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2. Descripcion

El presente trabajo de grado describe una propuesta de investigacion accion, la cual estudia la
influencia de los videojuegos educativos como herramienta y estrategia principal en el
aprendizaje del inglés, teniendo en cuenta el desarrollo de las habilidades de lectura en un nivel
basico. La investigacion se realizo con estudiantes de grado octavo del colegio Cedid Guillermo
Cano lIsaza. Adicionalmente, este documento ofrece una descripcion clara de la estrategia
pedagdgica que se utilizo para el desarrollo de esta propuesta. Esta investigacion surgié como
resultado de una observacion realizada a un grupo de estudiantes, la cual mostréo que su
competencia lectora en el idioma inglés era bastante limitada. Dentro de las dificultades que los
estudiantes presentaron fue posible encontrar que no comprendian textos y conversaciones
basicas escritas en inglés, lo cual les hacia dificil interpretar, comprender y comunicar
acertadamente sus ideas a través de esta lengua extranjera. Finalmente, los resultados de este
estudio buscan contribuir al campo de la ensefianza de la lengua extranjera, asi como a los
estudiantes y la comunidad educativa en general.
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4. Contenidos

En primer lugar, en el capitulo llamado Contextualizacion del problema, se describe como se
determiné que en el aula de clase del curso 803 del Colegio Guillermo Cano Iséza I.E.D existia
un problema de comprension de lectura en ingleés, relacionado al desinterés y la poca motivacion
de los estudiantes al momento de aprender a interpretar enunciados y textos cortos en la lengua
extranjera. De esta manera, partiendo de dicha problematica, se describe en la justificacion la
importancia de implementar y proponer nuevas estrategias pedagogicas que permitan solucionar
estas problematicas ya mencionadas, considerando algunos objetivos orientados a mejorar la
situacion que se presentaba en el salon de clases.

En segundo lugar, partiendo del origen de la problemética descrita en el capitulo anterior, en el
apartado marco teorico, se describen algunas investigaciones relacionadas con la pregunta de
investigacion, para ser tenidas en cuenta como referencia en el desarrollo de este proyecto.
Adicionalmente, se desarrollan los temas de: Transfer of learning, Game based learning,
Videogames y Silent extensive reading, teniendo como base fundamental autores con
experiencia y autoridad en dichos temas, que son necesarios de explorar para comprender y
analizar los resultados de la intervencién pedagogica.

En tercer lugar, en el capitulo llamado metodologia de la investigacion, se describen las razones
principales por las cuales esta investigacion se enfoca en un método cualitativo, considerando
especificamente como referente principal la IAP (Investigacion Accion Participativa). Después,
se determinan las unidades y categorias de andlisis en la investigacion para delimitar la
problematica, considerando aspectos fundamentales de la poblacion en términos cognitivos,
sociales y convivenciales. Por ultimo, este apartado hace una descripcion detallada de los
instrumentos de recoleccion de datos y las consideraciones éticas, teniendo en cuenta los datos e
instrumentos mas pertinentes para el desarrollo eficaz, honesto y coherente de este trabajo de
investigacion.

En cuarto lugar, en el capitulo llamado intervencién pedagdgica se explica como fue el proceso
para determinar la problematica principal que se presentaba en el aula y el proceso de aplicacion
de la propuesta pedagdgica. De esta manera, se consideran aspectos como: Vision of language,
Vision of learning, Teaching approach y se explica como se lleva a cabo cada una de las fases de
la intervencion, asi como los recursos y el cronograma propuesto para el desarrollo de las
actividades planeadas.

En quinto lugar, en el capitulo llamado analisis de datos, se muestra el proceso de recoleccion,
organizacion y clasificacion de los datos recogidos con cada instrumento, tomando como
referencia los principios teoricos de Grounded theory. Finalmente, en el Gltimo capitulo Ilamado
conclusiones, se explica, a partir de los resultados descritos, el alcance y los logros de la
intervencion pedagodgica considerando los objetivos que se establecieron al principio de esta
investigacion. Ademas, teniendo en cuenta el proceso que se aplicd durante la intervencion
pedagdgica, se describen algunos posibles impactos que buscan ser relevantes y tomados como
referencia para su posible aplicacion en otras aulas de clase y otros escenarios educativos.
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5. Metodologia

Esta investigacion toma como referente un paradigma cualitativo, teniendo en cuenta que los
datos se recogieron a partir de un contexto educativo especifico para comprender la realidad y
determinar los factores principales que impedian el aprendizaje del inglés en el aula en términos
de lectura. Estos hallazgos, a medida que se desarrollaban, tuvieron un caracter descriptivo.
Adicionalmente, se partio del enfoque de la Investigacion- Accién Participativa considerando
que, a partir de una problemaética que se evidencié durante el acercamiento a un contexto, este
enfoque permitié establecer una propuesta de intervencion pedagogica que buscd generar
resultados positivos en cuanto al desarrollo de habilidades lectoras que permitieron a los
estudiantes la comprension general de textos en inglés. De igual manera, dicha participacion en
el aula generd nuevas miradas frente al mejoramiento de la préctica educativa y ensefianza
tomando como base los videojuegos educativos. En ese sentido, para determinar los alcances de
la intervencion, los instrumentos para la recoleccion de datos mas pertinentes fueron los diarios
de campo, las entrevistas, y los talleres de comprensién e interpretacion de lectura.

6. Conclusiones

En primer lugar, se evidenciéo que el uso de los Educational videogames como estrategia
pedagogica en el desarrollo de habilidades basicas de comprension de lectura en inglés ayuda a
que los estudiantes lleven a cabo de forma exitosa un ejercicio de interpretacion y analisis, en la
medida en que dichas estrategias facilitan y permiten tener control de la accién cognitiva de
relacionar conocimientos previos del juego para ser aplicados en diferentes ejercicios de
entendimiento de textos basicos en lengua extranjera.

En segundo lugar, se concluye que el Cooperative learning es una manera eficiente para crear
una atmosfera agradable en el aula de clase, en donde el constante trabajo en grupo permite
comparar y complementar las ideas de los estudiantes para lograr completar y cumplir un
objetivo en comun.

Finalmente, se concluye y afirma que Motivation and engagement son aspectos fundamentales
para promover el aprendizaje intrinseco y autonomo de los estudiantes considerando que los
videojuegos educativos pueden ser una herramienta Gtil que de forma progresiva, permite que
los alumnos interioricen y usen de forma significativa el conocimiento que se aprende a través
de ellos. En este caso, la interpretacién y comprension de textos en inglés se genera a partir del
gusto y participacion activa de los estudiantes que buscan entender lo que leen en los juegos.

Elaborado por: Ivan Andrés Medina Bolivar

Revisado por: Diana Martinez

Fecha de elaboracion del Resumen:
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Abstract

This research paper presents a proposal for an action research, in which the influence of
educational video games on learning English is studied taking into account the development
of reading skills at a basic level. The research was conducted with eight grade students from
Cedid Guillermo Cano lIsaza School. Besides, this document offers a clear and concise
description of the pedagogical strategy that was used during the development of this proposal.
This research came as the result of an observation developed upon a group of students during
a period of six months in which there was a considerable limitation on their part when
interpreting basic texts in English. In short, the reading level of the students in the English
language was quite regular. Among the difficulties that the students presented it was possible
to identify that the students did not understand basic texts and written conversations in
English. For that reason, it was difficult for them to interpret what was communicated through
this foreign language. Finally, the results that were produced in this study aim to contribute to
the field of foreign language teaching, as well as to students and the educational community
in general.

Key words: Educational videogames, Silent extensive Reading, General text comprehension,
Cooperative learning, Motivation and engagement.

Resumen

El presente trabajo de investigacion expone una propuesta de investigacion accion
participativa, en la cual se estudia la influencia de los videojuegos educativos en el
aprendizaje del inglés tomando como base el desarrollo de las habilidades de lectura en un
nivel basico. La investigacion se llevé a cabo con los estudiantes del grado octavo del colegio
Cedid Guillermo Cano lsaza. Por otro lado, este documento ofrece una descripcion clara y
concisa de la estrategia pedagogica que se utilizé durante el desarrollo de esta propuesta. Este
trabajo surgié como resultado de una observacion realizada a un grupo de estudiantes durante
un periodo de seis meses, en el cual se evidencid una limitacién considerable por parte de
ellos al momento de interpretar textos basicos en inglés. En pocas palabras, el nivel de lectura
de los estudiantes en el idioma inglés era bastante regular. Dentro de las dificultades que los
estudiantes presentaron, fue posible identificar que ellos no comprendian textos y
conversaciones escritas basicas en inglés, lo cual les hacia imposible interpretar lo
comunicado a través de esta lengua extranjera. Por altimo, los resultados que se arrojaron en
este estudio buscan contribuir al campo de la ensefianza de la lengua extranjera, asi como a
los estudiantes y la comunidad educativa en general.

Palabras clave: Videojuegos educativos, Lectura extensa y silenciosa, Comprension general
del texto, Aprendizaje cooperativo, Motivacion y compromiso.



Chapter 1

Contextualization of the problem

This section of the research corresponds to the description of the difficulties and
needs of the 8" graders of the school Guillermo Cano Isaza in learning processes of English,
as a foreign language. The information examined in this part was gathered through field notes,

surveys, and a diagnostic test.

First, regarding reading skills, it was administered to the students a one-hour
diagnostic test that was divided into three parts and all questions involved the use of the
present simple (See annex No. 1). The first part contained 14 multiple-choice questions in
which students had to mark one (x) according to the word that best fit the sentence. The
second part included a reading exercise in which the students had to fill in the missing words
in 15 blank spaces. Finally, the third part consisted on a reading exercise where students had
to mark true or false to 8 questions, taking into account the general ideas they read in a

description of a daily routine; the text was short and simple for students’ better understanding.

The general conclusions of this test showed that only 11 of the 36 students of the
course approved the test and the rest of the course answered wrongly most of the questions
proposed in this diagnosis. In conclusion, this diagnosis showed that students had problems
when understanding general ideas regarding the reading comprehension exercises. Students
hardly ever did reading exercises and for this reason many times they did not understand what

the teacher wrote in English on the board. (Annex 2, Field Note #1, August, 14th, 2018).



Additionally, the students had problems with the basic comprehension of texts in English,
since the majority of the students did not know how to use words properly, due to their lack of

knowledge.

Second, and based on the class observations on writing and speaking skills, it could
be determined that students did not know how to write simple sentences in English. Actually,
some students had problems when writing basic sentences since they did not have enough

vocabulary and clear grammatical structures to write in a coherent and meaningful way.

In relation to students” speaking ability, it was observed that the only time they used
English was at the beginning of the class, when they greeted the teacher or introduced
themselves. The rest of the time, students spoke in Spanish because the activities proposed in
class were related to repeating and memorizing the words that the teacher said, so students

asked in Spanish and the teacher was forced to use Spanish to clarify ideas.

It was also identified that the teacher gave priority to receptive reading and listening
skills; that is why it was not so important for the teacher that the students spoke English in the
classroom. Instead, for the teacher it was more important that the students understood what
she or the activity was proposing. In that sense, the problem was not only students’ lacks but
also the methodology used by the English teacher since it was traditional. Even when
technology was used in the class, students were not engage with the activities proposed by the
teacher due to the type of exercises that were based only on grammar approach. When
interviewing the teacher, she stated that she uses technological resources to enrich her lessons
by using grammar exercises online (Annex 3, Teacher’s interview). In that sense, lessons
were focused on giving children grammar elements to create mostly simple sentences. For
that reason, reading skills were not addressed in class. During all class observations it was

realized that the explanations of the topics were based on the teaching of grammatical



structures, so the priority was not the content of the reading texts but the sentences, as

independent structures.

In this regard, the results of the general diagnostic evidenced that the teaching of
receptive skills, specifically (reading), it must have been reconsidered since its focus during

the classes was strictly grammatical.
Delimitation of the problem

According to the National Standards of Education (2006), the parameters for
teaching and learning English in the country are established according to the level and cycle
of the students. In that sense, the standards proposed by the Ministry of Education focus on
the development of English language skills in order to prepare students to face the challenges
of a globalized world that demands diverse skills to obtain more work and educational

opportunities.

Taking into account the third cycle outlined in the National Standards in relation to
reading skills, students should be prepared to understand main ideas, key words and simple
sentences in a text. In that aspect, the students must be able to extract general information
from a short text written in a simple language. Despite that, what was observed from the
diagnostic test, the field notes, and the surveys was that students have problems interpreting
and understanding reading exercises because they did not have the ability to complete simple
tasks as they did not understand the basic instructions. For instance, during the diagnostic test,
students were constantly asking for clarifications and they were always looking in Google for
the translation of any kind of material or instruction they receive. (Annex 4, Field Note #2,

August, 21st, 2018).

Another problem that was found related to students’ English performance was that

they were not involved with the class in a significant way, since they were not interested in



the English class; despite the school had technological and supporting resources for students
to improve educational processes, they seemed to have no motivation due to the contents,
strategies, materials, and practices that were implemented in the classes. So, it was necessary
to implement a new methodology that would allow the students to change their perception
about learning English in order to motivate them to learn by using strategies that were
important to acquire the necessary tools to interpret a basic text in English. These learning
strategies focused on understanding the general idea of different texts and figure out the
global message. In this aspect, it was necessary to involve new teaching and methodological
techniques that involve the interests of the students, taking into account the environment and
the social dynamics that build students' interests. Based on the ninth question of the survey
administered to the students regarding their preferences, most part of the students expressed
that they were interested in videogames. (Annex 5, tabulation of the 9th question of the
survey). In that sense, the use of a methodology that would include a direct relationship
between students and learning through educational video games would be a strategy that
could catch student’s attention, motivation and they could raise their curiosity to develop
reading skills. All in all, a methodological process that would use videogames seemed to be

necessary for students to be interested in learning.

Those educational issues were the reasons to conduct an action research determining
the influence that digital education videogames may have in the development of basic reading
skills in a foreign language learning processes of the 8th grade students from the school

Guillermo Cano lIsaza.
Research question

How may students in group 803 at Guillermo Cano Isaza School develop their silent extensive

reading skills when using educational videogames as a pedagogical tool?



Research objectives
General Objective

To characterize how Al eighth grade students may enhance their silent

extensive reading by using videogames as a pedagogical strategy.

Specific objectives

e To analyze the impact produced by educational videogames in learning silent

extensive reading in eighth grade students.

e To describe students’ behavior and interest when using educational video games in

developing basic reading skills.

e To document the possible progress of 803 students’ reading skills when exposed to

educational videogames.

Rationale

The present research study considered the necessity to use educational videogames
as an important and innovative tool in learning English as a foreign language, to catch
students’ attention, due to the low level and lack of interest they have showed during the
development of the English classes; for those reasons, what is intended in this investigation is
to apply an innovative way to foster the students’ reading skills taking into account their

interests.



To start with, learning to identify and recognize words in English for the first time in
any type of reading allows students to gain more confidence when reading and interpreting a
text. Educational video games are an important tool for students to create a reading habit that
allows them to increase their text comprehension. One of the main advantages of learning
Silent Extensive Reading is that students acquire incidental grammatical competence. In this
way, students do not have to learn grammar in a traditional way, since it becomes a deductive
method that the student discovers as he/she explores different texts. In short, this type of
reading is important to consider in this research because it allows beginner students to

develop a linguistic base that will help them improve their communication skills in English.

At this point, it was necessary to intervene with a strategy through which students
could relate their own experiences and environment to the content they are getting by the
teacher. In that sense, “digital games are an ideal medium for learning and construct
knowledge in this technological age” (Gee; Prensky; and Squire 2011, p. 261). Here is when
videogames become a tool that plays an important role in the development and construction of
learning, taking into account the pedagogical model of the school (constructivism) where the

research took place.

In addition, as was explained before, I.E.D Guillermo Cano Isaza School bases its
philosophy on a constructivist pedagogical approach where students are expected to develop
knowledge construction processes by forging bonds of coexistence for the benefit of the
community. In that sense, video games were a powerful tool in the construction of knowledge
and learning, since each level in a video game taught a new content that would be applied
later to solve problems, as the player advances in the game. In this way, the video game tells
the player that knowledge is not fixed and static, but a constant construction that is adjusted to

the needs according to the problems the player faces.



Taking into account the aforementioned, it is necessary to start looking for other
alternatives to teach a foreign language, considering the needs and tools that individuals have
to face in a globalized world totally immersed in new technologies. Using videogames in
education is not a strategy simply to entertain or sell consoles, computers, cell phones, tablets,
etc. Teaching a foreign language playing videogames means restructuring the way we
conceive the learning and teaching of a language, taking into account that the brain learns in a
pleasant and effective way through them. In that sense, “games can pose prolonged

neurocognitive demands on working memor erceptual speed, and episodic memory”
b 9

(Baniqued, 2013).

It is important to consider that video games can allow players to experiment and
learn from their mistakes without being judged. Knowledge in a video game is built from the
errors that the player makes as he/she advances in the game. In that sense, the student is not
afraid of failing or making mistakes because he/she knows that making mistakes is part of the
process. Additionally, videogames require the integration of several linguistic skills, including
mainly reading and interpretation, and by eliminating the fear of making mistakes, students
have the freedom to practice the language and further develop their linguistic and cognitive

skills in the process.

To sum up, the first part of this research has delimited the main constructions on
which this project was based. In order to relate those constructs and their antecedents in
research, the next chapter discusses some theoretical statements related to the concepts of this
research project, such as: Silent extensive reading, Transfer of learning, Game based learning,
and Video Games. Also, it will be presented a literature review about the previous research

that has been done related to the constructs mentioned before.



Chapter 2
State of art and

Theoretical framework

The first chapter of this research has delimited the main constructions on which this
research project is based. In order to relate those constructs and their antecedents in research,
it will present a literature review about the previous research that has been done related to the
constructs; also, it will be discussed some theoretical statements related to the constructs of
this research project, such as: transfer of learning, game based learning, video games, and

silent extensive reading, taking into account the interpretivist /constructivist paradigm.

State of the Art

Reading comprehension has been researched considerably in many regions around
the country. However, research into the use of video games in teaching a foreign language has
not been widely researched in this country. The number of documents and research related to
this topic does not exceed the number of two publications at the UPN University, five
publications around the country, and less than eighteen publications abroad. In this sense, the

panorama facing this field of research has not been widely explored and for this reason, it is



necessary to take into account the few investigations that have been done in this country, and

some considerations regarding research that has been carried out at an international level.

Galvis, (2011) introduces in his paper “video-game based language instruction as a
teaching approach catering to the different socio-economic and learning needs of English as
a Foreign Language students” At this point, three questions emerge: Can video games be
included in education, specifically language education? What would be the advantages of
using video games vs. traditional ways of teaching English as a foreign language (EFL)?, and
finally, what is the academic rationale to justify a methodological inclusion of this kind?

This document introduces video-game based language instruction as a teaching approach to
enhance students to learn English since statistical data in this paper showed that the
participation of Colombian students in learning a foreign language is limited due to socio-
economic factors in terms of accessibility. This study was carried out at Pontificia
Universidad Javeriana taking into account the data and statistics of the Institute International
Education (2012). One of the most important findings in this research showed that adapting
video-game based language instruction could help any students with their foreign language
acquisition providing different options and technological devices democratizing education to
any social class for further research to construct and test the efficacy of video-game based
learning in different contexts. This paper is helpful for this project because it provides solid
reasons why the use of video games in education and foreign language education is justified.
Additionally, this paper provide the rationale for adapting video-game based language
instruction in light of important foreign language acquisition constructs such as culture and

identity, among others.



Another research implying the use of videogames in teaching EFL, is a national
research that was done by Laura Yurany Castillo, where the researcher describes “The impact
of the prolonged gaming experience of “The Sims 4" video game in relation to the learning of
vocabulary in English as a foreign language” In this study, a mixed approach was used, due
to the use of qualitative and quantitative data collection procedures and instruments. This
research took place at the Pontificia Universidad Javeriana taking into account two types of
population. The first sample was composed by 15 first semester foreign language students
from that same university. The second sample was composed by 15 students from the
Francisco Miranda School. The prolonged virtual gaming experience helped all students
involved in this research to improve their English level in terms of lexical learning and the use
of common foreign language expressions in different contexts. The results of the research
showed that all participants learned vocabulary in different ways. For this reason, it was
concluded that thanks to this videogame, the learning of new words in English was favored.
This study is significant for this research because through technologies for learning English,
the reader could see that teachers can develop an effective educational process in which levels
of motivation are high. In addition, it is important to mention that in this study, the

importance of reading in the acquisition of vocabulary is highlighted.

The next research taken into account is called “Lenguajes y lecturas en Fable: The
Lost Chapters jQué nos pasa cuando videojugamos?” written by José Antonio Parra y
Mauricio Borda at the Pontificia Universidad Javeriana. In this investigation, the main
objective was to determine the “Flow experiences” produced by the virtual videogame
“Fable” throughout its playability. The authors observed the reading processes in English as a
foreign language that are presented at each level of the game. The results concluded that the

students increased their reading level in English since the meanings of the objects learned in
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the video game were produced thanks to the interpretation of the players who saw the object
(visual representation), and also saw the name of the respective object (graphic
representation). In this way, the investigation indicated that the object’s vocabulary learned
through the experience of the game “Fable” remained in the long-term memory of the
players. Similarly, when this same lexicon appeared in other contexts, the participants were
able to remember the meaning of the words because they already had a visual representation
of those. This study is important in this research work due to its theoretical and

methodological contributions in terms of reading processes in English as a foreign language.

Internationally, Sedigheh Vahdat and Amin Rasti Behbahani propose a research
project in the language area called “The effect of video games on Iranian EFL learners’
vocabulary learning”. In this study, the effects of video games as a new tool for Iranian EFL
vocabulary leaning were explored. This research took place in Iran and the selected sample
consists of 20 intermediate EFL learners. The participants were divided into two groups: 10
males and 10 females in each. There was a control group and an experimental group. On one
hand, the control group studied vocabulary via traditional classes without using technology or
any device. On the other hand, the experimental group experienced vocabulary learning by
playing a video game called “Runaway: A road adventure.” At the end, the study showed that
learning vocabulary by using videogames were more beneficial than learning vocabulary by a
traditional means since the virtual world created in videogames was a powerful tool to
simulate a learning environment in which students became teachers of their own learning.
This investigation document was fundamental to provide theoretical support for this present
research since the methodological principles were applied in a similar way but in different

contexts.

11



The last research implying the use of videogames in teaching EFL is an international
research that was conducted by Jared Baierschmidt, who carried out an investigation with
thirteen 3rd and 4th year students (4 male/9 female) at a mid-size Japanese university. The
students were enrolled in the course and agreed to participate in this research project entitled
“Learning English through Video Gaming.” In that project, the primary goal of the course was
to provide learners with fun and novel ways of practicing and improving their English
language skills outside of class using video games. A secondary goal was to provide students
with the confidence and experience to communicate comfortably about video games with
other speakers of English. This research enriches the theoretical foundations of the present
project, since the activities proposed in this document were intended to focus students'
attention on the language. In this case, student’s gameplay experiences allowed them to

carefully review any mistake in English.

Theoretical Framework

Silent extensive reading

According to Brown (1989), reading is carried out "to achieve a general
understanding of a text.”” In that sense, extensive reading is always done for the
comprehension of main ideas, not for specific details. In this reading category, the teacher
gives recommendations on reading materials, based on student's interests. In addition, Long
and Richards (1971), identify extensive reading as "occurring when students read large
amounts of high interest material, usually out of class, concentrating on meaning, "reading for
gist,” and skipping unknown words.” (P.216). This statement is important in this research

because according to the diagnosis of the first chapter, the level of English of the students was
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low. For this reason, it is necessary to implement in the English classes this first level of
reading and interpretation that allows students to have a basic and pleasant approach to
learning to read in English, since video games offer that alternative and they are something

that students enjoy.

Transfer of Learning

In relation to transfer of learning in teaching English, Perkins (1992) states that
“transfer of learning occurs when learning in one context or with one set of materials impacts
on performance in another context or with other related materials.” (P.3). This point of view
considers transfer of learning as a key concept in education and learning theory, because
transfer occurs when learning in one context or with one set of materials impacts on
performance in another context or with other related materials, (Perkins, 1992). Usually the
context of learning (classrooms, exercise books, tests, simple streamlined tasks) differs
markedly from the ultimate contexts of application (in the home, on the job, within complex

tasks). In that sense, the ends of education are not achieved unless transfer occurs.

According to Don Clark (2000: 2) “transfer of learning is the influence of prior
learning on performance in a new situation”. Taking into account this idea, transfer of
learning is always at least implicitly contrastive: it assumes learning within a certain context
and asks about impact beyond that context. For the purpose of this study, transfer of learning
was defined as putting into practice reading skills, knowledge, and attitudes that were gained
through the learning process either in the classroom or in a specific environment. These
statements are useful in this project as they allow us to recognize the incidence of transfer of

learning when students are sought to learn English through video games, taking into account
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listening and reading skills at a basic level that can be applied in different contexts. For
instance, students could apply this knowledge in various situations such as: reading basic
digital texts, understanding written and spoken basic instructions in English, etc. It is
important to consider that the situations of application may vary according to students’
interests, because after all, they are in charge of applying their knowledge according to their

needs.

To complete this construct about the role of transfer of learning, it is important to
consider near transfer (to closely related contexts and performances) and far transfer (to rather
different contexts and performances) to identify how the application of skills, knowledge,
and/or attitudes that were learned in one situation, could be applied to another learning
situation. (Perkins, 1992). After having presented a part of the basis of this research, | will

talk about another part that completes this process in the following construct.

Game Based Learning

To develop this part, it will be considered Gee’s (2003) statements of why Game-
based learning is getting its impact on the cognitive process, its application, and the
importance of this approach in educational environments. First, it is important to check the
definition of game based learning approach. Game-based learning refers to “the borrowing of
certain gaming principles and applying them to real-life settings to engage users” (Trybus,
2015). The motivational psychology involved in game based learning “allow students to
engage with educational materials in a playful and dynamic way” (Trybus, 2015). Game-

based learning is not just creating games for students to play, it is designing learning activities
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that can incrementally introduce concepts, and guide users towards an end goal. In that sense,

enhancing cognitive processes is an important outcome.

There are many ways to apply the game-based learning approach in the classroom.
In the case of this project, the principles of this methodological approach were sought to apply
considering digital game-based learning, as an instructional method that incorporates
educational content or learning principles into video games with the goal of engaging
learners. Applications of digital game-based learning draw upon the constructivist theory of
education. In that way, as Deubel, (2011) states “Digital game-based learning involves
activities that can range from completing very simple tasks to the development of intricate
problem-solving skills”. According to Deubel, “digital game-based learning has the potential
to engage and motivate students and offer custom learning experiences while promoting long

term memory and providing practical experience”. Deubel (2011).

Finally, according to Virvou and Katsionis (2008), “Digital learning games can help
to develop student’s listening and reading skills, as games communicate with students by
outlining the game objective and providing feedback at specified times.” (P.37). In this case,
computer games often provide assistance or guidance to help players navigate in the game. As
with all scenarios, the storylines may be fictitious, but the places, items, and/or concepts
should be real, allowing the players to research the background and gain factual knowledge
about the included topics. For this reason, the player must know the patterns and concepts
raised by the game from the beginning to successfully complete the video game. In this sense,
the reading and instructions must be essential for the resolution of problems that are faced as

the player advances in the game.
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Video Games

Considering the elements mentioned above in this construction, it is important to say
that in the game-based learning framework, videogames have been chosen as the main tool
for learning a second language since in the last few years, videogames have been
implemented in many settings including workplace training, education, and social media.
There are different types of games and genres. That is why there is a need for a generally
accepted taxonomy of games. This is especially important because different types of games

may have different learning outcomes. According to Gentile (2011), “A taxonomy will make

it possible to relate types of games to the learning results that may be expected from them.
Such specificity helps game developers and researchers organize the knowledge base about
game-based learning, identify needed research more effectively, and provide research-based
prescriptions for using different types of games,” (P. 498). In that sense, as well as the
selection of books is made in a literature class to achieve a specific objective during the class,
the selection of video games must correspond to the objectives and needs of students in a field
of study. In this case, the videogames that were intended to be applied in this research project
were: Fast Hands (an educational videogame where the content of English is a combination of
Cambridge level A1 and A2 in terms of vocabulary and the learning model of the game is
called "play to learn”. This model prioritizes vocabulary comprehension and reading
comprehension at basic levels), and Big Describer (an educational videogame where the
player tries to interpret different pictures in context to understand sentences and patterns in
English). These video games were selected because they gave priority to the development of
basic reading skills in the learning of English as a foreign language. In that way, as Honey &

Hilton suggest, “The strong motivation to play games may be an antidote for students with
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low level and motivation for school and/or learning, leading them to work longer and more
intensely than they do in traditional instructional settings.” (P. 498). (Honey & Hilton, 2011).
These factors all suggest that a taxonomy of games should include information about the
types of students for whom particular types of games may be especially beneficial. All in all,
good video games confront players in the initial game levels with problems that are
specifically designed to allow players to form good generalizations about what will work well

later when they face more complex problems.

Collaborative learning

Talking about collaborative learning, there is a lack of consensus upon the definition
of the concept. However, Jenni, R. and Mauriel, J. (2004) define this term as a learning
process that involves groups of learners working together to solve a problem, complete a task,
or create a product. According to the same authors,” Collaborative learning has become a
twenty-first century trend." That is the main reason why the concept of collaboration in this
project research played a significant role since students moved away from the typical teacher-
centered classroom to a student-centered class in which interaction and work in group were
the keys to solve all the activities proposed by the pre- service teacher. As Gerlach, J. M
(1994) stated "collaborative learning is a naturally social act in which participants
communicate themselves mutually searching for understandings or meanings for creating
possible solutions” (P.12). In that sense, this construct was necessary to understand the way in
which students could be able to develop their individual language skills to make contributions

to the development of the proposed activities based on the educational video games.
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Motivation and engagement

These concepts are together related to the way students achieve significant learning
outcomes in different educational contexts. According to Russell, Ainley & Frydenberg
"motivation is seen as a pre-requisite of and a necessary element for student engagement in
learning and it is not only an end in itself but it is also a means to the end of students
achieving academic outcomes.”(2005). Taking into account what the authors said, this is
important because engagement may lead to higher academic achievement through students’
life. Nowadays, it is very important for teachers to create engaging environments where the
students could participate actively. This is why; digital games are commonly becoming a
source for learning and teaching different academic areas. Educational Video games are
changing the way people have conceived autonomy. The player has the opportunity to choose
what he / she wants to play, and this new way of understanding allows the player to be
motivated and learn in an intrinsic way. One of the objectives of this research project aims to
raise awareness of the power of videogames in learning and teaching EFL since examining
the engaging properties of digital games, educators could develop a better understanding of
motivation and engagement and they would be able to engage students in all educational

contexts.

These previous research studies and theoretical constructions will allow possible
investigators interested in this field to explore several paths for future research into using
educational video games for language learning. Although further research is needed, these
studies seem to indicate that classroom activities using video games can promote a variety of
positive outcomes, such as encouraging reflective learning and independent learning outside

of class. These both characteristics are important and essential for learning a foreign language.
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The next chapter is about the research methodology considering some basics and

fundamentals mentioned in this part of the document.

Chapter 3

Research Methodology

This chapter is focused on presenting the research methodology applied in this
study. In other words, the type and method of research. Also, the reader will find the
explanation of the unit of analysis, the data collection instruments, the procedures, and the
ethical considerations towards this investigation. In the same way, the reader will observe the

assurance and reliability during the application of the study.

Type of research

This research was based on a qualitative research approach, since the study aimed to
describe and understand an educational phenomenon related to the learning of a foreign
language. Yin (2002) defines qualitative research as “an empirical design that investigates a
contemporary social phenomenon within the context of social reality, when the limits between
the phenomenon and the context are not clearly evident and in which there are multiple
sources of evidence that can be used” (p.23). Bromley (1990) enriches this concept by
considering qualitative research as a systematic exploration of a related event that aims to
describe, explain, and assist in understanding the phenomenon under study. This study did not

seek to generalize certain conditions in the environments of teaching/learning a foreign
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language; instead, it sought to analyze and experiment new pedagogical strategies taking into

account the pedagogical experience.
Method of research

This study followed the Action Research method. Phillips and Carr (2010) define
Action Research as “a tool of research that places the teacher as an agent of change in a
classroom with specific needs and with its own cultural and social paradigms. Those aspects
are mixed in the teacher’s pedagogical context and exercise” (p. 9). In addition, this method is
important from a practical perspective, because according to Burns “action research is a
process that involves taking a self-reflective, critical, and systematic approach to exploring
the teacher’s own teaching contexts” (Burns, 2010, p. 2). In that way, teachers could
intervene in a deliberate way, taking into account a problematic situation in order to bring

about changes and, even better, improvements in practice.

In the Action Research method, Burns (2010) states four steps or stages involved in
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Graphic 1: Burns (2010) phases in a
cycle of research (p.8)

a cycle of research:
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The first step is planning; this part of the investigation includes identifying a
problem or issue and then comes up a plan to improve it. In this research study through
observation, surveys, interviews, and a diagnostic test the main weaknesses and strengths of
the Guillermo Cano Isaza 8th graders in English class were defined in the observation stage at

the beginning of the project realization.

The second stage is Action, which has to do with the execution of the plan. This
research study explored the potential of educational video games for engaging students in a
learning experience. In that sense, digital games worked as an interactive and attractive tool

for improving basic reading skills.

The third step is observation. In this phase the researcher observes the plan in action
and documents the data collected. In this research study, three data collection instruments
were applied and submitted to register the effects of the research: field notes, artifacts, and

interviews.

The fourth stage is reflection. This is the part where the researcher reflects,
evaluates, and describes the results of the action research. In this research study, as results
were gathered, they were analyzed systematically in order to be organized. At the end, these
cycles are repeated as many times as necessary to demonstrate if the action research has

achieved its purposes.

Unit and Categories of analysis

The unit of analysis refers to the central study object of the research, which is
directly related to the research question of the investigation and the objectives set. In this
aspect, the main intention of this research study was to characterize, analyze, and describe the
way students developed their silent extensive reading skills when using educational

videogames as a pedagogical tool. In this sense, the analysis of the collected data considered
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three main categories: general text comprehension, cooperative learning, and motivation and
engagement. They were examined in concordance to the data collection instruments, the
research question, the objectives, the theoretical framework and this emerged from the
examination and understanding of the data. At the end, the data analysis was done under the

grounded approach principles.

Population

Basically, it was decided to use 2 instruments as a strategy to collect students’
information. First, some field notes where it was observed and gathered data taking into
account what happened in the classroom while the teacher taught her classes. Observations
were carried out in the second semester of 2018. Second, a survey was given to students in

relation to their likes, family context, and interest in the English class.

The students’ population consisted of 37 students divided into 16 boys and 21 girls.
The age of students ranged from 12 to 16 years old. According to the survey, 73% of them
lived in a monoparental family, 21% of them lived in a regular family, and 5% of the students

lived without their parents. (Annex 6, tabulation of the 2nd question of the survey).

Regarding student’s preferences, 40% of the students enjoyed playing videogames
because they thought they were funny and amusing; 32% of the students enjoyed spending
their time on social networks, because they liked to communicate and share their feelings and
tastes with their friends online; 25% of the students enjoyed sports and physical activities,
because they liked to play soccer and participate in the neighborhood championships. Finally,
just one student liked reading because he/she did not have internet in his house and books

were the only means of entertainment.
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Their favorite subjects ranged from Spanish Language and Literature (23%),
Physical Education (23%), Arts (19%), English (12%), Math (12%), and Informatics (8%).
(Annex 7, tabulation of the 18th question of the survey). The preferences of the students were
focused on the area of Spanish Language and physical education because according to their
personal testimonies, in those spaces they could rest and play during the whole class. It is
important to mention that students considered Mathematics and English as boring subjects
because according to them, these were the subjects in which teachers left them a lot of

homework.

Focusing on English class information, 47% of students liked English but 53%
thought English was difficult and boring. Therefore, 66% of the students said they were
interested in learning English and just 34% of the students said that they were not. (Annex 8,

tabulation of the 19th question of the survey).

Finally, talking about the cognitive development of the students, the teacher
considered that there is not a perfect way to teach English, for this reason, all students will
sometimes have shortcomings in learning a second language. According to the interview with
the teacher, (Annex 9, Teacher’s interview), there are methods that she has used and they
have been successful. On the other hand, she has applied methodologies that have been total
failures. In this sense, the teacher was self-critical and reflective when considering what
worked and what did not work in the classroom. The teacher gave priority to receptive
reading and listening skills. (Annex 10, Field Note #3, August the 28th 2018). That is why
this project considered the teaching of receptive skills, more specifically reading, since this

ability could be easily developed through educational video games.
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Data Collection Procedure

Data collection instruments were the basis of the project as they were the evidence,
the confirmation of theory, and the ones that determine the trustworthiness of the research. In
this investigation, the data collection plan was described taking into account a sample, in
order to have a better data analysis. According to Morgan, sampling is “the process of

choosing actual data sources from a large set of possibilities” (as cited by Given 2008, p.

799).

For this project “Purposive Sampling” was used as it “determines what selection
criteria are essential in choosing the people or sites to be studied” (Merriam, 2009, p. 77). In
that sense, this study focused on nine (9) students selected based on their results in the
diagnostic test Annex 14); they were divided into three groups: the three students with the
best results, the three students with the average results, and the three students with the lowest
results. The delimitation of the population allowed to analyze and document the information
in an effective way, since with the sample, it was possible to make a rigorous follow-up of the
students during the development of the English class in the improvement of the basic reading

skills through the use of educational video games.

Data Collection Instruments

Artifacts

Norum (2008), states that “Artifacts are a frequently overlooked source of data.
They serve to enrich a study and often provide information not available from interview or
observational data.” (p.25). Workshops developed by the students were the artifacts of this
study, as they had activities focused on basic reading skills; one workshop per couple of

students was collected every week.
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Field Notes

Field notes are important in a qualitative study because as Best and Kahn (1989)
express, “Note-taking is putting materials in a form that can be recalled and used in the future.
As a result, note taking should be systematic in order that what is read is not forgotten quickly
because notes can have many uses in qualitative research.” The field notes were taken each

class, focusing on the analysis of the activities and tasks related to the videogame.

Survey

It was necessary to know and analyze students’ opinions about the process. As in this
definition by Groves (2004): "The survey is a systematic method for gathering information
from (a sample of) entities for the purpose of constructing quantitative descriptors of the
attributes of the larger population of which the entities are members” (p. 4). A survey with
open and close questions was applied at the end of the process to validate students’
perceptions about the implementation of basic reading activities, based on the gameplay of

educational videogames.

Trustworthiness and Ethical Issues

The present research was conducted under the precepts of trustworthiness, and its
analysis was based on grounded theory. According to Burns (2010) “we need to find ways to
strength the data, making sure we adopt an objective approach to the information we collect”
(P. 28). In that sense, the analysis process was based on identifying, coding, selecting, and

theorizing by using the different data collection instrument mentioned before.

On the other hand, taking into account that the participants of this project are under-
age, it was needed to ask for their parents’ permission in an informed consent form, for them
to be able to participate in this project, since the conception of videogames in education is not

well seen because videogames are normally related to leisure and a way of waste time. (See
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annex 11). It is important to recognize and show parents in a meeting at the beginning of the
school year that videogames offer learning and strong educational advantages, as they fully
motivate and engage students. That is why, since computer games usage is increasingly
spreading, concern must be placed on the ethical issues and perceptions that are built toward
them. In addition, it is important to ask for parents’ permission to make some interviews and

record some elements necessary for data collection.

To sum up, in this chapter it was reviewed the components that make up this action
research study, taking into account a general description of the type and method of research,
the target population, the units and categories of analysis, the data collection procedure and
instruments, and ethical issues. In the next chapter, the foundations of the pedagogical

intervention and main actions will be presented.

Chapter 4

Pedagogical Intervention

In this chapter, it will be discussed the visions of language / learning considering the
approach of teaching through video games, taking into account the pedagogical principles,
materials, and stages of the DGBL framework. Additionally, this chapter intends to show the
proposal for the pedagogical intervention based on the chronogram with the lesson plans for

each work unit.
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Vision of language

This study perceived language as doing things (the functional perspective). This
means that “Language is seen as social action that focuses on the functions and uses of the
language in socially defined contexts.” (Tudor, 2001, p.60). According to Vera, Chapeton,
and Buitrago, “Language is the means for achieving certain functional or pragmatic goals,
such as answering the phone, providing information in specific contexts, or communicating
effectively in a foreign language. Programs developed with a functional perspective of
language, are based on "objectively observable needs” (Tudor, 2001, p.60) and pragmatic

communicative interests of the students concerned”. (2018, p. 88).

In this sense, this vision of language matches with the focus of the DGBL
framework since “students are in a position to do something with the language they are
learning, so that they can communicate effectively in relevant situations of use.” (Vera,
Chapetdn, and Buitrago, 2018, p. 88). In this case, language played an important role when
gamers were to obtain, create, use, or manipulate their language items in the videogame. For
example, in this project were used two videogames called: Big describer and Fast Hands. In
these educational videogames the players had to gotten the language acquired during the
gameplay through interpreting and reading processes to create their language items in the
videogame. Also, it is important to note that during the video game the players must
communicate effectively taking into account the indications of the video game on the screen.
Thus, English becomes a means to a greater end. Language and communication are the ways
in which videogames and their makers convey meanings to their audiences, and the ways in
which gamers communicate and negotiate meanings among themselves. According to Rosas
(2003), “For language learning purposes, it is important to select the indicated videogame in

which language plays a role in achieving the ultimate goal of the game, in victory, so that
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while enjoying playing the videogame, gamers would be involved with language processing

as well.” (Rosas et al., 2003).

Vision of learning

This project conceived learning as a way of experiential learning. In this sense,
according to Tudor (2001) “language implies a naturalistic form of learning or "picking up"
the language, which requires direct experience with the language. It entails two key factors: 1)
exposure to substantial amounts of input in the target language; and 2) use of the language for

communicative purposes”. (As cited in Vera, Chapeton, and Buitrago, 2018, p. 89).

Under this view of learning, in this project, learners made meaning through the
interactions with the videogame on the screen in order to gain knowledge from an experience,
because certain abilities such as interpreting and reading were required to complete the levels

that the videogame proposes during its development.

In addition, according to Tudor (2001) “Experiential learning emphasizes the idea of
learning by doing, which has five principles: 1) activities should focus on processing and
communicating messages; 2) holistic learning activities should reflect the multi-dimensional
nature of communication; 3) authentic materials should be used; 4) the use of communication
strategies should be encouraged; and 5) learning activities should involve collaboration
among learners” (As cited in Vera, Chapeton, and Buitrago, 2018, p. 89). In this project,
these five principles were applied in the following way: 1) activities were focused on
processing and communicating messages between the player and the screen; 2) holistic
learning was reflected when the students had to relate several learnings to apply them in the
workshops that the researcher planned to do after each gameplay; 3) authentic materials were
used taking into account the use of technology and the creation of workshops with the specific

purpose of giving priority to reading skills; 4) through the use of specific video game
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commands, the use of communication strategies were encouraged; and 5) the learning
activities involved the collaboration between the students, since some doubts about the

gameplay were solved among the students themselves.

In that way, this view of learning worked as an active process where learners should

learn through experience to discover principles, concepts, and facts for themselves.

Teaching methodology (Approach)

Pedagogical intervention

As it was exposed above, this study was making use of the Digital Game-Based
Learning framework. Digital Game-Based explore the potential of digital games for engaging
students in the learning experience. In that sense, videogames worked as an interactive and
attractive tool because they offered potentials in improving EFL interpretation abilities.
Reading comprehension improved by providing visual input and feedback, both of which
video games provided. In this case, a framework that is based on experiential active learning
theory by Garris, Ahlers & Driskell (Garris et al., 2002), allows teachers to define the
methodology of their own games. The next diagram shows the model of GBL by Garris et al.
(2002) that consists on three main processes or stages. This research has adopted this model
as a reference because it suits adequately the objectives and methods that were intended to
apply in the pedagogical intervention that was planned to do at school. For this reason, it will

be presented this model in detail next:
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Graphic 2. Model of game-based learning by (Garris et al., 2002; Pivec & Dziabenko, 2004a,
2004b)
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In this stage, the teacher introduced the big topic; for instance, simple present,
simple past, present perfect, etc. The big topic was selected according to the syllabus of the
school. Then, the teacher started to talk about the game characteristics such as: Game story’s
background (background story of every game is important as it shows features related to the
videogame such as: What does it consist on? What is the objective? How do commands of
control work? etc.), Rules (clear instructions and rules for every game are very important. It is
a guideline and regulations for learners to follow when they are involved in the game play),
and finally, Immersion (the game design should make learners feel immersive and absorbed
when involved in each game play). Instructional content was crucial because this was the part
where the teacher gained student’s interests and encouraged them to be engaged with the

videogame. This would vary depending on the topic and the gameplay of the video game.

Process

According to Egenfeldt-Nielsen & Tosca, “Experiential learning does not necessitate
teachers as it exclusively depends on the useful process accomplished by individual's

experience with the game itself. Game play involves interaction with a game through its rules,
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the connection between the player and the game, challenges and solutions, the plot and the
player’s emotional connection with the plot” (Egenfeldt-Nielsen, Smith, & Tosca, 2008,
p.15). In that sense, the experiential gaming model allowed the player to make judgments
through the gameplay. At this point, it was necessary to highlight the importance of feedback,
since learner’s feedback was the learning response in the game. The user interface design in

the game design should make it easy for learners to give feed back to the game.

Outcome

Once the video game is finished, it is important to highlight the importance of
reward/award since this is one of the ways to motivate learners to continue the game play and
overcome the difficulties of each game level. After finishing the unit with a videogame, the
students will carry out a workshop in groups with different types of questions and activities.
The workshops will include readings and specific questions that intend to provide feedback,
as well as apply the knowledge acquired through the video game to the activities proposed by

the workshop.

The syllabus of the school Cedid Guillermo Cano Isaza for the next level is divided
into four big units. However, it has been slightly adapted it into two big units that will be

presented below:

Chronogram

The following table presents the timeline for the pedagogical intervention for next

semester. This schedule is subject to modifications by the school if it is necessary:
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Table 1. Chronogram of Activities

MONTH WEEK UNIT LESSON DESCRIPTION OF TIME
STAGE ACTIVITIES
January  Week 1 Unit 1. Lesson plan - Input - Presenting the - 15 min.
1. Describingmy - Process videogame and topic
environment - Outcome - Students playing the - 45 min.
videogame
- Making a workshop - 60 min
Week 2-3  Unit 1. Lesson plan - Input - Presenting the - 15 min.
Februar 2. Specific words - Process videogame and topic
y from the game - Outcome - Students playing the - 45 min.
videogame
- Making a workshop and .
presenting previous one -60 min
Week 4-5  Unit 1. Lesson plan - Input - Presenting the - 15 min.
3. The Verbs - Process videogame and topic
- Outcome - Students playing the - 45 min
videogame '
- Making a workshop and .
presenting previous one - 60 min
Week 6-7  Unit 1. Lesson plan - Input - Presenting the - 15 min.
4. Adjectives - Process videogame and topic
March _ Outcome - Students playing the - 45 min
videogame '
- Making a workshop and .
presenting previous one - 60 min
2k 8- Unit 1. Lesson plan - Input - Presenting the - 15 min.
5. Making - Process videogame and topic
opposites - Outcome - Students playing the - 45 min.
videogame
- Making a workshop and .
presenting previous one - 60 min
April 6 Week Planes de mejoramiento en el aula
10
Week 11-  Unit 2. Lesson plan - Input - Presenting the - 15 min.
April 12 6. Simple present - Process videogame and topic
- Outcome - Students playing the - 45 min.
videogame
- Making a workshop - 60 min
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Week 13 Unit 2. Lesson plan - Input - Presenting the - 15 min.
7. Personal - Process videogame and topic
description: - Outcome - %t“de”ts playing the - 45 min.
personal and vigeogame
. - Making a workshop and 60 mi
POSSESSIVE presenting previous one -oumin
pronouns
Week 14-  Unit 2. Lesson plan - Input - Presenting the - 15 min.
May 15 8. Scholar Supplies - Process videogame and topic
- Outcome - Students playing the - 45 min.
videogame
- Making a workshop and .
presenting previous one - 60 min
Week 16-  Unit 2. Lesson plan - Input - Presenting the - 15 min.
17 9. Free time - Process videogame and topic
activities - Outcome - Students playing the - 45 min.
videogame
- Making a workshop and .
presenting previous one - 60 min
June Week Unit 2. Lesson plan - Input - Presenting the - 15 min.
18-19 10. Regular verbs - Process videogame and topic
- Outcome - Students playing the - 45 min.
videogame
- Making a workshop and .
presenting previous one - 60 min
June \2/\(/)e6k Planes de mejoramiento en el aula

As | stated above, | adapted the units to form two big work units. The organization

goes as follows: Unit 1. Describing my environment / Specific words from the game / The

verbs/ Adjectives / Making opposites, Unit 2. Simple present / Personal description: personal

and possessive pronouns / Scholar Supplies / Free time activities / Regular verbs. The idea is

to group up each work unit with the previous one to close the gap among them and present a

workshop each two weeks that will integrate the topics of the two units.

In brief, this chapter has reviewed the pedagogical constructs that were taken into

account in this study examining a general description of the teaching methodology that
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considered some language and learning visions as the basis for this project research.
Additionally, it was also discussed the stages (input, process, outcome), and schedules
(chronogram), in which classes were carried out during the pedagogical intervention. The next
chapter will describe the data analysis process considering some theoretical foundations and

the categories selected to be interpreted.

Chapter 5

Data Analysis

The procedures for the data analysis of this work were based on the principles of the
grounded theory approach, a systematic and flexible way for collecting and analyzing data in
qualitative research. According to Strauss and Corbin (2008): “qualitative analysis in
grounded theory attempts to conceptualize, reduce, elaborate, and relate data and categories to
integrate them” (p. 62). In this study, collecting and analyzing data was an interrelated
process; it means that the analysis began as soon as the data were collected. As a result, a
systematic and sequential analysis was done during the research process, to catch all
potentially relevant issues to answer the research question, considering the phenomena that

were perceived during the development and application of the project proposal in class.

For the present study, the process of analysis took into account four basic stages

suggested in the grounded theory: open coding, axial coding, selective coding, and theorizing.
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These stages include codes and concepts, sub-categories, categories, and theories as the main

axis of interpretation and analysis as shown in the next graphic:

Sub-categories

Categories

Theories

il

Graphic (3). Grounded approach stages and units of analysis.

In this case, the grounded analysis begins with “open coding,” which Strauss and
Corbin (2008) define as “the analytic process by which concepts are identified and developed
in terms of their properties and dimensions” (p. 74). This is accomplished by asking questions
about the data, making comparisons, developing labels, and grouping for similar phenomena.
Basically, in this research project, the data collection instruments were read several times to
create tentative labels of data that would help to summarize what was observed during the

implementation of the project.
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In the next stage, Strauss and Corbin state that grounded approach is “axial coding.”
It essentially consists on reconstructing data “in new ways by making connections between a
category and its subcategories” (p. 97). In other words, axial coding not only identifies
relationships among the open codes, but also what the connections are among these codes.
The present research identified three main categories in terms of: general text comprehension,
cooperative learning, and engagement. In the first category, there is a connection between
general understanding of the text with vocabulary identification and sentence comprehension,
since these codes are related in the interpretation and understanding of a text. In the second
category, there is a relationship between working in pairs and interacting with cooperative
learning, taking into account that these codes are directly related to group work. In the last
category, there is a link between motivation and engagement, with participation and self-
confidence, considering that these codes constitute the environment and the interpersonal

relationships that were generated in the classroom during the implementation of the project.

The third stage is known as selecting coding. This phase of the research implies the
interpretation and reflection of the categories’ meaning and properties. These categories come
from the integration of the sub-categories and take into account the objectives proposed in the
project to consider them. This project research used a categorical matrix for the description of
the categories, taking into account the research question, the general and specific objectives of
the investigation, and the categories and subcategories of the project.

The final stage in grounded theory includes theorizing and conceptualizing, a
process in which theory is developed to explain some implications of educational practice that
allow the researcher to generate a more accurate and inferential vision in future activities and
processes. In this research project, the process of building theory started by considering the
research question and objectives proposed. Consequently, the categories and the connections

between them reflect the theoretical framework theories.
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After finishing all the phases proposed by the grounded theory analysis,
triangulation was considered when data were analyzed. The use of triangulation is an attempt
to obtain a deep understanding of the studied phenomenon that may also add rigor and breath
(Flick, 1979; Denzin and Lincoln, 1994). In that sense, findings were examined to identify
consistency and ensure validity and reliability, considering the problem statement raised in
this research project.

As stated in the research question, this investigation was conducted in order to
recognize students’ general text comprehension when using educational videogames. Table
(2) shows the categories and sub-categories that emerged from the analysis and the relation

they have to the research question and objectives:

Table 2. Categories and sub-categories.
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Categories of analysis

In order to define categories and sub-categories the following paragraphs will show
a more detailed diagram, description and discussion about each category and sub category,

taking into account the collected data during the research process.

Category N°1: General text comprehension

Category N21: General text comprehension

General Text
Conprehension

Understanding
* the general idea
of a text

Vocabulary
Sentence
Comprehension

Graphic (4): General text comprehension

The first category of this study, general text comprehension, appeared in response to
the study’s inquiry about how students developed their silent extensive reading skills when
using educational videogames, it means, to the way students interpreted and understood the
main ideas of a simple text in English (Brown, 1989), taking into account the identification of
vocabulary and the understanding of simple sentences shown in an game. Considering the
previous statement, data showed that through the interaction of learners with videogames,
they were able to improve and develop a better understanding of simple texts in English.
Taking this into account, from the previous definition and properties of the category emerged
two subcategories developed during this research process: vocabulary and sentence

comprehension.
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Sub category 1.1: Vocabulary

This sub-category shows the students’ abilities when interpreting and understanding
lexical features through their interaction with the educational videogame; vocabulary plays a
fundamental role in the reading process and it contributes to the reader’s comprehension,
since a reader cannot understand a text without knowing what most words mean. The data
analysis showed that educational videogames helped students to memorize and learn new

vocabulary in English.

At the beginning of the interventions, the first workshop and game were confusing
for students because they had never done an English activity related to videogames. That is

why, just few people completed the entirely activity rightly:

(Workshop N°1 — Most part of the students did not complete the workshop)
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The students have several problems when
solving the workshop because there are
some activities that they do not understand.
The pre-service teacher should consider
student’s failures in this class to design an
easter wotkshop that the students could
understand  better. Based on previous
statement, ; 2

At the end of the class, most part of the
students finish the actvity because it was not
too long. However, some students did not
complete the activity at time; so, they decide to
solve  the  workshop  randomly  and
unconsciously because it was stablished at the
beginning of the class that the students have to
deliver the final results of the actwities|, :
planned before finishing the class. Finally, the|: ————— e
official teacher and I say good bye to the| — ﬁ:@ﬁ:%ﬁi and rly
students. The class is closed at 4.00pm

on the comrehension of short texts since
the objective of the educational wideogames
in this class is the improvement of the basic

reading skills.

(Field note N°1, March 14™, 2019)

However, the artifacts number 2, 3, and 5: Workshops applied in different classes,
demonstrate how students were able to have a better performance when completing
vocabulary exercises from the workshops based on the videogame, especially when they

related words with images, also improving the way words were spelled:




These worksheets were for students to have different perceptions about the way they
learnt vocabulary and the importance of spelling a word correctly. That is the main reason
why some exercises were focused on puzzles that intended to help students to be aware of the

spelling. The results were positive as most part of them completed all the activity.

When playing and solving the workshops based on the games, students were
constantly relating words and their meaning to pictures and this was meaningful for them,
since they started to understand different texts that had specific words they observed

previously in the videogame, as shown in the following example:

In this game, the player had to click the correct picture according to the word shown
on top of the screen. Then, they developed a reading activity to put into practice the

vocabulary they saw when playing the video game:
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A2 - Second Activity

Also, when developing the workshops, educational video games were useful for
improving students' vocabulary comprehension, considering that there are about 30 sets of
content that cover most of the basic vocabulary items in the game. In addition, if students
selected a wrong answer in the game, the videogame’s system showed them the mistake. This
instant feedback helped students to realize how to reinterpret a sentence in a faster and better
way. This was a key point to encourage active student learning, since they were interested in
completing and progressing in the game, regardless of the mistakes they could make:

Some students do the activity motivated because
they understand well and clear what they have to
do in the actity despite making some mistakes.
The wideogame feedback make feel students
comfortable since the game quickly showed
students” mistakes and this allow them to check

the correct answer without feeling frustrated for
not completing the videogame’s task.

(Field note N°2, March 28™, 2019)

Lastly, as shown in the next examples, students’ vocabulary comprehension
improved considerably, taking into account that they considered videogames as a creative an

innovative way to learn, as it is demonstrated in their perceptions:
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1. ¢Crees que los videojuegos educativos que se jugaron durante algunas clases te
ayudaron a aprender varias palabras en inglés?

S1
“Si, porque gracias a los juegos aprendimos varias palabras asociando imagenes con
las palabras que mostraban los juegos™.

S2

“Los juegos educativos nos hicieron aprender vocabulario porque asociamos las
imagenes con las palabras y con las sopas de letras. Entonces ya entendiamos mejor
como hacer las actividades que el profesor dejaba”.

S3
“La verdad si, porque eran muy creativos y nos ayudaban a relacionar las palabras con
los dibujos”.

Transcription from a students” interview

As seen in the previous data from students’ interview, some of the most common
answers to support their position were that videogames helped them to memorize and
associate words with pictures and that it was important for them to be aware of their own

mistakes when interpreting a text.

As it was presented in this sub-category, vocabulary is an important and
fundamental part in learning a language. For this reason, it allowed students to understand
what they read in the educational videogames and the workshops they had to develop in class,

based on those games.

This subcategory is directly related to sentence comprehension, considering that in
order to understand a sentence, it is necessary to have a minimum knowledge of vocabulary
and how it works in the sentence. In that sense, both are important when interpreting and

understanding a text in English.
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Sub category 1.2: Sentence comprehension

In agreement with the previous category, this one allows understanding of how
students interpret a sentence. According to Sussman (2009), “sentence comprehension
denotes the cognitive processes speakers of a language must perform in order to distill and

understand the meaning of utterances as they unfold in real time” (p.3).

In the activities proposed in class, students had to interpret vocabulary and
sentences, making connections among them for creating and giving meaning to what they
observed in the educational videogames. In that sense, “sentence comprehension requires
memory over time scales. Words must be assigned a syntactic relationship and syntactic

relations to span the knowledge of many words” (Sussman, 2009, p. 4).

As shown in field note N°4, when students were developing an exercise to identify
simple sentences in an educational videogame, they were able to recognize the main idea,
since they related the characteristics of the picture, to the features of the sentence that they

observed playing the game:

Students complete the first activity of the
workshop very fast. This activity consists

The workshop 15 composed by two exercises
but this time the actwities are shorter and
easter because the lack of time The first
exercise 15 to identify simple sentences related
to stationery (elements of the classroom) in the
educational wideogame to match on a sheet of
paper some pictures with some describer
sentences according to their relationship.

(Field note N°4,

of matching pictures with written sentences
that bets fit and descnibe the pictures
according to their features. In this exercise
it 15 observed that students can identify the
main idea of the sentences since they relate
the charactenstics of the picture with the
characteristics of the sentences that they
have observed durng the gameplay of the
educational videogame.

May 2", 2019)
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In this game, the player had to click on the correct picture, taking into account the

main idea of the sentence shown at the button of the screen:

%Jﬁ

(A

RS, e« |

This kind of sentence comprehension exercise was important for students, to face
and understand complete sentences in a videogame and in a workshop, also, to be aware of

what they read and interpreted in the activities they had to develop.

After playing the game, students developed a matching and reading process of two
stages, the first one was to identify some characteristics of the pictures and then, they had to
match the picture with the sentence that best fit. In the second stage, students had to complete
a short text considering the previous pictures and their features, taking into account the

sentences they had previously read.
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A4

The results were satisfactory, as most students accomplished the task. For that
reason, students were able to identify and understand some vocabulary, sentences, and short
texts in English. Specifically, students were capable to give meaning and understand what
they had read in the educational videogames and the later workshops, improving their abilities

in the target language.

On the other hand, there were some data collection instruments that were essential to
reflect about the process. The next, is the second question from students’ interview in which

they showed their view about sentence comprehension from an educational videogame. The
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aim of the question was to check if students were capable of identifying their own learning

processes when playing educational videogames:

2. ¢Consideras que los videojuegos educativos que jugaste durante la clase te permitieron
entender mas facil oraciones completas en inglés?

S1

“Si, porque habia algunos juegos que mostraban oraciones con su respectiva imagen y
uno las relacionaba. Los juegos me sirvieron para entender algunas oraciones y
poderlas escribir”.

S2

“Si, porque las oraciones se repetian y tenia la oportunidad de memorizar y aprender
nuevas frases asociando las imagenes”.

S3

“Si, porque nos mostraban palabras que ya conociamos y es mas facil entender las
oraciones”.
Transcription from a students’ interview

The previous information evidences that up to this point, vocabulary and sentence
comprehension were each other complement when students were fostering their basic reading
skills. Both sub-categories were key aspects when students did the general text
comprehension. Also, in most of the cases students used their own initiative and curiosity
when exploring educational videogames, without worrying about losing or making mistakes
while playing the games. Concretely, it demonstrates how students improved their basic
reading skills when playing and understanding educational videogames, identifying specific

words and global ideas in a text.

At the same time, it is important to mention that there are three main reasons why
this category was the basis for students to develop their silent extensive reading skills through

educational videogames: first, general text comprehension was a tool to promote basic
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interpretation skills when reading texts in English; second, students could explore different
kinds of texts, gaining more confidence in reading, and third, general reading understanding
using different means of communication such as videogames, improved students’ attitude

towards reading and they became more motivated to do it.

In conclusion, the shown artifacts, field notes, and oral interview extracts are
evidence of students’ progress and capabilities in reading and understanding a text through
the use of educational videogames. Moreover, as it was shown in the interview’s excerpts,
there was a positive perception and attitude toward the new ways in which reading exercises
were presented to students to advance step by step in the development of reading skills. It is
evident that the use of educational videogames was the key for students to develop general
text comprehension in English, considering some relevant aspects related to the construction

of that main category of vocabulary and sentence understanding.

Category N°2: Cooperative Learning

The second category, cooperative learning, is presented to address the second
specific objective from the investigation, as it identifies the influence of collaborative work
and interaction on students’ development of silent extensive reading skills. As it was
presented in some parts of the previous category, all the workshops and activities based on the
educational videogames were developed in groups and pairs in order to improve students’
interpretative abilities in terms of reading comprehension.

Taking into account the previous statement, group work becomes a fundamental
axis, since it encompasses much more than the development of mechanic processes in
understanding texts. Social interactions skills are also raised considering that “cooperative

learning is an educational tool in which small groups of students work together to increase
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individual, as well as group member learning. Cooperative learning exists when students work
together to achieve joint learning goals” (Johnson et al., 2002).

Cooperative learning implies comparing different ideas during the development of
activities and considering individual reading skills strategies that are shared in the classroom.
In this category, it is important to highlight students’ interacting attitudes when they were
facing group challenges, understanding meaning, creating knowledge or solving problem

tasks that were involved in all classes during the implementation of the project.

Considering interaction and pair work as the main subcategories, it is necessary to

show the next graphic that represents the category foundations:

Students working
Together to share
goals

“ i palrwork
Categories

Graphic (5): Cooperative learning category

Coopen

Two, out of the three data collection instruments, were analyzed for this category (Interviews
and field notes), they were fundamental to identify patterns, attitudes, and practices along the
activities done during the classes, in which students were developing their basic reading skills
by communicating and conveying meaning. In addition, they illustrated different mechanisms

that were refined along the process to assure the fulfillment of the tasks.

This category is understood as the students’ active interaction, ability to construct
knowledge from experience, and collaboration with each other, which helped them to the
accomplishment of a reading comprehension goal. According to Smith and Macgregor

(2013), “cooperative learning implies comparing and completing other ideas related to what
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students need for their learning process; it is an active process in which all students provide
meaningful ideas, a rich context in which students feel motivated in working as teams with
clear goals and a diverse environment where every participant may have different ideas,
opinions, and points of view that can change or improve the project development” (p. 12). In
that sense, the data gathered showed students’ progress during the project’s implementation
by showing their views, outcomes, and attitudes when expressing their ideas in a task,
assisting others, and developing activities.

Keeping in mind the previously mentioned ideas, from the principles and properties
that originated in this category, emerged two sub categories or main actions developed along

the process: pair work and interaction.

Sub category 2.1: Pair Work

This sub-category emphasizes on the students’ abilities and capabilities to work
together in order to complete a task, considering individual skills to complement and
construct knowledge. The communication and feedback from peers are key points to help
students to enhance and reinforce their language skills. Also, this sub-category highlights how
subjects co-constructed knowledge when interpreting simple texts from some educational
videogames and workshops that involved language in meaningful situations, in which
decisions were analyzed and made. To sum up, it represents the way students were able to
work together and find the way to achieve the language goals proposed by the activities

carried out in class.

The data analysis showed that students’ interacting and mediating in specific tasks
was significant to learn how to delegate functions, since they could share their own ideas

depending on their individual abilities in terms of analyzing and understanding. In that way,
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each group member had a role that contributed to the achievement of a final goal, so students

supported each other to create a learning environment and construct knowledge:

To develop the actwity of the wideo game
and the workshop, students have to make
groups of two or mammum three people.
For this reason, students have to do a
cooperative work and they have to decide
which person will play the game and which
person will answer the workshop. Students
plan themselves how they will develop the
actvity.
(Field note N°1, March 14™, 2019)

Additionally, in the next question from the students’ interview, they were supposed
to answer and share their perception about how they worked in groups during the

development of the activities based on the educational videogames:

4 :Crees que las actividades realizadas con base en los
videojuegos educativos te ayudaron a fortalecer el trabajo
cooperativo y/o en equipo con tus comparieros?

S1
Si, porque en las cosas que no entendia mi compafiero me ayudaba a entender 0 a
veces Yo le ayudaba cuando él estaba confundido o no entendia algunas palabras.

S2

Si, porque con nuestro compafiero si uno no entendia algo el otro lo ayudaba porque
los dos tenian diferentes cualidades, por ejemplo, unos eran mejores en las sopas de
letras, otros en los ejercicios de oraciones, otros en los ejercicios de texto, y de esa
manera uno se ayudaba con el compafiero.

S3
Si, porgue lo haciamos en pareja y trabajabamos en grupo. Lo que uno no entendia, el
comparfiero lo orientaba o lo explicaba.

Transcription from a students’ interview
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As revealed in the selected data, this type of activities in which students must take
their own and their partners’ ideas to construct meaning were needed to foster their basic
reading interpretation skills. Specifically, it was useful for students to understand how to
identify key aspects of a text in a videogame or in a workshop, sharing that knowledge to
complete the activities and achieve a target language goal in common.

In keeping to students’ reading understanding, cooperative work was important to
state patterns and catch primary ideas, analyzing the role of the specific words that appeared
in a videogame related to sentence comprehension. In that way, students were able to
understand simple sentences, taking into account key objects and specific information that
allowed them to identify things individually and then discuss them with the whole group or in

pairs:

This time, students have to work
cooperatively to understand simple
sentences from the educational wideogame.
In this way students will be able to
understand the reading exercise proposed
by the workshop in an easier and clearer
way. In addition, students have to use their
logic to solve the puzzle by relating actions
and mmages in a coherent way.

(Field note N°3, April 4™, 2019)

Finally, the fifth field note showed that during the implementation of the activities
based on educational videogames, students developed cooperative skills that allowed them to
create a pleasant and comfortable environment where all students were active participants in

the learning process without any exception:
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At 350 most part of the students finish the| At the end of the class most part of the
activity successfully and the few ones who are|students finish the workshop completely
not finished are helped by their partners. Five | and the ones who are missing are helped by
minutes later, the teacher in charge finishes|their partners. This shows that the students
valuing student’s works and at the end of the | dewelop dunng the mmplementation of the
class she gives themn some information that the |project a sense of cooperative working
students need to consider for the next week. At|because they started to help each other since
3:57 the class is closed and the official teacher |the activities with the educational wideogames
and I say good bye to the students. began to take place in English class.

(Field note N°5, May 23", 2019)

In conclusion, this subcategory showed how students learned in pairs or small
groups how to read words, sentences, and short texts in English, taking into account

cooperation rather than competition.

Category N°3: Motivation and engagement

The third category, motivation and engagement, emerged as the complement and
result from different activities applied in classroom. In this case, according to Chris &
Lindsay (2015) “student engagement is a process that facilitates learning and increases
academic success. Engagement is an important predictor of success since the more students
engage themselves in academic activities, the more they will learn successfully” (p.3). In
other words, this category refers to the students’ active motivation and engagement in
learning processes, which foster the whole class ability to communicate and generate

knowledge collectively by interpreting basic reading exercises.

The class dynamics were transformed by new strategies that encouraged students to
get interested in learning how to read basic English texts through educational videogames.
This category allowed me to describe how students were able to change their attitude towards

the class and perception of it, through the use of games as a pedagogical tool.
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Graphic (6): Motivation and engagement category

In this section, field notes and interviews were specially considered for describing
the category. They were useful to identify and verify students’ performance when they were
facing different exercises based on the workshops and educational videogames, which were
considered as the main pedagogical strategy to motivate and engage them in the improvement
of their basic reading skills.

Students’ engagement and motivation has three dimensions, which are emotional,
behavioral, and cognitive (Fredricks, Blumenfeld, & Paris, 2004). In this research project, a
review of the data analysis showed that these dimensions were precisely associated with this
category that will be presented in the next paragraphs.

This categorization is presented as a feature to describe behavioral and cognitive
processes in which students were involved along the implementation of the project in class.
As mentioned in the pedagogical intervention chapter, learning processes were mediated by
students’ context, experiences, and interaction. In those fields, assertive communication and
language are important aspects in which involvement has a crucial role. In keeping to the
previous idea, participation allowed the understanding of students’ interest in the class and
how it would become a strategy that could motivate them to shape their reading abilities.

In response to the previous statement, educational videogames were presented as an
innovative strategy to engage students in learning and improve their reading comprehension
skills. The next field note shows how students were willing to participate in the development

of the activities based on the games:
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When I explam to the students how the
class wil be developed based on

educational  wdeogames,  students  get
mterested about this idea because they have
never had a class i which they could play
any kind of wideo game to learn.

(Field note N°1, March the 14™ 2019)

Nowadays, the use of technology has become an engaging tool for students to learn
any subject. In this case, videogames were the fundamental axis for enhancing students’
reading skills in English:

After finishing the actwity proposed by the | The actiwities in the language lab motivate
teacher at the first hour of the class, the|the majonty of students in the course. The
students are ready to go to the language|use of computers and digital material are

laboratory to solve the workshop they have | great strategies to maintamn the attention of
scheduled for this day. students duning the class.

(Field note N°2, March the 28™ 2019)
In addition, it is important to highlight the importance of the atmosphere that
videogames generated in class, since during the development of the activities, students
showed constant interest in learning and doing the workshops proposed, as shown in the next

excerpt from a field note:

The students go motivated to the language | The students look excited and motwvated to
laboratory to do the activity and the|carry out the next planned workshop since
wotkshop that the pre-service teacher has|wisually the actiies look more complex
planned for them. and interesting

(Field note N°1, March the 14" 2019)
To sum up, the research has revealed that participation and involvement are two key
aspects to engage and motivate students in class, since it allows them to create a classroom
atmosphere in which they are not afraid to make a mistake or participate in the activities

based on educational videogames. When students view reading as something interesting that
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they can learn through the use of games, they start to enjoy learning for their own purposes.
That means the more participation and teenagers’ engagement, the more possibilities to
improve and develop learners’ silent extensive reading skills.

In relation to motivation in this category, this concept is essential in the classroom to
promote students’ engagement. According to Lepper, Corpus, and Lyengar (2005) “intrinsic
motivation is a desire to engage in behaviors for their own inherent rewards. It is necessary
for learning and is also an identified goal of education in general” (P. 192). In this type of
motivation, individuals demonstrate that they can learn independently by using all the tools

they have around them.

Through this category, it was possible to determine if the students were really
engaged and motivated with the activities presented in class. At this point, educational
videogames were an important influence for the students in the way they started to interpret
and read some short texts in English. The following field note is about the way students

developed the activities since the beginning of the implementation of the project:

Some students do the activity motivated because During all dewvelopment of the class the
they understand well and clear what they have to | students understand the idea of the
do in the activity despite making some mmistakes.
The wideogame feedback make feel students
comfortable since the game quickly showed
students” mistakes and this allow them to check | Identifying specific wocabulary in a game is
the correct answer without feeling frustrated for|a good strategy for students to understand

not completing the videogame’s task. the words that are used in a text and in the

There are just four students who do not finish the | Same Way this allows them to associate
activity because they were doing another activity words to make sense of a text.
related to another subject since they have to present

a math project very soon. Taking into account that 4 b el
situation, 1 stablished an agreement with these|=PS388¢ W1 S8 EOHERHONRI VIS CORIE

students to present the workshop on another class, and the actiwities of the class. Th?" 15 why
on another time. most part of the students finished the

workshop proposed for that day.
(Field note N°2, March the 28" 2019)

educational wvideogame as well as the
general idea of the workshop.

At the end of the class all the students were

The previous excerpt is an evidence of how students felt playing educational

videogames. In this case, when they are faced with challenges in reading, students
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intrinsically sought and explored various methods toward the resolution of any problem
presented in the game or workshop. Despite the mistakes they could make at some point, they
were motivated and persistent to complete the exercises, due to their effective application of
reading strategies. As a result, engagement with a variety of reading material increased

students’ basic reading skills, which they continued developing every class.

When reading by using educational videogames, students became more committed
to the English class. The use of games provided them with opportunities to acquire new
reading skills and offered optimal amounts of challenge. For the students, the feeling of
accomplishment of the tasks was quite satisfying. On the other hand, autonomy was high
when there was freedom of choice and not controlling instruction. In other words, students
were free to complete the activities in the order they wanted, following their own reading and

playing strategies. The next field note is an example of what has been mentioned:

At 357 most part of the students has not
finished the actity because it was planned to
be longer. For this reason, some students ask
for the possibility to finish the actiwity next
class or finish tt as homework because they
feel mterested and motwated to finish and
complete the entire workshop since the actmwty
15 engagmg for them.

The students are engaged and committed
with the activity. For this reason, they ask
the pre-service teacher f it 15 possible to
finish the workshop for the next class
taking into account that the next week they
will only have thirty minutes of class.

(Field note N°3, April the 4™ 2019)

Based on the previous field note, it could be evidenced that students’ engagement
and interest in class were important conditions for active learning. That is to say, students
who had high motivation made an effort to be engaged in class and it was a key aspect to

enhance students’ silent extensive reading in and out of the classroom.
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Finally, question number 5 from the interview shows that educational videogames

effectively helped and motivated students’ learning in terms of general reading text

comprehension:

5.

¢ Crees que las actividades realizadas con base en los videojuegos educativos te
ayudaron a fortalecer el trabajo cooperativo y/o en equipo con tus compafieros?

S1
Es bastante interesante porque me permite aprender sin aburrirme. Ademas uno puede

incluirlos en otros espacios, como por ejemplo, cuando estoy en mi casa, en mi
computador puedo practicar y repasar lo que vimos en clase, de esa manera puedo
comprender mejor los temas.

S2

Es una innovadora manera para aprender ya que en otros lugares no es utilizada. Es la
primera vez que tenemos este tipo de clase porque casi siempre la clase se basaba en
lo gramatical.

S3
Si, porque saliamos de la zona de confort de siempre estar escribiendo, ver videos, y

solo estar copiando. Lo que aprendiamos en los juegos lo podiamos aplicar en otros
lugares o cuando veiamos un texto corto en inglés, ya lo podiamos entender.

Transcription from a students’ interview

According to the students’ responses, they were able to contrast and compare the

way they perceived the English class considering the new strategy that was proposed in the

application of the present research project. They expressed to take advantage of the tools that

educational videogames offered them, since they could practice and play with the games not

only in class, but in their homes too. Also, motivation and engagement evidence how students

were able to enhance their basic reading skills through the use of educational videogames.

In conclusion, motivation and engagement evidence the way students are actively

engaged and show interest in class to achieve effective learning in school. For this, they must

be highly motivated and interested in the way topics and subjects are presented. That is why,
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it was expected from the students during the teaching - learning process to be intrinsically
motivated and authentically engaged in the classroom. To achieve this, students’ motivation
levels were identified and activities had to be planned to promote their active engagement in
the different classes. At this point, the categories complemented each other, as the
implementation of the three of them is the answer to how students developed their basic
reading skills, taking into account the general understanding of the text, while working
cooperatively and being motivated and engaged in the class to achieve the general and

specific objectives that were stated at the beginning of this research project.

Chapter 6

Conclusions

This study described how 8" grade students developed their silent extensive reading
skills when using educational videogames as a pedagogical tool. Through the development of
a pedagogical proposal, this project aimed to have a positive impact enhancing the basic
reading skills of the students from Cedid Guillermo Cano Isaza school. This process provided
students with tools to help them to understand some short texts in English by using games,
since this is the most important feature with regard to its potential for learning, raising

awareness in the way they learn a foreign language.

In connection to the first objective, to analyze the impact produced by educational
videogames, this research revealed that students were able to develop their silent extensive

reading skills by playing and exploring different games in which their interpretation abilities
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were fundamental to understand the activities that were proposed during the pedagogical

intervention.

When reading, students were capable of identifying key aspects during the
examination of the meaning of the texts and incomes of the videogames, since a general
interpretation of the information presented in different games and activities was documented
in the data analysis. The main aspect that developed these skills was: vocabulary and sentence
comprehension, where students were constantly constructing meaning from the interpretation
of pictures and elements from the games, to have a general understanding of the text at the

end.

With respect to the second objective, to describe students’ behavior and interest
when using educational videogames, data demonstrated that students advanced in regard to
their abilities to communicate, transmit, and construct knowledge collectively. Students’
reading skills progressed, as they found in cooperative learning an efficient way to compare
and complement their partners’ ideas to accomplish the objectives and purposes proposed in

the activities and workshops that focused on the understanding of short texts in English.

Moreover, motivation and engagement were key elements in the development of
basic reading interpretation skills, since students felt enthusiastic when playing educational
videogames and working in groups, giving feedback to each other, conveying meaning, and

having an active engagement in the activities proposed in class.

Finally, concerning the last objective that is related to the document of the possible
progress of the students in terms of the development of reading skills, it is necessary to
mention that educational videogames, cooperative learning, and motivation and engagement
were fundamental to encourage students to read and explore different tools to learn a foreign

language. Furthermore, with this kind of practices, students were able to change their
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perspective regarding reading and the way they conceived learning, since their conception of
education is normally related to the idea that the classroom is the only place to learn and it is
important to recognize and show them that learning is also possible outside school.
Additionally, it is necessary to let them know that they could learn a foreign language in a
versatile and fun way by using an infinite number of technological devices, as they did it in

class with the use of educational videogames.

Limitations

While there are still some problems to overcome, this research has showed that
educational videogames have a strong potential to be a useful in learning English as a foreign

language. However, there are some limitations that will be discussed below:

1. One obstacle for using educational videogames in classroom is that it is mandatory
that the school has the necessary resources to carry out the proposed activities
(computers, tablets, consoles, technological devices, etc.) These kinds of activities are
very dependent on technology and they can be hardly adapted to a common traditional

class.

2. Another complication in the use of educational videogames in classroom is that
sometimes entertainment content could be more prominent than educational content. It
means that students remove some of the educational content to focus only on playing
and passing the game. In that sense, players get distracted from primary learning
goals. A significant challenge when selecting games for the classroom is finding the

right balance between the learning content and the game.
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3. It is important that the teacher assists students with technological difficulties to avoid
students’ lack of interest and motivation. The teacher should know the game system to

answer questions and help students overcome problems.

4. At the end, it is necessary to consider the gender gaps since some games could be
directed to a specific population. Teachers should be aware of incorporating a general
design of a game that deals with making products that are accessible to both people
with or without disabilities.it means that game features should be selected to benefit

both genders.

All in all, there are still a number of barriers to overcome before using videogames
in classroom since its reception and acceptance as educational tools are not well received for
some people yet. Violence, addiction, gender and socioeconomic differences are serious
issues that need to be fully addressed before parents and teachers give a wrong or prejudiced

opinion about the use of videogames in classroom.

Possible impacts

As it was seen, | believe that videogames greatly facilitate the kind of learning
engagement at a cognitive, affective, and sociocultural level that promotes learning in ways
other media cannot. In the social aspect, this study searched to promote videogames to learn
English, since the ease of finding technological devices such as computers, smartphones, and
tablets has led to learning games that can be accessed anywhere and anytime and allows the
player to become involved in a reality that sends players into the field (inside the game) to

play in authentic situations that incorporate real world artifacts. This idea also acknowledges
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the opportunities for social engagement and contexts that games can provide when social
interactions occur, to the extent that these interactions enhance learning of a language. As for
the pedagogical aspect, this project intended to pose the GBL framework as a reliable
technique to enhance students’ cognitive and practical skills within an EFL context. In the
scientific aspect, this study tried to promote videogames as a teaching and learning strategy
within the GBL approach. In terms of the technological aspect, this study aimed to promote
the use of ICTs in all their extension to obtain new knowledge. Finally, in the political aspect,
this research aimed to sensitize students about their own environment and about the world that
surrounds them, since through video games, new realities are generated and they allow us to

analyze the world from another perspective using the language.

Considerations for future research

To conclude, articulating educational video games with learning English as a foreign
language provides several ideas in different aspects of learning. Therefore, it would be
convenient to dedicate a space in schools to potentiate such learning, as well as to have more

technological devices and time for carrying out the activities.

Equally, this project offers the possibility of being adapted to other contexts;
however it is necessary to make the corresponding adjustments, according to the specific
needs of the group with which this proposal will be explored and implemented. On the other
hand, as it has been shown, training through educational videogames presents different
contributions that enrich the teaching and learning process, in this specific case English as a
foreign language. This project is open to be consulted for any future research in the field to
promote the exploration of new options and proposals where the interdisciplinary is promoted

between learning English and other areas or fields of study.
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Finally, in terms of pedagogical practice, it is necessary that the intervention plan
would be carried out with the same grade, since in this way several obstacles can be avoided
in terms of methodology and adaptability that can affect the students” process.
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AnNnexes

Annex 1. English diagnostic test

13. The girls the shopping

A. does B. dos <. do D. go
14. Do you milk in your tea?
A. likes B. like C.liks D. taste
e Completa el sigui texto i en 1as labras en el
cuadro.
- Lives - Makes - Sits - Goes I
238 Wales R - Has - Writes - Commes hack
- Has
- Goes - Doesn’t like - Writes
- Works - Likes - Leaves '

Bob.

_in a small flat in I.ondon. In the mornings. he _______and a shower.

Then he

breakfast. He usually a typical English breakfast with eggs and bacon. After that,

to work.

~ Mails. He

o’clock he work.

- Presta a a la

in an office in the center of London. e
- his job very much. but he_
1o lunch and has a sandwich. Aftcr lunch, he

in front of the computer all day and
__earning money. At 12 o’clock he
to work and _more cmails. At 5

De acuerdo a lo que entendiste

grabacié

responde True o False mar

corresponda

1. Tom gets up at 10am on Sundays.
True ( ) False ( )

2. Tom reads the newspaper in the lounge.
True ( ) False ( )

3. His father lives in Scotland.
True ( ) False ( )

4. Tom plays tennis with his sister.

True ( ) False ( )

1o una (x)

S. Tom and his sister eat before playing

tennis.
True ( ) False ( )

6. Tom goes swimming at five o'clock.
True ( ) False ( )

7. Tom drives to his brother's house.
True ( ) False ( )

8. Tom and his brother listen to music.

True ( ) False ( )
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Annex 2. Field note N°1

Universdad Pedspézica Naciosal
Departamento Do Longaz - Faceltad De Hame

Proyectox De Isvestzaciés En Bl Asla
Writisz Fiedd Note Format SR —

[TECD NOTE =T
School: LE D Guillermo Caoo Isazz

Grade: | Dace:

Koom Teacker: Tacay Sernal

|Nember of Stedests: T

|OBSERVATION

|Tos cizws sers 2t 120 pm aher wmdeans
Taoch provids by e school Stadects anrive 21|
claswroom 204 take theirs 1t whatever hay|
waot Alo, studeots accommodas thameahies
w¥hout comuderinz 20y order  previoualy)|
stabinhad Tha sazcher introduces me = 2 o
tsacher, 20d I imwodoce myself =ik e
stadents. The tazcher offes meberit 20d tm
shs starts % explain ber topic shout dadly|
| rostines 204 ©e v of simple presant.

Tos goveroments fo0d progvam o
smportant % mest e oeads of sudeat In
fhat anus wiudents would be expaciad o te
willing most of e Bma in class. However,
e dupostion of the wiadeots was oot e
‘Dot sincs they prasaniad drverse problams
of cosxistence 204 diorder. Alhough te
ssacher did bar best %0 aveid problems of|
G2t hind, there are thiom Gt wmply
canoot be controliad.

38| e 2macher.

Next %0 ©e clawwoom Bere o 3 lanmuage|
faboratory that i used % Jazra Eaginh uaing
several platforms 23 Edmodo, Diakiagn, 209
Pagliar, The taacherexplains 1o e stodents &

T2 wacher axplans | 00pacs 10 2 propar
way 20d clear maomer. o 2ddiion, e
sacher sofves all the questions 20d dosbn
from e wadents opportuoely.

actvity ey have 0 dodn t 1z

Tos studects hxve %o crexts 3 prevestation
2bout the topic taken in claws (mode adverbs,
daily routios, sample prevaat), 20d teg ey |
hnvnpwmrpemnmw

Annex 3. Teacher’s i

It & &fficult 1o datermins te tovel of the
stadeots The tezcher %old me widls &
stodeots wers writing fheir actnity that
every fow weaks' oew stadeats come 20d
ofbers just back ot For i reacn 28
dfficol © madstain 2 balaace with afl

stodaot

nterview

[Toen e smdents 2erive 2t e laagoags fab|
they 208 organied i pains 23 they want 20d)
fhay have 1 stant 9 Work 0n e creation of e

Tha macher suparvises 204 sofve| presentation,
doubn 2bost e oty studeats have 1 dof

by waling around te lzagsage lab

I the langsage lah, some stadeats &d oot
dovalop e acanities that the taacher ad
propowes % tem. Iowead of making the
> e uudents staned
mnmmdykyng\m
onfics. Despite e tmachers effors ©
madntain Be order in %o cla some
studants dad what thay waated.

oot finnh ®e acivity bad o post Bewr work

AT e eod of De clzs, De 30eas Who Gid| Many 3w00an G0 001 1o2ioe e 1ol Wt

mmﬁoffenmhmw&o

2t same day before mideighe Fanally, ®e|o
ssacher s2y3 2004 bye % bar studeats 208 me
200. The claws & closed 21 4.00pm

lation of at oeighborhood faces 2
rmofpmwty 2ccondiag % my clow
expariances in that place, e sdeoh
1hould ba more aware of e tools that e
xhool offers ®am 1 comider 2 &
oazensery forthe stadeots develop 2 see
of balonging % bagin % 2ppreciate whx te
faciliSes 20d wachen offers them for e
basafs of Geir own Efe.
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Annex 4. Field note N°2

While the students develop the activity the|
teacher walks around the laboratory to
answer doubts and questions. Most of the
students start working on the second point
of the activity which consists of classifying|
the clothes according to the appropriatel
season and weather. The link shared by the
teacher in Edmodo to perform this activity
15 the next “Leamimg  Online|
Exercises/Leaming English apps.org”.

The teacher has always been concerned
about the performance of her students,
for this reason, she remains standing
up all the time helping her students with
the completion of the activities.
Although some students are
disrespectful, the teacher has the
patience and the attitude to deal with the
disorder that can be generated in class.

Students complate the second activity and|
immediately they begin the third activity|
that consist of designing the symbols of]
each season using colors and markers to
represent the main characteristics of the|
weather.

It is the first time that students
complets an activity in class. Most
times they always finish the activity in
their homes or the next class.

Most part of the students finish the activity
and the teacher grades them putting a
stamping in their notebooks. Students who
finish the activity start listening to music
waiting for the ending of the class. At 3:37

All students completed the activity and
fulfilled their class commitment at least
that day.

Students in general are educated to pass
but not to learn. This idea is one of the

mamn reasons why the education system

Annex 5. Activities students enjoy

the teacher says good bye to her students| fails to train a student in favor of a
and me too. The class is closed at 4.00pm. | society with values.

Final del documentc

De Las Siguientes Actividades ¢Cudl Es La Que Mas
Disfruta?
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Annex 6. Students” family information

Personas que Integran su Familia

80
73%
70
50
50
40
30
21%
20
. . —
o E=R
Monoparental Regular Without parents

Annex 7. Subject students’ preferences

De Las Siguientes Asignaturas ¢ Cual Es La De su Mayor
Preferencia?

25 23% 23%
20 19%
s
12% 12%
10 a%
s
0

Lenguaje y Ediucacion Fisica Artes ingiés Matematicas Informatica
Literatura

Annex 8. Students” interests

Students Interested In Learing English English Class Information
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Annex 9. Teacher’s interview

e " N e Sos, I Ardn'? 7’//,12 Foocheas
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i had vt T

s They wrera

wed 15 . L heloed a rimanr
G L ai/

Ord L TTadAn AT
Why?
ShonAs  Fo

so (ovel

a Teoeling 2 xpoerience
seAvel \’74 aehty wr7A
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boirg 78 class amed an a%/cc‘?‘ Fhe 'Jre(f.f(xﬂ a /o Thern , we a//»/ox/?/a"/u, o ws

YA

readand, T9me. Of Shers wiilh Fears
5

For you. what is the best way to teach English?

/{7:,’1 @c 7/ o/

way in which -Haden?s e /aq\ju.ty¢ #o

i [ e A HeraEE S
The rdeal ore rs She
ﬁf)("(l/‘” Cmonovlog AL, Fraloove D o

6. Why do you think students need to learn E

Studends rwed Fo learn

an

TO rADra ve
bedttel jobs

<

in FAesr featur

e Cor a/,';(_'r,';/\f/ pos Lery)

Av e

‘(-(j res gn /Lﬂnr? T e

Fhetr Arowvyledo'a (xc’\o’r//\/ A o 5Hn #

Phes,r 2ue .

/7

of

Uni'g e Uy

nglish?
7o
cual

7. How do you deal with students’ social problems?

=7 /r7 Fo  LiaHen

Fraro iy co/ufw{// COordina 7or

8. What are some successful teaching methods you have used?

o _rome erferl using feeoh
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9. Do you have a syllabus for English classes? Do you follow it exactly?
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Annex 10. Field note N°3

FIELD NOTE #3 Grade: |Date:
School: LE.D Guillermo Cano Isaza 702 August the 28% 2018
Room Teacher: Jenny Bernal Practitioner: [vin Andrés Medina
Bolivar
Number of Students: 37 Number of Students with special
needs: 0
OBSERVATION INTERPRETATION

Like all schools in the city, at the end of]|
a school period it iz necessary to
perform a "Plan De mejoramiento” to
help students raize their average
considering their performance in class
during the academic period that is being
measured.

In my personal opinion, I would think
that students in this period of time would

The class starts at 2:20 pm after student’s
lunch provide by the school. This time, the|
students have to arrive at the languagel
laboratory next to the class because during|
the week they have to work on “Plan de|
5 P line to the suidali
from “Manual De Convivencia” of the|
school.

(/J(/’Q//L'

The teacher and I arrive at the classroom
and she starts checking the state and
condition of all the before

be more concermned with the final grade,

since this final measurement determines

starting the class. Then, we greet thel
students. After checking the computers the
teacher explains to the students that thereis
only ons week to develop the"Plan De
Mejoramiento™, for this reason, the|
students have two claszes to complete thel
workshop proposed by the teacher.

the app: 1 or di 1 of the
subject.

Some students showed interest in
improving their grades, while other
students seemed not to care about their
final grade in class

The “Plan De mejoramisnto™ consists of the|
following points:

The "Plan De Mejoramiento” consistad
of many activities that the students had

syllabaus /oro/m_wec\ Cor eoes level
/(o/c‘"c‘:

;a() us T some

howie ves

e G(C/(z'\n/c-,

Zhe 0/(7/’!)/7/1/!’\: ]

Aura sy and have

a.}/(’ ﬂ)/ ‘}’t«jo/OD/?/

'/\7_77-/1/\{.

Aay

Aul} ro o nn

7o

work

R PN

o n

'/nLLJ{Y </ar:'7 AAe proces s,

1. Create a daily routine using 15 sentences
in present simple.

2. Develop the exercises proposed in a web)
page (all the consist of

— simple present).

3. Memorize the writing and the meaning of]
twenty five verbs taking into account the|
image and the meaning of the word.

4. Review the ways of telling the time (Day,|
weather, date, hour)

The students start to work on the “Plan De
Mejoramiento”™ and the teacher starts to
solve the doubts and questions of the
students while from her computer shel
monitors everything that the students are|
doing, since the teacher's computer has the|
capacity to monitor and control all the
computers of the language lab.

The teacher had the disposition and the
attitude to solve questions and doubts to
the students during the whole class but|
some students preferred to waste their
time in social networks instead of doing|
the final period work despite the
constant wamnings of the teacher.

During the whole class the teacher walks
around the room solving doubts and

While the teacher was monitoring the
computers of all the students, she told
me that only eight students were
approving the subjectuntil thatmoment.

order in the cl The|
teacher also from her
what her students do to keep thel

concentration of the students in the

She told me that it iz not a problem of]
that course specifically but it iz a

improvement activity. Mostof the stud
used the time to enter social networks or
play video zames. For this reason, the
teacher beginz to block the computers of]
some students despite the angzry and
annoying attitude of themselves.

problem in general of the school
According to the teacher's words, many
students are academically disinterestsd
(in all areasz, because it is not just a
problem m English class), because most|
of the students only attend school for the
lunch and the snack that the institution
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Annex 11. Informed consent format

Consentimiento Informado para Participantes de Investigacion

El propdsito de este formato de consentimiento es proveer a los padres de familia o tutores
encargados del alumno una clara explicacidn de la investigacidn que se quiere llevar a cabo. Por
esta razdn es necesario dar a conocer la metodologia v la naturaleza de la investigacidn, asi
como también el rol de los participantes en ella.

La presente investigacidn es conducida por Ivan Andrés Medina Bolivar, estudiante de la
Universidad Pedagdgica Nacional La meta de este estudio es explorar nuevas estrategias y
alternativas en cuanto a la ensefianza del inglés empleando como herramienta principal los
videojuegos de aventura v estrategia. La informacidn que se recoja sera confidencial ¥ no se
usard para ningin otro propdsito fuera de los de esta investigacién. Si tiene alguna duda sobre
este proyecto, puede hacer preguntas en cualgquier momento durante el desarrollo del mismo por
medio de diferentes espacios (Reuniones, atencién a padres, correos, etc.). Agradezco su
consentimiento ¥ participacion por parte de la persona que estd bajo su responsabilidad para la
realizacidn de este proyecto.

Yo he sido informado acerca del proyecto que se va a llevar a cabo ¥
por tal motivo acepto ¥ autorizo a la persona bajo mi responsabilidad
a participar voluntaniamente en esta investigacion.

Firma Del Acudiente

Annex 12. Questions for students’ interview

Questions for the interview hased on the pedagogical intervention

Ivan Medina

1. iCrees que los wideojuegos educativos que se jugaron durante algunas clases te
ayudaron aprender vanas palabras en inglés?

2. ;Consideras que los wdeojuegos educativos que jugaste durante la clase te
permitieron entender mas facl oraciones completas en inglés?

3. i Piensas que los wideojuegos educativos te proporcionaron las herramientas
necesanias para lograr comprender la idea general de un texto corto en inglés.

4. iCrees que las actvidades realizadas en base a los wideojuegos educatvos te
ayudaron a fortalecer el trabajo cooperativo y/o en equipo con tus compafieros?

5. iConsideras que el uso de los wideojuegos educativos fueron un recurso ¥ un
método atractivo para motivar el aprendizaje del inglés?
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Annex 13.Workshop N°1

Woerkkop #1 (Eve For Dexizs)
Namez: * Date: Weatker:

Goal: To dascribe dadhy outioes by saang samols praent consdaring what the stodant
* sameplzy.

&3 Suring Tom
e Exercie
According 1 your expes Suring e =y Sencribe in Dur somnes your
dasty sostios by vadng e Hff 503 that the videogame has shomn 20

you. Yoo will draw exacty e same 3cenznio you will create in he game 2nd
then yos =ill wwrns below aach picture ooe acindy of your dadly routios e
‘best fox =itk ®e image.

* Readizg Exercize
Road and 8ck Troe () or Faba O3X)

H

rus Fake

1. Moz Cheri & gradsated from e most prostizions
Se3ign acadomy i Paris.

2 Coeris boas i from France.
3. Doug 3 e socond Cheris chent

4. Douzs father 13 the first Cheris cBaat

qoood
qoood

5. M. Sotheck 1 the third Cheri's chont

Annex 14. Workshop N°2

Workkop #2 (Fast Handx)
Namex: * Date: Weatker:

Goal: To sdanify tay words 2n 2 vadeom: 0 wad d = madeng
e Exercite

Maich e word in the Dbox WYl e Correct pictare accordins %o he baywonds

2t you have 3 ¥ during e plzy of fhe vid
= towl - e = sooe
= Cus = <ouk = iak
= Isouee " e = loouhead
= u.aae = afs = cChio

* Readisz Exercre
Complats e z203 of e taxt =th e words 305 found 20 ke previous axeciia

My day stants very excly o B2 mormmg 1 wake up a0d I dave 1o tum oF @
tat shmes al zght m my bedrcom Later, 1 go to e bathroom and I wash my whele
body by usng a Thez, I go to my bedroom and 1 look for clofes =to my
to dress Nexx [ go %o the kechen and [ &k o of coffee Som the
Tuse e o the kachen to put a bottle of mdik and a cereal box I max
cereal and mk to geepare a of cereal Then, I go to my bvng room and Tuse a
10 ek my cereal Afer eat my cereal 120 to the of my katchen to wash
e duh where I usaally eat cereal Then, I go to =t ca the o watch Tv Teme
later, I go to the bathroom and I we 2 to clean my teeth Fmaly, I lock
2 zy face m e before lexmng bome
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Annex 15. Workshop N°3

Play the game, Find the words and Down o =
tomplete this puzzle
= (AN YOU DO IT 722 ‘_.

Workbop #3 (Faxt Handx)

Namez: * Date: Weatker:
-
Goal: To idaonfy bay verbs i 2vidsozame o uad 4 zraxding

* Exercrme
Complets e g2 of e taxt with e words you fouad (acress) ia e puzie.

Hallo, my samen Susan [ ama buascens woman [h=eo  fromoouoryo
couotry bacauas # 1 pant of my job. Ussallycn e plans I~ bools or
Cootrach 90 pas e Eme Juring ®e tip. [ cag  four languages (Eaginh,
Froach, Japaoess, 208 Chioess) bocause 2t &3 important for my job. In japan I
e %0 Suabd Ramen 20d s:abimi WhooIaminChina et grem
oz, 30y mik 204 Bijis When I aminFrance Iieto  some parfoms for
women [nmyfrestSme Ifeso  tomusic Ao IXe®n  wam Wik
my&iﬁbah&&ﬁe&guﬁm}'ﬁmﬁ:ﬂm_&dfuihmﬂ
In e fomore, I would Hie from 2 plane. It seems very imersstios

* Exercie

Complats ®e gaps of the taxt taliag 0% accouat e oumbers of Be puzie
(13.5.7.9.11,15,15,17,19).

Hello, I 2m Sam. I am 2 writer. In my overyday jobIhawe 0 o my
badroom 2looe bezzues I Save books. I on my chair % be more
comfortable. Ussally whea Igettrad I frommy chadr and 1 2rouad

my houss % claar myymind 20d take 2 st Time fater, I 2t fhe sky Troszh

e mindow. If the weather nsunay I 30 e park for 30 minsies Howernver,
if the weather 13 rasay, 1 in my bad for two or more houa. In ayy free Sme

IZe o pozz, Lasagos, 2od saiads Abo IHe Caribbazn
ohytams 33ch 23 Saba Merengse, 208 Rumba.
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Annex 16. Workshop N°4

Namez: * Date: Weatker:
-
Goal: To sdaasfy bay in = vad 20 und = mxfinz =l
20 3chool supples.
e Exercie
mum:@um uScs that

'% . ® This can draw lines and measure distance

m . o You put your pens and penclls in this
s

/ . e A small book for writing In

Qy . ® This is useful If you make a mistake

@ . e It's similar to a pencil but uses Ink

* Readizsg Exercre
Complats the s2ps of the taxt with the words you found in the previous exesie

VWhoo Iam at o achool Ipotmy schoolsuppBeszn o carrymy
poocil, poms, colors, Crayoms, erasers, eic. Ussally, Ises 2 20 wrne
ootes in fhis It 1 important 20 wee 2 wyitnz implement wanally made from
plastic. This smpk i callad 204 2t 1 wasfsl o write on e paper.
By e way, if you make = matake, yoscanmeezn % Cofrect youe
mhmymmlhn‘»ml—b&ﬂwbs
oz %0 e taacher’s dmsarpoNons.

Annex 17. Workshop N°5

Workbop #= (Big Dezcriber)

Namez: * Date: Weatker:
-
Ceal: To recogame bey words 2 2 wdsogan mnerpret = rending
e Exercie
Find s key words in e word 30up taking 010 accouat the pictures around Be
puis. The pictores correspond 0 e beywords that Yoo have dentifiad durng
s gameplzy of @e videozama.
< k] 1 1 a < o= ? a 3 3 > ~
= E ? < T El ) o a of| v o = \'
: = 3 = B 3 3 T 2 < T E =
¥ 2 1 1 = 1 T ? = a e T
-~ ° = P o a < 1 1 T i ? P
Z = | = | 2 = | o t|m| c| 5| £ = =
s s T B | =] ¢ EEREIEEEAERERE
I:I £ ° = T E a |y E T ° - s
- ) 1 m | x ? o t El 3 2 E
1 3 3 T ° s 3 3 < | s s ?
a - ) 1 3 1 1 o 1 o E) 3
[ ] < 2 1 < B 1 2 t o T T 3

* Readiznz Exercite
Complate the g2p3 of he taxt with he words Yoo found in the pravioss exemia

Hebo, 1 an s 1 s & arclecome sodesz In oy usversty. [ take macy clarses One of oy
favorge classes » arts  In my art class, T have to uwse a for pantng Also, T have to draw
rome desgns with a and then I have to use to color 2 In thee class # u npoctant to
have a to tharpen my pencd constamtly Bt the most mportant Bmg  ths class = the

s=ce e can be used for pamang ¢ draweg <o Before Suah the class, 11 hawe 20 usge
o a2 Ve paper and 2ow 10 the teacher what [ &4 Suxpg te ciarr In my geomevy clars, I Bave to

use a to draw cicles and dagrams Alo, I use a foe domg sah and calculste
wmges and shapes Wien the teacher » explammg Bow %o create a dengn, be sser a to wiee
on the =l Sr mederas ook at tas dawg B clazs Al B end of the class [ walk to my house

Way bome, 1 bear 2 sotnd of 2 foes the pobice ofcer corroling the car rallic of the streets
Frnally, = my house, 1Bke 10 play poker wvl my owm
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Annex 18. Workshop N°

Workbop #6 (Fazt Hasd: & Biz Dezcriber)

Namses: * Date: Weather:
Goal: To recoznins key words 2nd smple in= =
P ————
* Exercize
P— o taking 3mo 208 e
i‘ N ”&W“ﬂmmmwﬂ? °“”°""°°5“'” [15 1 Hie ob you repsr oam ]
y (D = i B B B S l O" - — o
1. 11 TG Job you LEe your Feda oﬁ oI
corerLsta houss 1 ( 3 | 1
E— [=] wra [ e
= nTisjct 1N = eohoot =" == =R — )
s oS (R
. e, < ol 1 ] —
* or - T 1 [ 11 mreienseu ook wea ]

o Of — I[: N e job you work wit sleotioity ]

OH

| = e =mammorscum |

0. N TG oD 30U Wl ooms PopieIn ahotsl o ofles ]

=1 (

l B, N TG b »ou work Tor 3TN G0N or Now Epap<r ]

l 4. N TG oD you grow 1od Id ke oo of i \l

-
* Readisz Exercie
Compiless the z2ps of the tox: with he words 305 fouad in the previoss execne
A NEks o o= l=2 = giemfamd Bo i i==

=== e csly 18y el Hex
weem 3o B = Sio=d coified Mais Mais o Tocmuac aRc s alecoffcd Shom
- Motz weodks o
= Bir wedk Tocmeas R ko =
= B wedk bocsuac aRc decam: ko wmsmg. NKain wame sc
wede = = Resl = = . DS%c by = Sl clicd Simes Mo 55y ol
Simwe = a1 pomea 3ic wodis with clocasciy, be & = - asim R =
o calicd Clmudiz She weodks = = 3checl bocmuas 3ke & By iy
ISkc wmmer s spms cxm e wmme es Boz L Om e cdhm band Hais wame
= k<= = e fimum 2 geow Sod =md wmikc o= of mmimmly Fimalh, Simcas
wmmer == comasmac: Bix coam Bowac bocmuac Bok=cows shous docmos, ==d comasmacscs
Eocmuac B shic wedka = =l

SR e
c=ck fcd K=z o

Annex 19. Workshop N°7

Workkop #7 (Faszt Handx)

Date: Weatker:

Goal: To razozame bay words 2a 2 videozame 20 uad d = mada

« Exercie
Lock for e boywords that you have identifiad during he zameplay of te
= 204 ®ea plets e s2pa of ™e pictures wilh Wose words. Next,
mbnhs:gofmmuﬂhsnﬂywmmmmsomm

Hdlo, wy oowe 12 Son 1om var —
bomuic Tomody ISyms Tom |

1hic o o olowafood 1ldcw gy b a-sd.a
butbc pobom s e lomyay _:-  xd
bawmes mhooie? 3l

Hdlo, oy commializo Mrbadria! @
dpbomoibu —_ mowom Toxo -han:
lom o piofoaicod Bmiabdl playa 1hicw
ploy i3 apoibamoci cxdo @

Thia 13 g, o Thizcs ioFan Thia
o3 ey bomocn oo voxch S50 oh

Thia o 13 20 boouic i oo dich
couowol wilowomy poblan Thicw dure

by o when thewmba o)

Thia 12 oot o good e Thia oo b alaval
pioblam bomnciie way_ " ooddes coia
fiom 1950 Tbcbgbwon, beca 132 _m o
wide bomuacho ca 0 °__ mowogh Tho
o dom oo wok when the weaba ___ld
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