronunciation of the word), anduréher claims thatthe mapping of
I/O to semantic and conceptual representations isognitive mediation dependent
upon explicit learning processegEllis N.).

The effectiveness of explicit learning ‘iseavily affected by depth of processing and
elaborative integration with semantic and conceptuswledge”(Ellis N.). The paper
covers several techniques Nick Ellis considers ¢oeffective, such as inferring the
meaning from context or consulting a dictionarypsorted by evidence from research
carried out by different authors.

2.3 Characteristics and Benefits of CALL Technologies and
CALL Games

CALL technologiescomprise all computer-based technologies that nioghused in the

process of language learning and teaching. Theseespecially different types of
computer-based presentation materials, programsmgnating and training specific
features of language, programs used for instargnoail communication as well as
different tools for creating and editing text.

An important characteristic of CALL technologiestlse attractiveness of computer
technologies as a tool for language teaching aachileg. Computers provide a modern
interactive environment that can work with differegpes of media such as text,
graphics or sounds and video. And although thealntbst might be high, this tool is
also economical, because a computer can implenmage Inumbers of different

approaches and techniques of language teachintyanihg.

More importantly for language teachers, CALL tedbgees are programmable. The
vast majority of languages show some degree oflaggu and therefore can be

described by rules.
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To teach and even more so to practise these ruigist ne extremely tedious for a
teacher because usually more than one explanatiarbasic concept is needed. At the
same time it might be stressful for a student whghinfeel embarrassed when even
after several explanations, he still does not fullglerstand the application of the rule.
CALL technologies are ideal to address this typesitfations, because the aspects of
language that are regular can be programmed aly @asthe rule about the specific
phenomenon can be stated. The program unloadep®itive task of correcting the
same mistakes over and over again off the teachbile it provides a secure
environment and an endlessly patient teacher fosthident. Higgins and Johns support
this argument and state tlfdthe computer is an obedient beast and will readilige on
the role of drudge if required to(9).

The possibility to store data in the computer mgngives rise to another important
feature of CALL programs — journaling history. Iigaod database model for recording
the user activity is proposed, then valuable stesisabout the most frequent errors
made by students can be compiled easily by therpnogand then analyzed by the
teacher. The possibility to track students’ progrssof great informative value — the
teacher can easily identify which aspects of thmctthave been mastered by students
and which need a more elaborate explanation.

Warschauer historically distinguishes three maiasgls of CALL approaches and these
arebehaviouristic communicativeandintegrative

In the first phase, language was treated as afdmhots that can be trained (Ellis R.
13). Therefore many of the early CALL behaviouaséipplications were extremely
simple drill and practice programs. The repetitwas seen as an essential part of
language learning (Warschauer).

The phase of communicative approach to CALL teabgies was based on implicit
language acquisition theory rather than on expliedrning strategies. Underwood
presented 13 premises foommunicative CALL (52 — 54) that were influenced by
Krashen’s Input Model. This approach denied theviptes behaviouristic perspective
and Underwood himself stressed tH#tere will be no drill” (Underwood 52).
Communicative CALLcan be characterised mostly by focus on contedt wsing
forms rather than the forms themselves (Underwady ®atural and comprehensible

input as described by Krashen (Underwood 52), figheotarget language exclusively
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(Warschauer) and interactivity — both learner-cotapu and learner-learner
(Warschauer).

Warschauer lists multimedia and hypermedia amorgg dieps towardsntegrative
CALL, because they creata more authentic learning environmently the natural
way in which they“combine reading, writing, speaking and listening & single
activity” (Warschauer). Internet is seen as the most immioaiad widespread medium
of current integrative CALL environment that mossigrves as a platform for searching
vast amounts of specialised material in English andbles instant communication
among language learners.

Although the phases are distinct and they also gedm contradictory (most strikingly
the communicative versus behaviouristic phase), sé¥euer claims that'the
introduction of a new phase does not necessaritgilerejecting the programs and
methods of a previous phase; rather the old is wuiesl within the new. In addition, the
phases do not gain prominence one fell swoop, bke, all innovations, gain
acceptance slowly and unevenlyThis important fact enabled the programmers and
teachers to combine the most beneficial featuresvefy approach in design of new
CALL applications.

Another division of CALL programs is introduced blppe et al. They presented four
main categories and these are tutorials, drill prattice programs, problem solving
programs, simulations and games (Hope et al. 1uforibls are simple presentation
materials that feature tables, charts, definitiand often hyperlinks that make them
interactive. Drill and practice assumes that sttelevere previously explained a rule
and serve a&a fast-paced check on discrete points in the stisleknowledge”(Hope
et al. 17). Problem solving programs are used &vgdr tasks than simple drills.
Students are offered more alternatives how to naetiand the history of their choices
is usually recorded. Simulations are used to raf@ia@ real-life environment or situation
and they are therefore suitable for practisinglskiinally, games arévell-disguised
simulations” (Hope et al. 18) in which there is always somedkof obstacle to
overcome.

Drill and practice programs are suitable for vodabulearning, especially the formal

and often irregular levels of structure of a lexefl&élis N.). They provide a patient

12



teacher who gives immediate feedback to the stutiemé¢ essence of drill and practice
is controlled repetition with monitoring and feedka (Higgins and Johns 46).

The repetitiveness of drill and practice programsn¢ually becomes tedious. Higgins
and Johns provide a solution and state tAithough it can provide the student with
security, it can also be very boring in the longvriStudents have their own way of
avoiding this boredom, which is to turn the compudtdl into a game” (46).

A typical feature of ggameis competition, which is realized via a scoringteyn. The
scoring system might be either binary (victory weréoss, correct versus incorrect) or
accumulative (points are assigned based on the @adkplayer’'s performance, the
player who gains the most points is the winnery(jihs and Johns 46). A special type
of scoring is a gambling principle in whi¢the student is given a stock of points and
has to stake a certain number on the chance oingetihe right answer’(Higgins and
Johns 47). According to the number of players, gameht be divided into single-
player (the opponent is usually a computer or arofilayer) and multi-player type
(players work in a team to beat other teams oil falfyiven task). Higgins and Johns
(47 — 50) introduce different types of games basedhe task and also sketch their
possible realization as CALL vocabulary games. &xample, fruit machine games
applied to vocabulary teaching work as normal frodchines, but instead of pictures,
syllables forming a word are in the slots.

In general, CALL vocabulary games have all the athvges of any other CALL
program.“The only real difference between a game progrard amon-game program
appears to be that the user perceives it as a gatukiderwood 55) and besides
providing a secure, anonymous environment for miacf, these programs are also

engaging and fun.
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3. Practical Part

3.1 Aim of Experiment

The primary aim of the practical part of this tlsess to design and develop an
interactive CALL game for students that would h#Zlpm expand their vocabulary and
learn all the structural levels of new lexical i®orrectly. Moreover, this application
should be as flexible as possible, so that teaclwerdd be able to adjust it for the
specific needs that every group of students hasnmfortant factor was to use reliable
and foolproof programming techniques to ensure thatresulting application will be
stable, secure (“hacker proof”), easily accessablg user-friendly at the same time.
The secondary aim (which was also the aim of thEeement) was to test the designed
application in a real-life environment to find aubether the program is fully functional
and satisfies all the requirements stated above.

The stated hypothesis is that students who wily plee game, will score better in a
vocabulary test than other students. Moreover, Wi#enjoy the learning process more

than usually.
3.2 Game Design

User Environment Specification

The game is accessible from every computer wittnearnet connection and an Internet
browser, so students can practise not only duragular school lessons, but also at

home. It can be found on the servecabulary.hlavsa.net

The graphical design of the game is based on th&asi of dark colours (such as black
and dark brown), saturated red and white. This & wery typical of CALL

environments. They are usually not graphically, text-oriented and the choice of
colours is rather moderate. Motivation for this atiyence is to attract students'
attention. Since the graphical interface does mt¢riere with the purpose of the
application (it is given by the actual choice ofrd® in the game rather than by its

appearance), it is adjusted to the taste of teesadtowever, the preservation of

14



lucidity and easy orientation in the applicationswat the highest priority during the

graphical design.

Every student who wants to play the game must isseviin and unique username and
password to log in. Usernames and passwords witlisibuted by the teacher who

will therefore have the opportunity to track stutdéprogress.

s

vacabulary.hlavsa.net

I e B e s AP e eSS N
Sign in here!
*Username,

_'Passwo'rg‘l-j‘ __

&
E

Picture 1: Login page.

After logging into the application, the player ilsomed by a customized message
“Hello player's real name”and the default page displays is tmstructions The
welcome message is displayed in the upper rightezathroughout the whole session
and it should provide a personal touch.

The username (used to log in) and the name in #leome message may differ. This
fully depends on the teacher's decision. Usernamasonymous forms will provide a
comfortable feeling to the student, because ifdwees badly, none of the other players
will spot his “failure”. However, the welcome megsain which the student is
addressed by his real name will be a warning teahlght be, eventually, monitored by

the teacher. This should prevent the player froal & error guessing of words and

15



remind students that the game is not only amudmg,also a learning activity and

serious effort to recall the words is expected.

Instructions Play My scores Top 10 Logout

How to play this game

The aim of this game Is to help you with learming new vocabulary. Try to guess correctly as many words as you can!

You will be given a definition or a translation of a word in red bold letters. Type in the text area a word which you think might suit the
definitionftranslation. You will be always given the initial letter of the word

If you are not sure about the correct word, there are two types of hints that might help you. After each definition/translation there is a

littie question mark (@) When you place the cursor on this picture, you will get a hint about the word. This hint contains (at least)
the part of speech to which the word belongs and sometimes also prepositions and words which are frequently used with the word
Although this often might seem useless, this hint is very helpfull when you cannot decide about the correct word form (especially with
adverbs and adjectives). With negative words. this hint will provide you sufficient number of letters o distinguish the word from other
negative words with the same prefix

In case that the guestion mark picture hint did not help, try to click on the bution Get a letter. This button will reveal you the following
letter of the word. This type of hint is limited to the first 3 letters of each word

After each correctly (\/] entered word. your score will be raised by 10 points and the time remaining till the end of ihe game will be

raised by 10 seconds. However, if you fail (#) to guess the word, your score will be lowered by 3 points. Revealing a letier from the
word will cost you 1 point. The question mark hint does not affect your score

Initially, your score is 0 points and the time provided for the game is 60 seconds._ I you are lucky enough, you can play for hours

Anytime during the game, you can change the language mede of the game. You are allowed to choose from the following options
English, Slovak and Combined In English language mode, you will be given a definition of a word taken from an online
dictionary (Cambridge. MacMillan or Thesarus). If you choose the Slovak language mode option. you will be given a Slovak
transiation of the word (from www_slovnik.sk) which you are supposed to guess. The Combined language mode chooses randomly
among English definitions and Slovak translations

Picture 2: Instructions page.

Other modules of the game are listed in the menilenupper right corner under the
welcome message and these &lay, My scoresTOP 10andLogout The content that
will be displayed after clicking on each of thesenm labels should be self-evident
from its name.

SectionMy scoresprovides every player the opportunity to browse dwn history of
played games and earned scores. Also, the plajldsesshown how many times he has

entered the current table BOP 10scores.
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(2 vocabulary.hlavsa.net/myStats.php

Instructions Play My scores Top 10 Logout

Player's statistics for bujd
You have already played 7 game(s)

Player bujd has played games:

Login Score Time

bujd TEr Ll on 17th April at 22:07:44

bujd 7777 on 27th March at 19:13:58

bujd 5447 on 24th March at 20:38:32

bujd 3333 on 6th April at 20:24:07

bujd 1033 on 24th March at 12:29:43

bujd 114 on 24th March at 11:57.07

bujd 19 on 24th March at 11:53:21

You have entered the TOP 10 table with these scores:

Score Time FPlacement as...

11111 on 17th April at 22:07:44 as number 1

TrEr on 27th March at 19:13:58 as number 3

5447 on 24th March at 20:38:32 as number 5

3333 on 6th April at 20:24.07 as number 8

Picture 3: My scores page. The player is addressed by his real name in theamé message, while
only the anonymous login is shown in the scorestabl

The TOP 10section is a table, which lists ten best scoredestending order. Only the

anonymous username is displayed. If a player heseshthis table, his own username
will be highlighted in bold font. In this table, eny student has a relative comparison
with their classmates, but since the usernameararymous, the comparisons are not
personal. The only extractable information is hoany other distinct students scored

better or worse than the player did.
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Instructions Play My scores Top 10 Logout

TOP 10 Scores

Picture4: Top 10 page.

The actual principle of the game is very simples&hon the current modEr{glish to
English Slovak to Englistor Combinedl the application fetches a word from its internal
dictionary (the full description of the algorithra given inAppendix 9 along with its
definition (in English) or translation (in SlovakKihe first letter of the word is shown in
the main text box and the definition (or the tratish) of the word is provided above
this text box. The player enters his best guesstahe expected word into the text box.
The application then processes and evaluates #yens input. The game ends when
the player runs out of time provided for the game.

The score is adjusted after each submitted worde $horing system used is
accumulative. Although it might be motivating famse students to achieve the highest
score from the group, the most engaging featurthastime limit, which is flexibly
changed during the game. After each correctly gdesgord, the player is awarded
points as well as additional seconds to the timé liAfter a wrong guess only the score
is adjusted (usually lowered). This is similar be tgambling principle, but instead of

points, students get a stock of “seconds” whengdmme starts and they do not bet

18



anything (they just lose the time spent on recgltimee word). Students are not punished
for wrong answers (this feature is listed amongrises for communicative CALL
(Underwood 52)), the countdown continues natur&lyg.the other hand, the time limit
Is raised every time a student shows adequate ledgel | assume that this type of
scoring system might be a strong incentive to rebenunfamiliar words, because
students realize that only their knowledge will gréhem more time and thus score
more.

The number of points to be added or subtracted fr@score and the time gain are up
to the teacher’s decision. These attributes casebep in the application’s database by
the administrator.

. 1

D vocabulary.hlavsa.net/game.php

Instructions Play My scores Top 10 Logout

Choose language mode: English @ Slovak © Combined ©

vourscoreis: 13 Timeremaming: S |

relating to or based on very old customs, beliefs, or stories @

{traditional | | Getaletter | | Submitword | (ADJECTIVE)

g You have enfered: s. Correct answer is a success: the achievement of something that you planned to do or attempted to do

d the know-how (to do sth): knowledge that is needed to do something, usually something practical

g{ a foundation: an institution financed by a donation or legacy to aid research education, the arts, etc

Picture5: Play page. The process of game in English to English mode dithlayed hint. The history of
already played items is displayed below the mainlex.

Words in the application’s dictionary can be diwdato certain groups (called topics).
It is again the responsibility of the teacher toae a suitable key for sorting the words
into groups. These groups have an important at&iburequency of retrieval. It can be
set up by the administrator and causes words frogroap with higher value of
frequency attribute will be selected more frequetitan words from groups with lower
value attributes.
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Currently, there are two types of hints implementEde first hint is shown when a
player hovers with the mouse cursor over the qoestiark picture. Using this type of
hint does not cost the player any points. It miggrtain information about a word such
as the part of speech or any other additional métion (for example British versus
American spelling) which will be provided by theather. The second type of hint is
implemented as a button next to the main text bive “Get lettef button reveals the
following letter after a player clicks on it. Thisnt might be seen as more helpful, but
only first three letters can be revealed to thggiland every letter will cost the player a
certain number of points (the actual amount of {sowill be set by the administrator
after discussion with the teacher).

Although the game resembles drill and practice iapfpbns typical of behaviouristic
CALL (Warschauer), it also shows traces of commative and integrative CALL
programs. Though it is important to note that tfaatures of communicative and
integrative CALL will be implemented in my intendégure research (for more details

see chapteBuggestions for Further Extensions and Resgarch

The drill and practice character is preserved ipetidon of selected words and
accepting only one right answer. This is, howemegded to train the formal features of
words such as correct spelling.

On the other hand, the application cannot be tdeasea traditional behaviouristic drill
and practice program. Behaviourists looked at lagguas a set of trained habits and so
“there was little room for any active processing lbiye learner” (Ellis R. 13).
Behaviouristic CALL programs were trying to providdraining environment for these
habits.

When a student is playing tHenglish to Englishmode, he has to read the English
definition, process it and fully realize or memnyallisualize what is described in the
definition. This is not as simple and straightfordvaas it was in traditional
behaviouristic drill and practice programs.

Nick Ellis argues thatMetacognitevely sophisticated language learnersetoecause
they have cognitive strategies for inferring theamags of words, for enmeshing them
in the meaning networks of other words and concaptsimagery representations, and
mapping the surface forms to these rich meaningessmtations” The process of the

game is reversed to many of those listed by Nidis ki his paper.
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If we, for example, examine the process of meamfigrring from context, the first
input is the form of the word and the aim is toragt its meaning from context using
different strategies. In this game, the first inmuthe definition and consequently the
semantic value of the expected word. A student tbasearch the already existing
appropriate semantic field and find whether thera iword beginning with the letter
provided in the text box. The word form recallisgthe final step.

Moreover, all of this happens very quickly (duette time limit countdown) and
therefore | assume that even more cognitive praogss involved in the game and
therefore it reinforces the link between the forrmeamd sememe of a lexeme more
effectively than the method of meaning inference.

The communicativeness of the game consists innteractivity with the player and
among players. Except simple feedback (correctugessrong guess), the program
addresses the player by his real name and protiidéson player’s request. Due to the
time limit countdown and frequently changing defoms, the game is very dynamic.
One of the premises for communicative CALL applmas, as stated by Underwood,
was that they will not attempt to simulate whatlddoe done on a piece of paper (53).
It would be extremely hard to preserve such a dyoarharacter outside a CALL
environment. The possibility to receive a relateemparison with other students
enables interactivity among players.

The integrative character is granted by placeménh® game on the Internet and its

accessibility.
3.3 Design of Experiment

Respondents and procedure

Respondents tested in the experiment were 28 dtdged 14 to 15 from Gymnazium
Jura Hronca high school in Bratislava (Slovak Réipub

All of these students have five English lessonseakMeach lasts 45 minutes). Out of
these five, three lessons focus on vocabulary tegand practice, one is a grammar
lesson and the last one is a conversation clads avihative speaker. Every type of

lesson is taught by a different teacher. Duringekperiment, | was mainly in contact
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with the vocabulary lesson teacher (who will be radded as the teacher of
respondents).

Students are split into two groups of 14 studeotsHnglish lessons based on their
scores in a test at the beginning of the schoal (@eptember 2010). Teacher of both
groups explained, that they needed to separate letanpeginners from those who
knew at least something, but currently (April 2014¢ difference became fuzzy. As
was further reported by the teacher, the most istildifference is their English
grammar knowledge and the ability to participate anconversation. As to the
vocabulary knowledge, the groups can be treate@ moless equivalently, because the
was trying to compensate the differences. Theiellef English, as judged by the
teacher, is somewhere in between A2 and B1 on geera

Both of the groups received the same list of wahd$ students are expected to master
at the end of the school year (ggpendix 3. This list is a compilation of words that
frequently occur in FCE textbooks and the wordsdaveded into 77 rows and several
columns. Each column represents a category of a Wimr example person, verb,
negative, Slovak translation, etc.). The transtatiolumn is intentionally left empty.
Once a week or two, all students (in both groups)iastructed to learn a number of
rows from the provided word list (the usual numisedO rows). The following week
they have a short test in which they complete &etabthe same structure as the word
list itself, but all the words except the Slova&rislation are omitted. Usually, the test
consists of five rows from the original list anctBlovak translations are often tricky
and stylistically rather on the periphery of theiten (for examplezméate for
confusion. As the teacher of both groups said, how and ndrehe students will learn
these words is their own responsibility. He expdissstudents to actively work with
dictionaries and no other exercises are provideiaia these lexemes before the test.
After the test, students are supposed to use th@erad lexemes.

During the experiment, one group of students waestagroup and the other one was a
control group. Students from the control group wergtructed to learn vocabulary
items from the word list from row number 56 to romvmber 65 on Tuesday's lesson
(April 2011). Students from the test group were mstructed to learn anything, but
during their regular lesson in a computer labosator Thursday (the same week) each

student was given a unique login and passwordh®mgime and instructed to play this
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game for the whole lesson (45 minutes). These stadeere also given optional
homework — to play the game at home for anothenBfutes and preferably Bnglish

to Englishmode.

On Tuesday (the following week), both groups wekeey a surprise test focusing on
the newly learnt vocabulary.

While designing the experiment, two options of whadterial should be presented to
students were considered. The first option was each students words that are
semantically related. However, the second optionnoélated words from the word list
was chosen. There were two main reasons for thist Mhportantly, using this material
ensured very natural testing situation and nonth@fstudents noticed that they were a
part of an experiment. Secondly, as was pointedbguErten and Takin, there are
arguments against presenting new vocabulary itemsemantically related sets.
Furthermore, their research showed that young la2nkys recalled newly acquired
vocabulary better when it was presented in semahtianrelated sets (Erten and
Tekin).

Thus the structure of the words was not completddgirable for this particular
application. The most obvious problem, that wa® alery frequently the cause of
wrong guesses during the game, was incorrect fittiion of different word forms of
a lexeme (most frequently the identification ofeadijve versus adverb). Secondly, a
considerable number of the words (and not only ftbims particular word list) have
their negative form derived using a negative deiavel prefix, such ason- un-, im-,
etc. Since there is only a limited set of negapixefixes, the probability that two words
from the categoryNegativewill start with the same letter (and also with th&me
prefix) is considerably high. Also definitions aljactives and adverbs derived from the
same lexeme may be confusingly similar to eachrothe

This problem was solved using the hint that is ldigpd with the hover of the mouse
cursor on the question mark picture. In thstructions students were explicitly warned
not to underestimate the identification of the pafrtspeech and when not sure they
should check the hint. With the negative words, hive showed not only the part of
speech of the word, but also the first three or fetiers of the word (depending on the
length of the negative prefix), so that the studgot the initial letter of the root

morpheme.
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For this experimental procedure a total of 2 O4dtiesm was loaded into the application's
dictionary. The topics covered weiRows number 1 to 5Rows number 56 to 6and
Basic words(for a representative sample of dictionary entfiesn these topics see

Appendix 3 — Internal Dictionary of Game

The first topic included all the words from the wdist that students were supposed to
already know, while the second topic covered ned anfamiliar 10 rows from the
word list. TopicBasic wordswas compiled to enlarge the application’s dictignand
avoid frequent repetition of words that were faarilio students. It is a collection of 500
most commonly used nouns in English language, buwthach only those longer than
four letters were loaded into the database.

The English definitions were downloaded frolnttp://dictionary.cambridge.orgor

http://www.macmillandictionary.cothe Slovak translations were downloaded from

http://www.slovnik.sk

The frequency of words from the topRows number 56 to 6B higher than the
frequency of other words — in 20 fetched words ftbe application's dictionary at least
6 are from this topic. The frequency had to be caédly chosen — not very often
(otherwise the game will become very repetitive aadsequently boring), but also not
scarcely (in order to preserve the drill and pcactharacter of the application).

After discussion with the teacher, the scoringeysfor this experiment was set to +10
points and +10 seconds for each correct guess anpoits for a wrong guess.

Revealing the next letter cost the player -1 point.

Testing Procedure

As many models (such &ocabulary Knowledge ScalSegler et al.)) have suggested,
there is a significant difference and a long waygto between the stage of passive
recognition of a word“( have seen this word before and | guess it medr)sand the
full understanding of its morphological and semariiatures and active and correct
usage in communication. Considering this fact, étednine and measure the depth to
which the students of the experiment have acquired lexemes, testing method
different from the usual test had to be chosenab®e there is almost no space to
determine the students’ ability to use the wordsctommunicative purposes in the usual

test.
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The surprise test consisted of four exercises, &sting different dimension of lexical
knowledge. The first exercise was a matching egeraihere students had to match five
lexemes with their definitions (testing the pasgieognition of a lexeme). The second
exercise was a gap filling, in which students wanavided a set of lexemes in their root
forms and were asked to fill them into providedtsanes using the correct word. This
exercise tested the understanding of morpholodeztures and correct spelling. The
third exercise was a translational exercise tha mserted to test whether the students
understand stylistically rather marginal meaningd again, to test the correct spelling
when the root morpheme is not provided. The traiosiaexercise was also inserted
upon the request of the students’ teacher. Inabednd supposedly the most difficult
exercise, subjects were asked to give their owmitieh of the listed words and use
them in a meaningful sentence. It was orally se@sduring the test that simple
sentences from which the meaning of the lexicahita question would not be self-
evident, will not be accepted (for example for & keord hater sentences such as

Jane/She/My sister is a hatevere not accepted).

3.4 Results

The total score that could be achieved in the seqest was 25 points (1 point for each
correct answer). The full assessment of the tesvedsas an example of the test is
attached ag\ppendix 4 Not only new lexical items (frorRows number 56 to psvere
tested. To record possible differences betweentilte groups and also among the
individuals within a group, 7 (out of total 25 ptsh could be scored thanks to the
knowledge of older items (from rows numbered 405%) that the subjects should
already know and the teaching method was the sam®oth groups. In every exercise,
at least one item was a control.

In the tables below, results of the surprise t@sbbth groups are summarized.
Although the full score of 25 points was achievedydy two students (both from the
test group), the average total score and also #wian total score for the test group is
slightly below (1.04 and 2.00 points correspondipghe corresponding values for the
control group. This applies also for values of newabulary items (difference of 1.00

point and 2.50 points correspondingly). Howevers interesting that the median of the
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control score is higher in the test group than d¢beresponding value of the control

group (1.00 point difference).

Correctly
New The The time | guessed
Subject Total vocabulary Control number spelnt words/The
number Score (out score (out score | . ords playmg total
of 25) (out of 7) (in number of
of 18) played
seconds) played
words
1 13 11 2 899 6 290 0.58
2 13 10 3 1106 11010 0.57
3 16 13 3 239 1 660 0.49
4 16 11 5 438 3 950 0.90
5 18.5 12 6.5 161 2030 0.59
6 18.5 12.5 6 824 7010 0.84
7 21 14 7 850 6 660 0.69
8 23 18 5 348 3710 0.67
9 23.5 17.5 6 885 6 790 0.75
10 25 18 7 2185 18 610 0.84
11 25 18 7 3 322 26 290 0.78
Average 19.32 14.09 5.23
Median 18.50 13.00 6.00

Table 1: Results of the surprise test for the test group.
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Correctly
The time uessed

Subject Total voc:':gmary Control nuTnl:Eer spe_nt V\?ordsIThe
number Score (out score (out score | . L ords playing total

of 25) (out of 7) (in number of

of 18) played
seconds) played
words
15 16 12 4 n.a. n.a. n.a.
16 18.5 13.5 5 n.a. n.a. n.a.
17 19 14 5 n.a. n.a. n.a.
18 20 13 7 n.a. n.a. n.a.
19 20 15 5 n.a. n.a. n.a.
20 20.5 15.5 5 n.a. n.a. n.a.
21 21 16 5 n.a. n.a. n.a.
22 21 16 5 n.a. n.a. n.a.
23 22 17 5 n.a. n.a. n.a.
24 22 17 5 n.a. n.a. n.a.
25 24 17 7 n.a. n.a. n.a.
Average 20.36 15.09 5.27
Median 20.50 15.50 5.00

Table 2: Results of the surprise test for the control group.

3.5 Assessment of Game by Students

Approximately one week after the surprise test,stlidents were asked to fill in an
online questionnaire by their teacher. The quesage consisted of two main parts —
the first focused on finding out about the strategitudents normally use for vocabulary
learning. Additionally, students from the test gvovere asked to fill in the second part,
in which they were asked to assess the game frearaeerspectives.

The learning strategy that is used by the majaitgtudents is extremely simple — they
fill in the missing Slovak translation and thentjuead the words from the list (not
aloud; 64 % of respondents). The second most fretyuesed strategy was reading the
words aloud and then writing them down on a piecpaper (21 % of respondents).
Some of the students described more elaborateegieat Three respondents (11 %)
answered that they write down words on small piefgsaper (on one side they write
the English word, on the other side the Slovakdiaion). Then they mix them up,
randomly pick up one and try to say aloud the wiooth the flipped side of the paper.
Only two students (7 %) answered that they aregryo figure out a logical connection
to words they already know or come up with helpfulemonics.
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On average, it usually takes approximately one hwudearn 10 rows from the
vocabulary list (68 % respondents), 5 students%)&nswered that it takes them less
than 45 minutes and one student (4 %) needs twisHoupreparation. Eleven students
(39 %) consider their strategy to be efficient,n¢i29 %) rather efficient and six (21
%) rather inefficient (these answers did not diffdren asked about the short-term and
long-term efficiency of the strategy). Almost alidents (93 %) stated that do not enjoy
new vocabulary learning at all.

The overall impression and satisfaction of studérmis the test group with the game
was eitherExtremely good19 %) or Very good(72 %). One student (9 %) chose
Neutral option. The summary of assessments of other aspeit the table below. It is

obvious that most of the students were satisfigt features listed.

Very good | Rather good Neutral Rather bad | Very bad

Graphical interface 55 % 36 % 0% 0% 9%
User-friendliness (easy 25 9 36 % 0% 0% 0%
orientation) ° ° ° ° °
sl L 72 % 27 % 0% 0% 0%
Instructions section

Stability of the game (time o o o o o
lags, etc.) 82 % 9% 0% 0% 0%
Game speed 18 % 45 % 0% 21 % 0%

Table 3: Assessment of the game by students.

Students were also asked an open-ended questiasséss the overall efficiency and
helpfulness of the game compared to the strategybrmally use and to comment on
possible improvements to the game. Only positivediimck was received from the
students and the selection of representative of freuent comments are:

*  “Yes, it was significantly more effective than thethods | normally use.”

« “The game is very good, it helped me to understagmkeral words | haven't
seen before, it was very engaging.”

« “l spent more than two hours playing the game, uldonot have survived two
hours learning new words from the list. The podisijbto see TOP 10 scores
was very motivating.”

* ‘| have definitely spent more time on learning ne@acabulary by playing this
game and | even remembered them better.”

There were only two limitations to the game mergwiby students. The first one was a

technical one — when a student scores extremely, hig also gains a lot of additional
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seconds to the initial time limit. When he wantstal the game before he runs out of
the time, he has to close the entire web browsssiae and his progress and score are
lost (the final score is recorded into the databaisly after the game has finished).
Therefore many students suggested adding an ogtiend the game immediately.

The second complaint was that English definitionsrensignificantly longer than
Slovak translations and therefore it was much ntiome-consuming to decode the long
definitions inEnglish to Englishmode than simple one-word translationsSiovak to
English mode. As a consequence, students preferred toSitasak to Englisimode,
because it was more profitable for them.

3.6 Conclusions

Before any conclusions will be drawn from the expent, it is important to note that
the sample of 28 students is statistically smatl aot very significant. However, the
findings from the experiment may provide ground oy future intended research of
the game and its effect on a larger sample of redgats.

The game received unexpectedly positive feedbatlomly from the students, but also
from the teacher of both groups. As he reportedesits from the test group were
completely absorbed in the game during the lesgomther indicator of students’
satisfaction might be the average time they spkyimy the game — 8 546 second per
one student (142 minutes). Even if we subtractithe students were instructed to play
the game (either on the lesson or optionally atédjom is approximately an hour and a
half of a teenager’s free time spent voluntarilywocabulary learning.

Although the subjective feedback from students wa&y good, there is not so much
support for the game in objective indices of averagd median values of total score
from the test. Only rough trends (if any) about tependency of score on the time
spent playing the game can be stated.

From first glance, it can be seen that the resflthe control group are more coherent
than results of the test group (the dispersion alties of total score for control is 8
points compared to 13 points for the test group theddifference between the average
and median total score is only 0.14 points fordtmetrol group compared to 0.82 for the

test group).
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One of the possible explanations is that studems fthe control group used self-
chosen learning strategies, so there is high pibifyakthat every student chose a
strategy that fit him. As can be seen from the es¢able for the test group, respondents
number 1 and 2 scored only 13 points. If we suppbae this application was not a
suitable learning strategy for these two studemtd Beave their scores out, the
recalculated values of average and median of ta $oore and the control score will
become slightly higher than the corresponding \safoe the control group (difference
of 0.36 and 0.50 point correspondingly). But evéerathis omission, the values of
median and average of the new vocabulary scorerantiain lower than those for the
control group.

Considering the fact that the median value of thetrol score calculated for the test
group was higher than the corresponding value Her dontrol group even when all
students were included, it seems that if there measther contribution to the students,
at least the game is a very good tool for rehegria already learnt vocabulary items.
Another factor that might have influenced the olleesults was students’ expectations.
Since students from the control group were insedidb learn 10 new rows from the
vocabulary list, they expected that a test willdal (however, it was not explicitly
mentioned by the teacher, students were just amtest to this procedure), while the
students from the test group might have considéredyame a kind of complementary
activity.

To sum up, the experiment failed to prove the dtamgpothesis that students from the
test group will score better on the test than athBaradoxically, students from the test
group made considerably less mistakes in the ksicse (the total of 10 mistakes in
definitions compared to 13 mistakes in the congroup and the total of 10 mistakes in
meaningful sentence production compared to 17 kastan the control group) and
therefore showed deeper understanding of the lexdfoe full results of this exercise
seeAppendix 5.

On the other hand, considering their feedback fteenquestionnaire (segpendix §
and time voluntarily dedicated to the game, theyialsly enjoyed the vocabulary

learning process more than usually.
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3.7 Suggestions for Further Extensions and Research

As was already stated, students mentioned twodtroits; no possibility to abort the
game and very long English definitions compare8ltvak translations.

Even though, a good impression of the game was mjpde the player, it is extremely
disturbing that there is no alternative to end acessful match than to close the
webpage and lose an excellent score. Therefore“Ehd the game” button will
definitely be added to the design of the game.

The solution to the second limitation is, howevegre disputable. The definitions and
translations that are loaded in the applicatiomti@hary can be easily changed by the
administrator. Therefore it is up to the teacheesision whether it is desirable to load
Slovak translations (that will always be shorteanthEnglish definitions), Slovak
definitions for theSlovak to Englishmode of the game (to compensate the length of
definitions shown in different language modes) @rcompletely hide thé&lovak to
Englishmode (and th€ombinedmode as well). The option to hidovak to English
mode will be added in the administrator’s interface

In the current stage, the game and its techniagtdraund is fully prepared for several
further extensions. Definitely, a user-friendly adistrating interface will be
programmed, so that every teacher will be ableotal Ihis own sets of words to be
learnt by students, set up the scoring system &ed ftequency of words. The
application is also prepared to work with languagéser than English and Slovak.
However, it is important to note that the compdatiof a reasonable number of words
for the internal dictionary is a demanding and ticoasuming process.

The E-R diagram (se@ppendix ) can be easily extended to enhance the integrative
character of the application (for example impleragah of chatting possibility for
players and multimedia materials such as recordedds of correct pronunciation or
pictures for better imagination of the describedefee and higher flexibility in the
graphical user interface, so that users will be @blchange the background picture or
font colour).

To extend the communicativeness of the game, atgnal context might be added to
the game by disguising it as ‘d@uess what” format. It will provide more
comprehensible and natural input as it was destnibeéhelnput Model theory (Ellis
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R. 262). However, this extension calls for an erely elaborate artificial intelligence
algorithm for evaluating the student’s answer amnaently, such algorithms are still in
development.

To conclude, the application will be slightly updea (according to proposed changes)
and the experiment will be replicated on a largengle of students. The material that
will be presented to students may remain of theesamsimilar structure, but to avoid
the expectations’ factor, the game must be useebtegly (so thall the students will
expect a test afterwards) and only the control gneil be distributed the word list (to
restrain the students from the test group to uerdnt learning strategy that the game
itself).
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Appendix 1 — Technical Specification

The application consists of two main parts and éhase MySQL database and the
application itself.

The game environment is placed on the server hitgdbulary.hlavsa.net/ and was
written in HyperText Markup Language (HTML), PHP JavaScript and styled using
Cascade Style Sheet (CSS) language.

The game starts on load of tRy page when the time limit is set and the words-from
dictionary retrieval algorithm is called. This algom together with the word
evaluation algorithm is the core of the game.

On call of the words-from-dictionary retrieval atgbm function, the connection to the
database server is established and twenty randohadgen distinct words from a pre-
defined group are retrieved from the database asdqul to an array of currently loaded
dictionary entries. The algorithm is mostly writtesing PHP 5 code.

The word evaluation algorithm is the second esakpért of the game. It processes the
array of currently loaded words and their defimgo(or translations). On start of this
algorithm, the first item from the array is loadatb local scope variables, i.e. the word
itself and its definition (or translation) and sabfaently, the first letter of the word is
shown in the text box. At this point, the playeeigpected to enter his guess about the
full word (or he might use th&set letter” hint and the next letter will be revealed). The
algorithm waits for the player's input and then leates whether the entered word
corresponds with the word loaded from the dictigreammd adjusts score and time limit.
The recently played word is then deleted from tirayaof currently loaded words from
the database and the algorithm starts from thenbegj. This part of the program is
written in JavaScript language.

When there are only five words (with their defiaits/translations) remaining in the
array of currently loaded words, the retrieval aifpon is called again to fetch new
twenty words from the database. Thanks to the usagesynchronous JavaScript and
Extensible Markup Language (commonly known as Adééhnology), the algorithm is
executed as a background process of the wholecagiph, so there is no need to wait
for the new matrix of words and if no other sericosinection problem occurs, there is

a high probability that the player will not experoe any time lags during the game.
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The database supporting the game runs on a rem@®QM server. Its Entity-
Relationship (ER) diagram consists of eight erditend its scheme is prepared for
further extension of the game — for example a gcabladministrator's environment,
where the teacher will be able to load new set ofdw or adjust the scoring system
easily without mastering any special IT skills.

When a player is trying to log into the applicatitis password is ciphered before it is
sent to the database, so unless the player himsmliides his user name and password
to a different user, the password should be sadenaheasily crackable.

Other security issue that was being dealt withrduthe development of the application
was how to prevent SQL injection. Although there arwt many inputs that are
dependant on the player, all of the arguments dhatto be sent to the database are
checked beforehand. Only if they do not contaircgpecharacters such as \ or “, they
are passed to the database. Whesqliclass andeal _escape_stringunction are used
for this purpose.

Although the game is correctly displayed in almestry of the currently most popular
web browsers, there are slight difficulties withtelmet Explorer 6 (IE6) browser.
Taking into account the fact that this particularsion of otherwise popular web
browser has currently only 3.0% market share
(http://www.w3schools.com/browsers/browsers_explasp) and also that IE6 is even
no longer supported by its producer, this rathapgical than technical problem will be

ignored.

34



WORD
ENTRY TURN PLAYER

# " word_id
" word
" full _word

# " entry_id
" text
" language - -
" type

" time

# " turn_id #" player_id
" entered " name
" comect " lagin
" time " password
" mode " admin

" part_of_speech
ohint

TARGETGROUP
| # " group_id

|
TOPIC GAME_MODE_TOPIC : SCORE
# " topic_id " main_topic . B
" name " frequency f GAME_MODE ! #':Z::_Id
o £ game_id >_ l " total_time
— O EmI " timestamp

"initial_time
" time_gain
" score_gain
" time_loss

"score_loss
* letter_time_loss
* letter_score_loss

N~ .

Picture 6: Entity-Relationship Diagram
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Appendix 2 — Structure of Distributed Word List

- PERSON - NOUN gTransIationg VERB : ADJECTIVE : ADVERB : NEGATIVE

L% abeliever | a belief to believable Believably | Unbelievable
(in) believe
______ (in)
2 A a to comfortable comfortably | Uncomfortab
______ comforter | comfort comfort le
<! a dramatist a to dramatic dramatically X
----------- a drama dramatis
dramaturg €
e

Table 1: Example rows from the word list. Since | was explicitly warned that the word lisatthwas
distributed to students is an internal documentydirst three representative rows are listed. Titeole
word list has 77 rows.

36



Appendix 3 — Internal Dictionary of Game

Topic Word Definition / Trandation Part of Speech | Hint Full Word
to give the police
information about a
shop criminal VERB shop
significant important or noticeable ADJECTIVE isificant
all the things that are
present in a place and that
form the experience of
surroundings | being there NOUN surroundings
someone who provides
0 schooling for pupils and
© teacher students PERSON a teacher
© to know what someone or
0 understand something means VERB to understan
to explain something so
that it is easier to
clarify understand VERB to clarify
not belonging to the place
foreign or body where found ADJECTIVE foreign
the property of an empty
unfilled container NEGATIVE unf... unfilled
important necessary or of great value ADJECTIVE mpartant
instant immediate ADJECTIVE immediate
shop nakupowa VERB to shop
insignificant nepatrny NEGATIVE ins... insignifican
surround obkldit VERB to surround
teachings nauka NOUN teachings
o understandably zrozumiliee ADVERB understandabl
© unclear nejasny NEGATIVE unc... unclear
B foreigner cudzinec PERSON a foreigner
to ...

(sth/sb to fill (sth/sb
fill vyplnit (4.p.) VERB with sth) | with sth)
importantly doblezito ADVERB importantly

konkrétny priklad alebo
instance ilustricia situacie NOUN an ... (of) | aninstance (o
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Topic Word Definition / Translation Part of Speech | Hint Full Word
to think that something is
believe true, correct or real VERB to...(in)| to beliewe)(
to establish and legalize &
specific type of behaviour
that you repeat in a certain
make a frequency over a longer to make a
" tradition period of time VERB tradition
iy to say that someone has
F'| done something morally to...(sb |toaccuse (sb
accuse wrong, illegal or unkind VERB of) of)
about a country that is poor
and does not have many developing
developing industries ADJECTIVE ... (world) | (world)
to control and manage an
area, city, or country and
govern its people VERB to govern
believer veriaci PERSON a believer
ability schopnos NOUN ... (to) an ability (to)
g. arguer debatér PERSON an arguer
- to ... to deliver
deliver dod& VERB (from/to) | (from/to)
founder zakladate PERSON a founder
an insect with a hard shell-
beetle like back NOUN beetle
the part of a person's face
chin below their mouth NOUN chin
0 a part of a fence or outside
-g wall that is fixed at one
= side and opens and closes
2 like a door, usually made
S gate of metal or wooden strips| NOUN gate
the house, apartment, etc
where you live, especially
home with your family NOUN home
the flesh of an animal when
meat it is used for food NOUN meat
@ banana banan NOUN banana
g feather pierko NOUN feather
o ghost straSidlo NOUN ghost
_‘E giraffe Zirafa NOUN giraffe
girl dievca NOUN girl
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Appendix 4 — Surprise Test

Exercise Points (new Paints
Task Points (total) (contral
number vocabulary) Scor ©)

1 Slovak to English translation 5 3 2

Gap-filling exercise (fill in
2 the correct word form) 9 7 2

Matching exercise (Match the 5 4 1
word and its definition)

[72)

Give a definition of the word
4 and use them in meaningful 6 4 2
sentences

Table 2: Structure and assessment of the surprise test.

In order to grant anonymity for respondents, tmgeimes are censored in the sample

scans below.

Name censored

1. Translate these words into English:
a) splatny - \\*\{\k"“—
b) plomba - o :/ \ley
c) rozsudok g “V WA
d) pochopitelne — (starting with U) dexstoundo La|{Ve
e) nakupca - § S\ope

2. Look at the sentences below and try to fill in the gaps with the words
from the box. Always use the correct form. One word is used twice.

CEEAR FEREIGN HAFE AMPORTANT
a) The music was very )edsdy fl to the ear.

b) An Introduction to Buddhism by Mike Butler is an excellent article for a beginner who

is looking for the basic features of the Buddha's _\0acdhmap

c) There must be some < a '.‘/I never asked for these chairs to be
delivered. 4

d) Could you _c)OXW N & the first point please? | don't understand it completely.

e) Rolls-Royce cars are famous for their quality and oduaknliv 5
AN
f) The health report stresses the (oo et of fresh food in a diet.

Xoverq £S are not allowed to enter the country without having a valid visa in

their passports.

h) Sam is dyslexic, he did not learn to read or write until he was fourteen and had been
thrown out of several schools. He was even called uwnteachable ,and sentto a

school for maladjusted children.

i) The motive for this shocking attack seems to be racial h WAL
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Name censored

3. Match the words with their definitions:

INSTANCE ‘\Containing the largest amount that will fit in a particular

N place
\\
TO SIGNIFY ' P knowledge about a subject, situation, etc. or about how
e / something works
N
T N

FULE === ~— obvious and impossible to doubt

“_a particular situation, event or fact, especially an
example of something that happens generally

UNDERSTANDING —

‘CLEAR "o be of importance or consequence

4. Give your own definitions of the following words. Create meaningful
sentences using these words.

"
a) the surroundings -“\\\\W‘E\!{) M\&’\\ [\ O\Y\;:)M'j\ 'i\ow

o Example: The surroundings € Adnalieow conkinamhy 'akkfﬁwﬂgmbsﬂ
. S LT | - CY
Pasvaliay s &\ﬁm?@c&*c R \dimn oeeang r b
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b) instant - i%{vs\d»"\\. Oy ¢
e Q

) ! \ \ \ Ao B y o 3
o Example: TheX® WIS ® instont deodh whew the. bulled Wemd A\x‘vow\i«, his heaxt.
d

c) possessed - Q\m\\eé\ \5\%’30\“\%(}\},\
J

o Example: T\, \a,\n(.\?*\@(\\%o‘i‘fﬁi"“\\ ‘0% m \\ wneke, awd Whew e dued. ) nhevided. i
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Appendix 5 — Results of Last Excercise

The last exercise in the test was supposedly thghtest one. Students were asked to
define given words using their own definitions dhdn use these words in meaningful
sentences. When evaluating this exercise, vagueitt@is and simple sentences were
not accepted and the emphasis was given in cansage of the word in context. The
results of this exercise are summarized in theetabklow. Respondents numbers are

the same as in the tables of overall resuli8anults

Number of
Number of incorrect usage of
Respondent | Total score (out incorrect g
. L the word in a
number of 6 points) definitions (out of
: sentece (out of 3
3 possible) :
possible)
1 2 2 2
2 2 2 2
3 3 2 1
4 3 2 1
5 5.5 0 1
6 4 1 1
7 5 0 1
8 5 1 0
9 5 0 1
10 6 0 0
11 6 0 0
Average 4.23 0.91 0.91
Median 5.00 1.00 1.00
Total Sum 10 10

Table 3: Results of the last exercise for the test group.
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Number of wrong

Number of
incorrect usage of

rsuljgsg: TO;?IGSCgirﬁtSUt definitions given the word in a
P (out of 3 possible) | sentece (out of 3
possible)
15 1 3 3
16 25 3 2
17 3 2 1
18 5 1 0
19 3 2 1
20 4 1 1
21 3 2 1
22 4 1 1
23 4 1 1
24 4 1 1
25 5 0 1
Average 35 1.55 1.18
Median 4.00 1.00 1.00
Total Sum 17 13

Table 4: Results of the last exercise for the control group.
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Appendix 6 — Online Questionnaire

Sample screenshot of the online survey

Dotaznik k vyukovej pomécke - interaktivna slovna
hra

* Required

Hodnotenie interaktivnej slovnej hry

W tejto Casti dotazniku by som vas chcela poprosit o zhednotenie samotne] hry. €i uZ po stranke
technickej (Zobrazovala sa vam hra vo Vasom prehliadaci spravne? Nepadala? atd.), ako aj podla
inych Kriteril (Bavilo vas hrat’ sa hru? Pomehla vam lahSie si zapamatat niektore definicie? atd.).

Aky bol Vas login do hry?
Tato otazka je nepovinna

Ako je Va3 celkovy dojem z vyukove] hry? *
Lhedte prosim celkové hodnotenie Vasho dojmu z hry, ako po technicke] stranke, tak aj €l Vas hra
banvila, zdala sa Vam prehfadna, atd.

1T 2 3 4 5 6

Vefmideby ¢ © © ¢© € o Velmizly

Ako hodnotite hru podra nasledujicich kritérii?
Velmi dobre  Skér dobre Skér zle Velmi zle

Graficke rozhranie - volba
farieb a obrazkov
UZlvatelské rozhranie -
jednoduchost navigacie v C o ' G
prostredi hry
Mapomocnost sekcle
“Instructions” - pomohla
\Vam pri pochapenl
pravidiel hry?

Stabllita hry - stalo sa
\Vam, Ze hra spadla?
Rychlost hry - musell ste
dihe Eakat na now
definiciu alebo stalo sa
Vam, Ze hra sa zasekla?

i « « C
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