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Learning Is a game we play
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What are the GOALS?

A Communication skills

A Life learning skills

A Community development

A Personal career development



How to develop the curriculum?

A Themes and topics

A Language targets

A Communicative goals
A Activities



How doyoung learnerdearn and develop?

How doyoung learnerdearn language?

How doyoung learnerdearn a foreign language?

How doestechnologyhelp?



themes & topic

A Me

A School

A Community
A Life

A Work



How Young Learners Learn & Devels

O St argu® S sBnsoryintuitive and operational
A contextdependent from 37 ys

A what isreal to what ispossibldetween 711 yrs

A abstractreasoning by teens



themes and topics

Dinosaurs Toys  Chocolate

Gyung,11 Big Funny Sweet



Language- Ciritical Period Hypothesi:

two to teens
0Oé young children can |l earn L.
same brai n mechani sms t hat h el



Language- Brain Research

oe early bilinguals vs. young
di fferent parts of the brain

Kim, 1997



Language- Competition Model

The cat ate the snake \VASY The snake ate the cat

Subject- Object vs. Object- Subject



| Know

OWhen the catos away the mice

= Some people get very excited but never do anything

[8 yr old] (Piaget)



Syncretism

CHILDREN BELIEVE THEY UNDERSTAND



Natural Language Acquisition

0é my s childteh seek out meanings for themselves in
| anguage and é focus on words

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).

&hildren'ssoclat et wor king sites: set your |

i
Telegraph.co.ukl7 November 2007,



Future School



Future School_Trimmed.wmv

AR IR RIER NIRRT AR AT ERAARARARRRARERRAA "

we Hi-SCORE
= 308
EEE B RN
n | o (—— @&
0 o .
L A - s
. ._.‘ .
- o~ -
.-

|

PR
® - - ®
' °

L

SCORE<1> HI-SCORE SCORE<Z2>
8400 ae08

o
22t a2 A 2 2R
dxh Axh dxh b dxh L
dxh Axh Axh dxh dxh Axh
LB R | B -
s = oo

«2 M A M
=)

3 simaln CREDIT @8

i

5'5-‘;-'.';':&-.5.- AT LT T




Providing schools
with information
and
communication A
technologies (ICT) &
In the form of :
computers,
software, internet
access and digital #
content, and
providing teacher .3
training
programmes for
these technologies
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How are digital games used in schools? European Schoolnet, Belg




They like the fact that it
glves 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
CERIEVEIS)]

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



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, Belg




Engage me



Engage me.mp4

Digital Natives
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Josh Wilson, Kansai Gaidal University, Japan, jA0l€on@kansaigaidai.ac.jp
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2008 Moshi Monsters 2007 Poptropica

2005 ClubPenguin = 5009 | EGO Universe 2007 BarbieGirls
active users




Immersion English ??

Increased exposuréo English (vocabulary, reading skills)
outside the class in neknglish speaking countries




Club Penguin& Poptropica



club penguin.avi
Poptropica.mov

According to research conducted
by EMarketer Inc., aroun@0

million childrenwill visit virtual
worlds by 2011, up from 8.2 million
iIn 2007.

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



Detri ment al t o chil dr e

Phnom Penh Post, July 2010



defenders opponents

Aconcentration Aadd_iction |
Aintense competition Asocial dysfunctior
Aisolation

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 schooi®chnology development

Asia and the Pacific
UNESCO/Asia Pacific Quality Network (APQN)
opPen and Distance Learning
ORegul ati ng t RhBeo rQduearl |1 Bdyu coaft |

A Quality assurance
A Instructional design

Insung Jungnternational Christian University,okyo,Japan,E-learning, Mobile Learning
Development and Research in Asia, Keynote Speétth|nternational Wireless Ready
SymposiumLanguage, Technology & ommunity,February 2010,Japanhtip://epiaget.com



http://epiaget.com/

E-Learning / Readiness rankings,

Hong Kong, Singapore and South Korea as the top three
countries in Asia and 2nd, 6th and 15th globally

Economist Intelligence Unit

Insung Jungnternational Christian University,okyo,Japan,E-learning, Mobile Learning
Development and Research in Asia, Keynote Speétth|nternational Wireless Ready
SymposiumLanguage, Technology & ommunity,February 2010,Japanhtip://epiaget.com



http://epiaget.com/

K-12 Schoolmesco ICT adoption

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

Insung Jungnternational Christian University,okyo,Japan,E-learning, Mobile Learning
Development and Research in Asia, Keynote Speétth|nternational Wireless Ready
SymposiumLanguage, Technology & ommunity,February 2010,Japan


http://epiaget.com/

K-12 Schoolmesco ICT adoption

Leaders (S.Korea / Singapore)
E-learning policies, plans, budget
Curriculum revisions

Internet connectivity and low studentomputer
ratios in classrooms

Increasing use of online delivery

Continuous training for administrators, principals,
teachers and students

Performance indicators

Do Io Po To Io Do

Insung Jungnternational Christian University,okyo,Japan,E-learning, Mobile Learning
Development and Research in Asia, Keynote Speétth|nternational Wireless Ready
SymposiumLanguage, Technology & ommunity,February 2010,Japan


http://epiaget.com/

Viet [1alTl, Cambodia, Laos, Myanmamongolia,
Nepal, Bhutan ..

NGOsl nt ernati onal Organi zati on
e.g.International Development Research Cen{i®RC)-
sponsored PAN Asia Network (In ICT/BEPANdora project and
O&QA in DE project]

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

Insung Jungnternational Christian University,okyo,Japan,E-learning, Mobile Learning
Development and Research in Asia, Keynote Speétth|nternational Wireless Ready
SymposiumLanguage, Technology & ommunity,February 2010,Japan


http://www.pandora-asia.org/
http://www.pandora-asia.org/
http://www.pandora-asia.org/
http://epiaget.com/
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Your students You Classroom

Toy Tool

Resource




Home Practice
Support Culdas

CD Scripts
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Internet evolution towards Web
2.0 content development

for language learning
pedagogical use of these games

t eacher o0s rol e |



Lone Scientist

Children makes sense of the world by themselves

Plaget



Roleplay
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Avatar

enhanced
engagement,
Interaction




Socilal beings

Children learn through play (games)more able peers and
adults help them to reach their full potential

Vygotsky6 ZPD Zone of Proxi mal Devel opm









Joint Attention

Children | earn | anguage and d

(Wells, Tomasello, Halliday)






QUEST$Taskbased learning ?? )

GOAL driven / developmental learning
Puzzle solving / critical thinking skills in 21st Century Learning




A goal to
complete the

RESCUED AT LAST!
THANK YOU! wiLL YOU LEAD
US BACK TO THE MAINLAND?




Active, Critical Learning Principle

AVi deo games are compdgoaddisyesd t
learning involving different levels of reading and learning.

Gee (2003) cited by Chik, HK

AAIl aspects of the learning environment are set up to encourage
active and critical, not passive, learning.

Hayo Reinders



Practice Principle

A Learners 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 succesiy)o Reinders

A Ubiquitous online learning @Wearning) for afterschool as
well as classroom learningprea, Unesco

A Repetition of (traditional) activities (in a new space)
A Active and interactive learning,

A Selfassessment, formative assessment and feedback on
performance



jican:

Aliisten to-the;model

ARecord:-ME Pzzrent’s Tip o>
AStop Elello with Duiiogs
APlay ME

3 Sfudenfg Select activity Learn 1 Vocabulary (v

Online Learning

Center s_,q‘y f’be \*!Ql’d.s

Level 2 _ .
; N ’) Listen.

Level 3

Level 4 , ® } Record.

Level 5

Level & . Stop.

Progress Report

Fun Zone

E-card

Wallpaper
& Coloring Pages

Games




jican;
Alsisten to.the;model
ATYPEwith keyboard

__ Online Learning Center
STlldEl'lfs Select activity

Online Learning

Center Lis.l-' e n L@ | I‘Id 1.y Pe

Level 2 1 \ | can swim. Can you swim
3 9

Level 2 Yes .| can.

Level 4

2
2 0000000000
. kI Aminjolip Hallr s B asc
Frogress Report @ n m u m n ﬂ B n AE

Fun Zone can skate. Can you skate?
E-card J\;}' @

No, | can't.

Wallpaper
& Colaring Pages

Zames




|'can:
Aliisten to-the model
AMatch structures to-pictures

ASWBMIT
Online Learning Center

Select activity Leamn 1Practice

Online Learning PPdCfice

Center

Drag each sentence to the correct picture.

LTe

> e
« 2 s
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she can skate. | 9 She can swim. o

Frogress Report
5 _ 6

& -
o

e | o ¢'e

Wallpaper . .
& Golofing Pages He can't dance. x He can climb. J

Games ’ Show answers o







