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Appendix 12: Data collection timetable (group) 
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Appendix 13: Timetable for group meetings    

 

Group meetings 

The project team will have some meetings with all research participants, and this will be an 

opportunity for everyone to contribute their ideas as well as give updates on progress. The final dates 

for meetings may change, but it is expected that we will have 3 group meetings: 

(1) Group meeting 1 – 16th-March 2017 

This meeting will focus on initial ideas about the areas that could be researched, and what individuals 

can bring to the project. To prepare for this meeting, you can make some notes on: 

 My initial interest in the project - the reasons I want to be part of this research  

 My experience so far in digital games, teaching and/or creating materials 

 The areas of the project that I'm most interested in - why, and what I feel I can contribute. 

 After this meeting, you will have individual meetings with your supervisor to organise your 

contribution and what form your dissertation will take. 

(2) Group meeting 2 – 18th-April 2017 

This meeting will be final decisions about what each participant is doing, timetables of work. This 

meeting will also be an opportunity to share interesting ideas you have encountered in the literature. 

Some of the things you might prepare would be: 

 Research questions confirmed Type of data analysis confirmed 

 Timetable for collecting data confirmed 

 Clarification of definitions and terminology used (for group discussion)  

 Sharing useful literature and policy documents 

(3) Group meeting 3 – 15th-June 2017 

At this meeting, any data will have been collected and you will be working on the results of the data. 

The purpose of this meeting is to share what your tentative ideas are so far, and what you are now 

doing with your data. You could prepare by: 

 Bring a copy of data collected 

 Have notes on your methodology (brief notes - not the full chapter for the dissertation)  

 Share experiences of collecting data 

 Some tentative conclusions - any surprises? 
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Appendix 14: Examples of language learning games  

 

N.B. The following resources are summarised in the Internet by Curry (2017).   

 

Curry, M. (2017). The Best Way to Learn a Language: Playing Games! | FluentU Language Learning 

Blog. Fluentu.com. from http://www.fluentu.com/blog/best-way-to-learn-a-new-foreign-language-

online/?nabe=4857995676876800:0&utm_referrer=https%3A%2F%2Fwww.google.co.uk%2F  

 

 

Name Icon Introduction 

Babbel (Internet & 

App) 

 

“Babbel currently teaches 14 languages, which includes 

Indonesian, Danish and Russian—but not Japanese or 

Chinese. The app focuses on learning grammar, 

vocabulary and pronunciation skills. Babbel stands out 

because of its more direct approach, and features a 

variety of mediums. ” 

Bravolol (App) 

 

“Bravolol currently has learning apps for 17 languages, 

including Japanese, Chinese, Korean, Arabic and Thai. 

Languages are taught through themes such as greetings, 

romance and weather. You learn through spelling, 

pronunciation, visual recognition and problem solving 

activities.” 

Mindsnacks (App) 

 

“The game itself is comprised of several smaller mini-

games that revolve around different ways to learn a 

language. Mindsnacks has seven languages available 

now: Spanish, French, Italian, Portuguese, German, 

Chinese and Japanese. The mini-games involve 

recognizing correct definitions, correct spelling and 

common errors through all facets of cognition: visual, 

audio and kinaesthetic. There are a lot of different 

lessons available to learn, from the basics of numbers 

and colours to being able to hold a conversation in your 

target language.” 

Kloo 

 

“Kloo is an award-winning educational card game that 

is loved by many including: children, adults, teachers 

and self-learners. It can be played either alone or with 

others, and the game even comes with three sets of 

instructions on how to play—based on the number of 

players. The Kloo game consists of two decks of cards 

and the goal is to create a sentence that makes sense 

using only the cards that you have in your hand.” 

Spot It! 

 

“What this game lacks in quantity (in terms of how 

many languages you can learn with it), it makes up for 

in quality. Spot It! Basic English Game (or French or 

Spanish, depending on the version you choose) is a fast-

paced card game created by Rainbow Resource and is 

great for teaching learners basic vocabulary words 

related to a variety of subjects such as animals, clothing, 

family, foods, transportation and even the weather using 

both words and pictures.” 


