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1. Introduction

Machinima videos were created and piloted by the CAMELOT Project partners in Turkey,
Germany, Netherlands, Czech Republic and Poland to examine whether and in which ways
machinima could enhance teaching and learning. Whereas some partner organisations
created their own machinima, others had them created for them or used other ready-made
machinima. LinguaTV for example provided German machinima on their Lingorilla online
platform, free to access for anyone interested in language learning with machinima. These
machinima were accompanied by a variety of exercises such as listening comprehension,
vocabulary and grammar. The first set of machinima for Lingorilla had been developed by the
National Defence University (NDU) in Poland. For a second pilot phase LinguaTV
implemented a sequence of machinima following a story-line, also including a set of

exercises.

The machinima to be piloted by partners were originally planned for language teaching.
However, as some project partners were also involved in teaching CLIL courses (Content
and Language Integrated Learning), machinima were specifically designed for and piloted
within a CLIL course at a Secondary School in the Netherlands.

The Polish partner (NDU) and the Turkish partner from Istanbul University (UIST) produced
their own machinima for their classes, which were either used for ESP (English for Specific
Purposes), like the ones used by NDU, or they were produced and used as additional

material following the language course curriculum like the ones used by UIST.

The research was based on the following questions:

0 To what extent can machinima videos enhance language or CLIL teaching?
0 Do students learn better with machinima than without?
0 Is there a difference between learning with real life videos compared to learning with

machinima?
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2. Research methods used for the field testing

Case study research was used as method for the field testing events. The case study
research conducted in the field testing was based on different methods of data collection to
achieve the best outcome. The research focused on different sized learner groups and
unique teaching events to showcase various learning contexts. The observation of the
different scenarios could be used retrospectively to build the basis for new case studies
(Hoffmann & Hendrick, 2006). The data in this research were collected from teachers and
students using machinima in their classroom, utilising quantitative and qualitative methods
including questionnaires, interviews and focus group discussions (Boellstorff, 2008; Mawer,
2014; Cohen et al., 2007). The data were gathered before, during and after the lessons

which used machinima in the classroom.

The results could serve as samples of good practice that could be disseminated to language
educators who are reluctant to get involved in virtual language teaching of the benefits of
teaching and learning languages in virtual worlds. Case studies are therefore a suitable
methodology for data collection in this field. The positive results could influence traditional
language teaching and learning, which are reflected in some of the latest developments in
physical education such as the flipped classroom, the classroom for the future or the
experimental classroom (Schneider, 2015).

3. Teachersd experiences

All teachers involved in field testing machinima were quite enthusiastic. Though some were

skeptical to begin with, their overall experience was positive.

3.1 Teaching mathematics with machinima

Jacob von Liesveldt School, Netherlands.
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3.1.1 Background

Patrick de Boer (2015) is a CLIL teacher at a Secondary School in the Netherlands, where
he has been teaching mathematics in English for 9 years. He teaches 13 year olds, who
have limited English proficiency. During the first 8 weeks of the school year he speaks both
English and Dutch with his pupils; after that he switches to an English-only approach.
According to de Boer this works well as pupils learn very quickly. He also teaches 16 year
old third grade students, who do the Cambridge Advanced or First Certificate exam at the
end of the academic year.

Prior to his experience with machinima de Boer used interactive websites like Socrative,

Yahoo and ClassDojo in his lessons. He was in favour of ClassDojo, as it helps to keep track

of the students, like their homework, and it also helps to motivate his students to speak

English. In his classes de Boer uses his iPad to check contributions on the web, randomly

awarding studentsd points, which they I|Iike, beca
demonstrate engagement. De Boer encourages his students to bring their own devices to the

classroom if they want to, but his school is not tablet or iPad based. He is interested in

creating 3D animations and likes working with computers, but has never had the opportunity

to use Second Life® and create machinima. Though de Boer likes the whole concept of

meeting people online and communicating through a 3D world, he fears that creating

machinima might be too time-consuming.

3.1.2 Using machinima with a CLIL Class

Implementing the use of machinima in his CLIL classroom was an interesting experiment for

de Boer (2015), as he often encountered students who have problems visualizing three

dimensional objects. De Boer used machinimati n hi s | esson to explain #AF
students have to draw and calculate the length and space of diagonals, a task which he

reported is typically very challenging for students.

! Mathland (2015), see: https://youtu.be/BF_-Dt5K7jY
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He therefore designed and created a machinima (CAMELOT ProjectEU, 2015) that

explained the calculation of a space diagonal. While this is typically challenging to

demonstrate on a blackboard in real life, a machinima allows for modifications and

animations, so that students are made aware of the changes when the perspective is

changed, a point that is essential for the stude
provided in the machinima were easier for the students to comprehend (de Boer 2015).

Worksheet Pythagoras 3-D

Lookat thefigureabove

Q1: Whatis the name ofline AG?

Q2: Whatlines havethesame length as lineAG?

@3: Whatlinedo we need o calculate before we can calculate AG?

Qd: Write down thesteps to calculate a line with Pythagoras' Theorem

@5: Calculate theline of Q3.

@6: Calculate AG

Figure 1: Worksheet for teaching Pythagoras in 3D by de Boer (2015).

Prior to showing the machinima de Boer asked the students to look at a worksheet and take
notes. As the text was in English he wanted to make sure, that the vocabulary and content

were understood.

Movie instruction

H G ABH+8CI=AC
25+6'=AC?
/
: s 4436=AC
E : 7
F 2
/ 40=AC?
A
- AC+CG =AG?
s
4cm 4 40+4°=AG*
7 :
c 40+16=AG*
56=AG*
AG=V56=7.48
A

Figure 2: Pythagoras model.
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A second step was to view the machinima, which explained how to calculate a space
diagonal. After that students had to complete an exercise to check their understanding. The
same topic was discussed in two classes of which only one used machinima, the other class
did not use machinima. It was remarkable to see in a test that had been taken by both
groups a couple of weeks after the lesson, that the group of students that had used
machinima to improve their understanding of Pythagoras? was more successful in their test
results than the group that had not used machinima. The results were especially noticeable,
because the group taught without machinima was of a higher level and scoring better in most
of their other tests. Even a single test of this kind is not representative, the teacher was
convinced that machinima in combination with the extra materials provided helped students
to understand and visualize the topic more effectively. As a result the teacher has felt
encouraged to re-use this particular machinima in future lessons and classes and to conduct

further research.

Figure 3: Task sheets before, during and after watching the machinima by de Boer (2015).

PPythagoras 3-D
Instruction:
You are going to watch avideo whichshows howto use Pythagoras’ Theoremin a
thres dimensional objsct. The videowill be paused a couple oftimes to allow for an
explanation. Afterthe videa is over, please answer questions on thisworksheet.
Prior to the movie:

Read through all ofthe questions below. Ask for a clarificationifneeded

Question 1. Whatis the name ofthe shape below?

B
Question 2: What special type of lineis line AC?

Question 3: Without measuring or calculating, can youthink of other lines thathave
the same length as line AC7

Question 3: What do we call line AG?
Question 4 What otherlines havethe same length as line AG?

Question 5: Whatare the steps of calculating a line with Pythagoras' Theorem?

Step 1

BB 22 oottt e
B USRS
BB & et

During the movie:
Question &: Calculate the length of line AC. Use Pythagoras' Theorem
Step 1

Step 4;

Question & Calculate the length of line AG. Use Pythagoras' Theorem
Step 1
Step 2

Step 4;

After the movie:

To linein athree dimensional objectusing Pythagaras’ Theorem you
haveto follow certain steps

Question 7: Try to think ofthe steps you need to take to calculate a line like we just
did

Step 2
Step 3

Step 4;

Step 5:

Step &;

2 Machinima video provided for the lesson: https://youtu.be/BF_-Dt5K7jY
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313Student sd6 ExperiehdAce and Feedback

Twelve of the sixteen students in Patrick de Boe
responded to the questionnaire. These thirteen year-old students were all attending a

Secondary CLIL school in the Netherlands. All but one student stated that they had been

familiar with 3D environments and computer games such as Minecraft or World of Warcraft

prior to the course, though none of them have ever created any machinima.

Students were asked to state their opinion on a Likert scale of five whether they strongly
agreed, agreed, were undecided, disagreed and strongly disagreed in relation to the

following fifteen statements in Figure 4.

Statement No Strongly Agree Undecided Disagree Strongly
agree disagree

1. | enjoy watching 12 25.00% 66.67 % | 8.33 % (1)
machinima in my lessons. 3) (8)

2. | enjoy making machinima | 11 27.27% | 54.55% 18.18%
in my lessons. 3) (6) (2)

3. Short machinima are 12 | 8,33% 75% 8.33% (1) | 8.33%
better to help me learn. (1) (9) (1)

4. |learn a lot with 12 | 8.33% 50.00 % | 25.00% 16.67%
machinima. (1) (6) 3) (2)

5. machinima help me to 12 33,33% | 33,33% 33.33%
learn new words. (4) (4) (4)

6. machinima help me to 12 50.00% | 8.33% (1) | 41.67
understand new grammatr. (6) (5)

7. machinima help me to 12 50.00% | 25.00% 25.00%
improve my listening. (6) (3) (3)

8. machinima help me to 12 25.00% | 16,67% 58.33%
improve my speaking. (3) (2) (7)

9. machinima help me to 12 8.33% 8.33% 8.33% (1) | 66.67% | 8.33%
improve my writing. (1) (1) (8) (1)

10. Watching machinima is 12 | 8.33% 8,33 % 8,33% (1) | 58.33% | 16.67%
fun, but I am not learning Q) (1) (7 (2)
anything.

11. The avatars (11 18,18% 18,18% | 36,36% 27.27%
natural (2) (2) (4) 3)

12. | find it difficult to learn a 11 9.09 % 27.27% | 36.36% 9.09 % 18.18%
language if the avatars do 1) 3) 4) (1) (2)
not show what they feel.

13. I learn and understand 10 70.00 % | 20.00% 10.00 %
the subject better with @) (2 Q)
machinima.

3 See work Package 3/ Survey results for CLIL students https://www.surveymonkey.net/results/SM-KQKRBNMC/

9
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14. | will continue learning 11 9.09 % 54.55% | 18.18% 9.09 % 9.09 %
with machinima in the 1) (6) (2) (1) (1)
future.
15. machinima help me to 11 18.18% 5455 % | 18.18% 9.09 %
learn on my own. (2) (6) (2) (1)
Figure 4: Studentsd6 responses to statements in r

The results reflect how difficult some of the questions were to respond to for thirteen year

olds, who had no experience with machinima and who were confronted with one machinima

only in one specific Il esmsjomny rmHaekicrgsnaaietsitnioma® 6
applicable, as the students had no experience in creating machinima in their lessons and had

already responded to a previous guestion indicating that none of them had ever produced

machinima. However, it could imply that the students might have had some experience in

gaming and recording machinima outside the classroom.

The positive results the integration of machinin
significant and supports the teachero6s i mpressio
strongly, 66.67 % (8) agreed), thatthey&@ nj oy wat chi ng machnddma i n th
(7) agreed etamat atneywnd@der st and the andgrettah bett er
50% (7) st atleeda,r nt hnatl otth eQuastonlmdThenawmabdars donbt
nat uarnad ofin2l it difficult to learn a language if the avatars do not show what they feel

6were impossible for this group of | earners to a
lesson did not include any avatars, voice or text. However, the students stated their opinion

to these questions, regardless. The language needed to fulfil the tasks was provided by the

teacher by setting tasks and having students complete task sheets, which involved, reading,

writing and learning new words.

Figure 5: St ud eriencesvith haehtnima.i ng expe
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Students were asked how they felt about the learning experience with machinima.
Six (60%) felt motivated, three (30%) felt comfortable, two (20%) curious, one (10%)
confident, one (10%) happy, one (10%) excited, one(10%) frustrated and two (20%) marked

it as hard to say.

Yes

Ho

0%

10%

20%

20.00%

30%

40%

0%

60%

70%

80%

80.00%

0% 100%

Figure 6: Comparing machinima with real life videos.

The

g u dsgnadhinima aé good as normal video in the lesson?6

wa s

answered

students (80%) with yes, by two students (20%) with no. Additionally students wrote that the

lesson with machinima was simpler and clearer than without, that it looked more professional

and that it explained the problem well. All in all it was a successful experiment and

experience for the teacher as well as his pupils.

3.2 Teaching Health and Safety to Engineers (UWB)

3.2.1 Background

Eva Adamcova (CAMELOT ProjectEU, 2015) teaches English to technical students from B1-

C1 level at the University of West Bohemia in Plzen, CZ. She has 10 years of teaching

experience at University after having taught English in a Grammar school for several years.

Apart from some physical classes she teaches English at a distance using the Moodle

platform and also has some experience with Second Life® (SL) as the University had

planned to run classes in SL at some stage, but finally decided against it, because of time

constraints caused by synchronous sessions in SL. Apart from the asynchronous Moodle

platform Adamcova uses the internet with her classes. She likes using web-based materials

11

by



Language Learning with Machinima - ooy
EU funded CAMELOT project (2013-2015)

Programme

as she likes to share real facts and real situations, which make it easier and more interesting
for her students to find topics for discussions.

3.2.2 Field Testing machinima

Adamcova taught three groups of 50 students on a lower level and six groups of 94 students
on a higher level using the following machinima which had been created specifically for her
classes as part of the CAMELOT Project machinima developments for field testing:

Figure 7: Do you really need a hard hat? (https://youtu.be/7dgyx2qdYNA Screenshot,
Christel Schneider 2015)

Figure 8: When smoki ng tps/lyduty.bemt-j@dg8dQ6 no s moki ngo
Screenshot, Christel Schneider).

12
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Figure 9: How high is too high? (https://youtu.be/GCSE3-58RQA Screenshot, Christel
Schneider).

Foll owing her course curriculum, the tofetyc of th
at workd in a technical environment . Adamcova en
as they were tailored exactly to her studentsod n

provided for the technical students as part of the curriculum and was pleased, that the

machinima lesson plan was based on those materials and fitted perfectly into the lesson.

The machinimaVhen smoking r eal | ydmowed amrsacc@enbcausetibyk i n g
a workman smoking a cigarette in an area, where smoking was prohibited, which resulted in

an explosion. The language focus for this activity was on speaking and writing. The aim was

to practice accident investigation skills and write an accident report. The students worked in

groups of three and were asked to take notes while watching the machinima. They then were

asked to role-play the accident investigation. One student acted as the health and safety

officer, whereas two students acted as witnesses. The witnesses were interviewed about the

accident by the health and safety officer, asking questions such as:

A What happened?
When did the accident happen?
Who was involved in the accident?

Did the worker follow the standard operating procedure?

o o o I>

How did the worker get injured?

13
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A Did the workers carry out the first aid at the site?

A Were there other people who saw the accident?
All students noted down the answers and wrote an accident investigation report. Although
there were no additional materials to use in this part of the lesson, the students had their
textbooks, lists of vocabulary and completed accident report activities to support their work

with the machinima?®.

Adamcova sees a great advantage in the use of machinima compared with other videos
downloaded from YouTube, as the machinima she used in her classes were focused on the
topic she wanted to teach and nothing else. According to her experience, downloaded videos
often contain parts, which cannot be removed and which she does not approve of, as they
are distracting from the actual topic.

Adamcova highly valuated her studentsd engagement and moti va
They had fun and learnt a lot. She described the fact that the accidents were simulated and
did not affect the students emotionally as this would have been the case had they seen real

people in a real accident involved, as a great advantage.

Figure 10: Studentsé group work (Photo: Eva Ada

4 See Field Testing Report Work Package 3.5, p. 41.
14
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Figure 11: Preparing forms and group work (Photo: Eva Adamcova)

Figure 12: Showing the machinima with an explosion (Photo: Eva Adamcova)

The students also liked the practical approach Adamcova used in her classes by giving them
different activities for listening, speaking and writing, using a role play to practice things like
accidents reports, filling in forms and observe, witness and describe the accident. All these
things are part of the teaching curriculum and may come in handy for her students as

electrical engineers, where accidents can easily happen.

15
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Figure 13: Looking at shapes in buildings (https://www.youtube.com/watch?v=A2iTb-b_hF8
Screenshot, Christel Schneider 2015)

Eva Adamcova also used a machinima around shapes with two groups of learners, one of
which was A2-B1 level according to the CEFR, the other B1-B2 level. The activity was mainly
designed to practice describing structures, shapes and materials. The objective for both
groups was to produce a description of the machinima content, which did not include any
avatars, voice or text, just various shapes of buildings. Adamcova organized this session
differently from the health and safety sessions. She had her students work with tablets
viewing the machinima individually at first, looking at the different kinds of buildings and
structures. Then students were asked to choose the shapes they liked best, then form small
groups and share their preferred shape or object. In the groups students were then asked to
agree on one shape only which all group members liked best and then describe their shape
or structure to the class. The others had to guess which shape was described. During the
activities the students had their textbooks and lists of vocabulary to support their
descriptions. In another activity the students were asked to give a guided tour describing the
location of a specific building or object and its shape from the machinima and say what was
inside, like for example: The building on the left with the triangular windows and a conical

7

roof is a library. Inside the library we can see abigoval t alfl e. ¢é

5 See Field Testing Report, Work Package 3.5 p. 41.
16
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Even though it appears that there could be positive pedagogical implications as a result of

involving students in virtual classroom activities, Adamcova fears that this would be too time-

consuming and that it would take away valuable learning or teaching time. Although she
agrees, that it would be great fun for the students and had even considered having her
students prepare and create their avatars outside the classroom prior to the lesson, she

decided against it, because she was concerned, that only two thirds of the students would

have prepared their avatars for the actual lesson. She suggested that those teachers who

could afford the extra time could attend a course to learn how to make and produce

machinima for their specific needs in addition to the materials used within the curriculum;

others could help writing the storyboard according to the topics and tasks needed.

All'in all Eva Adamcova highly recommends machinima for language teaching. She sees

them as an innovative tool for teaching technical topics and especially values these

machinima as they bring a virtual atmosphere into the physical classroom.

3.

2.
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After the field testing with Mechanical and Electrical Engineering students, six female

Report:

teachers took part in a focus group discussion, all teaching English for Specific/Vocational

Purposes (ESP). 50% of the teachers were between 31 and 36 years old.
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100%
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20%
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0%

Figure 14: Teaching experience.

The majority (66.67%) had six to ten years teaching experience. They were all used to

teaching with technology.

Answered: 6 Skipped: 0

100%

80%

60%

4%

20%

0%

Moodle Interacti Tablets Computer Second Video Other
or any ve (maobile lab Life or

other whiteboar devices) any

VLE ds other

3D...

Figure 15: Technology used in the classroom.

They all used Interactive Whiteboards. Most of them (83.83%) used Tablets (mobile
devices), Computer Lab and Video in their lessons, 66.67% used Moodle or other VLE.
Though only one teacher had experience with 3D environments, they all had taken notice
and got acquainted with using machinima fairly recently.

18
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Figure 16: Purposes for making use of machinima.

It was remarkable to note that all teachers intended to use machinima for language practice,
83.33% wanted use it for language production and for cooperative language learning,

whereas 50% intended to use machinima to introduce content.

The teachers reported that there were no technical issues when presenting the machinima in
the physical classroom. The machinima were used to practice specific vocabulary and safety
reports, mainly practicing speaking and writing skills. Though not all the teachers had
experience with virtual environments, they would like to use machinima in both worlds, the
physical and the virtual classroom. When asked what advantage or disadvantage machinima
have compared with real life videos, the teachers thought that this depended on the topic,
which the student either like or dislike and if they are not interested, the format does not
really matter. However, when comparing machinima with real life videos the biggest
disadvantage was seen in the lack of expressions and lip-movements of the avatars, which
makes it difficult for lip-reading, particularly for people with special needs. Yet, the teachers
considered it as advantage, that machinima inspire specifically technical students with their
creative, imaginative thinking. These students like to work with technology and are happy to
record machinima themselves and manipulate them with mechanical devices in 3D.

Further advantages of producing or working with machinima were addressed, such as being
able to create or having machinima created with a specific focus required in a lesson. The
production costs for machinima were considered small compared with shooting real life

videos, especially when filming dangerous scenarios, like a fire, storm, earthquake etc. As
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the teachers all used readymade machinima, including readymade lesson plans, they
appreciated that they did not have to spend a lot of time preparing their own lesson plans.

It was notable that the teachers valued machinima as they can help to overcome
communication barriers like with autistic students or shy students for example. They were
also convinced that machinima supported technical thinking.

100%

20%

60%

40%

20%

0%
1. My students' 2. Machinima fosters 3. Machinima
motivation increases learning provides a self-study
when | use Machinima after school
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Figure 17: Teacher s reaageiofimotvationtn engagemgrd.nt sd i nc

As Figure 17 demonstrates, teachers believe that
the use of machinima and also that machinima foster learning. However, not everyone

agreed that machinima provides self i study after school. Teachers were asked to state their

opinion on a scale of five whether they strongly agree, agree, undecided, disagree and

strongly disagree to a number of statements.

It was significant that 66.67% disagreed that machinima are more effective than other
learning materials. Though none of the teachers had ever created a machinima, they all

agreedthaté6 bei ng abl e to shoot your daswbigddvantagefarccor di 1

teachers.
Al | t eiatenthte use maghinima to assist their teaching inthe future. 6 The maj ori ty
(83. 33%) seesspagemabcaini madas an autaodthinksous | e a
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t h antichidima help their students to understand/grasp thelessons. 6 Fi nal ly t hey we

satisfied with the contribution of machinima to the lessons.
3.2.5 Studentsd Course Evaluation (UWB)

All students who attended the lessons with machinima were given a questionnaire after the
lesson. In total 301 students responded to the survey, though not everyone responded to all
guestions. The students were all coming from higher education. The majority 79.86% (234)
was familiar with 3D environments / computer games, Minecraft, Warcraft and such, whereas
20.82% (81) were not. 94.88% (278) had never created machinima, only a small percentage
of 5.12% (15) had.

Most students skipped the question as regards to technical problems, as it referred to

learners using Second Life® (SL) in their lesson, which was not the case for the majority of

responders. According to their statements, most | e aanjayedwatchéhg machinimain

their .l Assamgd;i ficant number o fshog machinena beftert®t at e d,
hel p t h g18.48%g5b)smodgly agree, 44.03% (164) agreed).

The learning experience was considered as positive by the majority. 43.77% (130) stated

that they were happy, 31.99% (95) felt comfortable, 26.60% (79) motivated, 18.52% (55)

curious and satisfied. 27.27% (81) found it hard to say. 18.18% (54) felt sceptical, 17.17 %

(51) felt confused.

100%

20%

- I I
l (] ] l [ |

Moti Conf Conf Happ Sati Exci Frus Scar Disa ComfSkep Hard Anxi Curi Bore Oth
vate iden usedy sfie ted trat ed ppoi orta tica fo ous ous d r
d t d ed nted ble | say

Figure 18: How students felt about learning with machinima
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It is notable that 72.85% (212) of the learners considered machinima as good as normal
videos in the lesson 27.15% (79) learners did not agree. The responses reflect the positive
impression teachers had reported about the use of machinima in their lessons.

3.3 Teaching English with idioms and mystery stories (UWB)
3.3.1 Background

Another Czech teacher who teaches Czech, English and History at a Secondary School from
the sixth to the ninth grade (13 to 15 year old kids) piloted machinima in her English classes.
Prior to this experience this teacher did not know anything about machinima production and
has never produced any herself and said she was not likely to do so in future. However, she
was convinced that machinima would interest her students, especially those who like playing

computer games.

3.3.2 Advantages and disadvantages of using machinima videos

The Czech teacher believes that her pupils feel attracted to machinima videos, as they are
used to virtual characters from their computer games. As machinima are not the typical kind
of videos teachers usually use in their lessons, she is convinced that machinima can help to
raise pupilsdéd interest and motivati ogagdgroup a
of Turkish® teachers piloting machinima in their classes. Provided that the machinima suits
the language level, have interesting content and characters, they will inspire students to get
involved. Like Patrick de Boer’ the Czech teacher created her own lesson plan, worksheets
and activities for the machinima she used, which were readymade machinima. She was
given a range of machinima to choose from, which she considered as disadvantage, as she
had to watch a lot of videos until she found the most suitable ones, which was fairly time
consuming. She suggests to add the language level the machinima can be used for, which
would help teachers a lot. The teacher criticized the quality of some of the machinima as
some parts were difficult to understand. She thinks that the preparation for the extra material
and activities is fairly time-consuming, if a teacher wants to utilize machinima in teaching.
However, it can be argued that innovative ways of teaching require specific skills and extra

effort when getting started, but all will become common sense after a while. The guidelines

6 Also see paragraph 3.3 p. 11.
"See paragraph 2.1.2 pp. 3-4.
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(CAMELOT Project WP4.1; WP4.2) for teaching with machinima will certainly support future

teachers in finding creative ideas how to use machinima in their lessons.
3.3.3 Piloting machinima: Lesson samples

The Czech teacher prefers short stories no longer than three minutes, that include grammar
in context through natural dialogues. She would also be interested in machinima based on

songs to use with her pupils.

When the teacher watched her first machinima she was surprised that the characters looked
like robots without mimic and gestures, which her pupils did not have any problem with, as

they were used to the look of avatars from their computer games.

The teacher used machinima with sixteen students in two different classes with different
language level. She described her experience with machinima as challenging, but concludes
that the machinima videos enhanced her language teaching, providing a great variety of

input.
3.3.3.1 Revising grammar with animal idioms

The students had a fairly high level of English (9™ grade, 15 year old students)) and were to
revise grammar, which was adjectives and comparisons in this case. The teacher used a
machi ni ma with 6AnRi, 20a3) forlthé bcoasiend She Raated nhb lesaon
with handing out a worksheet with all the idioms given in the video. The students worked in
pairs and had to find the meaning of the idioms on the list. They could use dictionaries and
the explanations could also be in Czech. After finishing this activity, students worked in
groups of four and shared their findings. Then they watched the machinima video, which was
stopped after five idioms and then viewed again. Students had to compare their ideas with
the actual meanings of the idioms. After checking and correcting, students were asked to
mark seven idioms they liked best. Individually they produced sentences in which they used
the idioms chosen. Their productions were shared with others in groups of four. Group

members tried to translate the sentences into Czech.

According to the teacher her students enjoyed the activities, were interested in the idioms

and felt they had learnt a lot and so had the teacher. For her it was interesting to see the
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different ideas students had about different meanings. A few sessions later, students were
asked to write an essay including some of the idioms learnt, which provided great results.

3.3.3.2 A mystery story machinima used in a general English class

The Czech teacher had chosen a mystery story, Midnight Mystery (Kibishipaul TV,2012) to
use in the classroom. The machinima had originally been created for ESL classes. The topic
is a burglary and it was intended to practice words and expressions related to facial

descriptions, simple commands and verb tenses.

In a first step the teacher showed a few seconds of the machinima and asked the students to
summarize what they had seen. They were asked to read their summaries to each other in
pairs. Then three students were asked to read their summaries aloud to the rest of the class.
In a further step the students had to predict what will happen next and note their ideas down
in two or three sentences. Some pupils read their predictions aloud. This procedure was
repeated until all of the machinima had been watched. Towards the end everybody read their

last prediction out loud.

The teacher reported that her students were eager to know what would happen. She thought

the predictions were really inspiring; especially the last predictions were interesting as the

students all had similar ideas, which were different from the actual ending of real story, which

everyone was surprised about. All students were totally absorbed with the story and engaged

in their ideas. They were also asked to change grammar structures like past simple, past
continuous, future O6will 6 and the teacher noti ce

these activities. At the end of the session students provided the story with their own titles.
34Surveyof Czech | earnersdo experience with machininmnm

Sixteen students, seven female and nine male, responded to the questionnaire. They were
all attending a Secondary School in the Czech Republic. All stated that they were familiar
with 3D environments. None of the students had ever created a machinima. It is noticeable

that all students responded to all questions throughout the survey.

Students were asked to mark the statements1-15 on a scal e of five from

agree, undecidedbéongl g§gdids sqggee@ dand O6str
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Statement No Strongly agree undecided disagree Strongly
agree disagree
1. | enjoy watching machinima in 16 18,75% (3) | 75% (12) 6,25% (1)
my lessons.
2. | enjoy making machinima in my 16 This cohort of responders did not create their own machinima and
lessons. therefore did not respond
3. Short machinima are better to 16 37,5% (6) 56,25% (9) 6,25% (1)
help me learn.
4. Ilearn a lot with machinima. 16 16% (2) 62,5% (10) 25% ( 4)
machinima help me to learn new 16 44% (7) 56,25% (9)
words.
6. machinima help me to 16 6,25% (1) 93,75% (15)
understand new grammar.
7. machinima help me to improve 16 637,5% (6) | 50% (8) 16% (2)
my listening.
8. machinima help me to improve 16 6,25% (1) 16% (2) 6,25% (1) 75% (12)
my speaking.
9. machinima help me to improve 16 16% (2) 56,25% (9) 31,25 (5)
my writing.
10. Watching machinima is fun, but | 16 16% (2) 6,25% (1) (69% (11) 16% (2)
am not learning anything.
11. The avatars dong 16 31,25 (5) 56,25% (9) 16% (2)
12. | find it difficult to learn a 16 18,75% (3) | 44% (7) 31,25% (5) | 6,25% (1)
language if the avatars do not
show what they feel.
13. | learn and understand the 16 62,5% (10) 37,5% (6)
subject better with machinima.
14. | will continue learning with 16 16,25% (1) | 16% (2) 50% (8) 25% (4) 6,25% (1)
machinima in the future.
15. machinima help me to learn on 16 18,75% (3) | 75% (12) 6,25% (1)
my own.
Figure19St udent sd responses to statements in regard:
The survey results show that the great majority of the students enjoyed watching the
machinima as 75% agreed and 18.75% strongly agreed. Only one student disagreed. All
students stated that machinima helped them to learn new words to which 44% strongly
agreed and 56.25% agreed. Everyone agreed and one student strongly agreed, that
machini ma hel ped them to | earn grammar shoAl | but
machini ma help. to | earn betterd
I't was significant to see that mahrfmadtelpsddggr eed wi t
i mpr ove shAsa@kentwigich only 16% agreed and one 6.25% strongly agreed with.

It can be assumed, that the teacher on this course focused on listening and writing skills in

her lesson with machinima rather than on speaking skills.

(@

Students were in two nbaamedns undeostandthe subjecttbéiter witht h e y

machinima 6 , a statement to which 62.5% agreed and

25



ﬁ

It is remarkable that the majority of students believes, that they can learn from machinima -

Language Learning with Machinima “ ooy
EU funded CAMELOT project (2013-2015) Programme

apart from being fun, and that machinima foster autonomous learning, which 75% agreed to
and 18,75% strongly agreed to, whereas only one student disagreed to the statement that
machinima help students to learn on their own. 56.25% of the responders agreed, that the
avatar s don Gahd 3L.26@ven stranglyutagreet! with this statement, whereas 16%

di sagreed. 44% agreed and 18théyiimbitdficedtnolesrha ongl y a
|l anguage i f the avat ar s 31R26% disagteedsamd®.85%vethoagly t hey f e

disagreed with this statement.

Students were not so clear about whether they wanted to continue learning with machinima
in the future, taking into account that they had been exposed to learning with machinima in

one lesson only.
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Figure 20: St ude mtesvibhmhohisimani ng experi e

Students were asked about their learning experience with machinima. As the graphic (Figure
20) shows, the majority felt comfortable (69%) with machinima, 44% were curious, 37%

satisfied, 25% felt happy, 18.75% felt motivated, 16% felt excited, whereas 18.75% found it
hard to say and only 6.25% actually felt confident. It is remarkable that 31.25% felt confused,
25% felt even scared, but only 6.25% felt bored. The survey shows that the students learning
with machinima were satisfiedand mot i vat ed, which totally

assessment. Students were also asked to state whether they considered machinima as good
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as normal videos, which 68. 75% mahokeenio maikdadh Oy e s 6
t he quest i oredsemetnbtewdrthycommentsregarding the problems

encountered with machinima:

O«

The sound quality was not good.
0 The graphics were awful.

0 People in machinima do not speak well.
0 They donét | ook as natur al as normal videos
Whereas some students did not see any difference between using machinima or real life

videos in a session, others saw some major advantages in the use of machinima:

0 Machinima are funnier to watch than normal videos.

0 They are fun to watch.

0 | can learn a lot with machinima.

0 machinima practice listening skills.

0 They are fun to learn with.

0 machinima help to understand grammar and learn new words.

3.5 Conclusions: Piloting machinima (UWB)

The survey as well as teachersé feedback reveal
machinima were quite successful. Students enjoyed the novelty of using machinima in the
classroom and according to the teacherds | esson
depending on the specific skills that needed practicing. Though one teacher remarked on the

extra work implied when using machinima, teachers are not expected to reinvent the wheel,

therefore the CAMELOT Project (WP4.18 and WP4.2°) provides general and specific

guidelines for teaching with machinima including a great variety of activities for different

language levels. The Guidelines (CAMELOT Project, 2013-2015) serve as a sample of good

practice and can always be added to.

8 See general guidelines about the use of machinima in classrooms:
https://docs.google.com/document/d/1kgUudWmQ_MztPDIX7L7q87VW3s1JgsgoD3WHiSJzrkE/edit?usp=sharing
9See specific Guidelines from machinima produced in WP2:
https://docs.google.com/document/d/laryuBxGpvYS5je2FXDgH4wz UyjZEnuM1PjsLIKng9o/edit?usp=sharing
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4. Piloting machinima with Learners of Turkish: University of Istanbul (UIST)

The Turkish CAMELOT Project Partner (UIST) had created five machinima to be utilized as
complementary course material in addition to the units used in the course books for Al level

users of Turkish.

Figure 21: Film 1 CAMELOT Final (https://youtu.be/p68AEkEbVL4)

Figure 22: Film 2 CAMELOT Final (https://youtu.be/M561UoRsTe0)

Figure 23: CAMELOT Final (https://youtu.be/467hhrz14TM)
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Figure 24: CAMELOT Final (https://youtu.be/nUHZ15y83d4)

Figure 25: CAMELOT Final (https://youtu.be/W6ZSacrGfEM)

Five teachers piloted these readymade machinima in their classes, whereas one teacher
created machinima with her students and one teacher trainee reported about his experience
with creating machinima in Second Life® with a group of four other trainees. The number of
participants in the seven courses varied between 24, 20, 16, 12, 9 and 13 and 4 students.
The research aimed to find out whether and how the use of machinima could enhance

language learning

4.1. Technical Issues encountered

Four teachers, piloting machinima, reported problems with slow internet connections or with
the graphics that did not work properly. Two teachers had massive sound issues, which
could be solved by exchanging loud speakers or consulting other technical support which
other teachers also received by getting the IT department to improve the internet connection

and speed. One teacher reported that s/he had his/her trainees work from home as a result
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of poor connect i viomputers. Two teachers stated cthatathey déd s10t ltave
any technical issues. One of them, a teacher trainee, who had created her machinima
collaboratively with other trainees did not see any issues for people in creating their own
machinima and thinks that there is no technical problem that cannot be solved. In the end all
teachers found a solution to their technical issues.

4.2 Use of machinimain the Classroom (UIST)

Most of the machinima implemented were ready-made and used to accompany the course
book to exemplify units and dialogues and enhance communication skills. One teacher
reported that some of his students did not take the session seriously, because they regarded
the machinima as a video game. This concern was also shared by another teacher who
argued, that compared with real life videos, machinima can be regarded as video games and
therefore not be taken seriously.

The machinima were utilized in different ways. In one case students were asked to produce
similar phrases and sentence structures after watching the machinima. Thus students had a
model of authentic Turkish pronunciation, intonation and phrases used in the machinima,
before starting to produce their own phrases. Others used their machinima to practice
grammar and vocabulary. One teacher, who had created her own machinima using her own
lesson plan had her students watch the video and guess the ending or write a background
story to the machinima. She prefers using her machinima in the physical classroom as she
wants t o s e eredcteons todtivhileveatching the film. Yet, another teacher
provided her own activities with the machinima and did not follow a readymade lesson plan,
which she does not consider as useful, because some details could be missing in readymade
materials or lesson plans. She would prefer interactive machinima, where the students can
make their own decisions in the learning process. She likes to use machinima for speaking
and listening activities or as an activity to end the lesson with. Though using her own
activities, when teaching with machinima, one teacher thought that readymade lesson plans
provided with the machinima were very useful. Some teachers used both, the readymade
lesson plans as well as their own activities or adapted readymade lesson plans according to
their needs and studentsdé demands. Though the ma

about the use of machinima, one teacher did not think much of teaching in the virtual
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classroom or with machinima as he believes in the value of traditional teaching. He did not
think that readymade lesson plans provided with machinima were useful as they were not
compatible with his own plan. Consequently he did not think that machinima videos
enhanced his language teaching. Another teacher, who was fairly positive towards teaching
with machinima, reported about problems he had with adjusting the language level of the
machinima that had been created for him.

One teacher, who used the machinima in the physical classroom prefers using it in-world as
she thinks this is more effective, whereas others prefer it the other way round. The biggest
advantage of using machinima was seen in its novelty, especially when students are bored
with the normal videos. A teacher trainee, who had his students create their own machinima
involving the learners in the process, reported that it was sometimes difficult to see the
purpose of the machinima and visualize and contextualize a specific topic to be filmed. He
prefers short machinima, which actively involve students and include activities students could
practice their language with by note taking, responding to questions or completing the story.
In his view the use of machinima helps students in their learning progress as long as they
exchange ideas and structures and practice the language they experienced in the machinima

by communicating with others.

4.2.1 Teacher Trainees Creating their Own machinima

A group of four teacher (CAMELOTProjectEU, 2015) trainees created a machinima for

language teaching in SL. The trainees worked collaboratively on creating their machinima.

One of them even used the machinima in a private language club and reported that the

audience was enchanted by the product, which does not surprise as this trainee shared

ownership of the product and hence could bring across the content enthusiastically, whereas

ot her teacher s, who used readymade machini ma wer
products (Schneider, 2015 p.13%9).

As the teacher trainees did not have the opportunity yet to really teach with machinima in

their own classes, they were not sure about the genre of machinima to be used, yet.

10 pjjot and MOOT Evaluation, Schneider, C. (2015):
https://docs.google.com/document/d/14vIDOdPXper mxjVculsarlKrk7gBt7RASWdwpTJHaE/edit?usp=sharing
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However, they think that machinima would appeal most to young learners, because they
would enjoy the animations. They owwatahingg | y
videos and therefore machinima videos will certainly attract their attention. This cohort of
language teacher trainees in their final year of training were very motivated to continue with
creating machinima. They already won a number of awards on national and international
level and it was reported that the newly acquired skills helped one student to get accepted for

a Fulbright Scholarship.
4.2.2 Lack of mimic and gestures in machinima

The lack of facial expressions and gestures was criticized by most teachers. Mimic and
gestures were considered as an important part of communication, especially for language
learners, but were missing in all the machinima piloted. This was considered as a
requirement for future improvements. One teacher stated that non-verbal clues build an
essential part in communication as for example body language is needed to clearly convey
intentions. As the avatars in machinima have little variety in mimics this teacher thinks that

real life videos are better than machinima.
4.2.3 Machinima convey cultural differences

Undoubtedly cultural differences can be well conveyed via machinima as most piloting
teachers agreed, especially one teacher who had her Erasmus students create a new

machinima after discussing a machinima in the classroom comparing similarities and

believ

di fferences to peoplebds own culture. According t

create new machinima to demonstrate such differences than to have people act for a real life

video in a real life scenario.

Another example of conveying cultural differences through machinima was given by a
teacher, who had created a machinima to show the cultural differences between the

reactions of parents, when their son and daughter talked about getting married. The
machinima conveyed the Turkish culture, whereas the other students tried to explain their
own cul tural point of view. According to a
conveyed via machinima through different characters or avatars and by adding visual clues

to the scenarios and actions.
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However, one teacher felt that the scenes in the machinima were very artificial and therefore
only real videos can convey the feeling of real context and real life. He therefore thinks that

machinima are unsuitable for conveying cultural issues.
4.3 Advantages of using machinima (UIST)

According to one of the piloting teachers lessons could become too traditional without
machinima or other technical devices and students would easily get bored. He sees the great
advantage in working with machinima as they can be created with a special focus on any
issue that should be highlighted in a specific lesson. A more traditional teacher argued that
his students did not learn much with the readymade machinima he piloted. He had to
convince his students to change their minds about the value of machinima in learning as they
were frustrated that things did not work the way they had expected. The teacher sees the
main disadvantages of the readymade machinima in their artificial settings and believes that
only real videos can convey the feeling of real context and real life. For another teacher, who
likes using both, machinima and real life videos, the readymade machinima were more
suitable than having to create them herself as this saved time. However she would always
look for machinima that practice what she teachers. This is why some teachers see the
advantage of using machinima compared with real life videos as they can easily be designed
and created according to what is needed in the course.

One teacher reported that machinima helped her students to learn better, because her
students were more interested and felt more motivated than in the lessons without
machinima. Some considered tech-based tools as attractive and interesting for most
students and as one teacher reported, her students were impressed by the new material and
eager to learn. Though one of the teachers commented that she did not see much difference
between the use of machinima and real life videos. She thinks that in both cases short films
attract students more than the long videos, students get easily bored with. Thus she sees the
great advantage of machinima compared with real life videos that they can be created
instantly for specific purposes, foci or topics in a lesson. In this respect machinima were
considered as effective learning tools as they enhance language learning providing topics
and matters in context. One teacher praised the variety machinima added to her lesson

which encouraged her students and automatically increased their motivation.
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According to one of the piloting teachers the machinima used in her sessions were quite
effective for revision and consolidation as they supported her students in their learning
process. From her experience the machinima helped her students to learn better as they
provided more input than in the classes without machinima as her students were listening to
authentic language which they then practiced. As a result her students had improved their

pronunciation for example.
4.4 Conclusions: Piloting machinima (UIST)

Most teachers agreed that machinima videos enhanced their language teaching in a positive

way, because of studentsdé6 high motivation in the
that machinimavideosaddtothequal i ty of | anguage | earning by dr
which makes the lessons more effective. They claim that as long as machinima interest the

students, they are helpful for them and add to the quality of language learning because of

new technology, new material and new concepts even though teachers also fear, that the

initial motivation might drop after students are used to working with machinima. Not all

teachers shared the generally positive view about machinima as one teacher remarked that

machinima cannot help in language learning and hence not contribute to the quality of

language learning, they can just add a bit of variety.

As the field testing of machinima could only be carried out within a limited time span with a

fairly small number ofteacher s and courses, it is impossible t
reports that the use of machinima videos helped students to learn better than without them

as this could not be assessed by the teachers, because it would have required some further

research including some corresponding control groups in order to determine the significance

of change in the |l essonsé quality with machini ma
4.5 Post piloting questionnaire evaluation by UIST students!!

A post piloting questionnaire was completed by 57 learners 56.14% male and 43.86%

female.

Usur vey results of the post pihttpastwwnsurveymanieenetiresulis/Sidu e st i onnai |
P2YX58MC/
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Figure 26: Learners age groups

Most learners, 62% were between 12-21 years old, 14.29% between 22-26 years old,
23.22% were older than 26 years

87.82% of the learners came from higher education, whereas 12.28% came from secondary

schools. Students were asked how they learnt about machinima.

The majority of responders (68.52%) was familiar with 3D environments or computer games,

31.48% claimed they were not.

Most learners (82.14%) have not created machinima yet, whereas 17. 86% have. Due to the
fact that the following question referred to operating in a virtual environment only a few

learners (18.76%), who had experiences with SL responded.
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Figure 28: Did you have problems in your lessons? Choose from the list.
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were equally responded to by one person only.
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Figure 29: How do you feel about the learning experience with machinima.

From a list of sixteen items, learners could choose how they felt about their learning
experience with machinima. It is remarkable that 36.84% of learners stated that they were
motivated by learning with machinima, whereas the same amount of learners felt bored.
29.82% felt happy, 26.32% comfortable, 22.81% curious, 21.05% excited, 19.30% satisfied,
10.53% confident , 5.26% anxious. 26.32% marked, that it was hard to say what they felt.
17.54% felt confused 12.28% sceptical, 10.53% frustrated, 7.2% scared and 3.51%
disappointed,

Learners were in two minds about whether machinima is as good as normal video in the
l esson. 54.55% responded with 6énobé 45 (45%) with

responses to 15 statements learners agreed or disagreed to.

The majority of learners agreed (32.14% strongly and 30.36% agreed), that they enjoyed
watching machinima, 12 (50%) were undecided, whereas 16.07% strongly disagreed and

8.93% disagreed with this statement.
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1(1) 2(2) 3*(3) 4(4) 5(5) Total
| enjoy watching 32.14% 30.36% 12.50% 8.93% 16.07%
machinima in 18 17 7 S 9 56
my lessons
I enjoy making 18.52% 16.67% 18.52% 18.52% 27.78%
machinima in 10 9 10 10 15 54
my lessons
Short 24.56% 31.58% 15.79% 10.53% 17.54%
machinima are B 18 9 6 10 57
better to help
me learn
I learn a lot with 16.07% 17.86% 19.64% 25.00% 21.43%
machinina 9 10 1 14 12 56
Machinima help 21.05% 45.61% 7.02% 7.02% 19.30%
me to learn new 12 26 < < 1" 57
words
Machinima help 15.79% 24.56% 19.30% 22.81% 17.54%
me to 9 14 1 13 10 57
understand
new grammar
Machinima help 43.64% 36.36% 1.82% 10.91% 71.27%
me to improve B 20 1 6 < 55
my listening
Machinima help 24.56% 40.35% 8.77% 15.79% 10.53%
me to improve B 23 S 9 6 57
my speaking
Machinima help 10.53% 7.02% 21.05% 26.32% 35.09%
me to improve 6 < 12 15 20 57
my writing
Watching 21.43% 10.71% 12.50% 32.14% 23.21%
machinina is fun 12 6 7 18 13 56
but | am not
learing anything
The avatars 42.11% 15.79% 14.04% 19.30% 8.77%
don’t look 24 9 8 1 5 57
natural.
I find it difficult 25.00% 33.93% 16.07% 12.50% 12.50%
to learn a 14 19 9 7 7 56
language if the
avatars do not
show what they
feel

Figure 30.1: Statements to agree or disagree with.

The stakteemejndoy 6maki ng ma c hnviasotnekvant for theynajdritgaf s on s 6

the learners as they were exposed to readymade machinima used in their Turkish lessons.
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Most agreed (31.50%) or strongly agreed (24.56%) to the statement &hort machinima are
better t o hthdugh1mbd% dtrengly disdgreed and 10.53% disagreed, whereas
15.79% were undecided.

There was more disagreement (12.43% strongly disagreed, 25% disagreed) than agreement

with the statement | learn a lot with machinima, to which only 16.07% strongly agreed and

17.86% agreed. 19.64 % were undecided. However it is significant that 21.05% strongly

agreed and 45. 6mé&c migmiema , helhmatt e nonly ©02% ear n new
disagreed and 19.30% strongly disagreed, 7.02% of the learners were undecided.

15. 79% strongly agr eedmahmnaelp.ther tdoundegstarel@aelv t hat 06
g r a mmich@lmost the same number of learners who disagreed (22.81%) or strongly
disagreed (17.54%) with this statement, whereas 19.30% were undecided.

It is significant to observe that a great majority of learners strongly agreed (43.64%) and

36.36% agmaedhdimnhanta del p them t or27%spongyve t heir | i
disagreed and 10.91% disagreed with this statement, one learner was undecided.

A similar high | evel of positive machipinnarhalpes was a
me t o i mpr ov etowhch 40% agee&d 24.5666 strongly agreed, 8.77% were

undecided, 15.79% disagreed and 10.53% strongly disagreed.

As regards to writing skill s ac bhraghinvimadhelprher ough ma
t o i mpr ov e wansgtrongly disagrerdgnith by 36.09% and disagreed with by 26.32%.
21.05% were undecided, whereas 7.02% agreed and 10.63% strongly agreed with the

statement.

It was interesting that the majority disagreed (32.14%) or strongly disagreed (23.21%) with

t he st aWaetntetnitngd machini ma i s fun, 2b4B%stionggm not |
agreed and 10.71% agreed with the statement, 12.50% were undecided. Most learners

agreed (42.11% strongly agreed, 15.79% agreed) with the statement6t hat 6t he avatar
| ook n 2a4t040% veele dndecided, 19.30% disagreed and 8.77% strongly disagreed.

As regards to using machinima in language learning it was remarkable that 25% of the

|l earners strongly agreed and 3 3.dofiGubtoleagnmraeed t o t h
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|l anguage i f the avat ar s16.076were undesided, 22.500h at t hey f e
disagreed and the same number of learners strongly disagreed with this statement.

19. 30% of the |l earners strongly agreedleannd just
and understand t he subj whereas 2®5% desagreediariddi9.30%a c hi ni ma
agreed, 21.05% (12) were undecided.

I learn and 19.30% 19.30% 21.05% 21.05% 19.30%

understand the 11 11 12 12 11 57
subject better

with Machinima.

I will continue 14.29% 21.43% 26.79% 8.93% 28.67%
learning with 8 12 15 5 16 56
Machinima in

the future.

Machinima help 14.55% 27.27% 12.73% 16.36% 29.09%

me to learn on a8 15 i 5 16
MY oW

Figure 30.1: Statements to agree or disagree with continued.

28.57% of the students str ongltheywlllicantingerleareiy, 8. 9 3¢
with machi ni ma6.79% werehuedecfded wherem21.43% agreed and 14.29%

strongly agreed to continue learning with machinima in the future.

About half of the participants agreed (27.27%) agreed, 14.55% strongly agreed), that
ma ¢ h i rhelptteem to learn ontheirownd, 16. 36 % di sagreed with this

even disagreed strongly.

Slightly |l ess denrtrinrues liemdremidngdg owidot @148 c hi ni ma i
agreed and 14.29% strongly agreed). 26.79% were undecided, 28.57% disagreed strongly to

continue with machinima, 8.93% disagreed.

From the survey results it is interesting to see that learning with machinima seems less

popular among some of the learners than assumed by their teachers according to the
teachersd surveys and focus group discussions.
the questionnaire it could well be, but cannot be proved, that one of the group of learners

with a large number of participants, who was described as reluctant towards machinima,

responded to the survey and others who had a more positive attitude skipped the survey..

39



s Sh

Y , . - Lifelong
Language Learning with Machinima m ooy
EU funded CAMELOT project (2013-2015) Programme

5. Using machinima at the National Defence University (NDU)

5.1 Teachersd experiences with machini ma

Three teachers were involved in the field testing of machinima at NDU, testing English and
Polish machinima at beginners and intermediate level. The participants were soldiers, both
officers and non-commissioned officers between 25- 50 years old. The machinima were

integrated into the course curriculum revising grammar.

One teacher used machinima with a group of 15 military students at Al Level. She is
convinced that using machinima in the classroom will help to bridge the gap between a
traditional approach and learning with innovative technology. The teacher considers
readymade lesson plans along with the machinima as particularly useful for teachers not
familiar with machinima as a guideline how to implement machinima into a language session.
She sees a great advantage in creating machinima as they can be created with low cost and
are innovative for students. On the other hand she sees a disadvantage in the fact, that one
needs a good computer with a good graphic card to create machinima of good quality and
she also feels that the movements are not smooth enough to look professional when creating

machinima.

Another teacher of Polish used machinima with two intermediate level groups of fourteen 25

to 50 years old soldiers (officers and non-commissioned officers). This teacher agrees that

cultural differences can be conveyed via machinima such as looking at different locations in-

world or discussing different kinds of clothes. It was interesting that this teacher reports that a

number of her students described the movements of the characters in SL and the facial
expressiomatas abdonodstranged and O6stiffé and cor

machinima as boring.

The most important use of machinima for this teacher is to have her students listen and
repeat. She regards mimic and gesture as very important in a machinima and if these are
appropriate, then for her a machinima is just as good as a real life video. In her lessons the

teacher uses a variety of methods to trigger stu

The teacher used the following machinima with an Erasmus group (age 20-25) teaching

Polish for beginners:
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The first two machinima were used following the course curriculum to present new grammar

structures as well as to have the students create their own dialogues. The teacher used gap

filling activities along with the machinima and had her students create their own texts and

use the voice over technique to create new dialogues for the existing machinima. For the first
session with ACo to jestodo the teacher needed 45

sportemd 90 minutes were needed.

C Odpbczynek wjépbhékiej restauracji

L \\\T/ =

Figure 34:i Mo j a p o dr - Gittpg:/youiu. beypRKAb{RBdCK).

The teacher also used the machinima Figure 34 with her military officers group (age 30-40)

during in an intensive Polish course for beginners.

Another Polish teacher presented machinima to two groups of 14 soldiers, each intermediate
level. The main practice skills this teacher applied were watching the scenes and have
students observe the way people talk in the target language and then get started with their
own dialogues. This teacher did not have any readymade lesson plan. She considers
machinima as supporting material for her language courses, not as main tool for teaching
languages. The teacher, who had used the machinima in her English class to recycle
conditional phrases, which was part of the curriculum, reported that her students found the
videos a bit childish and actually prefer real life videos.

5.2 Post Piloting Studentsé Survey (NDU)

39 students took part in the survey, 37 male and 2 female students.
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Figure: 35 Age groups

43-59% of the students were between 37- 50 years old, 28.21% students were between 27

and 31 years old, 25.64% were 32-36 years old. The majority of students (63.16%) were not

familiar with 3D environments, 36.83% were. None of the students created their own

machinima. 71.05% of the students consider machinima not as good as normal video in the

lesson, whereas 28.95% think machinima is as good as normal video in the lesson. The
responses about the | earning experience with mac

assessments how their students felt about machinima, hence, it does not surprise, that

Answered: 39 Skipped: 0
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Figure 36: Experience with machinima
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38.46% were disappointed, 25.64% felt bored, 23.08% found it hard to say and the same
number of students were sceptical. 17.95% felt happy, 15.38% satisfied, 12.82% confused,
10.26% felt comfortable and the same number of students felt frustrated. Only 7.69% marked
that they were motivated.

Half of theresponders6 enj oyed wat chi ng machalfadithemaidmon t hei r |
More people disagreed that they learn a lot with machinima than those agreeing to the

statement. 34.21% agreed and 13.16% strongly agreed that 6 s l machinima are better to

hel p mewhiclel8.068caGlisagreed and the same number strongly disagreed with.

33.33% agreed and 7.69% strongly agreedthat6 mac hi ni ma hel p them to | eec
whereas 28.21% disagreed and 10.26% strongly disagreed with this statement, 20.51% were

undecided. More people disagreed than agreed that machinima help me to learn new

g r a mma rthiz otheChand more people agreed than disagreed, that machinima help to

improve listening and speaking. The majority disagreed that machinima help to improve their

writing. An equal number of people agreeWatchingd di sagr e
machinima is fun, but RAsamlneadyeatataead Banytheng
feedback, the great majority of students agreedthatt he avatars dondt | ook na
The majority of ¢shegewisl shatedonhanué to | earn

However, 29.73% of the student s a theydeard , and 8. 11
understand the subject better with machinim a dévhereas 21.62% of the students disagreed

and 16.22% strongly disagreed to this statement, whereas, 24.32% were undecided. 34.31%

of the students agreed and I1fioditsliffiéslttslearn@angl y agr ee
language if the avatarsdonot s h ow wh a, which b3el§% disagee¢d@nd 10.53%

strongly disagreed with, 31.58% of the students were undecided.

31.58% of the students agreed and the same number of students disagreed to the statement

dnachinima help me to learn on my own.
5.3 Conclusion: Piloting machinima NDU

The survey results of both, teachers and learners, demonstrate, that quite a number of
learners did not warm up to the machinima they were exposed to. Most students preferred

real life videos to machinima. Itis significant compared t o ot her students
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evaluations, how many students felt disappointed, bored and hardly motivated when learning

with machinima.

In order to investigate what caused this sceptical attitude towards machinima, further

research will need to be carried out to answer questions such as:

0 Are soldiers not the right target group to use machinima with?

0 Did the content/topics not appeal to the students?

0 Was the quality of the videos poor?

0 Would a different set of machinima have made any difference?

0 Did the teacheroés attitude influence the st uc
way?

0 Are the students used to videos in teaching?

0 How different would their reactions be to real life videos?

0 Would the students6é attit ud bediffaventdftheysverea v at ar s

involved in creating their own machinima?

These questions would be worth following up in an extended research.
6. Evaluation of post piloting questionnaires for teachers

Additionally to the focus group discussions eleven teachers from Istanbul University, Turkey,
the University of West Bohemia, Czech Republic and the National Defence University,
Poland, who had used machinima in the classroom gave their feedback after field testing.
The responders were all females, mainly between 26 to 35 years old, 25% were over 51

years old.
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Figure 37: Teachersd6 age groups.

Their teaching experience ranged from 1-5 years (33.3%), 6-10 years (33.3%) and 21+ years
(25%).
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Figure 38: Teaching experience
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Figure 39: Use of technology in the classroom.
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The majority of teachers used video in their lessons (75%). 50% of the teachers used
interactive whiteboards and the same number of teachers used the computer lab. 33.3%
used Moodle or other VLEs and only 16% used Second Life® or 3D Environments.

The majority of teachers had been using technology in their lessons between one and five
years (55.55%), others (36.36%) had been using technology for six to ten years, one teacher
for more than 20 years.

The time range teachers had been using machinima varied from just started, a couple of

months to one year.

100%
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Purposes... Integrat... Erasmus) with...

Figure 40: Specification of language course focus.

The language taught was Polish in two cases, all the other courses were taught in English.
The major focus was on Languages for Specific Purposes (63.64%), a smaller percentage
focused on general language, whereas very few focused on international students (for

example Erasmus) and other.

Among the teachers there were four, who responded to the language and subject taught in
their CLIL classes which were: English for Mechanical Engineering, History and Physics in

English, and Polish and English for Military content.
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Figure 41: Teachersd purpose for making use of

All teachers implemented machinima for language practice. 54.55% used it for cooperative
language learning and 45.45% for language production. 36.36% of the teachers used their
machinima for introducing content. Very few responders (18.18%) used the machinima as an
autonomous activity and even less (9.09%) used it as a learning task or introduction to a
subject. Only one teacher had recorded her own machinima and reported that the main
technical issues she had was connecting to Second Life®, finding locations and getting
permissions to film there. Teachers were asked how far they agreed or disagreed to the
following statements on the scale of 1 strongly agree, 2 agree, 3 undecided, 4 disagree, 5

strongly disagree.
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Figure 42: Learning with machinima
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It was remarkable that60% agr eed and 30 % thatmachngrajosteasgr eed O

| e ar .rb4.55 §olagreed and 36.36% strongly agreed, thattheirst udent sé moti vati o
increases when using machinima. Only one teacher disagreed with this statement. It is

interesting that 70% believe that machinima provides a self-study after school, 10% were

undecided and 20% disagreed with this statement.

There was a further set of statements to agree or disagree with, where only the most

significant responses are presented in this evaluation!?, such as 81.82% of the teachers

agreed and 9.09% strongly agreed, that machinima help students to understand and grasp

thelessons. 70 % of the teachers agr ethe/arasaisie@ 0% str on
with the contribution of machinima to their lessons and intend to use machinima to assist

their teaching72.n73 h®® dgrneecdand 18intdn@todse di sagr e
machini ma as aut on o mo6B$4%l oktle teachensglisagreed with the e 6

st at e me students gebsidetracked by machinima, because it is more entertaining than

e d u ¢ a, whereas A8.18% agreed with it or were undecided about the statement.

Another interesting result was t hatbodplanguage% di sag
ismissingintheavatarsand t hi s di swhereas anly ene teathkenstrandgly and

another agreed to this statement. 27% (3) were undecided. It is notable that 45.45% of the

teachers disagreed and one strongly disagreed that machinima is more effective than other

learning materials, to which only 18.18% agreed whereas, 27.27% of the teachers were

undecided.
7 Machinima piloted online through the Lingorilla Learning Platform (LinguaTV)

Lingua TV provides online language courses for companies, educational institutions and
private customers. LinguaTV uses different video formats and digital learning content for their
content production. For the CAMELOT Project LinguaTV used readymade machinima in their
first pilot testing, created by the Polish partner (NDU). Each of the machinima was self-
contained, including a number of interactive exercises. The machinima were not connected
as regards to actors, scenarios or content. For the second phase of field testing machinima,

the LinguaTV film crew shot their own machinima, which were all connected through a

2 Eor further reference please check the survey results: https://www.surveymonkey.net/results/SM-ZB5ZDLMC/
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storyline, a burglary taking place in an Art Gallery, where a valuable picture had been stolen.
Each episode leaves the viewer curious eager to watch the next. Each machinima episode
also includes interactive exercises There were no teachers involved in either of the two pilot
phases. The first pilot course was designed for learners of German at Al level (CEFR) the
second pilot course for A2 level and can be freely accessed via the Lingorilla learning
platform.2® For the field testing evaluation LinguaTV collected responses from their clients

online through Lingorilla. There were no teachers involved.
7.1 Field testing with readymade machinima online (LinguaTV)

For the first set of field testing three machinima were provided by NDU, the same that had
been used in the Polish field testing, but translated into German. The machinima contain a
transcript, subtitles, a dictionary and interactive exercises.

Figure 43: Machinima 6Lernen mit Musi kdéd (Learnin

Figure 44: Video quiz with comprehension activities.

For the video quiz viewers were shown excerpts of the film and had to mark the correct

response from a multiple choice menu. In this case the question was, what the girl did not

13 www.lingorilla.com/af/camelot
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