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Language learning in virtual worlds 
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 To provide learners with the opportunity 
to actively interact with each other under 
meaningful contexts 

 However, it is uneasy for L2 teachers to 
create authentic contexts for their daily 
teaching activities. 



Research-oriented 
 To develop the theory of second language acquisition 

in 3D virtual worlds 
 
Education-oriented 

 To equip each school with its own customized 
language village  

 To allow each language teacher to customize the 
learning contexts as needed 

 To get each language student immersed in the learning 
contexts 



Learner 

• Student-centered and task-based learning 

• Self-directed learning 

Teacher 

• Innovative teaching design 

• Individualized, adaptive, contextualized 

Researcher 

• Context development and learning assessment 
• Learning and behavior analysis 





 Each year, many foreign and overseas students 
come to NTNU to learn Mandarin Chinese 

 Thus, the NTNU Language Island has been built 
on Second Life for language learning purpose 











Interaction task design 

Lan, Y.-J., Kan, Y.-H., Hsiao, I. Y. T., Yang, S. J. H., & Chang, K.-E. 

(2013). Designing interaction tasks in Second Life for Chinese 

as a foreign language learners: A preliminary 

exploration. Australasian Journal of Educational Technology, 29(2), 

184-202. (SSCI) 



The purposes of this research were to develop guidelines 

for designing interaction tasks for learners of Chinese as 

a foreign language (CFL) and to investigate the attitudes 

of CFL learners toward a full CFL class in Second Life (SL). 

Three research questions were addressed in this research: 

(1) What are the attitudes of CFL learners toward the 

language learning tasks in SL? (2) What kinds of social 

interactions emerge from learning activities in a CFL class 

in SL? (3) How do those activities benefit CFL learners in 

the learning of Chinese in SL?  



Two studies were conducted to tackle these questions. 

The cognition, usage, and expansion (CUE) model was 

proposed based on the findings obtained from study 1 

and then implemented and evaluated in study 2. The 

findings of study 2 indicated that the activities run in the 

CUE model were effective at motivating CFL beginners and 

improving their oral communication and social 

interactions. Based on the video data analysis, three 

criteria were proposed for designing learning activities. 

Suggestions are also made for future research on CFL 

teaching/learning in SL. 

 

Chinese Learning in SL-AJET.pdf


Penn State University 

Lan, Y. J., Fang, S. Y., Legault, J., & Li, P. (2015). Second language 

acquisition of Mandarin Chinese vocabulary: Context of learning 

effects. Educational Technology Research & Development, 63(5), 671-

690. DOI 10.1007/s11423-015-9380-y (SSCI) 



ETRD-Lan_etal_15.pdf








90 two-character 

Chinese words 

90 two-character 

Chinese words 

3D object 

3D virtual 

environment 

2D line drawing 

Web-based 



Oral-performance language 
tasks for CSL beginners in 

Second Life 

Lan, Y. J. (2014). Does Second Life improve Mandarin learning by 

overseas Chinese students? Language Learning & Technology, 18(2), 

36-56. (SSCI) 

Lan, Y. J., Kan, Y. H., Sung, Y. T., & Chang, K. E. (2016). Oral-

performance language tasks for CSL beginners in Second 

Life. Language Learning & Technology, 20(3). (SSCI) 



Does Second Life improve Mandarin learning by 
overseas Chinese students? 

does SL improve mandarin learning by overseas Chinese students-LLT-2014.pdf




Oral-performance language tasks for CSL beginners in 
Second Life 

reasoning-information-LLT.pdf




The English Village and the 
self-directed English learning 

Lan, Y. J. (2015). Contextual EFL learning in a 3D virtual 

environment. Language Learning & Technology, 19(2), 16-31. (SSCI) 



contextual EFL learnin in a 3D virtual environment.pdf


WanFu English Sky Castle SL Virtual World 

  



WanFu English Sky Castle SL Virtual World 

 Real-world ring toss  3D ring toss 



WanFu English Sky Castle SL Virtual World 
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Learning Chinese in Taiwan Learning Chinese in virtual worlds 



http://www.jantoo.com/cartoons/keywords/settle 



http://tell.aclc.ntnu.edu.tw/index.php/en/


Thank You For Your Attention! 


