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ABSTRACT

In the world of education, most experts agree that there will be a major shift away
from the traditional teacher-centered learning model to a more student-centered para-
digm that requires more initiative on the part of the student. Paralleling this change,
we will be forced to make use of technological advances to {ind more efficient ways for
learning and teaching to take place. The increasing use of interactive CD’s, low-cost
telecommunication services, hypermedia, and other multimedia technologies all seem to
indicate that teachers will increasingly place more emphasis upon curriculum and ma-
terials development in order to make the best use of rapidly improving educational
media; as a result, the kinds of activities and exercises taking place in the classroom
will also be fundamentally altered.

In the English section of the Languages for Business department, - we have also been
trying to identify ways to apply new educational media to improve the learning/teach-
ing process. This paper will describe our experiments with Electronic Mail and
Hypermedia-based Computer Assisted Language Learning authoring programs. The
basic instructional model for tutorial-based Computer Assisted Instruction will be in-

troduced, and its general impact upon classroom instruction discussed.
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1 Electronic Mail

1.1 Introduction

Electronic mail has been used in foreign language teaching now for quite some time;
it is said to be effective in reducing student anxiety levels for several reasons. First,
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it provides students with a risk-free learning environment in which the teacher is trans-
formed from an authority figure to a knowledgeable colleague. This is especially im-
portant when teaching Japanese students, who generally will not raise their hands to
ask questions in the classroom even if they do not understand. Reséarch has shown
that student participation rates increase drastically irrespective of the form of elec-
tronic mail chosen. Also, E-Mail offers students the chance to use their writing skills
for meaningful communicative tasks, thus encouraging them to freely éxperiment with
written English; since the textbooks that we select for classroom use often fail to pro-
vide anything but artificially contrived communicative tasks, E-Mail can perform a

very important function in writing instruction.
1.2 Synchronous and Asynchronous E-Mail

There are basically two forms of E-Mail communication: synchronous and asynchro-
nous. Synchronous, or “real-time” connections require special software that allows
participant input to be immediately visible to everyone. Asynchronous electronic mail,
on the other hand, involves exchanges of electronic messages that do not occur at the
same time. The lags between when a message 1s sent and when it is actually received
and read can vary drastically.

For foreign language students, asynchronous communication often takes place in the
form of E-Mail pen-pal exchanges. While they seem to be effective, they have two
major weaknesses: 1) Students often do not receive an immediate response to an E-
Mail message that they send to a pen-pal or list server. Indeed, they sometimes do not
get responses to their messages at all, leaving them extremely frustrated, and raising
their affective filters even higher. 2) Pén—pal exchanges often lack a clear purpose,
leaving the students with very little to discuss with each other. When this happens,
students find it difficult to focus, and often lose interest.

This year, we began experimenting with asynchronous E-Mail exchanges through
Latrobe University’s E-Mail listserver. Each student in the Freshman class subscribed
to the “General Discussion” list. Hundreds of non-native English speakers from all over
the world have subscribed to this list server, and daily E-Mail message traffic has been
extremely heavy. Although the overwhelming majority of our students enjoyed partici-
pating in this project, they were often disappointed when their messages were not an-
swered promptly or the subjects discussed on the list remained on a very superficial
level. It was clear that we had to search for more appropriate ways for students to
make use of this essential new media. A reexamination of the procedures used has

given me several new ideas for improvement.
1.3 Some Ways to Make Better Use of E-Mail

Undoubtedly, the best way of making use of E-Mail would be to experiment with a

wide range of both kinds of E-Mail. While synchronous systems seem to have more
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merit 1n general, I feel that we can also be successful with asynchronous E-Mail 1f we
remember to: 1) get multiple pen-pals for each of our students; and 2) conduct ex-
changes with other classes in foreign countries instead of joining listserver-type discus-
sion lists. If this is done, students will have plenty of chances for interesting and
meaningful interactions with native and non-native speakers without the overwhelming
anonymity of a listserve discussion group.

Simultaneous exchanges of information--whether occurring within TNC’s LAN or ex-
ternally through a MOO (an electronic facility for real-time discussion and simula-
tion)--provide a high degree intrinsic motivation that encourages students to write.
Using telnet, students can participate in a MOO called “schMOQOze university” that is
specially designed for non-native speaking students of English and their teachers. So
far, teachers and students that have participated in it claim that it i1s very effective.

Synchronous exchanges of information within TNC’s LLAN appear to be possible only
if special software packages such as the “Daedalus Integrated Writing Environment”
(DIWE) prove to be financially viable. DIWE has been successfully adopted for use in
writing classes at Nanzan University in Nagoya and Gifu University in Gifu. 1 have
asked permission from the English departments of both universities to examine the

software in the near future.
2.0 Hypermedia-based Computer Assisted Language Learning

Through years of experience as a classroom teacher, I have observed that students
progress through the material presented during classes at different rates, making it
necessary for the instructor to provide individualized instruction to those who may not
be able to understand the content of a particular lecture or presentation. Since class-
room time is so limited, providing tutorial services to individual students who have
fallen behind should be minimized to the extent that this is possible. One of the best
tools available for minimizing the amount of tutorial one-to-one student-teacher inter-
action in the classroom is to provide Computer Assisted Language Learning (CALL)
software that students can use at their own pace.

In the form of drill-and-practice programs, computer-based instruction has been
around for a long time. Unfortunately, many older CAI or CALL programs that [ have
seen or used were little better than textbooks because their presentation was done with-
out today's graphical user interface, and 1t did not provide access to the pictures, mov-
les, and sounds of today’s computers. While the early CALL programs may have had
their use as drill-and-practice programs, they were inherently himited by their inability
to convey the context in which the language was being used. Recently, however, the
computer has been able to offer us audiovisual media that immensely enhance and en-
rich the learning process by providing students with the situational and pragmatic
knowledge that comes with the context in which the target language is being used. For

example, the use of digitized video clips 1s almost indispensable when teaching
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something as inherently complex as American culture.

The effectiveness of interactive multimedia is enhanced even further in “hypermedia”
programs that make it possible to freely link text to the various kinds of media.
Importantly, “hypermedia” programs also allow the user to navigate through informa-
tion by using text as a graphical interface. It is for this reason that hypermedia
authoring programs are more desirable than others for the purpose of creating multi-
media Computer Assisted Language Learning (CALL) software. Recognizing this, we
have selected an authoring program called Hypercard to develop CALL software for
student use on the Macintosh computers in the media room.

We have been developing drill-and-practice software that provides supplemental lis-
tening exercises for use by the non-native English speaking teachers. In addition to
this, the software also gives students practice with some essential reading skills, such
as skimming, guessing meaning of individual words from the context, etc. This should
make 1t possible to spend less classroom time conducting repetitive listening drills. We
hope to finish the first collection of listening/reading software programs by mid 1996
and put them onto CD ROMs for student use.

Soon after this, I hope to begin working on software that makes use of digitized
video and sound. When completed, the software would combine traditional drill-and-
practice exercises for vocabulary building with tutorial presentations that help students
understand the movies content at a discourse level. The drill-and-practice sections
would include bilingual on-line dictionaries that would also give students the opportu-
nity to hear native pronunciation of selected words and phrases.

As a teaching tool, these software programs promise to greatly enhance our ability
to effectively teach students about American and English culture. While I presently use
a combination of textbook and films to teach our students about important topics or
issues in contemporary American culture, I often feel that this approach is inadequate
for two reasons: 1) Students have trouble understanding the basic story line without
having spent a considerable amount of time studying difficult vocabulary words and
phrases. I believe that this kind of study 1s most efficiently done by the individual stu-
dents themselves, ideally with the aid of a tutorial software program. 2) To grasp the
total meaning of certain scenes from the movies they are shown, these sections of the
film must be replayed several times. In the classroom, although most students may
find the explanations and repetition helpful, many students inevitably find it to be
boring. Obviously, tutorial software also seems to be the most appropriate way to
teach this information.

From left to right, the first step in this flowchart is the presentation of informa-
tion to the student. First, students should be prdvided with clear instructions on how
to proceed with the tutorial, and what the student 1s supposed to learn. Then, the in-
formation to be learned should be presented in the appropriate form: text, graphical

or digitized movie clip.
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Flowchart for a Tutorial CALL Lesson

Correct
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Remediation
Incorrect
Response
Fig. 1.

To verify student mastery of the material, students are then asked comprehension
questions. It is necessary to put a lot of time and energy into designing questions for
which both correct and incorrect student answers would be easily predictable. Answers
that indicate the student did not understand the material presented would provide the
student with a sequence of remedial tutorial screens, while correct answers would send
students directly to the next sequence of questions.

The ultimate goal of a tutorial software program is to produce complete student
mastery of all the material presented. It is useful because it allows students to proceed
at their own pace in a non-threatening environment. If well-designed, it can provide
just as much feedback and effective instruction as any one-on-one private teacher to
student lesson. The primary drawback is that it takes an enormous amount of time
and energy to develop tutorial software. For each hour of tutorial software that it
takes a student to complete, approximately 200 hours of programming and design work

are normally required.
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