
Learning is a game we play
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What are the GOALS?

ÅCommunication skills 

ÅLife learning skills 

ÅCommunity development

ÅPersonal career development



Curriculum

ÅThemes and topics

ÅLanguage targets

ÅCommunicative goals

ÅActivities

How to develop the curriculum?



How do young learnerslearn and develop?

How do young learnerslearn language?

How do young learnerslearn a foreign language?

How does technology help?



themes & topic

ÅMe 

ÅSchool

ÅCommunity

ÅLife

ÅWork 



ôStagesõ (Piaget)

Å abstract reasoning by teens 

How Young Learners Learn & Develop

sensory, intuitive and operational

Å contextdependent from 3-7 ys

Å what is real  to what is possiblebetween 7-11 yrs



Dinosaurs Toys Chocolate

Caramel

Good

Good

Delicious

Delicious

Sweet

Ben , 6

Ruby, 8

Raphael, 9

Elliot, 10

Ana, 10

Gyung,11

Big one

Big

None left

Pre-history

Big animals

Big

Car

Play

Play 

Toy Story

Teddy Bear

Funny

themes and topics 



Language - Critical Period Hypothesis

two to teens
òé young children can learn L2 better because they can use the 
same brain mechanisms that help them learn L1.ó



Language - Brain Research

òé early bilinguals vs. young learners [from 7 or 8 years] use 
different parts of the brain for language recall and activation.ó

Kim, 1997



Language - Competition Model  

VS.

Subject - Object     vs. Object - Subject

The cat ate the snake The snake ate the cat



I know

ôWhen the catõs away the mice will playõ

[8 yr old] (Piaget)

= Some people get very excited but never do anything



Syncretism

CHILDREN BELIEVE THEY UNDERSTAND



Natural Language Acquisition

òé my solution - children seek out meanings for themselves in 
language and é focus on words and on interaction.ó

Cameron, 2001



Communication and Activities 
Digital Natives
the first generation of users to have grown up alongside, and
completely at ease with, both the internet and the concept of virtual 
reality gaming (1).

ôChildren's social-networking sites: set your little monsters loose onlineô, 
Telegraph.co.uk, 17 November 2007,



Future School
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Providing schools 
with information 
and 
communication 
technologies (ICT) 
in the form of 
computers, 
software, internet 
access and digital 
content, and 
providing teacher 
training 
programmes for 
these technologies,

How are digital games used in schools? European Schoolnet, Belgium



They like the fact that it 
gives a concrete 
purpose to the work 
they are asked to do (to 
learn about a period of 
history so as to create a 
game scenario out of it, 
for example) and that it 
enables them to be 
active in their learning 
(as players).

How are digital games used in schools? European Schoolnet, Belgium



Increased retention of 
information and
knowledge by pupils is a
recurrent theme among
many of the teachers. The
repetitions and
identification that
electronic games allow
emerge as the two key 
factors explaining this
outcome.

How are digital games used in schools? European Schoolnet, Belgium



Engage me

Engage me.mp4


Digital Natives
ÅExpect video, audio, and interaction
ÅExpect learning that is accessible, fast, and fun
ÅExpect that thereõs an answer (and they can figure it out)
ÅConstantly receiving feedback
ÅAccept risk

ÅHave children really changed?

Josh Wilson, Kansai Gaidai University, Japan, 2010 j.wilson@kansaigaidai.ac.jp



òAnd Iõve found kids will do lots 
of practice on the computer they 
would never consent to do just on 

paper-based stuff.ó
Quote from teacher in Japan on online learning 



2008 BBC Adventure Rock

2009 LEGO Universe

2008 Moshi Monsters

2005 Club Penguin
12 millionactive users

2007 Poptropica

2007 BarbieGirls



Immersion English ??
increased exposureto English (vocabulary, reading skills) 

outside the class in non-English speaking countries



Club Penguin & Poptropica

club penguin.avi
Poptropica.mov


According to research conducted 
by EMarketer Inc., around 20
million childrenwill visit virtual 
worlds by 2011, up from 8.2 million 
in 2007.

Children on virtual worlds September, What parents should know, The 
European Network and Information Security Agency (ENISA) 2008



Phnom Penh Post, July 2010

Detrimental to childrenõs health (Korea)



defenders
Åconcentration 
Åintense competition

opponents 
Åaddiction
Åsocial dysfunction 
Åisolation

Children on virtual worlds September, What parents should know, The 
European Network and Information Security Agency (ENISA) 2008



One of the biggest concerns about 
virtual worlds are the online safety 
of children (7 years old and under)

Children on virtual worlds September, What parents should know, The 
European Network and Information Security Agency (ENISA) 2008



K-12 schools Technology development

Ä Quality assurance

Ä Instructional design

Asia and the Pacific
UNESCO/Asia Pacific Quality Network (APQN) 
òOpen and Distance Learning Knowledge Baseó
òRegulating the Quality of Cross-Border Educationó

Insung Jung, International Christian University, Tokyo, Japan, E-learning, Mobile Learning 
Development and Research in Asia, Keynote Speech, 4th International Wireless Ready 
Symposium: Language, Technology & Community, February 2010, Japan http://epiaget.com

http://epiaget.com/


E-Learning / Readiness rankings (2008)

Hong Kong, Singapore and South Korea as the top three

countries in Asia and 2nd, 6th and 15th globally

Economist Intelligence Unit 
Insung Jung, International Christian University, Tokyo, Japan, E-learning, Mobile Learning 
Development and Research in Asia, Keynote Speech, 4th International Wireless Ready 
Symposium: Language, Technology & Community, February 2010, Japan http://epiaget.com

http://epiaget.com/


At the stage of trialling ICT integration 
China, Thailand, Japan, Malaysia, and the Philippines

At the early stages of adoption 
Myanmar, Lao PDR, Vietnam, Cambodia, Bangladesh, 
and Bhutan Mongolia

K-12 Schools unesco ICT adoption

Insung Jung, International Christian University, Tokyo, Japan, E-learning, Mobile Learning 
Development and Research in Asia, Keynote Speech, 4th International Wireless Ready 
Symposium: Language, Technology & Community, February 2010, Japan http://epiaget.com

http://epiaget.com/


Leaders (S.Korea / Singapore)

Å E-learning policies, plans, budget

Å Curriculum revisions

Å Internet connectivity and low student-computer 
ratios in classrooms

Å Increasing use of online delivery

Å Continuous training for administrators, principals, 
teachers and students

Å Performance indicators

K-12 Schools unesco ICT adoption

Insung Jung, International Christian University, Tokyo, Japan, E-learning, Mobile Learning 
Development and Research in Asia, Keynote Speech, 4th International Wireless Ready 
Symposium: Language, Technology & Community, February 2010, Japan http://epiaget.com

http://epiaget.com/


Vietnam, Cambodia, Laos, Myanmar, Mongolia, 
Nepal, Bhutan ..

NGOsInternational Organizationsõ support
e.g. International Development Research Centre (IDRC) -
sponsored PAN Asia Network (In ICT/DE ðPANdora project and 
O&QA in DE project)http://www.pandora-asia.org/

Focusing on marginalized groups in remote areas
Women, Fishermen, Farmers, Health professionals in isolated 
areas

Insung Jung, International Christian University, Tokyo, Japan, E-learning, Mobile Learning 
Development and Research in Asia, Keynote Speech, 4th International Wireless Ready 
Symposium: Language, Technology & Community, February 2010, Japan http://epiaget.com

http://www.pandora-asia.org/
http://www.pandora-asia.org/
http://www.pandora-asia.org/
http://epiaget.com/


é to describe learning and teaching with technology

Metaphors 



Your students You Classroom





Internet evolution towards Web 
2.0 content development
for language learning
pedagogical use of these games
teacherõs role in learning outcomes



Lone Scientist

Children makes sense of the world by themselves  

Piaget



Role-play



enhanced 
engagement, 
interaction

Avatar



ôZPD Zone of Proximal Developmentõ

Social beings

Children learn through play (games) - more able peers and

adults help them to reach their full potential

Vygotsky







Joint Attention

Children learn language and develop through ôjoint attentionõ 

(Wells, Tomasello, Halliday)





QUESTS (Task-based learning ?? ) 
GOAL driven / developmental learning 
Puzzle solving / critical thinking skills in 21st Century Learning 



A goal to 
complete the 
quest and òlevel 

upó!



Active, Critical Learning Principle

ÅVideo games are complex systems of ôaction-and- goal-directedõ
learning involving different levels of reading and learning. 
Gee (2003) cited by Chik, HK
ÅAll aspects of the learning environment are set up to encourage 
active and critical, not passive, learning.
Hayo Reinders



Practice Principle

ÅLearners get lots of practice in a context where the practice is 
not boring (i.e., in a virtual world that is compelling to 
learners on their own terms and where the learners 
experience ongoing success). Hayo Reinders

ÅUbiquitous online learning (u-learning) for after-school as 
well as classroom learning, Korea, Unesco

ÅRepetition of (traditional) activities (in a new space)
ÅActive and interactive learning, 
ÅSelf-assessment, formative assessment and feedback on 

performance



Parentôs Tip >>

Help with buttons

I can:
ÅListen to the model 
ÅRecord ME 
ÅStop 
ÅPlay ME 



I can:
ÅListen to the model 
ÅTYPE with keyboard 
ÅSUBMIT



I can:
ÅListen to the model 
ÅMatch structures to pictures 
ÅSUBMIT



I can:
ÅCHECK  
ÅCLICK YES to SUBMIT


