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ABSTRACT

In an attempt to respond to concerns and misunder—
standings on the part of teachers about the computer,
this paper explores its use as a technological tool in
the foreign language classrocom. The role of the computer
in a language classroom as well as its strengths and
timitations are discussed. The paper presents a
comprehensive description of state of the art courseware
for language learners, guidelines for evaluating the
courseware and suggestions for classroom use.

ERIC DESCRIPTORS

COMPUTER ASSISTED INSTRUCTION
EDUCATIONAL TECHNOLOGY

SECOND LANGUAGE INSTRUCTION
PROGRAMMED INSTRUCTIOMAL MATERIALS
TEACHING METHODS

COMPUTER SIMULATION




ACKNOWLEDGEMENT S

I would like to gratefully acknowledge the generosity and
azsistance of the Britiszh Council in Munich and London,
the Goethe Institute in Munich and Computer Source of

Hilton Head Island, S.C.




II.
Ii1.
.

U.

VI.

VIt.

VIII.

Table of Contents

INTRODUCTION. cvn e v nnranans

THE ROLE OF THE COMPUTER....
THE STRENGTHS OF CALL... ...,
THE LIMITATIONS OF CALL....0....

CALL COURSEWARE. ..vvecuuuns

A. INTERACTIVE PROGRAMS: Tutorial

MNon—-tutorial

B. SYNTHETIC GENERATION.......

€. ANALYTIC GENERATION.,..

"8 R A e A

GUIDELINES FOR EVALUATING SOFTWARE...

SUGBGESTIONS FOR CLASSROOM USE.....

CONCLUSION. st v vsivennanas

REFERENCES. .. .v.iivnnnnns

APPENDIX: Buying Software.....

24
31
39
45
56
63
72
79
85
87

?0




Computers in my classrocm? There must be
some mistake here. I‘“m not the math
teacher, I am the language teacher - the
foreign language teacher. I Know there are
& lot of computers in schools but they’re
only for math classes or teaching computer
literacy. I deal with language and peaple.
I have always been a student of the Arts and

the Humanities, Norne of that technical
stuff Ffor me,. Machines are. so coid and
impersonal. My goal is to create a trusting
and non—threatening enviraonment in my
classroom. The computer will have the
students walking out before they even sit
oW . Besides, I don‘t do question and
answer drilis. That went out with ALM and
the behaviourists of the sixties. 1

consider myself a humanistic teacher and the

computer is about ag far from a humanist as

the North Pole is from the South Pole.

These comments, which could have come from any
teacher of any liberal arts subject, clearly express the

widespread unwillingness to accept computer technology.

This unwillingness, coupled with teachers”’ misconceptions

about the capabilities of computers were found to be the

major problems facing the use of computers in schools in

3 study done by Educational Research Service in 1%82.
fcited b Harrisen 1984)

In view of these attitudes, how, then, have the
increasing numbers of computers managed to make their way
into classrooms? Have profit-seeking high tech companies
mesmerized education administrators to convince them that
the computer is the answer to our nation’s education
problems? Is computer-assisted learning based on any
pedagogicaily énund theories of learning or are those who

are embracing it, doing so out of over—-zealous respect




for the almighty Computer? Does the computer have any
inherent qualities that distinguishes it from the
technological tools of the past? What exactly is
computer-assisted language learning anyway?

The intention of this paper is to help the reader
answer these questions and Judge the potential of
computer—assisted language learning (CALLY! fqop himsel+.
A review of some of the issues and major concerns of
foreign language teachers wil] be followed by a
discussion of the role of the computer and its strengths
and limitations as a learning tool. Many misconceptions
stem from a lack of Knowledge of what CALL is, and for
this reason we will turn our attention to the programs
available for language Ieafning in the second half af the
paper. Learning to best make use of the ful] potential
of these programs is a three-fold task. The most obvious
aspect of this task is to become familiar
with the range of software which has been developed for
the language classroom. Next, guidelines for evaluating

software will be presented and finally some suggestions

Y untit recently, British writers have used the terms
computer-assisted learning (CAL)> and computer—-assisted
tangauge learning (CALL), where U.S. writers have
preferred computer-assister instruction (CAl) and
computer-assicted language instruction ¢(CALI). Today,
the terms are interchangeable; there is no difference in
meaning nor do they indicate the writer’s nationallty.



for classroom use. After becoming aware of what CALL -3

and the issues involved, the reader should he p_epareﬁz
decide whether the computer is a tool which he would want

to incorporate into his teaching.

So that the discussion of CALL and software can be
read with a critical ev¥e, let us first review scme of the
issues raised by language teachers and some of the

asaumpt:nns about language learning whlch haw&~g&uvakmwtﬂ~

to these concerns. Looking at the strat&g:es‘cF;gqnﬂa
language learners will also help us defrﬁﬁapaiﬁtﬁhtw

for in an effective language learning tu&f. o

Probably the most commonly voiced reascon for
reluctance towards the computer is the negétiue
connotzxtions of a machine - cold, impersonal, sometimes
even dehumanizing; a machine which many perceive as
threatening., The importance of a non-threatening
environment to the learning process has become a
generally accepted principle. Because of the inherent
l1ink betwesn language and self-concept, language learners
are very susceptible to feeling insecure and threatened
by a new language. For this reason there ha% been much
focus on the affective needs of the learner and
providing a secure, personable atmosphere has become a

L

major goal for many teachers. A computer, if perceived




as a cold, impersonal machine, could be a disturbing
element.

A second issue in learning, and especially language
learning, is the question of who directs the learning.
T.F. Johns ¢1982) tells us that the most powerful myth of
the computer is its all kKnowingness. Not oniy does this
idea produce a feeling of intimidation but it leads to
the'aéshmption that the machine is in control of the
human being. The standard model of interaction between
the computer and student derives from the
teacher—centered classroom, (Johns 1981) a model which
many would like to see de-emphasized.

Humanistically-based classrooms are to be learner-
centered and teachers favor sharing control with the
students. These teachers encourage the students”
movement towards independence by letting them take on
responsibility and initiative for the direction and
content of their learning. The amount of control a
teacher may have is a disputed jssue. Nevertheless, in
any classroom in which the student takes on initiative
for learning and uses student-generated material, a
computer—directed as well as a teacher-directed lesson
would be ocut of place.

+ A fregquent complaint about the computer is that it
can only be used for reading or writing skills, Language

involves four skills and the recent rise of communucative




methods indicates that teachers and learners are
increasingly interested in developing oral/aural fluency.
Though voice synthesizers exist, the quality is not vet
at a point which would be desirable for simulating human
conversation for the purposes of language learning.

Related to this problem of the linguistic
Timitations is a feeling amongst some that CALL is
nothing more than programmed learning under a new name.
In order to make any distinctions or'parallels, a
definition is necessary. Earl Stevick (1980:114) tells
us that programmed learning

+«.is based on the assumption that people

(and animals in general) learn principally by

doing things right and then being rewarded in

some way for doing so. ... the learner meets

cne tightly structured bit of learning space

{(one "frame") after another, and is invited

to agsert himself into it in SOme very

Clearly defined way - perhaps by pushing one
of four buttons...

This type of learning, based on SKinner‘s theory of
stimulus-response, is also closely éssociated with the
Audio-Lingual Method (ALM). The recoghition of the
existence of a variety of caognitive styles among learners
however, has lead to a re-examination of the idea that
learning can be equated with habit formation. Habit
formation may indeed be one of these cognitive styles,
but.only one among many. Though these assumptions behind
programmed learning and ALM have fallen out of favour

with many language teachers, the type of drills,
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substitution, tranéformation and repetition can probabiy
still be found in the majority of Tanguage classrooms
around the worilid.

TaKing stock, we find that impersonal environment,
machine~contrdl, lack of four-skill practice, and
confusion with programmed learniﬁg or habit formation are
the major accusations against CALL. Before attempting to
offer any answers to these concernz about the computer,
let us first look at some strategies used by good
language learners. 8y doing this we can determine what
sKills a good language training tool should help the
langauge learner acquire.

In the article, "What Good Language Learners Can
Teach Us," Rubin (1974) tells us that good language
learners are good guessers. They understand part of the
information and infer the rest using clues of the
setting. Secondly, they have a strong desire to
communicate and are willing to do many things including
appearing foolish in order ‘o0 do so. Thgy are willing to
make mistakes and accept a certain amount of vagueness
and uncertainty. Playing with the language by forming
new words and sentences and then checking the response is
arnother tactic of a good language learner. All of these
thiﬁgs assume a certain devil-may-care attitude or the
feeling of having nothing to lose, a willingness to take

/

risks, But Rubin tells us this learner is also prepared




to attend to form: to look for patterns, to analyze,
categorize and synthesize as well as monitor his own
speech and how it is received. After all, his motivation
i communication, which involues both comprehension and
expression.

Based on Rubin‘s research one can conclude that a
geod language learning tool should provide such strong
mativation to communicﬁte that the studeﬁt would be
willing to take risks, even appear foolish., It would
énhcourage guessing, plarfulness, and experimentation with
the language. But it would also train the student to
look for patterns and clues, to analyze, and categorize.
These are points which can be used as guidelines in

determining the usefulness of the computer as a language

learning tool,

Now that we have reviewed some of the demands of
present—-day language teachers, as well as some strategies
of good language learners, we are prepared to investigate
CALL more closely. After examining the role of the
computer and its strengths and limitations in a lanquage
classroom, the reader will be able to determine to what

extent the concerns about using CALL are justified.




THE ROLE OF THE COMPUTER IN THE CLASSROOM

Fear that the computer will usurp their role in the
classroom may explain the reluctance of some teachers to
accept this new technology. We can best dispel any
anxiety of this Kind with an examination of th§
computer’s func@ion‘in the foreign language classroom.

Clearly, it has the capacity to smulate the teacher
as tutor in its ability to prompt a response, check it,
Quide the student towards the correct answer, evaluate
his answer, record it, and give explanations. However,.
the computer cannot fill the teacher’s shoes in
responding to the learner’s affective neede which have
come to be accepted as an important variable in the
learning process. Though it can determine the student‘s
linguistic problems through the percentage of right and
wrong answers, it cannot take affective needs such as
mood, health, emotions into account., It lacks the
ability to Know the student ac a whole person, tg
understand his problems and needs and to react
accordingly. It is, in effect, nothing more than a tool
which the teacher uses as ke sees fit in responding to
the needs of the learner. Just as the name,
coﬁputer-aasisted language learning expresses, the

computer’s role is to aid the learning.,
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Up until now, however, CALL has been confused with
programmed Jjearning because of jts extensive use in the
role of tutor or perhaps more descriptiveliy, dril)
sergeant. Seymour Papert (1980:34) believes that using
the computer as an instrument for drill and practice has
appealed to teachers because it resembles traditional
teaching methods. 4 commonty held belief is that CALL
should free the teacher from the mundane, mechanical
side of language teaching. But what can be motivating,
beneficial or innavative about programs which are
designed to take on such a mundane, mechanical job?

By using the computer az a drill sergeant which
puts the student through his paces, the full potential
of CALL is being overlooked. I have often used the tip
of a knife to tighten or loosen screws or to pierce
potatoes before baking them. Had I, however, never used
the long cutting edge of & knifé, I would have never
used it in its full c#pacitr as a tool. This analogy
can also be applied to CALL. Merely a small tip of the
potential of CALL will be used if the only role we
assign it is that of tutor..

John Higgins ¢1983a) suggecsts two models of a
teachersy one which he calls magister and the other
pegagogue. Teacher-directed classrooms can be defined
as the teacher taking on the role of a magister, a

schoolmaster or tutor who is all-Knowing in his field




ek

i0

‘ied to direct his students’ learning

¥ow they will tearn.

"see another mode! of teacher emerging in

Modelling the

computer = functlonfaftar this figure gives us a reole

?betier aulted to make the most of the potential of the

Higgins (1983a:4)

position in & patrician

ik CEh ! o naps his fingers, he
-.*cbmsza#énmﬁrdhtoﬁgmw@ ‘information, answer

questions, ar perhapa, if that is what the
S S OURE T MATER T WERPEST ¥8  ¢6hduct an argument,
or give a test. He -may be an expert but hIS
expertise only emerges on demand: he IS a
walking library.

By'assigning the'ﬁcle of pedagogue to the computer,
the: student can make use of the computer‘s vast store of
knuwiedge wlthnut relnnqunshlng control over his

.Iearning. Rather than offerlng drill gquestions, the
computer can offer a uarlety of actiuitienghich are
highty interactive and potentially motivating to the
learner. Thﬁs the role of tutor is changed to that of
an oppnpent i@ 4 game, or a problem solving tool, or &
soprce of topics of conversation, or an entertaining
correspondent, just to name a few of an infinite number

of possibilities. The computer thereby becomes a
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resource, providing new ways o# increasing the learner’s
exposure to meaningtul language. (Higgins 1983a)

Viewing the computer as a resource, rather than a.
threat is a necessary step for teachers who wish to take
advantage of its many capabilites. We will now continue
our examination of CALL by exploring the strengths and

limitations of the computer in this capacity.
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THE STRENGTHS AND LIMITATIONS OF CALL

The following sections will discuss the strengths
and weaknesses of CALL at its present stage of
ﬁeuelopment. The reader should be aware however, that
the microcomputer industry is characterized by rapid
changes. 1In the neap future, advantages to using CALL
could be added to the list as a result of technical
advances, or technical limitations of the computer may
be solved, eliminating some of the weaknesses that
presently exist, This is in Keeping with the one
quality that runs through all points to be mentioned:
flexibility, CALL's major attraction to a generation of
teachers concerned with being able to adapt to their

student’s needs.

STRENGTHS

Interaction

In examining the ways in which CALL provides

sources of meaningful language in the classroom, we find
some inherent qualities which distinguish it from
technological tools of the past. The Key word for
describing CALL’s main attribute is interaction. The
cgmputer demands some input on the learner’s part and
immediately responds appropriately. Thus, as Davies

(1981) points out, CALL can offer the student an
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environment which is continuously altered by his own
actions. Its ability to "make decisions" and to adapt
its activity in response to input is unique among
technological aids. Neither language lab nor video can
offer the possibility of content which is affected by
the student’s response. Graham Davies (1981:5)
describes the student‘s positive reaction to this
possibility:

students derive a good deal of security from

the fact that the computer reacts to evary

response they make — which is not so in the

language lab, where a student may ptough

through a dozen drills, get them all wrong
and not be checked.

The type of respanse given on tapes c#n assume only
one answer: the correct one. This cannot be considersd
communication. In attempting to simulate reality, one
must allow for the unpredictable. For this reason, the
computer also faliﬁ.short of offering real communication
as the responses are pre—programmed and lack the
spontaneity of human communication. Nevertheless, thé
immediac} of the response, usually instantaneous, and
its appropriateness to the student‘s entry is the
closest a technological tool has sver come to simulated

communication in the foreign language classroom.

AN extension of the interaction between the student
and the computer is the increased interaction that takes

place among students. How this is initiated will become
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clearer in the ensuing review of lTanguage learning .
programs. For now, the point suffices that when working
with small groups with the computer, especialiy in the
role of pedégogue, students are given the ocpportunity to
workK as a team or as competitors with a purpose. This
condition affords the possibility for a great deal of
functional language such as strafegy planning,
consultatiqn,ﬂpersuasion,_bargaining, discussion, and so
on, Even when using a tutorial program with students
workKing one to a computer, I have experienced a great
amount of shouting between the students te inform each
other of their progress. As Higgins (1983b:9) confirms,

There may be no sound on my machines, but

introducing a computer has never in my

experience diminished the amount of spokKen

tanguage occurring in a classroom. In this

sense at least, computers can be described as
communicative.,

Individualized instruction

Though the term communicative seems to have become
an adjective which teachers in the field regard as a
magic word to ensure results, traditiona] trypes of
grammatical drill practice still piay an important part
in classroom lesson plans. It is especially this typé
. of focused language learning which can benefit from the
advantage of individualized instruction with maximum
control on the learner’s part. When working one-on~one

with the computer, the student can chocse to go on to
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the next question or level when he is ready and not
because someone else in the'clasa is ready and eager,
Nor must he be held back because others have not yet
grasped the point. Each individual student can
determine the level and pace of learning which is right
for him. Even in game-type programs, whose goal is to
train the student’s ability to respond quickly, the
student can control the amount of time allotted to give
an answer,

In most tutorial programs, the student is given a
choice in the level of the exercises. If he finds the
exercise too easy or tdo difficult as he isg doing it, he
can always switch back to the menu, which is analogous
to a table of contents, to change hig choice.

Especially in a language class where students are rarely
at the same level, this ty¥pe of flexibility is extremely
important and has thus far been impossible with
traditional types of worksheets or written handouts.,
Working with a computer offers the siow student the
opportunity te repeat things which are still not fully
ﬁlear to him while the faster student can make use of
"this time deing work berond the course curriculum.

A further help to the learner is a technique called
branching. 1+ the learner is having trouble with a

particular area, the computer can be programmed to give

him more practice until the student has mastered it
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This practice can take the form of more exercise
questions or a short grammatical review of the problem
area. There are two possible formats for doing this.
Any time the student gets more than a specified number
wrong, the computer will automatically display a help
lesson. Though this can be very beneficial, the student
may feel lacked into something he does not feel
hecessary. An alternative exists in many programs where

the student may choose the help program if and when he

feels he needs it.

Feedback

The term feedback, which originated in the field of
technology, has found important application in presant
language learning classes. Al though there is both a
negative and positive side of feedback, the computer
eliminateé the negative while offering advantages not
available with any other tool.

The major advantage offered to the student is.the
elimination of negative feedback. The discomfort of the
non-verbal signs of others waiting, an eternity of
pregnant silence accompanied by stiffled coughs and
shuffling feet or the pain of hearing otheré laugh isg
something which everyone has felt at some time. This

tvpe of feedback i= a given in any classroom situationg
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certainly not what the teacher concerned with a non-

threatening environment desires.

With the computer, a student may answer at his own
pace, whenever he feels ready, but the non-verbal signs
of others waiting or verbal signs of ridicule or Jjudgment
are eliminated. The cdmputer affords the student privacy
of communication and time (Nold 1781, cited by Lazine and
Fechter 1981). The b95t'ccn+irmation of this comes from
a children’s newspaper article (Evans 1983) on the use of

computers,.

A Kid may not be as nervous with them as with
& teacher because with a teacher, if a Kid
gives a bad answer, the teacher‘s spinion of
him might not be very good or vice versa,
With the computer, the Kid doesn‘t have to
worry about opinions. Certainly the computer

is not qoing to say, *Hey, this kid is no
good.”’

Davies <(1981) has commented that the student is more
prepared to stick his neck out, take risks and make
guesses in an environment where he knows that his
siliiest mistakes are strictly be tween him and the
machine. This paves the way for the Kind of exploration,
. experimentation and pla¥fulness that can lead the student
to important discoveries about the language.

The other meaning of feedback is the response which
the student receives informing him that his entry is

correct or incorrect, giving him praise, encouragement,
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or solace. The nature and quantity of the feedback
| which is desirable for the language learner is a point
which is disputed in the field., Here again, the
computer‘s flexibility can offer any type of feedback
the teacher *;Els appropriate for the students.

Students have always been able to find a correct

answer, be it through an answer Key at the back of a-
book or a recorded voice repeating the correct answer.
But the computer can go beyond this very simplistic
method of merely declaring the answer right or wrong.
Instead, it guides the student to the carrect answer.,
It can give clues so that the student has a second or
third chance at arriving at the correct answer himself,
thus eliminating the right answer merely being given to
him..

In an attempt to answer concerns about the
impersonal, cold machine, efforts have been made to
personlize feedback. In many programs, the student is
asked his name at the beginning and it is then inserted
with every response. Many students are delighted by
feedback statements such as "John, you’re a genius" or
"Too bad Joe, you didn’t get that one. But try another
one." In some programs, the computer has a name and the
dialogue between it and the student attempts to mirror
human conversation with an introductory "chat® about the

weather or how the computer or student is feeling.
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Not al1 teachers desire this Kind o+ anthropo-
ﬁnrphism nor such phrases of exaggerated praise when the
student answers correctliy. This trpe of feedback is not
an integral part of CALL, but feedback or a response to
an entry is, Most programs availabie include rather
effusiye feedback, so that teachers not wishing this
would have to possess some programming skills in order to
eliminate it.

One limitation which exists in ﬁhe area of feedback
is s2en in situations where the student gives a correct
Fesponse that the computer does not rFecognize as an
acceptable answer, Innovative designers however, have
formulated responses such 85, "That’s not what I want. 1
want you to say..." in order to bypass the problem of
calling a correct answer wrong. Having used thoze exact
words many times myself when trying to drill a particular
grammar point, it seems Justifiable to allow the computer
its preferences. aAs I have only read of a couple of
programs which use this response however, this problem
remains a common one.

The student is not the anly one capabié of receiving
feedback when using the computer., @& record of his
performance can be Kept on file so that the teacher is
able to see what the student’s problems are and then
emphasize or review this area in class. Though this

seems to be an invaluable aid to the teacher, students do
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do not always react faverably to this "Big Bratherﬁ
option. It re-introduces the possibility of teacher
Judgement and not all students fea] comfortable with it.
Te;chera are therefore advised to implement this aption
with openness towards their students: inform them that a
record is being Kept and be open to their feelings and
reactions about it.

Summing up, the feedback available to the student
and the teacher clearly displars one of the most
frequently praised features inherent to the computer:
flexibility. The feedback which ranges from a running‘
account of the student’s performance for both the student
and teacher, through clues and reviews, to the
possibility of personal words of encouragement or
comfort, as well as the elimination of negative feedback
from the learning environment are features not easily

matched by other language tea&hing aids.

Language context
The computer’s role as a resource for meaningful
language has already been mentioned; nevertheless the
computer‘s chameleon-1ike ability to be any type of
language context the user desires must also be included
in a list of strengths of CALL. Most people Know of its
abﬁlity to ask the student questions and to test his

Knowledge but this is obviously only one method of
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learning. éAs language is involved in any Kind of
interaction with the computer, the student can benefit
through indirect language tearning activities such as
games and puzzles. |

If the student is involved in play¥ing a game with
the computer, he is exposed to a language environment
which requires a response. This response may stem From
collaboration with team members or it may have been
Kindled by the desire to express threatening comments to
his opponent, the computer. Learning the language is not
the task at hand in a simuiation; yet the student must
use a great deal of language when taking part in one.
Possibilities for verbal interaction and discussion of
any number of topics, including the computer jtself lead
to indirect language learning which cannot be overlococked
when evaluating CALL s ability in aiding the language

learner.

Fascination
There is one last feature of CALL which I feel

worthy of mention though there is danger that it may pass
in time. At least at this point, there exists a cerﬁain
fascination in workKing with the computer which has a
beneficial effect on learner motivation. Higgins ¢1983b)
des;ribes it as "the element of commi tment which arises
when an individual or small group work with a computer,*®

Kenning and Kenning ¢(1983:3) also speak of "a Kind of
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fascination" the computer holds for many people, ft is
this fascination which provides the motivation so
necessary for learning.

The novelty of the challenge of working with or
against the computer seems to inspire many students to
hours of time spent in trying to prove their superiority
over the machine. It is this challenge that mékes the
dialogue between student and computer more meaningful.
It becomes important to the student to beat the computer
and he is more willing to look for tricks to do this,
These tricks may take the form of looking for contextual
clues or attempting to fool the computer by trying
different answers which it may not Xnow.

The fascination for the machine can qQuickly wear of¥
however, with overexposure or the lTack of challenging,
innovative programs. aAs Thornton (1982) warns,
courseware designers must "capitalise on the unigue
- facilities offered by the computer so as to explore new
Kinds of lessons which would continue to motivate
students even when CALL lessons have ceased to be a
novel ty and have become a regular siot in the student‘s
timetable."

Another aspect of this fascination is the pogitive
effect the computer has on attitudes towards writing.
There have been ho claims that writing has actually

improved in the computer-assisted writing programs around
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the nation. The only report of change has been in the

students’ attitude towards writing and re~drafting,
Higgins (1982b:1) gives us a realistic view of what word
processing programs can do for students:

A word processor will not teach any

composition sKills by itself, but by

providing the perfect surface for editing, it

can in the hands of a sympathetic teacher

encourage a new set of attitudes toward
self-correction and re—-drafting.

If the idea of student-controlled learning is held
to be the most effective type of learning then
self-correction and positive attitudes towards

self-correction must also be essential to learning.

Freer experimentation in writing is possible i+ the

computer is allowed to free us from the rather mundane,
laborious job of moving sentences and paragraghs around
the page. Especially at the uniuersity or advanced

tevel, this can be an important factor in second

language learning.

In conclusion, the strengths of CALL include
increased potential for interaction with the language,

individualized instruction, feedback, and a fascination

with the computer which can produce high levels of

motivation. When examining CALL materials, these are
the features which a teacher must bear in mind as

necessary, it the program is to be an effective aid to

the learner.
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THE LIMITATIONS OF CALL

Breakdowns and Inexperience

Any teacher who has worked with any technical aid
in the classroom Knows that the greatest problem is
quite simply the unreliability of machines. In many
cases, the one time a teacher has pltanned her lesson
around any technological tool which then proves to be
out of order, is enough to discourage the teacher from
ever again planning a machine into her Eurriculum.
Though it seems to happen far less frequently than with
language labs, computers can breakdewn or Just.haué
technical "bugs" which can prevent the inexperienced
teacher ¥er continuing with her class. The obviocus
solution, which is admittedly of littie comfort, is for
the teacher to plan an alternative lesson, just in case.
Just as the computer offers great flexibility, it in
turn, requires a certain amount of flexibility on the
uger‘s part.

Many of the technical problems which might arise
could be overcome by a minimal amount of Knowledge about
the computer by the teacher. Staff not adequately
trained in using the computer was one of the major
probltems cited in the Educational Research Service
Study. (1982, cited by Harrison 1984) Though some basic

training in how to use the machine may seem cbvious, it
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is not unusual for teachers who have never touched.a
computer, to be expected to use one in their classrooms,
Whether the reasons be administrative oversight or the
teacher’s own fear of the computer, it is this lack of
training which Jeopardizes the future of CALL more than
an¥thing else.

Speaking of a more sophisticated level of
experience, if a teacher were to pPOossess programming
skills, the potential of adapting the programs to the
needs of her students would be limitless. This is a
pre-requisite to make optimal use of the computer, but a
teacher need not Know how to program in order to benefit
from CALL or ewven :onaider-using it., Quite to the
contrary, this i% one of the misconceptions about CaLL
which 1 would 1ike to dispel,

Clearly, some training in the use of the computer
ie mandatory for effective use of CALL. The greater the
programming skills, the more flexibility the teacher
will possess. However, as long as teachers and
~administrators continue to ignore these prerequisites,
computer-assisted learning will remain limited in its
applications in the classroom. Contrary to popular
betief, it is man who is in control of the machine, but

he must Know how to control it.
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Screen

There are, of course, limitations invaiving
physical discomfort. Probably the major complaint is
the strain and restrictions of working with a screen.
Looking at the screen can be very tiring on the eyes,
especially when used over long periods of time. Even
less than a printed Page of text can be displaved at one
time, and it is sometimes not as easy to Fflip through

the pages as it would be with a book .

Keyboard

Another proklem often brought up is the necessity
of typing skills in order to use CALL. Critics claim
that the keyboard impedes progress and distracts
students from the linguistic task. Many pragrams
attempt to bypass this by requiring only single-key
strokes for an entry. But the question of how actively
the student.ia using the language then arises. The
computer would have no realhaduantage in offering active
participation in the language, if single~Key strokes
were the only form of communication possible.

The inablilty of the computer to distinguish typing
errors from linguistic errors is another problem which
arises ¥rom the necessity of typing in respbnaes. Some
programs have a feature called partial matching. This

will rewrite the correct portion of what the student has
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entered and leave the incorrect words blank, asking the
student to retype only the blanked-out parts. another
approach is for the computer to use arrows to point to
the incorrect word te indicate there must be a change.
This may be good training for accurate spelling, but it
seems a tedious task which takes concentration away from
other aspects of the language which may be of more
importance toc the student.

In spite of all attempts to bypass them, the screen
and Keyboard remaih'ﬁr;ificial and laborious modes of
communication. Developments in technology will probably
solve these problems in less time than one might expect,
Tauch screens in which the user responds by pointing to
something on the screen and a hand-held pointer called a
"mouse”", already offer alternatives to the keyboard,
Nevertheless, the kevboard will most likely remain the
principle mode of communication for some time to come

and it is a hurdle anyone wishing to use the computer

must overcome.

Oral Communication
The inablility of the computer to provide for
natural, oral communication is the Vimitation which
prevents CALL from being an aid suited to activities for
all four language sKills, CALL‘s medium is most

definitely written language. Though the promise of
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a

woice recognition and voice s¥nthesis has already been
fulfilled, it is questionable whether the computer will
ever be able to recognize the sometimes rather garbled
phrases and sentences of the non—nafiue speaker. As a
result, these technical advances would have little
effect in the field of second language learning.

The future holds much promise in regard to
progress in oral/aural capabilities, but the situation
as is calls for knowledge of what sort of activities the
computer is suited for and clear cbjectives in thel

teacher’s use of the computer in her lesson.

Sof tware

%o far, all the limitations mentioned have
primarily concerned the hardware, meaning the machinery;
The most seriocus limitation however, lies not with the
technology,_but with the quality of the software; the
actual "text", The lack on the commercial market of
innovative programs based on modern pedagogical
azsumptions is the single moet 1imiting factor to.the
use of the computer in education.

Thie accusation seems puzzling when one considers
how long computers have been‘present in educational
institutions. But programmers of the targe main frame
computers at universities were not teachers of langquages
and they could not Know about the nesde of language

learners when developing software.
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fhe best kﬁown such program is a system of lessons
called PLATO which has been used extensively at the
University of I1linois for more than ten years. In his
review of the lessons, Vance Stevens (1983:295) tells us
"they are slightly dated products of tests, teaching
me thods and technology of the last decade and they have
consequently made little use of the capabilities of the

system which are now available."

Papert (1980:34) compares the path of computers in

education to other technologies which have also taken

this winding road to maturity.

The first use of the new technology is quite
naturally to do in a slightly different way
what had been done before without it... A
whole generation was needed for the new era
of motion pictures to emerge as something
quite different from a linear mix of theater
plus photography. Most of what has been done
up to now under the name of "educatiocnal
technolegy" or "computers in education" is
still at the stage of the linear mix of old
instructional methods with new technolagies.

Since the appearance of the microcomputer, more and

more creative programs, which will be described in the

next section, have been developed by teachers, university

departments and private institutions. One serious

problem is that this creative type of software is

generally not available on the commercial market to the

teacher at the local high school or communi ty colleée. A

second major problem is that most of the programs are

system—specific, meaning that they cannot be used on a
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different type of computer. Teachers from different
schools with different computers cannct share and
exchange any of their software.

In the hope to one day see programs which have been
written for learners rather than programs written for the
computer, educators interested in CALL are strongly urged
to write courseware themselves. Unless there is some
response from educators or unless software industries
make an effort to study the real needs of learners, the
potential of CALL will go unfulfilled.

The limitations discussed touch upon every aspect of
CALL: the hardware, the software and the users. Based on
the rapid progress of the last five ryears since the first
microcomputer appeared, manufacturers will certainly
offer more improvements in the hardware. But the quality
of the software and the inexperience of the user are the

two Timitations which can and must be improved upon by

educators.

Our theoretical look at CALL is now complete, The
reader has been made aware of the conditions desired by
language teachers for their classrooms and their concerns
aboyt DéLL. We have found a place for the computer in
the classroom as a resource for meaningful tanguage and
reviewed its strengths and 1imitations as a iearning

tool. We are now prepared to look at the actual computer

programs available to the language learner.
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CALL COURSEWARE

We shall now turn ocur focus to the actual use of the
computer in the classroom. In order to take full
advantage of the potential of CALL, the teacher must kKnow
what sort of programs exist, how to svaluate them and
what to do with them in the classroom. Our first task is
to become acquainted with some of the courseware which
has been developed for the fcre{gn langauge learner.

Some of the most creative and exciting programs
which I have found were developed in Britain. Especially
iﬁ the field of English as a Second Language, British
educators have made exceptional progress. One of, i not
the leader, is Jahn Higgins of the British Council. Not
only has he written numerous creative programs for the
ESL student, but he has written many articles discussing
the sducational assumptions of CALL. He has thus given
credence to CALL as a valuable educaticnal tool rather
than just the latest space-age, electronic gimmick to be
dismissed by serious educators.

There ére no official, accepted names of Categories
of programs as of yet and the division between these
categories is often fuzzy. But in order to give some
structure to the description of the available sof tware, I
will use terms which Higgins (1982b> has given to three

major categories. The +irst group, which are the more
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conventional, most well-kKnown, are called the interactive
programs. The standard model of interaction in these
programs derives from a teacher-centered class. (Johns
1781 The computer is basically responsible for
initiating exchanges, assessing the student’s response
and providing feedback. This group has two subdivisions;
the tutorial and non-tutorial programs. The tutorial
programs entail some éart of linear progression through a
sy¥llabus. These programs work best with closed
grammatical systems like tense choices where there iz no
question about what is correct. (Higgins 1982b) .
Non—-tutorial programs include games, simulations and
adventures.

The second major category which Higgins (1982b)>
mentions is s¥nthetic generation. These pPrograms use
some sort of in-built grammar to generate teaching
material. There i% an important rble reversal when using
these as the student becomes aware of his control of the
machine.

The final division, analytic generation, are
programs which offer text that has somehow been distorted
or manipulated by the computer either through deletion or

reordering. These programs have been designed to develop

reading skills.
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The rest of this section offers detajled
description, with examples of programs in these
categories.- The reader is asked to bear in mind the
role, the strengthe and the limitations of the computer
which have already been discussed while reading through
these descriptions. Guidelines for evaluation of
programs will follow and finally some suggestions for
classroom use. The reader should then be well-prepared

to make decisions about using the computer in his class.

.................
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TUTORIAL PROGRAMS

Programmed Learning

Programmed tearning, the technigue which is most
often associated with compter—~assisted instruction of.any
Kind, is based on Skinner’s behaviocuristic mﬁde] of
learning which has now come to be regarded by many with
skepticiem, It basically involves a presentation of &
subject in small sequences or frames. Each frame
contains one new concept at the most and cone question
which requires an answer. The questions test whgther the
student has grasped the material. (Higgins 198ib) They
are not meant to be trick questions, but they are
designed to block progress until there is comprehension.

Though this technique is most often agsociﬁted with
teaching machines of the nineteen gixties, hence the
association with computers, it has been used in various
nen-technological aids including books. An example is
the so-called scrambled book which asks the reader to
turn to different pages depending on whether he answers
¥es or no.‘ i+ the answer is correct, the student is
asked to turn to the next page to learn a new concept.
1+ be answers incorrectly, he is asked to return to the
specific page where the information is presented and then
try the guestion again. This type of book is a form of

programmed learning though few pecple rezlize it.
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The computer is merely one converyor of programmed
learning techniques and not 5rﬁonymnus with them. It is
true that the computer is an excellent mode of this
technique as it can do away with heavy volumes of books
and prevent the learner from peekKing at the answers or
going on before he has comprehended the point,

Tﬁe following is an example of a conventional
computer dialogue. The computer’s role is in capital

letters,

PLEASE TELL ME YOUR NAME

John

HELLO JOHN. TODAY WE CAN DO EXERCISES ON THE
PLURALS, THE DATIVE OR THE PAST TENSE.
WHICH DO YOU WaNT?

Past

YOU WANT PAST TENSE. IS THAT RIGHT? Y/M

Y

JUST A MINUTE PLEASE.

LET‘S START WITH REGULAR VERBS.

THE PAST TENSE OF A REGULAR VERB IS MADE BY
ADPDING -T- TO THE PLAIN STEM AND THEN ADDING
THE ENDING FOR PERSON. HERE IS A SENTENCE.
PLEASE MAKE 1T PAST.

ICH WOHNE IN LONDON.

lch wohnt in London

NQ, THAT’S NOT RIGHT. YOU FORGOT THE 18T
PERSON ENDING.

FLEASE TRY AGAIN.

Ich wohne in London

NO, NOW YOU FORGOT THE T

THE CORRECT ANSWER 1S:

1CH WOHNTE IN LONDON.

NOW TRY THIS ONE.

Though programmed learning may be controversial, it
can be an effective means of learning. However, there
are three conditions which must be fulfilied. (Higgins

1981b> The subject matter must be well-defined and




34

finite; the learner’s motivation must be strong and
thirdly, it must have an element of urgency and
intensiveness. Clearly, language learning goes beyond
these limits and it has partly been CaLL‘S strong
identification with programmed learning which has
constrained it to this limited range. If this were the

only application of the computer, experimentation with

CALL need nct be continued.

The following sections on the tutorial categories
are all simitar, and at times interchangeable. They are
techniques used in various methods, ameong them ALM and
programmmed learning. The major difference, as I see it,
is that the following types of programs assume prior
classroom contact with the material. They are not meant
to teach but to practice what has been presented. In

programmed learning, the frame teaches one cuhcept aftter

another, tiny step by tiny step.

Prill and Pr#ctice

Drill and practice programs most often take the form
of questlon and answer drlllﬁ, usually with multiple
choice questtona focusing on a particular grammar point.
The?e types of drills are very familiar to any languagé
class. The advantage of the computer is that it can give

the student a second try at his answer and the chance to
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receive some clues or help if he wishes. There are many
_prngrams called authering programs, which allow the
teacher to enter all of the data so that the material in

question can correlate with material from clazs and the

text.

The computer chooses the questions randomly so that
the student never receives them in the same sequence.,
With most programs, if the student does not get the
correct answer after the second try, the question will
come back on the screen at a later point.

Multiple choice questions have become standard
because the computer can only deal with a set aof
predetermined answers. The rangelaf ex2rcise types has
been expanded however, through advancements in technology

and programming skills which allow for the recognition of

similar answers.
Christopher Jones (1983) tells of a computer

exercise of this type which gives the student practice in

reporting offers,

The student sees a screen of instructions and
examples in this case telling him to report
the offers he will see, using one of three
forms: (id>He offered (me) something <{(ii} He
offered to (do s.t.) (iii) He offered to let
(me) (do z.t.)....

He answers the questions as they come up by
tvping them into the Keyboard....It should be
“mentioned here that a variety of answers

might be possible for one guestion. For the

offer "I‘ve got some money if you’re short",
the computer can be programmed to accept any
of the following:
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He offered me some money

He offered to lend me some money

He offered to let me borrow some money

He offered to let me have some money
(Jones 1933

Though there are still strict limitations on the
student’s response, it is one étep away from the
sometimes frustrating little sentence so commonly used:
only one answer is correct.

In this case, as with any exercise which requires
the student to type in the entire gsentence, the computer
tan make use of a technique called partial matching which
reprints the correct parts of the response, leaving
blanks where the student has made mistakes, He is then
asked to retype only those parts which are incorrect.

AN example of this taken from a drill converting

French present tense to imperfect:

a. computer displays - je recois

b. student types - Jje recevait
c., computer =~ NOT BUITE Jje re_evai_
d. student =~ Je regevais

ANy type of exercise which has traditionally been
considered drill and practice, such as filling in the
blanks, conjugating verbs, translating, or substitution
drills, can easily be put on a computer program. The
computer enhances these drills through its entire range
of feedback which the student receives immediately as
well aé through the advantages of individualized

instruction already discussed. The exercises however,
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remain drill and practice and teachers must not expect

that the computer can, in any way, change the nature of

these exercises.

Scored quizzes and tests

Any of the exercises from the dril! and practice
section can be perceived as a quiz or a test by adding
the element of scoring. There is much discussion in the
field as to whether all work done wi th computers is in
fact Jqst testing and not realjy teaching. This is true
if testing is defined as feedback to the teacher and
student about the student’s comprehension of and ability
to use the new material,

In looking at the normal classroom procedure, after
a presentation, the teacher is constantly "testing" the
studénts to see i¥ they have grasped the paoint. The
student tests himsel+f during a practice session to see i+
he is able to apply what he has iearned. This on-going
feedback for both teacher and student can take the form
of correct answers to guestions raised by the teacher or
the student actually using the language he has learned.

What does the computer offer that paper and pencil
or the classroom could not take care of? Using the
comPuter can help change the pejorative associations of
the word quiz and test and help students realize that

~ they are valuable learning aids., In the U.5., the words
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quiz and test effectively have the same meaning, though
the test usually carries more weight in the student’s
grade. Who cannot remember that sinkKing feeling when the
teacher announced a quiz? In British English however,

(Higgins 1981a) quizzes are associated with competitiaon

and recreation rather thamn formal learning; they are
casual and fun. This is really only a matter of terms,
as we do see such things in Spelling Bees and other
activities which are more TiKely to he perceived as games

in this country, but whose goal is most definitely to

test the student’s Knowledge in a specific area. The
computer can be used as a bridge between game-1ike
testing activites and the much feared quiz which gives
the teacher scores for his grade book.

There are other, more concrete advantages for the

student when using a computer., The most significant is
the instant feedback on his score which he receives along
with some sort of usu§l1y humourous comment as to his
per*ormance.' In one program, this may range from
"Your‘re a genius" to "Are you sure you‘re awake today?"
There are, as always, the possible second chances and
hints and clues which the computer gives, but naturally
with a loss of points. The possibility of setting time
limits is a feature which gives the student the cnance to
pace himself. In this way, there is always a new

challenge in trying to do the sams quiz more quickly the
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next time. Finally, the visual enhancements possible
with graphics and animation cannot be overlooked.
Besides their entertaining attraction, they offer a

non-verbal mode of testing.

One example of a program of quizzes is WORDPACK by

Chris Jones. (See Appendix 1) There are four different

NURDPACKS available, sach containing two language
programs in which the teacher can insert the data, an
important option in any program. The programs include
multiple choice tests and general questions tests as well
as tests é+ vocabulary through crossword puzzles and
anagrams. One interesting program is called Matchit.
Here the teacher is allowed to enter up to 1S pairs of
items, transiation, synonyms, opposites, and so cn, for
the student to match. These pairs are printed in two
columns which grow shorter as correct answers are
extracted and printed at the top of the screen. There is
no scoring in this particular ﬁrogram but there is a time
timit. These WORDPACK programs offer the }anguage
classroom a variety of actvities with which students may
quiz themselves on class material, thereby getting

important feedback about their kKnowledge, in a

non—-threatening manner.
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Testing
A major application of CALL is in testing. For

teachers who are interested in this, there are authorinag
programs available which enable the teacher to create hep
own multiple-choice, true, false or fill-in—-the-blank
tests. There are two advantages to doing this with a
computer rather than on paper. The first is that the
questions can be programmed to appear in random order,
thus deterring cheating if that is a problem. The second
ig that the computer can correct and score the test and
give.the teacher information about the results.
Individual teachers must decide if these points along
with the amount of classtime working with the computer

Justify it as a testing mode.

In summary, the most significant advantage of the use
of computers for scored quizzes #nd tests ics that the
student can receive immediate feedback on his pragress in
class without causing the threat that the traditional
ctassroom quizzes sometimes present. He can thereby
-!earn to appreciate a quiz or test as a valuable learning
aid. If a teacher decides to use the computer as a
testing mode, he must, as always, be clear about what is
being tested and i¥ the use of the computer as a learning

tool in class supports its use as a testing mode.
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Having looked at all of the programs generally termed
tutorial, there remains one type of program, data base
management, which does not directly teach but could become
a vital reference source for tanguage learners. Thinking
of Higgins’ definition of the computer‘s role as
pedagogue, one whose "expertise emerges only on demand,"
(Higgins 1983a) thesge programs seemed to have been
designed to provide the expertice,

Data base management

Thie common application refers to a capability of the
computer to store large amounts ﬁf information in files.
The user can easily retrieve this information or parts of
it as he needs it. It is therefore possibie to put antire
‘dictionaries on a program, or files of verb conjugations
or prepositions and the 1like.

Though this may at first appear to be one more list,
ho different from paper lists, there is one vital
difference Ghich could change student’s attitudes on
correction: the ease and speed with which one can retrieve
the information, I, 1ike many of my students can be yery
lazy when it comes to teafing through a large dictionary
to 1ook up words or tedious verb lists to check my verb
conJugations. With the computer, one merely chooses the
type of information needed, — gender, irregular verbs,
nouns, or adjectives, and then types in the word in

question. Within seconds the information is displayed on
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the screen. Students might be more motivated to edit and
correct their writing if this easy option existed either
in or outside of class.

There are zlso spélling check programs available.
The user inserts his document and the spelling program
checks all the words against its own dictionary of worde.
It checks spelling but it cannot check for grammaticality
which is a major drawback for the second laﬁguage tearner.
The words to, two, too are all acceptable wordse in the
dictionary but the program cannot check their use. It
would therefore accept the sentence, I have to dogs. For
thie reason it seems that such a program would be of
greater benefit to the advanced student.,

Hand-held, pocket-sized electronic dictionaries have
already been put on the market: the first sign of
computerized bookKs. Howsver, whether they will actually
replace paper references is still an open question. If
and when this occurs, it will revolutionize the way we
retrieve and process information, thus creating new
rescurces for the language learner and teacher,

This concludes the section on tutorial programs,
designed to qive students practice in specific areas of
the language. The following section will cover
non—-tutorial programs which incorporate theoriess of
indirect learning. They provide practice in the language

though the student’s attention is focused somewhere else.
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NON-TUTORIAL PROGRAMS

GAMES

Because games contain inherent elements which
provide a good framework for language learning, game-like
features can be found in all three of the major
categories of programs, interactive, synthetic and
analrtic.

Games always have a goal (Stevick 1982:128) and the
plarers possess the same skill or ability which enables
them to pursue this goal as a team or as competitors. In
the case of language tearning games, the common skill is
the linguistic ability of the plarvers. While plaving,
the learner’s attention is focused on the goal, which-
could be related to his linguistic performance, but need
not be as he is using his lfnguistic ability in pursuing
the goal. Quite often the goal is only to be better than
the competitor, in order to win the game.

Games have rules (Stevick 1982:129) and by accepting
them, plarvers agree to restrict their actions in certain
wars. Accepting grammatical rulies thus becomes a natural
restriction within the context of a game. Though limits
exist, actions are not entirely predictable and the

plaver must use hig skill to intervene with precision and

timing; two more important factors in language.
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Finally, with practice the learner has the chance to
improve his performance.

Motivation, debeloping and improving skills,
awareness of limits, timing and practice are all
essential to good tanguage learning. With games,
teachers are using a vehicle for practicing all of the
above. By using computer games, some of the enthusiasm
and committment with which People play arcade-type games
might be transferred to the ¢lassroom and added to the
other essential elements.

Computer games can become guite addictive in one’s
attempt to beat the machine, perhaps ocut of some need to
prove one’s superiority over it. The satisfaction of
winning produces enthusiasm and high motivation, but at
the same time the skills which the games develop, either
directly or indirectly, must correlate with the needs of
the student. In order to make the use of computer games
an effective learning aid, teachers must determine
whether they truly develop skills essential to the
student’s needs and objectives.

Playing computer games just because the students
enjoy them is forgetting the intention of using the
computer as a learning aid. Teachers are asked to keep_
this in mind when evaluating all types of sof tware, but
ezpecially where there is a danger of being charmed by a

game and forgetting its linguistic objectives.
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Probably the most well-Known computer game available
in most foreign languages is HANGMAN. There are several
versions of this game but in most cases the computer
“thinks" of a word or a sentence and disgsplays only a
blank line for each letter in the word or words in the
segtence, along with the gallows on the qQraphic screen.
The student guesses letters in the hope of guessing the
word or sentence before he gets hanged.

With this type of game students start developing
important strategies in order to avoid their execution by
the computer. Though the first few tetters guessed may
be wild guesses, 5nce a few correct letters have been
discovered, the plavers must develop the ability to
recognize permissible sequences of sounds. In a high
school Spanish class, one boy explained how his trick was
to gueés an L first. By seeing the position of the L, he
could determine whether the word was feminine or
masculine, which then not only told him which vowel to
use in the article but sometimes helped him with the last
letter of the word. Little did he rezlize that he was
developing an important skill in making use of the
redundancy of language. Through this type of game, the

learner is also accustoming himself to the acceptability

of guessing, a strateqy used by good language learners.

(Rubin 197&)
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Another game which makes wonderful use of graphics
was developed at the Goethe Institute in Munich by Hannis
.Schumann. It is modeled on the violent type of Space
Invaders game, but with an interesting twist., Our hero
I8 an angel who appears on the screen with a bow and
arrow. The sKy is filled with drifting cloude which
contain various topics such as professions, food,
geography, or animals. The student can use the arrow
Keys on the keyboard or a2 joystick to move the angel in
order to shoot his arrow into the category he would like
to work with.

The screen is blanked out and the angel reappears
with an umbrella in one hand and a beer mug in the other.
Anyone who has ever spent time in Germany will appreciate
the cultural connotations. & cloud with a word from the
chosen category appears and the student must type in the
appropriate gender. If the answer is caorrect, the
definite article appears with the word and the cloud
breaks into the beer mug. If the student is not correct,
the cloud will burst into a shower over the angel, as the
next cloud with its word hovers above. With too many
mistakes, the puddle of water formed by these showers
will grow into a sea, drowning the angel, while a devil,
smiiing smugly strolls across the surface of the water,.

At this point the student is shown all of the words with

their carrect definite articles. As I was drowned in my
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mistakes, I can only assume that i+f the angel fills up
his beer mug, he finds a sunny beer garden to =it in
while reviewing the words with their articles.

This games offers several advantages besides the
obvious review of articles. First, it is timed and the
student must make very fast deciscns. This gives him
practice in responding quickiy an; relying on instinct
which is important in learning to use German articles.
.Secondly, it can be plaved by more than one plaver which
adds an important opportunity for interaction. Students
can work in teams or compete against each other. The
element of competition has always been a magic wand for
making a great deal of vocal interest and enthusiasm
appear in the quietest of classes,

The use of games is certainly nothing new to the

language classroom, but the computer can enhance this

technique to make it, when used properliy, an even more

effective tool for indirect language learning.
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SIMULATIONS AND ADVENTURES

Simulation, in effect, role play, is another:
technique not unfamiliar to the language classroom. 1t
provides the student with the experience of a certain
rote; making decisions and interacting with others in
that role while pursuing a predetermined goal. The focus
here is on the role and the goal, but the interaction
necessary to attain the goal requires a great deal of
language. Simulations basically provide students with a
context for using language. (Higgins 1%81a)

The goal can be anything from finding a treasure or
detecting a murderer, to making a profit in a
multinational company or saving an entire country from
starvation. There is always some initial information
given and a variety of possible paths which lead to the
goal. Each decision the student makes has consequences.
There are however, no right or wﬁong answers, merely
answers resulting in a different twist in the path.,
Because of its powerful branching capability, the
computer is an ideal medium for such simulations.

Some computer simulations have a specific
educational goal like those written for ESL learners.
One. example is MURDER by John Higgins, which was designed

for lower intermediate students practicing past_tenses.
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Learners are summoned on the screen to a
house in which a murder has been commi tted.
They can 1ook at a plan of the house, consult
a list of suspects, question a suspect hy
typing in the questions ‘Where were you? and
Who was with you? and once they have detected
a lie, accuse a suspect. If they are right
the suspect will confess,. (Higgins 1982c)

The program uses the randomising capacity of the
computer %o the game is different each time it is run,
Though splving a mystery may seem like a game and a lot
of fun to a student, there is some repetitive linguistic
work involved, not always apparent to him. As Higgins

(1982c) points out,

In the ten minutes or so that learners spend
solving a logic problem, they will have done
quite a lot of reading of sentences
containing past tenses and will have tvped in
ten or twelve questions, virtually a
concealed repetition drill,

Higgins (1982¢c) islworking on ancther program called
CLOTHING STORE. In this program, the learners will
simulate the role of sales personnel trying to earn
commission on sales, but must avoid selling to customers
who have exceeded their credit limit. This program is
designed to give the learner painless practice in the
functional language of requesting, offering, and
refusing.

These simulations and others have been designed
expressly for practicing specific functionz of language.
In this respect, they can be seen as a branch of drill

and practice exercises. But true simulations are noet so
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narrow and the teacher’s objective in using them is to to
encouraqge lanquage of any Kind, as opposed teo specific
functions. They prove to be most beneficial when the
task is completed in pairs or groups working in
cooperation or in competition which provides a context
for argument, discussion, consultation, and decision
making., This leads to the students reaching a consensus
and entering it in the computer. The immediate feedback
received, offers a new springboard for more interaction.-

Some zimulations, which have been written for
college business courses, can be used Just as effectively
for the second language learner. The most well-Known
computer simulation of this Kind is HAMMURABI. The
student takes on the role of the ruler of an ancient
Kingdom and has to save his population from starvation by
planting and distributing the right amount of wheat. He.
must save Himsel& from rebellion by hiring an army while
coping with droughts, floods and other disasters. Qther
business simulations place the student at the head of
small ;ompanies where he must try to make a profit whilte
coping with various hardships. These do not entail as
much reading but information in graphs and other
financial data sheets provide a realistic basis for
discussions, not untypical in the business world.

The main cbjective of simulations in a language

classroom is interaction. As the interaction of the
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students stems from the subject matter, its relevance to
the students is of prime importance for the success of
the language exercise. A teacher must choose the
simulation wisely with much thought given to the amount
of interest and investment the students will have in the
subject.

I once observed a British Council clasas in Germany
in which the students, high school teachers of English,
were given the program BLEEFER, which is a business
simulation. After only a few minutes, these students got
up from the terminal, listing all the business pébpie
they knew who would be fascinated by the program but
commenting that it was “nothing for English teachers®.

OUne last form of computer simulation is called
Adventure. These games, which often make wonderful uce
of graphics, create a fantasy worid in which the player
has to overcome a number of obstacles, wicked ogres in
dungeons and dragons and the like, to reach his goal
which is usually something 1ike finding a treasure or
rescuing a princess. The plarer types in simple commands
like "go north", or "climb the wéll“, and the computer
responds appropriately and presents a new scene,

Probably the major drawback of such adventure games
is that the programs only recognize a limited set of
commands. The student is thus restrained in his vse of

the language. Nevertheless, the computer understands
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many'syntacticaily complex commands like "take saverything
on the table except the Keys". Moreover, it can offer
some surprisingly appropriate responses.

When comparing with other types of programs,
simulations and adventure games probably make the best
use of the computer’s interactive powers. They provide
subject matter which will result in either interaction
with other students or with the computer itself, in a
fairly close approximation to human communication. This.
interaction, plus the amount of reading practice and the
visual feature of graphics'that these games offer, make

them highly worthwhile language learning activities,

The review of interactive programs is now complete,
The objective of classic programmed learning courseware
ts to teach new material to the student. Though many
exigf tor mainframe computers, the teacher looking for
programs for a microcomputer will have a difficult time
finding cné which can be considered purely programmed
learning. Tutorial programns whicﬁ aim to practice the
language, but assume prior conmtact with the material are
more common. There are numercus Programs available in
this section ranging from drill and practice exercises
which offer immediate feedback to scored quizzes and

tests. Non-tutoria) programs include games and

simulations. They offer possibilities for indirect
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learning through activities which give the student
practice in the language while his attention is focused
on other goals.

We will now move on to the second major category:
s¥nthetic generétion. These programs, which are limited

in number at this time, offer an exciting alternative for

the use of the computer in language learning,
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SYNTHETIC GENERATION PROGRAMS

This second category of programs uses some form of
inbuilt grammar which enables it to construct teaching
material, (Higgins 1982b) Two forms of synthetic
generation programs exist: uncontrollied and controlled
generation. In neither does the computer play the
traditional role of tutor, quizzing the learner on his
kqowledge; instead, the user takes on the leading role in
these programs.

With uncontrolled generation the computer is allowed
to create text by randomiy choosing words with no regard
to meaning from its lists of parts of speech. The
vocabulary which the student enters is put into
appropriately designated slots and the computer generates
a story or poetry.

AN example of this is & program called STORYMASTER.
(See appendix 1) The program asks the student to enter
any nouni then it asks for a verb and perhaps another
noun. This continues until it has about six different
wordé. A well-Known nursery rhyme then appears with the
student’s entries substituting some of the nouns, verbs,
adjectives of the rhyme, Though the result is usually
nonsensical, the analysis of the process inra class

discussion can serve a valuable purpose in language

learning.
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Papert (1980:48) tells of a 13-vear-old girl who
proctaimed that she finally understood "why¥ we have nouns
and verbs" after she had ‘taught’ her computer to
generate poetry. In order to "teach" hep computer to
makKe strings of words that would took 1ike English, she
had to first classify woéds into categories and then
"teach" the computer to choose words of an appropriate

class. By doing this, the girl learned mare than
V'definitions for parts of speech. As Papert (1980:50)
tells us, "she understood the general idea that words
(like things) can be placed in differant groups or sets,
and that doing so could work for her." The work which
this girl was doing involved the actual programming of an
uncontrolled synthetic generation program. Though
writing the program would result in optimal learning,
working with finished uncontrolled generation software
such as STORYMASTER can, with the aid of discussion and
group anal¥sis produce similar resylts.

As the name might imply, controlled genaration
programs have control over what is generated so that the
resul ts are nof nengsensical, The cgmputer does not
really generate anything, but merely adds and/or uses
what the learner has entered to hatch with its
preprogrammed "Knowledge",

The well-Known game, ANIMALS, is an example of such

& program in which the student teaches the computer
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through a guessing game. The student must think of an
animal and the computer tries to guess it. At the
beginning, the computer only Knows one animal and one
question., After it has asked, DOES IT FLY? and guessed
EAGLE, it gives up and asks the student to tell it the
animal he was thinking of. The student then types in his
animal, "camel" for example. Next, the computer requests
that the student give a clue which will distinguish a
camel from an eagle. The student then tvpes a question:
"Does it have a hump?" The computer now Knows twao
animals and two questions. Armed with this new
Knowledge, it challenges the student to another game,
only to lose again. But another animal with the cluse fn
distinguish it from the last animal and its font of
‘Knowiedge increases along with its chances of guessing
correctly,

Though the student is "teaching" in this game, there
are a couple of import&nt lessons which he learns as
well., The obvious valuable linguistic practice in askKing
questions and using voecabulary in a meaningful way is
coupled with an important realization on the student’s
part that he is in control of the machine.

This brings us to some asgsumptions of such programs
which are very different from conventional programs. As
we have already seen, the relationship of the computer

and student is now reversed. The student’s role is an
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active one as he controis tha machine by "teaching® it ar
giving it the information it needs to create text.
Logically, there is no scoring as the computer is the one
who is "learning®. These assumptions are essential for
those exploring new ways of implementing the computer in
education because they put the computer in a role which

ts more in kKeeping with present day teaching theoriss.

Exploratory programs

T. Johns is one educator who has explored new ways
of using the computer. He has expanded the idea of the
student as teacher to student as quizmaster. In his
programs, which he has named exploratory, (Johns 1982)
the student explores and tests the computer’s inbuiilt
grammar, Jjudging whether it is right or wrong. Through
this process, the student is ahlé to find the limitations
of the computer’s knowledge, thus establishing the
linguistic rules involved.

Johns (1981) developed his first program of this
Kind on a Sinclair which is the smallest of computers,
capitalizing on its toy-liKe appeaﬁance to stimulate
interest in how much such a tiny toy could know. The
students are challenged to find'out, within a time 1imit
set by the teacher, what the computer can and cannot do.
Thi; program, merely referred to as S-ENDING, {(Higgins

1982a) offers to add an ‘s’ to any English word either
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real or invented in order to form the third person of a
verb or the plural of a noun.,

Such words as CAT-CATS, HOUSE-HOUSES are certainly
no problem. In order ta produce x miss, the students may
try some irregular plurals CHILD-CHILDS or KNIFE-KNIFES
(someone may realize this is also & verb however) or
uncountable nouns, INFORMATION-INFORMATIONS. A1T of this
is an experiehtial springboard for the discussion of the
ruies of pluralization.

Johne’ second program ¢(Johns 1981) is an offer by
thelcomputer to make a choice between “a’ and “an’ before
é noun phrase. The program is sophisticated enough to
distinguish between minimal pairs such as ’a uniformed
person’ and ‘an uninformed person’ so that it could be
very challenging for the students to force it to make a
mistake,

It is from the en—going and/or subsequent analysis
and discussion of the program which the student derives
the most benefit, 1In response tn comments that learning
a language involves more than mastery of inflectional
morpholegy, Johns ¢(1982) reminds us that the materials
are process—oriented. The materials are "as much about
the process of learning the target language through

thinking about it as they are about s-endings or forms of

the indifinite article.,"
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A program which enables the student to explore a
semantic element is one called LOAN. Here, the sthdent
inputs a sum of money and a relationship: brother, uncle,
employee or stranger. The machine will generate a
request for a loan of this §um. The student must
discover how large a sum of money wWwill trigoer a switch
to a more formal styie of request for each relationship.

One reseruafion that Johne (1982) himsel$ voices
about explofatory programs is the demands they make upon
the learner. They require “"an alert and intelligent
attitude to the task of learning.” This is a requirement
which must be met for any direct learning to ever take
place. As the learner takes an active role with
exploratory programs, there is less chance of any
learning taking place without this positive attitude
toward the task. Johns (1982) therefore warns that slow
learners may be confused by such progams if the prbgrams
are not carefully integrated into ah overall course of
study.

The aim of exploratory programs Johns (1982) tells
us, is "to develop strategies for userinside and outside
the classroom for the exploration and puzzling out of the
target language and its underiying irregularities.” The
idea of developing strategies rather than habits is an

exciting alternative which CALL can help educators
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attain, if the straitjacket of assumptions about the role
of the computer in education is broken.

Developing strategies which result in better
reading =Kills is also of importance to the second
language learner. Programs which help the student do

this are called analytic generation, the topic of the

next section.
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ANALYTIC GENERATION

Because the computer communicates in & written mode ,
its use in developing reading skills must logically» be
its most powerful application. Naturally written text
does pot necessitate a cnmputef; paper and pencil have
successfully served this purpose very wel) for centuries,
But at the risk of being redundant, here again the
computer offers the flexibility which any foreiagn
tanguage class, in catering to the neede of individual
students, demands.

The programs in this category offer text which has
been developed through analytic generation. This refers
tora me thod which depends on the interaction be tween
files of text and an operation performed on them. The
computer can store text of various ltevels of difficulty,
length and subject matter. The student chooses one and
the computer can perform one of four operations,
deletion, reordering, insertion or substitution, before
displaring the text on the screen. So far the programs
which have been developed have used only deltetion and
reordering. The student‘s task is to restore the text to
its original form.

AN awareness of some assumptions behind these
programs will help the reader appreciate their value in
aiding reading skills., The computer‘s role, here, is

that of a tool to help develop reading skills. It is not
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meant ‘to act as a reader for several good reasons already
mentioned, but the major being eve strain which will
result after prolonged, concentrated reading on the
computer screen.

In trying to develop better reading skills, it has
been pointed out (Higgins 1983c) that convincing a reader
to be more adventurous, to guess, to predict and to
speculate, is likely to result in more effective reading.
The computer offers its always anenymous, non-threat-
ening, and game-like character to serve the purpose of
encouraging adventurﬁusness in the student. A second
objective may be to increase speed in reading. One
method of developing this skfll (Higgins 1983c) is to
flash texts up for impossibly short lengths of time in
order to convince the student that some information still
gets through. The flashcard technigque has long been used
in first language training and the use of the computer as
an electronic flashcard can serve this purpose as well
tor second language learning.

| Let us now Took at the programs toc see how the
computer is used to aid in developing these akills.

Scrambling sentences and paragraphs are familiar
exercises to foreign language classes and an easy task
for the computer. One of the most interesting programs
which offers this activity is JUMBLER (see appendix) by

T.Johns, a compendium of three gambling games involving
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text reordering. Johns (1981) points out that the only
restrictions on the texts themselves is that they
shouldn’t be longer than the screen can display.
Otherwise they may be constucted on any pPriniciple the-
teacher or student wishes, in any subject matter and
linguistic level., 1In JUMBLEWORD, a word, maximum and
minimum length determfned b¥ the student’s running scaore,
i randomly chosen, from a randomly chosen text,

wi thdrawn, scrambled, and replaced. The student is
offered odds based on the length of the jumbled word. He
must find it and type it in correctly, using context to
help in finding the correct answer. JUMBLECHUNEKE is the
same, but a phrase or sentence is withdrawn and the words
are scrambled. JUMBLEPARAGRAPH reorders the sentences of
the text offering odds which depend on the number of
sentences in the paragraph.

ATl three of these games and especially the last
require a good deal of t¥ping, and very accurate typing
_at that. However, with the possibility already avaiiable
iﬁ word processing programs, of moving lettefa, words, or
entire sentences by simply using arrow Kevs, the
necessity of accurate typing skills wil) no longer be a
restriction in such exercises,

The fa&t that the scrambled word or phrase is placed
back in the passage makes this partitu]ar program a more

meaningful exercise than other programs which just offer
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to scramble a word or sentence out of context. 1In
JUMBLER, the student is encouraged to use contextual
clues when restoring order, an important reading skKill,

Deltetion, familtiar in cloze exercises, is ancther
cperation which the computer is able to perform. The
advantage here is the possibility of storing a whole
range of texts which the student ma¥ call up according to
his interest. He then directs the computer to delete the
nth word, thus allowing him a choice in the leuel‘o+
difficulty. While doing the exercise, he can get a
second chance at the answer, in addition to asking for
clues such as the first or last letter of the word,

An extreme application of cloze is to delete the
entire text which is what is done in Higgins’ STORYBOARD.
The student is giuen}a choice of about four or five
titles and then offered a look at the entire text he
chooses. The passage is shown for a brief time, possibly
30 seconds, before it disappears. What reappears on the
screen is a series of dashes which have replaced every
letter of every word. Students guess words, usually
starting with those in the title or words remembered from
the brief display of the text, or just trying some of the
most common words like articles or prepositions. Any
COfrect guggs puts the werd ba;k tn place of the dashes
averywhere jt aPpears in the text. As the student pieces

the text together, it begins to look like a cloze
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exercise, and he can use contextual clues to help him
find more words. If the student gets stuck, he can press
a help Key and the computer will €ill in the next word.
If he is having great difficulty, he can even ask to see
the text once more..

In this one computer activity, the student is
getting practice in several important reading skills;
Quickly sKimming a text for Key words, making guesses,
and using contextual and syntactical clues to make
predictions about the text, " Besides this, help is only
ane Key_stroke away 80 he is never left feeling
hopelessly lost.

A similar program is T. Johns’ MASKER. (Higgins
1982b> The student is also presented with a blanked out
text, a simple comprehension question and a sum of money
wi th which he can "buy" bits of the text. He is offered,
at different prices, the first word of each sentence, the
five longest words in the passage, all the words of three
letters or less, a specitic word fhat he points to or a
specific sentence. His task is to buy enough of the text
to answer the question without overspending.' Finding out
which parts of a text usually have the highest
information content (Higgins 1982b) is the important
lesgon the student learns while plaring this game.

Ancther interesting program, CLOSEUP, by John

Higgins, was being used in a class i observed last fall.
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In order to give the students more practice in
prediction, Higgins (1983c) invites the students to
speculate about small amounts of information. The
student is given 200 points to begin with and chooses a
target score of up to S000. Eight text titles appear on
the screen, one of which has been ‘chosen” by the
computer. One word is randomly selected from the chosen
text and displaved. The student s task is to find whi;h
passage the computer has chosen, By pressing M the
student will receive more words from the text; the word
in front and after the original word. If he thinks he
Knows what title the line is from, he may press G and
gue&ﬁ. The player loses 10 points each time he asks for
more words and one third of hie stock of points for an
incorrect guess. When the student guesses the correct
title, the entire text is printed out.

By penalizing for wild guessing and for excessive
caution when asking for more help than needed, Higgins
(1983c:9) hopes to give students practice in assessing
risk in this harmless environment of the classroom.

In Close~up, the principle is limited to
demonstrating that help must be paid for and
diminishes potential rewards. The student
must work out the strategy which secures the
highest reward, balancing the cost of the

help against the risk of doing without it.

80 too, in trying to communicate in a foreign

language, students must constantly weigh the risks
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tnvolved. Saying something one i€ uncertain of is a risk
which could result in embarrassment or misunderstanding.
It can, on the other hand, bring the rewards- of
communication with others. Hesitating, looking for help
in books, or relying on others to do the talking can
delay communication or perhaps even block it completely.
There are nevertheless times when these things are
necessary for any sort of communication to take place at
all. Students must ]earn to weigh the rizks against the
rewards; if is practice in this type qf strategy
development which CLOSE-UP offers.

In the class I observed, this was, by far, the most
popular activity with the students. They played in
groups of twos and threes and becahe very involved in
discussions when speculating about the possibilities.
Though it seemed a good way to learn a lot of new
vocabulary, the immediate motivation with the students
remained their score. Their teacher was confident
however that the students learned a 1ot more than they
realized.

Orie fast simitar program which aske the student to
piece a text together, without any fyping, is DISCLOSE.
This particular program is available with texts in
Enqlish, French, and Spanish. The texts were very

literary and appropriate only for very advanced students,
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but the idea was a good one and definitely has great
potential for lower level students, with different texts.

A short passage appears on the screen giving the
plarver a moment toc skim it before it disappears. A
column of six to eight words then appears at the bottom
of the screen with an arrow () which can be moved to
point at any of the words by using the vertical arrow
Keys on the Kevboard. Choosing the first word in the
passage”is“easy as only one of the words is capitalized.
A score is given for correct answers, depending on
whether they are found on the first try or not. The
Plarers continue to piece the text together from the
selection of words, using syntactical, contextual or
intuitive clues,

There are two especially nice features in this game ,
First, typing is not # problem and second, the student’s
choice of words is limited to eight. For a student who
draws a blank when he sees empty spaces, this could be
more appealing than other programs which blanked out the
entire text. |

The reader should now have = good idea of the
potential of using the computer for readingrskills
development., A1l of the programs discussed are most
effective in concentrating the studeht s attention to the

form, meaning and cohesion of text and developing the

crucial skill of successful guessing. This area has the




71

potential of becoming one of the computer’s most powerful

applications in language learning.

In conclusion; 1 have presented the entire section
On courseware description to make the reader aware of the
broad range of possible computer applications in language
learning. If educators continue to view CALL only in its
narrowest application as a programmed Ieabning teaching
machine, the vast potential of the computer will be
wasted. It is my hope that the knowledée of other
possibilities will inspire educators to search for new
means of using the computer. Only through the efforts of
creative educators will the number of innovative
applications increase and counterbalance the abundance of
applications, whose pedagogical origins stem from

theories of the past.
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EVALUATION

The need for courseware to accompany the large amount
of hardware which is literally being given to schools has
been recognized as a lucrative markKet by numerous
cCompanies, including publtishing houses. However, the mere
recognition of the market is by no means a guarantee of
the quality of the products. The 1ack of quality
software, as haé already hbeen pointed out, is in fact, a
major drawback to CALL. There is most definitely usable
software available and a teacher wishing to use computers
in the classroom must be capable of evaluating it for its
strong and weak points.

The first obvious step is to decide on che’s
assumptions about learning in order to determine what
Kinds of courseware support them. For examplie, one basic
question is that of control in the classroom. A teacher
must bé clear about how much control he feels a student
must have. There are many educators who feel it is best
to use the computer as part of a carefully managed
programmed learning scheme, (Stevens 1983) Tﬁese beliefs
have resulted in a great deal of courseware which supports
this assumption. Teachers who share this opinion should
not have much trouble finding acceptabié maferial when
eva}uating CALL courseware.

Other teachers are of the opinion that there are

greater benefits when the learner has the freedom to
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explore the medium as he wishes, They must look for
programe which break from the:linear progression of
traditional modes of instruction and offer the student
more control and freedom to follow his instincts.
(Stevens, 1983) Thece teachers must be aware of what
aspects of the software give the student more freedom ang
control.

In determining the criteria for adequate CALL
programs, Stevens (1983) points out that the courseware
should emphasize the inherent advantages of the computer
over other instructional media. At this time, the novelty
of the computer may be the major contributing factor to
its motivational power. Once this novelty wears off, the
courseware must prove tao be superior to other learning
aids in meeting the teacher’s objectives; otherwise it
will have no value. The §ast—interaction capability of
the computer, as well as jts capability to provide
immediate, non-critical, concept-related visual feedback
are two other features Stebens advises to look for.

The following guide questions have been designed to
assist the language teacher in evatuating CALL courseware.
The quéﬁtinns assume the teacher has already decided on
her pedagogical agsumptions ahd ocbjectives. A program
whych results in a majority of ves replies to the
questions should be one which isg in tune with the

assumptions and of greatest benefit to the students.
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TECHNI CAL/HARDWARE

1. Do you have the appropriate hardware?
How many computers do you have per student? Will the
pProgram be effective with that number of students?

2. Is there a comprehensive guide or manual available for
using the program? Does it tel]l ¥ou how to do everything
the manufacturer claims can be done with the program?

€.9. adding information, cutting off sound, etc.

3. How much typing is necessary? Would this amount of
t¥ping detract from the linguistic task? 1Is it desirable?

4. How long does it take to get from one section of the
program to another? 1Is this and any other waiting time

between screens an acceptable amount of “non-productive”
time?

3. Are there sound effects? Could they be embarrassing
or bothersome to students? Is there an option to turn
them of+?

FORMAT

1. Does this program offer a variety of short activities?

If it is one long activity, is it broken up into short
segments?

2. How long is each activity? Too long? Could students

get bored or impatient going through all of it or is it an
acceptabie length for them?

3. Is there consistency in the lavout of the program ?
Are the questions, answers, scores in the same spot each
time the screen changes so that the eve can easily zoom in
on what it‘’s looking for?

4. Is it eazy on the eyes? How legible is the program?
Is text double-spaced or are there large letters? Too
much flashing, inverse printing or print can bBe difficult

to read and quickly result in tired e¥es. Has this been
avoided?

5. Does necessary information remain on the screen? e.g.
How do I quit? How do I get help?

6. ' Does the program make use of any of the visual,
animated features of the computer? Are there any
araphics?




73

7. Do gquestions which the student has gotten wrong come
up agQain? ls this something »ou want?

8. Are the questions presented randomly or is the
séquence the same each time? Is this desiratie?

STUDENT CONTROL

1. Can the student determine the level of difficulty of
the activity?

2. Can he choose the type of exercise or material?

3. Can he choose the pace?

4. Can the student easily get into another section of the
program, (a different activity or a different level)?

4. Can he choose to quit?

6. How many attempts at the right answer is the student
&l lowed? Is this dezsirable?

7. Can he choose to get help in the form of a clue or a
review of grammar rules involved?

8. If the review of grammar appears automatically after
more than a specific number of mistakes, can the student
easily get back to where the program branched off?

?. Is there any indication on the screen to the student
of the number of questions or the amount of time
remaining in the activity?

10. Can the learner stop in the middle and start up at
that point again on another day or is he forced to go
through the whole program from the beginning?

11. Can he qgo back  a question or two if he wants?

12. 1Is it easy for the student to edit his answers opr
correct typing mistakes before the answer is processed?

LINGUISTIC CONTENT

1. Is the vacabulary, grammar, subject matter of the

program relevant to the student‘s age? needs? curriculum
level? rest of course?
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2. Are the contents of the program; the words, sentences,
available in printed form to the teacher? e.g. program
advertises 500 words. Which words are they? Does the
teacher have to go through the entire program to find out?

3. Can the teacher add his own data to the program?

4. #Are the instructions written for the student’s lsvel

of proficiency? @Are they clear and concise? aAre there
examples?

3. MWhat type of presentation is there? Multiple choice?
Fill-in~-the-blank? Doces the mode suit the material?

6. What language or language learning skills are being

practiced? Does this correlate with the student’s needs?
objectives?

7. Is the lanquage used or answer expected constrained in
anyway to fit the medium? e.g. Answer with the simple
perfect tense only, though in some cases the progressive

perfect would be more natural.

8. Does the exercise include exceptions?

. Is there only one answer which is recognized as
correct or does the program allow for alternative answers?

FEEDBACK

1. 1Is the t}pe of feedback consistent with your
assumptions on the amount and trpe of feedback desirable
for the class? encouraging? personalized? exaqgerated?

2. Does the feedback merely indicate that an answer is
incorrect or does it include an explanantion or analysis
of the student’s mistake?

3. Does the feedback reinforce correct responses?

.Dometimes it‘s so much fun to see the man get hanged in

HANGMAN or some humourous graphics display, that students
will purposely answer guestions incorrectly,

4. 1Is there additional help if the student gets something
wrong repeatedly?

S. Is there a running total or a score?

6. Is there appropriate feedback if the student’s answers
differ from the programmed answers ar contain
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insignificant typing errors? Does it avoid telling the
student he“s wrong when he‘s not?

INTERACTION AND MOTIVATION

la. Does the program encourage interaction among
students? Does it provide serious competition or
encouragement to cooperate? Does it provide a meaningful
language context for the interaction ?

ib. Does it reqdire individual, one-on-one (one
computer/one student) study?

Which do you want? In what type of learning environment,
alone or with others, would the program be most effective?

2. Does this program offer meaningful interaction between
the user and computer? Or is it a "page turner® for the
student with minimal amount of action required on his
part? '

3. What points in this program hold the interest of the
user? Co

4. Does the computer enhance this activity? What
advantages does it offer over using the blackboard or
paper for the activity?
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SUMMARY

Evaluating anything entails developing a critical
eve. With sofware, the best way to do this is to observe
the student‘s and the computer’s reactions. Recently, I
used a concentration type of match game to practice
antonyms with zome elementary students. I was quite
excited about the program at first, but in using it, 1I
became aware of one fault. The computer proclaimed two
words a match so quickly that the students often did not
have the chance to rexzlize this themselves, thus rabbing
the students of their own acknowledgment and confirmation
of having found the corresct antonym. I had to admit to
myself that the computer did not enhance the Tearning
activity in this sense. But the lit-up eves of the
students when they saw “Congratulations Frank, you‘ve won
the game!" was a motivational factor that I had never
been able to create in my¥ classroom with index cards., It
is this type of situation which calls for the ability to
weigh the advantages and disadvantages of the program and
make a decision as to which are more important in

ensuring the greatest benefits to the students
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USING THE COMPUTER IN THE CLASSROOM

Unce the courseware has been evaluated and Judged to
be in Keeping with the assumptions of the teacher and the
needs of the students, the next consideration is how to
best use it in the class.

The first step, as when choosing any class activity,
is for the teacher to be very clear about her obJectiues.r
She must decide what is to be achieved and how the
computer will help to do this. These objectives are
&lways the Ffirst points to consider when choosing a
program and when deciding how to use |t in class.

The actual procedure of the activity wili
necessarily depend upon the number of ccmputefs and the
number of students in the class. iLngically the most
difficult problems arise when there is only one computer
and possibly twenty—*[ue students: even this situation
can offer interesting possibilitiés.

A commonly held misunderstanding about CALL is that
one student uses one computer. This is, however, not
really natural behaviour around a computer, as scenes in
retail stores testify. It js customary for a group of
peopie to stand arcund a computer, offering suggestions
or warnings to the person operating it. Thus a sort of
fi;h bowl effect afiaes as the person #t the terminal
performs the operations and the others work, guietly or

not 2o quietly, along with him.
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Small groups or pair work is a standard
configuration for activities in the language classroom in
order to provide more time for communication in the
target ranquage or to enhance positive relatienships
among the members of the class. This practice is just as
effective when more than one student is workKing with a
computer. The interaction with the computer provides a
context for more interaction among the students.

If the teacher is not aiming at individuaiiied
instruction, any of the programs, including drill and
practice and quizzes can be used by more thgn one
student, In this way students can learn from each other.
Though it is always possible for one person to pltay a
game against the computer, two or three students united
in an effort to outwit the computer will find themselves
involved in a great deal of meaningful communicatian in
planning their strategies.

Many games have been designed to be played by more
than one person. Simulations and synthetic generation
programs have also been designed with more than one
learner in mind and though a single student could use
these programs, they are definitely most effective with a
group. The exchange of Knowledge while analr¥zing what
the computer Knows is very important to the process of

language learning.
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Even when programs are not designed for pair work,
students have shown that this is a preferred method of
working. Johns (1782:104) telis of his experience with

the program JUMBLER:

Al though in writing the programs I had
anticipated single students plaring against
the computer, in practice they preferred to
play in pairs; the resulting discussion of

the texts and of the possible answers clearly
had a beneficial effect,

There are various wayvs in which a whole class can
make use of only two or three computers. One solution is
te incorporate the computer into the class simply as one
of the day‘s group actjuities. A teacher can plan three
~or four group activites whereby the groups rotate every
ten to fifteen minutes. In this way each group can hawve
time at the computer,

Should a teacher have only one computer, it can be
used as a context for discussion with the whole class op
in smaller groups. When determining whether a program is
suitable for this, one must take into consideration the
size of the print and the amount of reading necessary.
ANy program which involves a 1ot of reading is not
appropriate as students sitting at a distance cannot read
what is on the monitor.

A program such as S-ENDINGS (See exploratary
proérams) would be suitable as only one or two words

appear on the screen. The whaole class can work together
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determining which rules the computer Knows or they can
work in small groups, taking turns testing the computer
with words of their choice and then comparing the
conclusions of the groups at the end of the session.

Even a simulation can be plaved with only one
computer and an entire class, 1 once observed a class
Play a geography simulation in which the students were
divided into teams of crew members of ships whose
objective was to sail across-the Atlantic and find
Amer ica before the others. Within their groups, the
students had to choose a captain and assign ea&h member
of the crew a role or job. Each team took turns going to
the computer to receive pertinent information about their
ship’s posktion at sea including such things as a weather
report, inventory of supplies, and possible dangers
lurkKing at gea nearby.

The information was displayed on the screen for
only a very short time, so each crew member was
responsible for finding and remembering the information
pertinent to his role. The team then sat down and
planned their strateg% based on the information each
member had received, while the next crew went to the
computer to make some move and receive more information.
Each groups‘s allotted time at the computer consisted of

moments, but the planning and communicating that resulted

could have gone on for davs.
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A second preconception about computer work is that a
teacher is not necessary; a thought that goes hand in
hand with the idea that computers can replace teachers.
After having read this far into the paper, it is hoped
that the reader will no lopger have such misconceptions.
A teacher should always be present. She is still vepry
nhecessary to answer any questions or guide the students
in discussions or pessibly have them wverbalize their
strategies and experiences, depending on how the computer
is used,

A fundamental role of the teacher is to give
instructions. Ewven though most programs contain lengthy
written instructions, the students should be spared the
necessity of reading these instructions for two reasons.
First, the linguistic level of the instructions, if they
are given in the target language, is often far above the
level of the program, and consequently also above the
ltinguistic level of the students. Secondly, having to
read the instructions delays getting to the task which
éan create impatience and decrease the studenﬁ’s initial
enthusiasm. Pecple love to play games but seldom are
they prepared to learn how to play. The teacher can
easily relieve the students of this chore by giving
verbal instructions beforehand.

Suggesting group and pair work activities and the

teacher“s presence while workKing with the computer has



g4

been a smail attempt tu'giue the reader some food for
thought on using computers in the Classroom in a manner
with which they have not traditionally been connected.
There are many activities possible in preparing for or
following=-up work on the computer but they are not the
subject of this paper. It is my hope that educators will
nurture the seeds of thought sown here to help the use of
the computer develop to its full potential as an

effective tool in the classroom.
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CONCLUSION

My intention here was to give readers an
introduction to CALL which would clarify and dispel some
misconceptions, thereby making possible further
investigation into the use of the computer. Only with
openness and some basic Knowledge can one attempt to
answer the questions posed at thé beginning of this
paper, Does the computer have any inhergnt qualities
that distinguishes it from other technological aids?
Does it meet the specifications of a tool which trains
students in language learning strategies? 1s CALL based
on any pedagogically sound theories of learning? What is
ite potential? Answers will vary from individual to
individuat, depending on personal assumptions about
teaching, learﬁing and language.

In all fairness, time as well as thought must be
given to these questions. Both the microcomputer and
CALL are considered tc be in the infancy of their
development. Besides advancements in the hardware and
software, exploration and experimentation in the
classroom will bring about new perspectives on the use of
the computer.

‘

I imagine the reader less intimidated now, but still

uncertain about the next Step. My suggestion is to find

the computer room at school or the lacal retail store and
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walK inj that is tﬁe hardest part. It’s never a problem
finding someone who will help with loading in =a program,
S0 it shouldn’t be hard to have a ook at some
language-related software. It is best to preview a
variety of programs, as this will give a clearep picture
of what is meant by the computer’s interactive powers,
Just looking at what is commercially available for the
toreign language learner offers a somewhat limited view,
The appendix contains a list of sof tware
manufacturers who wiil gladly provide the reader with
brochures of languagé programs not found in retail
stores. Though this opens new avenues of information
about CALL, the problems are not so easily solved.
Only through the efforts of informed teachers, who are
open to looking for new and creative ways for using the
computer and adapting software tao the needs of the
students, will the questions about the potential of the

camputer in the language classroom ever be answered.
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Resources for Foreign Lanquage and ESL Software

Information about the pPrograms, WORDPACK, JUMBLER,
BLEEPER, MASKER, MURDER, LOAN, CLOTHING STORE, CLOSE-UP,
DISCLOSE, STORYBOARD, S-ENDINGS, can be requested from;
The British Council

Center for Information on Language Teaching and Research
20 Carlton House Terrace

London SWiY SapP

England

WORDPACK s available from:
WIDA Software

2 Nichols Gardens,

Ealing, London, WS SHY
England

All programs in this paper, not listed above are
commercially availablie in the U.S,

U.s. Software Manufacturers

Acorn Software Products Inc,
1945 Gallows Rd.

Sulte 705

Vienna, UA 22180

(703> 556-9788

French, Italian, German, Spanish

Advanced Dpeﬂating Systems
430 St. John Rd.

Suite 792 )
Michigan City, IN 443&0
(317) 298-5400

Many languages

Avant—-Garde Creations
P.0. Box 301&0
Eugene, OR 97403
German

Compu-tations Inc.

P.Q. Box 3502

Troy, MI 4809%9¢%

(313) 689-505%

Geeman, French, Spanish




Conduit

100 Lindquist Center
University of lowa P.O. Box 388
Iowa City, 1A 52244

(319> 353~-578%

Spanish

Developmental Learning Materials
P.0. Box 4000 '
Rilen, TX 75002

ESL

Educaticn Activities, Inc.
P.0. Box 392,
Freeport, NY 11520

(800> 645-3739, in NY, AK, HI (514> 223-4444
ESL

George Earl Software
1302 S. General McMullen
San Antonio, TX 78237
(512) 434-3418

Spanish, French

Gessier Educational Software
700 Broadway

N.Y., NY 10003

(212) &73-3113

Many languages

Hart, Inc.

8 Baird Mtn. Rd.

Asheville, NC 28804

(704> £45-4734

English, German, French, Spanish, Latin

International Software (Lingo Fun)
P.0. Box 48&

Westerville, Ohio 43081

(414> 882-8258

Many languages including Italian, Chinese, ESL

Jagdstaffel Software

3435 Brenda Lee Dr.

San Jose, CA 95123

(408> 578-1443 :
Japanese Katakana, Russian Cyrillic

Krell Software Corp.
1320 Stonybrook Rd.
Stony Brook, NY 11790
(3163 751-5139

German, Dutch, Enqglish

P2



Learning Well

200 South Service Rd.
Dept. 21

Roslyn Heights, N.Y. {1577

(800> &45-6544, in N.Y. (518> 621-1540

English

Micro Learningware

P.0. Box 2134

North Mankato, MN Ss001
(307) &23-2205

German

Microcomputer Workshops Courseware
225 Westchester aAve.

Port Chester, NY 10573

(?14) 937-5440

Engltish, Spanish, French

Milliken Publishing Company
1100 Research Boulevard
P.0. Box 213579

St. Louis, MO &3132-057%
(314> 991-4220

English

Powersoft Inc.
P.0O. Box 157
Pitman, NJ 08071
(&0%> 589-~5500
Many languages

Program Design Inc.
11 idar Court
Greenwich, CT 04830
(203> 641-8799
French

Schoolhouse Software
290 Brighton

Elk Growe, IL 40007
(312) S5246-5027

French, German, Spanish

SEI (Sliwa Enterprises Inc.)
20123 Cunningham Dr.

P.0. Box 7284

Hampton, VA 236444

(804 82&6-3777

Spanish, German, French
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Spinnaker Software
215 First St.
Cambridge, Ma 02142
English - Elementary

Synergistic Software : e
‘830 N. Riverside Dr,

Suite 201
Renton, WA 98055
(208) 224-32164
Many languages

The Professor 3
?59 N.W. 53rd St. i
Ft. Lauderdale, FL 3330%-9990 =
(800) 222-13%9 3
Many languages

The Regents/alLAa Company
Two Park Avenue
New York, NY i001é

(808> 822-8202, in NY, AK, HI (212) 889-2788
ESL

Tycom Asgociates

&8 Vaima ave.
Pittzfield, MA 01201
(413> 442-2771

French, German, Spanish

AXerox Education Publications
243 Long Hill Rd.

Computer Software Division
Middletown, CT 04457

English - elementary children

Computer Journals of Interest to Language Teachers

Creative Computing

Reviews of English Language Arts programs which can be
used for ESL learners

CALICO

Brigham Young University
Provo, Utah

Classrcom Computer Learning
594615 W. Cermak Road
Cicero, IL 40450
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