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Abstract: In the past a few years, technology has madediliée to use virtual worlds to
enhance second or foreign language learning. Thecte of this paper is twofold: first,
to explain how the teaching of Chinese as a Forleigguage was implemented in such a
virtual environment in relation to teaching apptteag in a second/foreign language, such
as the task-based approach, and the languagetiastitools, and resources in Second
Life; and second, to illustrate the effects of suatual pedagogy on English speakers as
novice learners of Chinese at a tertiary level usthalia. The preliminary results derived
from the pre- and post-test and online survey dguashires show that virtual worlds like
Second Life have a great potential not only to iowprthe knowledge of Chinese but also
to increase learners’ levels of interest in leagriime language. All in all, this small-scale
study proved that it is possible to implement inirdual classroom the strategies used in
L2/FL teaching in conventional face-to-face setting

Keywords: Second Life, Chinese as a Foreign Language (CFijual worlds,
Second/Foreign language (L2/FL)

1. Introduction

The integration of computer-mediated communicaiida language education has drawn
considerable attention from L2 or FL researcherd aducators in various language
contexts, such as in an English language settihgaf@ the learning of Chinese [2].
Amongst numerous virtual worlds, Second Life (Sh),three-dimensional multi-user
virtual environment (3D MUVE), has been widely atkmpin inter-disciplines [1], e.g.,
architecture, design, and medical practices. INFL2/SL plays an important role in
providing a real-life like environment that allow&/FL learners to engage in meaningful
interaction or communication with their interloctgd8]. To investigate how SL can be
considered as an interactive resource to fostendesi capabilities in the target language,
some empirical studies have qualitatively and qtetivtely assessed the effects of SL on
the attainment of L2/FL learners, e.qg., [6], [B],[[9] and [4]. In an interactional study
within a qualitative paradigm, the results of Psber [6] indicate that the use of Second
Life is likely to increase learners’ motivation aimlerest and to give a positive perception
of learning English as a foreign language in thieual world.

Use of the social virtual resources and tools appin L2/FL language learning
contexts underlies the feasibility of examining thecial-psychological dimensions of
individuals; Wehner, Gump and Downey [8] claim ti&®cond Life can be a valuable
resource to foster learners’ motivation and to cedilneir anxiety in learning an L2. In an
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overview of the aforementioned studies, we hoparéwide a more thorough view of how
the CFL lessons were implemented and how the paating students learnt from the

designed lessons in Second Life. Following this, plaper will be divided into two main

parts. We will first introduce the implementatiohtbe lessons in Second Life and then
discuss the results of the piloting experiment.

2. Methodology
2.1 Research Design

The design of the CFL learning programme on SL isted of 8 tutor lessons which took
place between April and May, 2012, each lastingr@@utes, that is, 720 minutes in total.
Four lessons were taught using the task-based agpr@BA), whereas the other four
were taught using strategy-based instruction (SBIjerms of the chosen learner-centred
teaching approaches, we designed language adiwitised on the principles of the TBA
and SBI: the former focuses on language use inri@gtyaof situations where learners
perform tasks and interact with their counterparterder to complete the tasks [5]. The
latter helps to promote and transfer strategy gserding to various contexts by drawing
students’ attention to their thoughts in relatiorhe strategic processes [7].

In the initial stage, a workshop was held onlin@pto the commencement of the
CFL lessons, and the participating students westuoted to familiarise themselves with
the virtual platform by creating an account, chogsan animated character and practising
using the synchronous communication tools (e.gicevand text chat). During the
workshop, the subjects were assessed accordingeio abilities in Chinese. In the
following 4 weeks, a 90-minute lesson of TBA andther of SBI, took place with two
groups simultaneously each week. Two CFL teaclaerght in an alternate manner, which
means that each teacher had two lessons of TBAS&dluring this experiment. In the
last week, all the participating students were dsikeundertake a post-project test and
complete an online survey.

Table 1 — CFL lessons in Second Life

Weeks Groups & Teaching approaches Data & Actiwitie

Week 1 Groups A & B Administration of pre-test

Weeks 2-5 Group A Two sessions of TBA teachingecond Life
Group B Two sessions of SBI teaching in Second Lif

Week 6 Groups A & B Administration of post-test &lime survey

2.2 Participants

This project involved two female teachers of CFLowdpoke Chinese as their mother
tongue, an undergraduate student (aged 22) anadaae (aged 24) at the Department of
Applied Chinese Languages and Literature at Nakidrsavan Normal University in
Taiwan. Both CFL teachers had done some CFL or t8&thing online. In addition, four
distance learning students (3 men, 1 woman) werriited from Griffith University in
Australia; they spoke English as their first langgi@nd were novice learners of Chinese.
The four students were split randomly but eventg iwo small groups of TBA and SBI.

2.3 Instruments

The research had two main instruments: 1) the g@me- post-tests had word recognition
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and gap fills based on the participants’ textbdédr instance, in the word recognition,
after the vocabulary ‘fUjin’(ff3=’ ‘nearby’) was heard, students needed to recogmige
choose itgpinyin in a written form from a list of options; and 2)qaestionnaire survey
was composed with three main components, namelyy &L tools, and evaluating CFL
learning and teaching in SL. There were 10 questiontotal, including 1 open and 9
structured questions. The structured type was uailgpoint rating scale, from 1 to 5,
from ‘never applicable’ to ‘most applicable’ for egtions such as, ‘I found Second Life
useful for improving my Chinese learning’. The othgpe asked respondents for any
comments and suggestions about this CFL programme.

2.4 Lesson Design

Together with the guidelines and principles of TBAd SBI for CFL, lessons were set up
and implemented in the virtual classroom, a fre@ @pen source where students and the
teacher were represented by the characters oravetig synchronous communication in
SL (see Figures 1 and 2 - the land called Chilbodaton Village Sandbox was provided
by Chilbo Community, Figure 3 — Monash Chinesenid)a Avatars can talk via voice or
text chat, and walk, fly and teleport from one loma to another. This research consisted
of 8 CFL lessons conducted in Second Life, with T&Ad SBI being used in four each
with two groups of students. Every lesson had apctand all of the lessons were
conducted in the virtual world. Whereas CFL studemtcessed SL from anywhere in
Australia, CFL teachers delivered the virtual tigthlessons in Taiwan.

Fig 1: A pre-task activity Fig 2 — A language tds ig 3-Ata kestaurt

Only a TBA grammar teaching lesson will be demi@ist in this paper due to the

constraint of the space here; the topic WHR /M #8 —T.” (‘Make an introduction’),

which required students to use the target langaagbey needed to work collaboratively
to complete language tasks in a meaningful confaxtoverall objective of this task was
that students practised listening skills and wordeo (e.g., declarative and interrogative
sentences) in Chinese. Initially, the teacher useashiteboard to give an example and
instructions for the pre-task activity, making ssmes and opening the boxes (see Figure
1) that allowed students to interact with the otged@hey formed sentences according to

the Chinese words, e.gT4E’ (job) and ‘R &’ (parent), given in the notecards embedded

in the boxes. The teacher first conducted conulofieactice by modelling sentences or
asking questions and elicited answers from studentsthe second stage, students
recognised wrong and right sentences by playingraeg When students had decided
which sentences were correct or incorrect, theggae a buzzer to give their answers. In
the last stage, students were ‘teleported’ to #awveant. The teacher first introduced

herself and initiated a conversation with a studgnasking questions likef/R ;& 38— Bl

A ?'(Where are you from?). Finally, the teacher otted students’ utterances and
provided feedback on their output.
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3. Results and Discussion

As the implementation of CFL teaching in SL in {hreceding section shows, this pilot
study further investigated the effect of CFL leaghin SL by examining the subjects’
performance in Chinese and attitudes towards legrim the virtual environment. First,
the four participating students were pre- and pesied on some language abilities in
Chinese. The scores of the post-test showed anii&¥®#ase on those in the pre-test and
this indicated that the SL tutorial teaching haddd#ed the growth of the novice learners’
knowledge in Chinese. Secondly, the responses eof(RL learners derived from the
guestionnaire survey will be presented in the feilg matrix table. There were 10
guestions in total. Apart from one open questiomictv will be discussed later, 9
structured were subdivided into three componentslation to CFL learning and teaching
in SL and the use of SL tools.

Table 3 — Mean scores of the questionnaire survey

Iltems Mean scores
A. Learning Chinese in SL

| found Second Life useful for improving my Chindsarning. 3.3

In Second Life, | don't feel afraid to make mistakehen speaking Chinese. 2.6
| think that learning in Second Life is interestingcause it is like a real-life environment. 3.3
Mean score 3.1

B. Using SL tools

Using tools in Second Life is easy for me during @hinese lesson. 2.3

I am confident in using the tools in Second Lifeantperforming the language tasks. 2.0
| enjoy using SL tools as it is so fun to use aenatd to read, to fly in the air and etc. 1.9
Mean score 21

C. Assessing CFL teaching in SL

Chinese lessons in Second Life are interesting. 3.8
Overall, the language tasks for Chinese lessorao®&d Life are so interesting. 4.0

| find the activities of CFL lessons in SL usef@dause they would help me transfer th&6
language skills or knowledge to real-world contexts
Mean score 3.8

Table 2 indicates the highest mean score 3.8 tbad€ Assessing CFL teaching in
SL, followed by the mean score 3.1 for A Learningir@se in SL; however, the lowest
score (2.1) appeared in B Using SL tools. With niuenerical results shown above, the
participating students gave positive feedback an @fL teaching in SL as they found
CFL lessons and language tasks interesting as agelluseful in assisting them in
transferring learnt skills from SL to the real-wdbrHowever, the participants responded
negatively to how they used the tools in SL. Tkiga be expected, as solving technical
difficulties or completing language tasks by usmeywly acquired skills had made them
feel frustrated, and this can be seen from the cemtsngiven by the students in the next
paragraph.

In addition to the results of numerical analysissgnted above, there was an open
question that asked the participants for their cemis relating to the teaching and
learning of the language in the virtual environménhumber of themes emerged from the
data; for example, the subjects commented thamnilegrin SL was enjoyable but
challenging (see the statements below):

| enjoyed the tutorials in Second Life and enjolgsdning with the teachers... |
found Second Life challenging (especially with myal technical difficulties)...
It was a great opportunity to use Chinese thoughickv | wouldn’t ordinarily
have had, and | appreciate the considerable wosk thust have gone in to set it
all up and prepare each Second Life experiencajdyed the challenge of the
interviews in Second Life as it really forced me reanember the lessons
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previously learned. | think that this type of tuébmvould be of great benefit to a
more advanced student than me as | felt oftenltd&in’t have the vocabulary to

keep up. Thank you all for you wonderful patiengé ws!! (by Student 1)

| think it would be very hard with a large classpecially teaching some people
how to use SL, as some people would have techtif@iaulties...(by Student 2)

Conclusion

In this paper, we first discussed the feasibilifyusing SL in language education and
stated our research interest and the research dedtlyy. We also demonstrated the CFL
tutorial lesson implemented in the virtual enviramh Finally, based on the small size of
the sample, the research results were discussetaiion to how students perceived CFL
learning in the virtual world and the difficultiésey encountered. To conclude, the scope
of this study is confined to the small number oftiggpants learning in the virtual world
and the results of this study cannot be generalised
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