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Abstract—The purpose of the paper is to detect Technical
Secondary Education learners’ views on the siLang soft-
ware. Particularly the aim is to investigate its effectiveness
on learners’ reading and listening English language skills
competence. A number of 64 learners and their four teach-
ers participated in the research, conducted with quantitative
and qualitative research methods. According to the results
of students’ questionnaire answers, focus group discussions
and teachers’ interviews the particular software is consid-
ered to be an authentic-like tool for business purposes, rele-
vant to learners’ future working needs, and capable of pro-
moting learner motivation and participation in the lesson.
The software was also found to improve learners’ reading
and listening skills in English.

Index Terms—Game based learning, siLang, case study,
ICT, software

L INTRODUCTION

Literacy in Information and Communication Technolo-
gies (ICT) is considered fundamental to life in the con-
temporary modern technological society. Meanwhile, in
the World market and the business, scientific and techno-
logical reality of today, English is indispensable for both
job qualifications and successful task implementation.
Especially today, English is thought to be a prerequisite
for both academic and professional purposes. Therefore,
students need to be trained accordingly and teachers need
to be informed on the latest methods and teaching strate-
gies. Based on the aforementioned ascertainments and the
educational and professional demands of today, teachers’
training in the use of new technologies seems all the more
necessary in all disciplines. Thus, tools such internet or
educational software for instance, have become important
tools in their hands for creative lesson planning, student
motivation, student participation increase and successful
teaching processes. This particular need has led to English
language learning and teaching for Specific Purposes
(E.S.P.), a term that refers to linguistic programs, designed
especially for groups or individuals with a specific pur-
pose to learn English, which in the long term will meet
with the learners’ E.S.P. linguistic needs [1]. Consequent-
ly, to equip learners to be literate lifelong learners and
global citizens of the 21* century we must integrate ICT
into both the English curriculum and English pedagogical
practice [2].

Research findings reveal that Information and Commu-
nications Technology plays an important role in enabling
teachers and students of languages to communicate with
one another across the globe. ICT is a valuable tool to
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enhance teaching and learning. More specifically, for
teachers, ICT is a professional resource, a mode of class-
room delivery while for learners ICT provides opportuni-
ties to communicate more effectively and to develop all
four skills (reading, writing, speaking and listening). Be-
cause of its interactive and dynamic nature, ICT has the
potential to meet the needs of individual students by
providing opportunities to direct their learning and to
pursue information or complete tasks, in ways which meet
their own interests and needs [3]. Moreover, the use of
ICT tools promotes interactive lessons and strongly en-
courages e-learning among pupils to speed up the teaching
and learning of English [4]. As well, the use of ICTs was
found to be positively and significantly related to teachers’
successful teaching practices, as concerns listening, speak-
ing and pronunciation activities [5].

On the whole, the entry of new technologies into our
lives over the last decades of the 21st century has radically
changed our daily routine and modes of communication in
many aspects. New technological achievements have
emerged and have created a new era, the so-called digital
society and information. This new challenge has also
affected education introducing new multifaceted applica-
tions and innovative ideas mainly based on interaction,
cooperation and communication. E-learning is a fact and
new environments have appeared; the internet, multime-
dia, and educational software are replacing the traditional
classroom and the traditional teacher-centered teaching
methods. Education is now suggested to be student-
centered and knowledge is provided to the student by the
teacher whose role has changed; He is no longer the carri-
er of new knowledge but the supporter and facilitator of
students whose basic tasks are to learn how to learn, an
essential and irreplaceable skill for life.

In this new era of technology and information, schools
should give students the opportunity for knowledge
through the exploitation of the available technological
applications for the purposes of learning and skills devel-
opment. Teaching tools, such educational software en-
hance learners’ communicative abilities and collaborative
learning, improving teaching practices and facilitating
learning. Educational software can contribute to this ob-
jective as they have been found to be modern teaching
tools for teaching, learning and communication
[6,7,8,9,10]. They are environments that comprise teach-
ing objectives, integrate scenarios with educational value
and mainly produce specific teaching and learning out-
comes. Their use can enhance learning by encouraging
students’ active participation, focusing on skills acquisi-
tion, exploiting the opportunities they offer for interdisci-
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plinary and interactive simulations of real life tasks
[11,12,13].

Electronic games and educational software are envi-
ronments that encourage students to be active in class,
offering them a pleasant virtual world, interacting either
individually or in collaboration with other students. They
are motivating, and enhance learners’ participation in
activities which promote imagination and creativity. They
encourage learners’ intrinsic motives, leading to an effort
of successful implementation of tasks without demanding
any reward [14].

Based on feelings of control, curiosity and imagination,
extrinsic and intrinsic motivation, students participate in
activities within the context of an educational digital activ-
ity [15]. Educational computer games especially encour-
age the development of logic, skills acquisition and
knowledge transfer in a pleasant way, [16] as users im-
plement the tasks given in order to achieve the objectives
proposed. Ever since the very first research conducted on
the field of using games in education [17] there has been
proof of the educational games and software as being
sources of motivation for users to test their knowledge,
and develop their skills by applying knowledge to learn
things that did not know, enjoying themselves at the same
time [18]. Additionally, the use of multimedia in the crea-
tion of attractive stories that present real or imaginary
goals increase the learning achievement, as they offer
learners an incentive to continue playing, and provide
them with immediate feedback, and the ability to test
various skills and strategies[19].

Teachers’ main concern is the suitability of available
teaching tools in the educational process, and in this case
of educational software. Although the value of software as
a learning process means positive results in learning, es-
pecially because they can be adaptive and personalized to
each student, their suitability depends on many factors.
Some of them are age, level and interests of students,
clarity of instructive objectives, offer of possibilities for
active learning and problem solving as well as their inte-
gration into the school program [20,21,22,23]. Above all it
is their endorsement as learning tools by the beneficiaries
themselves, ie students who use it.

Research shows that students are an important source of
information regarding the suitability of software, since it
is those who use the software in the school laboratory.
Moreover, it appears that students’ participation may be
the best method of recording the positive/negative aspects
of software, since students are the ultimate users and
therefore the main judges. Thus, students who have direct
contact with educational software are able to submit their
opinion regarding the appropriateness of educational
software.

II.  RATIONALE FOR THE PRESENT STUDY

Education is quite a complex situation and it needs a lot
of effort on behalf of teachers and authorities to produce
effective results. Students of today are not the passive
learners of the past but the active participants of a new
digital era, in which many a time they even precede their
own teachers in ICT skills. It is quite a challenge for
which educators need to prepare accordingly to meet with
their learners’ level and needs. For, education is not and
should not be a dull process but an engaging, active, par-
ticipative and interesting one. In simple words, learning is
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not about memorizing but about discovering knowledge,
training in new skills and finding meaning in learning. It is
a process in which learners need to respond actively, to
interact, to engage in the learning process and experience
real life situations so as to successfully prepare themselves
for their future social, academic and professional needs.

Technical Vocational school learners need to prepare
appropriately for their future vocational demands. What is
more, many times, traditional school books are not always
based on contemporary working environments, thus, fail-
ing to offer learners with updated information and
knowledge, as very often, they include boring non-
authentic tasks which learners find no meaning for. Based
on the educational value of the software, as shown at the
literature review and the aforementioned problems at
Vocational schools, the authors of this paper decided to
motivate learners by introducing them to “siLang”, a game
based virtual environment and the simulation of real-
business settings aiming, one: to draw their views on the
appropriateness of the software and two: investigate the
extent to which its use can improve learners’ receptive
skills in English (reading and listening). SiLang is a free
application and it introduces situated learning tasks in
order to develop learners’ skills and familiarize them with
“specific work-related situations in varying cultures”
(http://www.si-lang.net). It simulates business like envi-
ronments and related situations, offering learners a real-
like aspect of business settings and transactions. It also
“aims to develop serious gaming approaches for building
language and cultural competencies on the use of vehicu-
lar languages in the world of work by professionals, voca-
tional workers, academics, and students” (http:/www.si-

lang.net).

III. THE RESEARCH

A. Research questions

Conducting the research with both a quantitative and
qualitative method the research questions were as follows:
1. To what extent has “siLang” improved learners’ reading
business skills competence in the English language? 2. To
what extent has “siLang” improved learners’ listening
business skills competence in the English language? 3.
What do learners think of “siLang” as a teaching tool?

B.  The Sample

The research took place in the Fall of 2014. Sixty four
Vocational School learners participated in the research
aged 16-17. They all came from three different classes
attending the specialty of the Vocational business sector.
Their official level in English is set by the state to be that
of B1, according to the Common European Framework of
Languages. In addition to the learners, their teachers par-
ticipated in the research (three women and a man).

C. Research tools

Learners’ skill competence was measured with the use
of the National Foreign Language Exam System (KPG
test), which comprises four modules (reading comprehen-
sion and language awareness, writing and written media-
tion, listening comprehension, speaking and oral media-
tion). KPG is a stabilized test, used to assess learners’
skills competence in foreign languages. The maximum
possible score at B1 level candidates can gain is 100. The
pass mark for the KPG, as set by law, is 60. Candidates
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must gain at least 30% of the maximum possible marks in
Modules 1-3; there is no minimum mark required in Mod-
ule 4, although the marks candidates receive are included
in their total score. The test, and particularly its reading
and listening parts, were used to provide the researchers
with answers for the first two questions. For the third
question a focus group with randomly selected learners
was formed, asking learners’ opinion on the specific tool
(table 1).

TABLE L.
KPG EXAM SPECIFICATIONS
Number Mark Tim
Mod- Type of of Weigh 1 € | Text size
. . . .| (min
ule | items/tasks |items/tas| ting | Max | Min (words)
ks utes)
Choice 40 0.5 20 -
1 - 8 65 700
Completion 10 0.5 5 1000
Semi guided
2 |written 2-3 - 30 9 45 | 160-200
production
Choice 15 1 15
3 , 8 |15-20| ot
Completion 5 2 10 defined
Semi guided
Not
4 qral produc- 3 - 20 - |15-20 defined
tion
Minimum total grade required for B1 60
level certification
Highest possible grade for B1 level 100
certification

For the purposes of the third question however learners
also answered a questionnaire regarding their views on
‘SiLang’. The questionnaire comprised 8 questions with
answers given on a five point Likert scale of ‘very much’,
‘a lot’, ‘quite’, ‘a little’ and ‘not at all’. The questions
were designed to draw learners’ opinion regarding: rele-
vance of content to business English language material,
ability to enhance English language skills acquisition, its
relevance to future working needs, the extent to which it is
contemporary and updated, its ability to encourage active
participation, its ability to present realistic simulated situa-
tions, easiness of use, interactivity between user and tasks.
For the interviews with the teachers, semi constructed
questions were also used to detect their opinion on the
software. The data from a pilot study conducted with a
teacher for the validity of the research tool were used in
order to reformulate a number of questions. The inter-
views took place outside the school premises, in the after-
noon, in a nearby library. All teachers were reassured that
they could withdraw any time they felt uncomfortable and
were explained they could receive a copy of the interview
transcription. The questions of the interview were classi-
fied in two categories: 1. Working profile of the partici-
pants 2. The teachers’ views on the effectiveness of the
siLang software.

D. Research stages

The study, which lasted for eight weeks took place in
six successive phases:

I°" phase (2 hours): As a first step, three Vocational
school classes were randomly selected in the research
location, in September 2014. The next step was first to ask
and finally receive the state permission in order to conduct
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the research and then the principal’s and the parents’ con-
sent.

2" phase (2 hours): This stage comprised the participa-
tion of all learners in a pre-reading and listening KPG test
to detect their level in English. The test was taken the
same day by the participant groups.

3 phase (2 hours): The teachers explained the basic
steps of SiLang giving examples regarding the interface
and its use.

4" phase (8 hours): This phase of the research was
conducted in a series of eight lessons where the students
implemented the tasks followed. With the help of their
teachers, learners worked on the software based on the-
matic areas of their business syllabus and relevant curricu-
lum. The case study was based on a project about ‘Look-
ing for a job - business transactions’ and learners had to
work on the tasks given.

5™ phase (2 hours): By the end of the intervention,
learners took a post KPG reading and listening test to
detect the level of improvement. The test did not have the
same tasks but similar ones and level as the previous one.
The test was taken the same day or the following by all
students, who answered it with exactly the same time
allocated by the test specifications. They also took a ques-
tionnaire and participated in a focus group discussion.

6" phase: In this stage, learners took a similar follow up
test, again of the same level to determine any differentia-
tion in their answers. This was done three weeks after
their second test (post-test).

IV. DATA ANALYSIS

A.  Method of processing the experimental data

Analysis of the overall data collected followed. In ad-
dition to the multiple choice questions of the question-
naire, content analysis was performed on the interview
data, something that also happened for the open-type
questions, which ended-up being classified into broad
categories, for the purpose of being used in a form of
quantitative data, and to extract any real information con-
tained in them.

B. Statistical analysis-data analysis

For the checking of statistical hypotheses we use the
aforementioned SPSS statistical package. The checking of
the statistical hypotheses aims at verifying or rejecting a
hypothesis. In order to exploit the sample data we formu-
late two hypotheses: a) null hypothesis Ho which is based
on the acceptance that there is not a statistical significant
effect of the independent sample on the dependent and b)
alternative hypothesis H1 which expresses the opposite of
the null. A statistically significant difference, smaller than
an acceptable limit of significance (5%, 1% or 1%o) means
the rejection of the null hypothesis and the acceptance of
the null [1,2]. In the present research we set the level of
significance at 5%. The use of the appropriate checking
criterion (parametric or not) of the research hypothesis
depends mainly on the plan of the research, the commit-
ment of the level of the data and the type of the indexes of
the measurement of the variables.

In this research the appropriate statistical criterion is the
parametric t criterion for depended samples that fulfil the
conditions of its use. The research hypotheses are:
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Ho: Null hypothesis: Students’ performance remained
the same after the teaching intervention

H1: Alternative hypothesis: Students’ performance did
not remain the same after the teaching intervention

It should be noted that there is no attempt to predict
which group displays the best or worse performance.
Therefore a two-sided checking hypothesis is formulated.
The results of the SPSS statistical package are presented
below.

C. Data analysis methodology

The results of the statistical analysis with the use of
SPSS statistical package are given on the following table
of descriptive statistics:

TABLE II.
MEAN PRE QUESTION

Descriptive Statistics

1. Question 1: Is the content of the educational software
relevant to your business English language material?

Students’ answers are recorded on the following table
of descriptive statistics as they resulted from the SPSS

analysis:

TABLE III.
Q1. IS THE CONTENT OF THE EDUCATIONAL SOFTWARE RELEVANT TO
YOUR BUSINESS ENGLISH LANGUAGE MATERIAL?

Frequency Valid Cumulative
Percent Percent

Valid not at All 1,6 1,6

a Little 3 4,7 6,3

Quite 3 4,7 10,9

a Lot 22 34,4 453

Very Much 35 54,7 100,0

Total 64 100,0

Based on the above table and the general table I we can

see that a large percentage of students consider that the
SiLang software is relevant to the business language
material “Very Much” 54,7% or “a lot” on the test scale,
that is, 34,4%.

N Mean

Statistic Statistic | Std. Error
Q1. Is the content of the educa- 64 4,36 112
tional software relevant to your
business English language mate-
rial?
Q2. Is the tool attractive? 64 3,98 ,129
Q3. Is it appropriate for your 64 3,67 ,153
age?
Q4. Does it have an interesting 64 4,39 115
source of images?
Q5. Is it innovative in its de- 64 3,98 115
sign?
Q6. Is it appropriate for learning 64 4,19 ,128
purposes?
Q7.Give reasons as to why (if at 64 3,69 ,139
all) you think the tool is can
help you with your lessons-
Promotes students’ interest
Q8.Give reasons as to why (if at 64 3,95 ,119
all) you think the tool is can
help you with your lessons-
Promotes active participation
Valid N (listwise) 64

The following chart presents the average with the error
bars per question:

Q8.Give reasons as to why (if at all) you think
the tool is can help you with your lessons—| —e—i
Promotes active participation
Q7.Give reasons as to why (if at all) you think
the tool is can help you with your lessons-—| —e—
Promotes students’ interest
Q6. Is it appropriate for learning purposes?| F—e—
Q5. Is it innovative in its design?—| e
Q4. Does it have an interesting source of_| o
images?
Q3. Is it appropriate for your age?-| —e—
Q2. Is the tool attractive?—| —e—
Q1. Is the content of the educational software
relevant to your business English language| ——
material?

T T
20 25

T T T T T
30 35 40 45 50

95% Cl

Figure 1. Error chart per question

Analytically, we have the following per question:

64

The answers to the specific question are also shown on
the following frequency diagram:
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Is the content of the educational software relevant to your
business English language material?

2. Question 2: Does the content of the software
complement and enhance your English language
skills knowledge?

Students’ answers are recorded on the following table
of descriptive statistics as they resulted from the SPSS

analysis:

TABLE IV.
Q2. DOES THE CONTENT OF THE SOFTWARE COMPLEMENT AND
ENHANCE YOUR ENGLISH LANGUAGE SKILLS KNOWLEDGE?

Frequency Valid Cumulative
Percent Percent
Valid not at All 2 3,1 3,1

a Little 5 7,8 10,9
Quite 7 10,9 21,9

a Lot 28 43,8 65,6
Very Much 22 34,4 100,0
Total 64 100,0
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Based on the above table and the general table I we can
see that a large percentage of students consider that the
SiLang software complements and enhances the English
language skills “Very Much” 34,4% or “a lot” on the test
scale, that is, 43,8%.

The answers to the specific question are also shown on
the following frequency diagram:

Very Much]

a Lot

Quite—

a Little|

language skills knowledge?

notat AllF]  [3.125%

Q2. Does the content of the software
complement and enhance Your English

I T
30,0% 40,0% 50,0%

Percent

T I
0% 10,0% 20,0%

Figure 3. Does the content of the software complement and enhance
your English language skills knowledge?

3. Question 3: Is the content of the software relevant to
your future linguistic working needs?
Students’ answers are recorded on the following table
of descriptive statistics as they resulted from the SPSS
analysis:

Very Much|

alot [34.38%]

Quite]

a Little]

not at Al

Q3. Is the content of the software relevant to
your future linguistic working needs?

T T T T
0% 10,0% 20,0% 30,0% 40,0%

Percent

Is the content of the software relevant to your future linguis-
tic working needs?

Figure 4.

4. Question 4: Is the information provided in the software
contemporary and updated according to the latest
business setting environments you are introduced in
your lessons?

Students’ answers are recorded on the following table
of descriptive statistics as they resulted from the SPSS
analysis:

TABLE VL
Q4. IS THE INFORMATION PROVIDED IN THE SOFTWARE CONTEMPORARY
AND UPDATED ACCORDING TO THE LATEST BUSINESS SETTING
ENVIRONMENTS YOU ARE INTRODUCED IN YOUR LESSONS?

Q3. IS THE CONTENT OF THE SOFTWARD RELEVANT TO YOUR FUTURE

TABLE V.

LINGUISTIC WORKING NEEDS?

Frequency Valid Cumulative
Percent Percent
Valid not at All 1 1,6 1,6
a Little 3 4,7 6,3
Quite 6,3 12,5
a Lot 18 28,1 40,6
Very Much 38 59,4 100,0
Total 64 100,0

Based on the above table and the general table I we can

see that a large percentage of students consider that the
SiLang software is contemporary and updated “Very
Much” 59,4% or “a Lot” on the test scale, that is, 28,1%.

The answers to the specific question are also shown on

Frequency | Percent Valid |Cumulative
Percent | Percent

Valid not at All 4 2,5 6,3 6,3

a Little 9 5,6 14,1 20,3

Quite 10 6,2 15,6 35,9

a Lot 22 13,7 344 70,3

Very Much 19 11,8 29,7 100,0

Total 64 39,8 100,0

Based on the above table and the general table I we can
see that a large percentage of students consider that the
SiLang software content is relevant to learners’ future
linguistic working needs “ a Lot” 34,4% or “Very Much”
on the test scale, that is, 29,7%.

The answers to the specific question are also shown on
the following frequency diagram:
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the following frequency diagram:

Q4. Is the information provided in the
software contemporary and updated
according to the latest business setting
environments you are introduced in your

Figure 5.
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Question 5: Does the software encourage students’ active
participation?

Students’ answers are recorded on the following table
of descriptive statistics as they resulted from the SPSS

analysis:
TABLE VII.
Q5. DOES THE SOFTWARE ENCOURAGE STUDENTS’ ACTIVE
PARTICIPATION?
Frequency Valid Cumulative
Percent Percent
Valid not at All 1,6 1,6
a Little 3 4,7 6,3
Quite 12 18,8 25,0
a Lot 28 43,8 68,8
Very Much 20 31,3 100,0
Total 64 100,0

Based on the above table and the general table I we can
see that a large percentage of students consider that the
SiLang software encourages students’ active participation
“a Lot” 43,8% or “Very Much” on the test scale, that is,

31,3%.

The answers to the specific question are also shown on
the following frequency diagram:

Q5. Does the software encourage students’
active participation?

Very Much|
alot
Quite|

a Little—4.688%

not at AII—}

“Very Much” 51,6% or “a Lot” on the test scale, that is,
25%.

The answers to the specific question are also shown on
the following frequency diagram:
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Figure 7. Are the presented simulated situations realistic?

7. Question 7: Are the basic software operations easy to
use?
Students’ answers are recorded on the following table
of descriptive statistics as they resulted from the SPSS
analysis:

T T
20,0% 30,0% 40,0% 50,0%

Percent

Figure 6. Does the software encourage students’ active participation?

6. Question 6: Are the presented simulated situations
realistic?
Students’ answers are recorded on the following table
of descriptive statistics as they resulted from the SPSS
analysis:

TABLE VIIL
Q6. ARE THE PRESENTED SIMULATED SITUATIONS REALISTIC?
Frequency Valid | Cumulative
Percent Percent
Valid  notat All 1 1,6 1,6
a Little 4 6,3 7,8
Quite 10 15,6 23,4
a Lot 16 25,0 48,4
Very Much 33 51,6 100,0
Total 64 100,0

Based on the above table and the general table I we can
see that a large percentage of students consider that the
SiLang software presents simulated realistic situations
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TABLE IX.
Q7. ARE THE BASIC SOFTWARE OPERATIONS EASY TO USE?
Frequency Valid Cumulative
Percent Percent
Valid not at All 3 4,7 4,7
a Little 5 7,8 12,5
Quite 19 29,7 42,2
a Lot 19 29,7 71,9
Very Much 18 28,1 100,0
Total 64 100,0

Based on the above table and the general table I we can
see that a large percentage of students consider that the
SiLang software operations are easy to use “Quite”
29,7% or “a Lot” on the test scale, that is, 29,7%.

The answers to the specific question are also shown on
the following frequency diagram:

Q7.Are the basic software operations easy to

Very Much]

alot [29.55%
o~
b Quite—
=1

a Little—]
not at All]
T

0%

T
10,0%

Percent

20,0%

T
30,0%

Figure 8. Are the basic software operations easy to use?
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8. Question 8: Is there a possibility of interaction
between the user and the simulated situations?

Students’ answers are recorded on the following table
of descriptive statistics as they resulted from the SPSS
analysis:

TABLE X.
Q8. IS THERE A POSSIBILITY OF INTERACTION BETWEEN THE USER AND
THE SIMULATED SITUATIONS?

Frequency | Percent Valid |Cumulative
Percent | Percent

Valid not at All 5 3,1 7,8 7,8

a Little 15 9,3 23,4 31,3

Quite 22 13,7 344 65,6

a Lot 22 13,7 344 100,0

Very Much 64 39,8 100,0

Total 5 3,1 7,8 7,8

Based on the above table and the general table I we can
see that a large percentage of students consider that the
SiLang software presents a possibility of interaction
“Very Much” 34,4% or “a Lot” on the test scale, that is,
34,4%.

The answers to the specific question are also shown on
the following frequency diagram:

Very Much|

a Lot

situations?

Quite|

a Little]

Q8.Is there a possibility of interaction
between the user and the simulated

T T T T
% 10,0% 20,0% 30,0% 40,0%

=]
o

Percent

Figure 9. Is there a possibility of interaction between the user and the
simulated situations?

D. Checking the effectiveness of the instructive tool in
the pre/post-testing

With the use of the SPSS statistical package and the t-
test statistical criterion of independent samples we have
the following (table XI).

Based on t criterion and the data from the above table
for all possible comparisons at pre and post-test the result
is statistically significant (p <0,05) and leads to the ac-
ceptance of the alternative hypothesis, that is learners’
performance in all instructive aims of Reading and Listen-
ing has improved significantly after the teaching interven-
tion (po # ul). Based on the above table we can see that
there is an improvement for reading at a 20,23% (+9,13%)
and an improvement for listening at a 14,59 % (£8,44%)
at the post test compared to the pre-test performance.
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TABLE XI.
RESULTS OF THE T CRITERION FOR DEPENDED SAMPLES AT PRE/POST
TESTING

Paired Sample Correlations

Std.
Mean| N S.td'. Error
Deviation
Mean
Pair 1  Efficien- 51,0 64 8,20 | 1,02595
cy Reating PreTest 3
Efficien- 71,2 64 7,45 ,93149
cy_Reating PostTest 6
Pair2  Efficien- 48,0 64 9,03 | 1,12958
cy_Listening_ PreTes 7
t
Efficien- 62,6 64 10,18 | 1,27301
cy_Listening PostTe 7
st
Paired Samples Test
Paired Differences
Std. Sig.
Mean SD | Error t df | (2-
Mean tailed)
Pair Efficien- -20,231 9,13 | 1,14 -17,73 1 63 | ,000
1 cy Reating Pr
eTest - Effi-
cien-
cy Reating Po
stTest
Pair Efficien- -14,59 | 8,44 | 1,05(-13,83 63| ,000
2 cy Listening
PreTest - Effi-
cien-
cy Listening
PostTest

We reach the same conclusion using a chart (error chart
1) with confidence intervals of the averages of the perfor-
mance for every group.

From the chart in Figure 10 we can support the fact that
there is a statistically significant difference between pre-
test and post-test for comparisons of the groups as there
are no corresponding overlaps.

Efficiency_Listening_PostTest

Efficiency_Listening_PreTest—|
Efficiency_Reating_PostTest| F
Efficiency_Reating_PreTest] l_e_[

T T T T T T T
45 50 55 60 65 70 75

95% CI

Figure 10. Error chart for the participant groups at pre/post tests
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E. Teachers’ Interviews results

Teachers’ working profile

For validity purposes, the results are accompanied by
extracts from the teachers’ responses. Meanwhile, for
anonymity purposes teachers are referred to as P1, P2, P3
and P4. All teachers worked in this field from 12 to 19
years. They had all been working in Vocational Secondary
Schools all those years. However, one of them had also
worked for five years in a General Senior High School.
They all used ICT in their classes and quite often worked
in the school labs with their learners in order to use inter-
net based activities. As the teachers said, this was due to
their wish to offer learners authentic material “The book is
not enough... especially this old one we have... P2,
“Twice a month I try to take them to the lab... we use the
internet to see real life business places... offices...,
equipment...what they will need in work usually ... ’P3.

Teachers’ views on the effectiveness of the software

Based on the teachers’ answers, siLang was found to be
a contemporary business settings simulating tool, and
useful for learners’ working knowledge. As they claimed,
the authentic-like material gave learners a clear idea of
what a business environment is like “This is how a firm
works... students need to see this... see the real business
world...”P2. According to the teachers, this very fact
motivated the learners to such an extent that activated
them and engaged them in the lesson, thus, helping them
improve their English language skills and especially lis-
tening “If it [the software] can help them improve their
skills and understand English better it’s fine by me, I'm
happy enough with this... they are too, I'm sure of
it... "P4. This was due to the fact that the software provid-
ed them with a lot of listening input with the relevant
activities. They found this very important for learners’
future working needs and believed that the interesting
interface and variety of the heroes’ accents can prepare
learners for the real world “All the bright colours and the
happy figures... they liked them... it’s something they
want to see.. this old-fashioned book with cartoons I don’t
think it gives much to them...”P1 Most importantly how-
ever, they stressed learners’ change of attitude towards
English and skills training “I don 't like a naughty class. 1
want students to like what they do, they are quieter this
way. I think this [siLang] has given them something real
and interesting to do. And they liked it. They did it. All...
to the end [the activities] ” P3.

V. DISCUSSION AND CONCLUSIONS

In this paper we described an investigating process re-
garding the use of the ‘siLang’ software. The results of the
research revealed an improvement on learners’ receptive
skills. The students’ questionnaires showed that they
found “siLang” interesting, motivating, pleasant, relevant
to their studies, with an authentic like and modern busi-
ness like environment. The note-taking data, during the
implementation of the teaching process, together with the
focus group data, analysed with the content analysis
method, revealed learners’ excitement and enthusiasm
regarding the specific game and its environment. Accord-
ing to the learners, “siLang” gave them the opportunity to
experience what a real business setting looks like, and
minimized their fear for the unknown. Moreover, they
enjoyed the multicultural aspect of the game and stressed
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the fact that it introduced them to a world very similar to
the one they will probably have to encounter upon gradua-
tion. It’s worth mentioning that, and as their teachers
stressed, never before had they been so active and energet-
ic in their lessons as during the specific intervention. Last,
learners revealed that it was the interactive feature of
“siLang” that impressed them the most and expressed
their wish to be taught with such tools in the future. How-
ever, it should be noted here that it is important for teach-
ers to carefully design the activities proposed, so as to
have the best educational benefits and avoid the use of
such games only for recreational purposes.

Teaching and learning seem to be a great challenge and
a difficult task for almost the majority of the teachers who
desperately and restlessly seek for ways to improve their
methods and approaches. ICT and their latest applications
have a lot to offer to assist this difficult task offering a
vast source of ideas and tools. Games based learning is an
uprising technique and if it is carefully planned and based
on instructive scenarios can prove to be a valuable tool in
the hands of the teachers for the benefit of learners and
education in general. We would like to point out that this
was a first attempt to investigate the appropriateness of
this tool. As a next step we intend to conduct a compara-
tive study between the use of the software and the tradi-
tional method of teaching (book centred) in order to have
a clearer and more detailed view regarding the specific
environment and its educational value.
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