

[image: image1]
Designing an Effective Learning Environment for Language Learning During the Covid-19 Pandemic












	
	BRIEF RESEARCH REPORT
published: 05 October 2021
doi: 10.3389/fpsyg.2021.752083






[image: image2]

Designing an Effective Learning Environment for Language Learning During the Covid-19 Pandemic

Olkan Betoncu1*, Funda G. Faslı2,3 and Fezile Ozdamli4,5


1Department of Computer Education and Instructional Technology, Near East University, Nicosia, Cyprus

2Turkish Preparatory School, Near East University, Nicosia, Cyprus

3Research Center for Applied Linguistics (RCAL), Near East University, Nicosia, Cyprus

4Department of Computer Information Systems, Near East University, Nicosia, Cyprus

5Computer Information Systems Research and Technology Center, Near East University, Nicosia, Cyprus

Edited by:
Ayhan Çakici, University of Kyrenia, Cyprus

Reviewed by:
Muhammad Bello Nawaila, Aminu Saleh College of Education Azare, Nigeria
 Cem Birol, Final International University, Cyprus

*Correspondence: Olkan Betoncu, o.betoncu@gmail.com 

Specialty section: This article was submitted to Educational Psychology, a section of the journal Frontiers in Psychology

Received: 02 August 2021
 Accepted: 18 August 2021
 Published: 05 October 2021

Citation: Betoncu O, Faslı FG and Ozdamli F (2021) Designing an Effective Learning Environment for Language Learning During the Covid-19 Pandemic. Front. Psychol. 12:752083. doi: 10.3389/fpsyg.2021.752083



The rapid development in IT in the twenty-first century have along with the COVID-19 pandemic have had effects on the field of education, with the need to use technology for educational purposes arising. Mobile phones, which hold a more important place than computers, also became a part of education. In today's world, it is possible to access educational content without any limitation of time and space. Individuals who desire to learn a new language but cannot do so due to financial difficulties or free time have moved toward mobile learning methods. “YIT101” is a mobile application designed to teach Turkish as a foreign language independent from time and location and targets basic Turkish A1 level course content. This application enables users to access information when needed and to learn Turkish as a foreign language outside the classroom environment independent from a formal instructor, allowing them to save time.
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INTRODUCTION

The effects of the crisis that emerged following the World Health Organization announcement on 11 March 2020 regarding the COVID-19 pandemic is still being felt by healthcare organizations and in psychological, financial, educational, and social aspects of life (WHO, 2020). The pandemic affected educational systems worldwide and caused universities and schools to close down (Viner et al., 2020). With the closing of schools, policymakers had to make innovations in order to sustain the education systems (Reimers and Schleicher, 2020).

UNESCO (2020) highlighted the importance of formulating innovative solutions regarding the sustainability of education. Policymakers and educators moved toward producing uninterrupted solutions to continue teaching without any disruptions. This is aimed at making the learning process sustainable (Sintema, 2020). As opposed to the face-to-face educational practices implemented worldwide, the opportunity to use e-learning and m-learning practices as a solution (Babu and Sridevi, 2018) and the main learning source came up (Chun et al., 2021).

Although e-learning was not even on the agenda of many institutions before COVID-19, virtual classrooms and platforms were established globally with the pandemic outbreak. There have been studies on which platforms will be used in education, how the teachers will be supported for e-learning practices (Lockee, 2021), how people without Internet access will be reached (Dhawan, 2020), and how learning will be evaluated (Blume, 2020). Relevant research shows that ubiquitous learning would become the main structure of learning shortly as its functionality will increase with the new technologies and systems (Miah et al., 2020). Mobile learning is a style of education that is independent of time and space (Daud et al., 2021), gives learners access to information at all times, and offers equal opportunities (Kob et al., 2020). Self-learning ability is an important factor in the effective implementation of the learning process through mobile applications. Self-learning abilities can be improved by increasing learners' motivation. Gamification is an education system that aims to increase learner motivation, establish a learner-centered learning setting, involves the student in the process, sets various competitive factors, and achieves learning objectives (Faune, 2021).

Considering foreign language education, it is argued that individuals' interest and concentration rate and their motivation have significant effects on their academic achievements (Denden et al., 2021). If students have fun, get excited, and are motivated during the foreign language learning process (Mustiarini, 2021), the lesson content would become more meaningful and permanent for them.

There have been many scientific studies in recent years on mobile and gamification technologies in foreign language education (Arce and Valdivia, 2020). Based on the given information, it is noted that the use of technology in foreign language education enables learning toward the target language and significant improvements in motivation. It can also be said that the spread of gamified mobile technologies in foreign language teaching would both contribute to the learning process and speed up the process of reaching the desired level.

Additionally, benefitting from mobile technologies in foreign language education is still relevant and current in the field. Mobile-supported learning is mainly observed to contribute to foreigners' listening and speaking education throughout the foreign language learning process (García Botero et al., 2019).

However, there are various challenges in helping foreigners gain the desired basic language skills through the “Turkish as a foreign language” education being offered within the country and abroad (Amalia, 2020). One of the most common examples of such problems is the decrease in students' motivation to learn certain sounds of the language and writing (Sengül, 2014). Another problem is the lack of use of technological innovations in Turkish language teaching.

Various studies from the literature (Zhang and Zou, 2020) highlight the effectiveness of using mobile technologies in foreign language education. The review of relevant literature revealed a limited number of studies on mobile application technologies in teaching Turkish as a foreign language. Also, no studies have been found on gamified mobile applications for teaching Turkish to foreigners in the Turkish Republic of Northern Cyprus. In this context, it becomes evident that there is a need to fill these gaps in the relevant literature.

In light of all this information, this study aimed to develop a mobile e-learning application that would support the gamified ubiquitous learning model by increasing learners' interest and concentration through mobile technologies, helping them learn a language while having fun, and improving their language skills. The study's main purpose was to design and develop a gamified mobile application for university students within the context of the Turkish Language for foreigners.

Learning management systems and e-learning platforms helped to ensure the monitoring of all kinds of tasks regarding learning, (Izumi et al., 2020) had fostering (Ul-Ain et al., 2016) and positive influence on the learning processes (Sáiz-Manzanares et al., 2020).



METHOD

As a research model preferred in material development processes, a design-based research method was adopted in this study. The design-based research method concentrates on design and studying all the designed innovations (Design-Based Research Collective, 2003).

The developed designs need to be continuously implemented for students and re-structured based on their needs. The YIT101 application explicitly designed for Teaching Turkish as a Foreign Language is prepared for the Android platform. The Android platform is globally more popular and used more frequently than other platforms due to its flexibility. According to Statita's data from 2021, Android worldwide use was 71,93%. Also, global design principles and design-based research model guidelines were followed while designing and developing applications.


Data Collection and Analysis

At this stage in the study, first, interviews were conducted with experts who teach Turkish as a foreign language, and the challenges in gaining the four essential skills in language learning were identified. Experts, education technologists, and student opinions were consulted throughout the development process of the application. Semi-structured interview forms were used in order to collect students' views regarding the development of the application. The interviews were conducted with 10 students who participated in the development stage. The researcher conducted the interviews at each stage after the students used the application. The development phase of the application lasted for 12 weeks in total. The following questions were posed to determine students' views:

What are your views regarding the download of the application to your phone and the sign-up process?

What are your views regarding the menu and the content of the application?

What are your views regarding the colors and visuals used in the application?

What are your views regarding the pronunciation activity in the application?

What are your views regarding the listening activity in the application?

What are your views regarding the writing activity in the application?

What are your views regarding the leadership table in the application?

A descriptive research method was adopted to analyze the interview responses used in the study (Strauss and Corbin, 1990). Based on this method, responses were categorized and placed under themes. The application's content was developed according to the information found in the coursebook traditionally used by the students (Istanbul Turkish for Foreigners Coursebook A1).



Application Development Process

The development process of the application is summarized in Figure 1. It also presents the details of all the steps taken at each stage of the cycle. The application was gradually developed, and regular studies were conducted with the students. Questions emerging at the end of the process were analyzed, the then the application was improved and presented to students to use again.


[image: Figure 1]
FIGURE 1. Application development process.



Mobile Application Development Tools

YIT101 application was developed on a device with Windows 10 operating system. Firebase database technology offered by Google was used on the side of the server to store the data. The exact device test of the application with the devices in all dimensions of the emulator was done using a mobile device with an Android operating system.





RESULTS

A needs analysis was conducted before the design and implementation processes of the study in order to determine which topics and purposes the Teaching Turkish as a Foreign Language application would address. An interview form consisting of 10 questions was implemented to the experts who teach Turkish to foreigners in Northern Cyprus and educational technologists.

The needs analysis results indicated that experts generally believe that the YIT101 application would effectively support international students while learning Turkish and that the experts are inclined to take an active part in this process. When experts' use of mobile devices for educational purposes was examined, it was observed that they were mainly used for material sharing (instructional videos or documents), dictionary use, and communication.

The field experts reported that, due to the limitations of the current Turkish language education practices, educational materials developed for this purpose would be beneficial. The application should be designed for the basic needs and characteristics of the learners. They also stated that there are applications for the Turkish language on Google Play but these are not suitable for those learning it as a foreign language. Educational technologists highlighted that the Turkish as a Foreign Language Education (YIT101) application needs to have features that would increase learners' motivation. The field experts who are teaching foreigners the Turkish language through distance education listed the topics they need help with the most at Turkish A1 level and thus should be targeted in the application as The Alphabet, Sound Formation, Meeting and Greeting, Plural Form, Question Tags, Personal Pronouns, Demonstrative Pronouns, Possessives, and Numbers.


Step 1

As stated before, the mobile application was developed based on the regular feedback received.

During this process, the content and usability of the application are evaluated based on field experts' opinions. Interviews were conducted with the field experts, and their views were collected regarding the mobile application. As a result of the interviews, it was decided to include gamification elements into the Turkish education application to increase learners' motivation. Screens and contents for all topics were designed, and the object used on the designed pages were decided with the field experts.

Based on the expert opinions, the most suitable mobile application was written over the AndroidStudio platform using Kotlin and Java software languages. YIT101 application is an Internet-based application; thus, it requests permission to access the Internet during the setup and later when using the application. It informs the user with a warning notification when the device has no Internet connection, and the application cannot be used when the device has no Internet access. Then, the users are required to give microphone access permission to use the pronunciation and speaking activities of the application. This permission is needed for Google's Text-to-Speech API. SplahsScreen from the screen was used while loading the needed data during the opening of the application.


Revisions After Feedbacks

- From the gamification elements decided during the interviews with the field experts and educational technologists, features of the leader board and points were added to the application.

As shown in Figure 2, visuals to help understand the content were added to the menu, which included the content.
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FIGURE 2. Main menu of the application.


Figure 2 shows the main menu of course content prepared by taking the topic and curriculum into account. The users can begin with a topic of their choice and learn at their own pace. Also, they can check which level they are at with the level feature added as another gamification element. The two icons located at the bottom are for the leader board and settings menu, respectively. The application logo was resized and set for all Android versions. Google Crashlystic was used to check and manage the potential errors during the use of the application.




Step 2

The success of a mobile application depends on to what extent the users internalize all features of the application and how much benefit they receive from these features. A well-designed user interface would both help internalize the topic earlier, and increase the application-user interaction (Invonto). There is visual and audio guidance in addition to the written guide to help students learn. Nevertheless, the students reported that clearing the scoreboards at specific intervals and making the main menu more interesting would be good improvements.


Revisions After Feedback

- Scoreboards are cleared weekly via the Google Cloud function (Figure 3). The application includes users' weekly scores table. This part of the scoreboard is cleared once a week to increase the competitiveness feature of gamification. There is also a list of the total scores received by the users. The full scoreboard is not cleared in any way. It presents the accumulated points received by all the correct answers given by the users.

- Pronunciation check activity (Figure 4) was added for all topics. This helps learners, in the pronunciation section of the application, to check learners' pronunciation of the words and sentences taught at the end of each activity.

- Text-to-speech feature was added to help learners listen to the audio of the texts.

- Putting the dialogue in the correct order activity was added with the drag and drop technique. This added variety to the application and increased the number of the acknowledged scientific methods used in language learning.


[image: Figure 3]
FIGURE 3. Score board.
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FIGURE 4. Settings menu.





Step 3

Once the students touch the correct answer, a visual reinforcer such as “correct” or “bravo” appears on the screen along with a verbal reinforcer. However, as the field experts reported that the verbal reinforcer would distract the learners, they suggested adding a sound effect. To ensure learning, the wrongly answered questions are presented to the students at the end of the activity again so they learn the correct answer.


Revisions After Feedback

- Verbal feedback was replaced with sound effects.

- All topics were fostered with visuals.




Step 4

A significant part of the application was completed and downloaded to the learners' phones at this stage. The students were asked to use the application for two weeks as part of the YIT101 course. The final opinions were collected from the students and the field experts at the end of the two weeks. The feedback from the students showed that the students with e-mail accounts other than Google experienced problems while entering the system as all users are required to sign in with their Google accounts. The students also suggested that the gamification elements create a competitive setting and continue learning to beat their friends.


Revisions After Feedback

- The students were given the option of using a different e-mail address to enter and sign in to the application. Hence, individuals without Google accounts could also easily use the application.

- Settings window (Figure 4) was added to the application. The users were allowed to turn off the sound effects used for correct and wrong answers and the on-touch vibration of the application from this window. Thus, the users could study in settings when they need to be quiet and save on battery life during more extended study periods.

- It was decided to use customized sounds in the listening and other sections; so, the sounds were changed.

Upon completing the necessary evaluations and arrangements, the final version of the application was uploaded to Google Play.





DISCUSSION AND CONCLUSION

Foreign language learning is ensured by improving reading, writing, listening, and speaking skills (Darancik, 2018). A variety of mobile applications, either for reasonable prices or free, are designed to improve these skills. This study aimed to develop a gamified mobile application to foster individuals' learning of Turkish as a foreign language. The education of students learning Turkish as a foreign language necessitates the use of applications that are tailored for individual learner differences, current student profile, supported by technology, create independence of time and space, help students access information at all times, and give equal opportunities in education (Kob et al., 2020). Design-based research methods were preferred at the first stage of the study, the software development phase. Based on user opinions, it was concluded that the design of the YIT101 application, which was developed through a design-based research process, was found to be satisfying, user-friendly, and filled with valuable content. Special attention was paid to making the application easy to understand and use in its visuals (colors, drawings, text, photographs, etc.). Although the dimensions of the objects are different from real life, they should be used in an appropriate and understandable scale on the screen (Çiloglu et al., 2021); otherwise, it may result in a conflict on the part of the students. In this regard, it is noted that easy, understandable, and simple materials need to be developed (Evren, 2016). As the building block of foreign language education, vocabulary learning has become rather practical and easy with mobile language learning applications (Kacetl and Klímová, 2019). An important method in ensuring a fun and continuous learning is to gamify the learning process. Thus, gamified mobile applications have an important place in language education (Sen, 2019). The application developed based on typing and writing would then increase the memorability of the learned vocabulary by using reading, writing, listening, and speaking features together. The suggested application educated the user with more than more sensory organs and taught longer-term vocabulary (Kuşçu, 2017), which increased the variety offered and improved memorability.

When the process outcomes were reviewed after developing the material, different activities such as drag and drop, multiple choice, pronunciation check, and ordering the dialogue were added to the activities as a variety to the written or typed activities. This enabled users to stimulate reading, writing, speaking, and listening, as the four basic language skills. Another decision made within the application was to involve gamification elements in order to increase students' motivation. Scoring and leadership list systems were used in the application to increase and achieve the competitive factor as one of the gamification elements. It is believed that this would increase the competition among students and encourage long-term, more permanent learning. When continuing to review the outcomes, it is seen that more accurate and understandable reinforcers need to be given to the users. If the reinforcers given at the end of the activities are not suitable, they might distract the learners and not trigger the necessary motivation. It was thought that presenting learners with the questions they could not answer correctly only once would not sufficiently reinforce the topic and so aimed to be reinforced by asking them again at the end of the activity. It was concluded that visuals and different sound effects as reinforcers would be crucial for motivation. One of the most basic principles of mobile application, without a doubt, is to give learners freedom (Altuntaş, 2017). In this regard, there is a need for settings panels to help users turn off the sound and vibration, considering that they might want to or in settings where they cannot use the application with sound. This way, the learners can study in a setting where they need to be quiet and save on battery life to study for more extended periods. If the designed applications would require the users to set up profiles, they need to consider using different e-mail address accounts. The users should be able to set up their accounts with different e-mail addresses.

In conclusion, this study emphasizes the issues to be considered in terms of content, usability, and interaction while developing interactive mobile application materials for students learning Turkish as a foreign language. The international literature includes many studies on mobile technologies in foreign language education, especially English language education. However, the number of practices and studies for the Turkish language within TRNC and Turkey was insufficient. It is hoped that the developed application would contribute to this gap and provide guidance for future studies.



DATA AVAILABILITY STATEMENT

The raw data supporting the conclusions of this article will be made available by the authors, without undue reservation.



ETHICS STATEMENT

The authors assert that all procedures contributing to this work comply with the ethical standards of the relevant national and institutional committees on human experimentation. All participants gave written informed consent in accordance with the Declaration of Helsinki. The study was approved by the Scientific Board of Near East University. The patients/participants provided their written informed consent to participate in this study.



AUTHOR CONTRIBUTIONS

OB designed and carried out the study and contributed to the analysis of the results and to the writing of the manuscript. FF designed and carried out the study, collected data, and contributed to the writing of the manuscript. FO contributed to the analysis of the results and to the writing of the manuscript. All authors contributed to the article and approved the submitted version.



REFERENCES

 Altuntaş, B. (2017). Y Kuşağinin Mobil Öğrenme Uygulama Tercihini Etkileyen Faktörlerin Incelenmesi. İnsan ve Toplum Bilimleri Araştirmalari Dergisi 6, 89–104. Retrived from: http://www.itobiad.com/en/download/article-file/368483


 Amalia, I. (2020). The application of mobile assisted language learning (mall) in teaching pronunciation. Ijlecr-Int. J. Lang. Educ. Cult. Rev. 6, 194–203. doi: 10.21009/IJLECR.062.20


 Arce, N. H., and Valdivia, A. C. (2020). Adapting competitiveness and gamification to a digital platform for foreign language learning. Int. J. Emerg. Technol. Learn. 15, 194–209. doi: 10.3991/ijet.v15i20.16135


 Babu, G. S., and Sridevi, K. (2018). Importance of e-learning in higher education: a study. Int. J. Res. Cult. Soc. 2, 1–8. Retrived from: https://www.Academia.Edu/36868903/Importance_Of_E_Learning_In_Higher_Education_A_Study


 Blume, H. (2020). Getting Free Internet is Hard for Poor Students Despite Provider Promises. New York, NY: The Los Angeles Times.


 Chun, H. K., Comyn, P., and Moreno da Fonseca, P. (2021). Skills Development in the Time of COVID-19: Taking Stock of the Initial Responses in Technical and Vocational Education and Training.


 Çiloglu, T., Özeren, E., and Ustun, A. B. (2021). Mobil Uygulama Geliştirme, Yayimlama Ve Ekonomik Gelir Etme Aşamalarinin Incelenmesi: Ios Ve Android Sistemlerinin Karşilaştirmasi. Yeni Medya Elektronik Dergisi 5, 60–77. doi: 10.17932/IAU.EJNM.25480200.2021/ejnm_v5i1006


 Darancik, Y. (2018). Students' views on language skills in foreign language teaching. Int. Educ. Stud. 11, 166–178. doi: 10.5539/ies.v11n7p166


 Daud, N. A. M., Jalal, F. H., Zain, N. M., and Noh, N. (2021). A needs analysis on the development of a mobile learning (M-Learning) module for multicultural counselling. J. Contemp. Issues Bus. Govern. 27, 5230–5242. Retrived from: https://cibg.org.au/article_10912_0a290fbe9d41a905cdb313f305836a5b.pdf


 Denden, M., Tlili, A., Essalmi, F., Jemni, M., Chen, N. S., and Burgos, D. (2021). Effects of gender and personality differences on students' perception of game design elements in educational gamification. Int. J. Hum. Comput. Stud. 154:102674. doi: 10.1016/j.ijhcs.2021.102674


 Design-Based Research Collective (2003). Design-based research: An emerging paradigm for educational inquiry. Educ. Res. 32, 5–8. doi: 10.3102/0013189X032001005


 Dhawan, S. (2020). Online learning: a panacea in the time of COVID-19 crisis. J. Educ. Technol. Syst. 49, 5–22. doi: 10.1177/0047239520934018


 Evren, F. B. (2016). Grafik arayüzlerin tasarim ve kullanilabilirlik açisindan incelenmesi: Android ve iOS. Turk. Online J. Design Art Commun. 6, 400–418. doi: 10.7456/10604100/004


 Faune, N. (2021). Game-Based and Gamified Learning Within the Elementary Classroom. Available online at: http://hdl.handle.net/1828/12916


 García Botero, G., Questier, F., and Zhu, C. (2019). Self-directed language learning in a mobile-assisted, out-of-class context: do students walk the talk?. Comput. Assist. Lang. Learn. 32, 71–97. doi: 10.1080/09588221.2018.1485707


 Izumi, T., Sukhwani, V., Surjan, A., and Shaw, R. (2020). Managing and responding to pandemics in higher educational institutions: initial learning from COVID-19. Int. J. Disaster Resil. Built Environ. 21, 51–66. doi: 10.1108/IJDRBE-06-2020-0054


 Kacetl, J., and Klímová, B. (2019). Use of smartphone applications in english language learning-A challenge for foreign language education. Educ. Sci. 9:179. doi: 10.3390/educsci9030179


 Kob, C. C., Kannapiran, S., and Shah, A. (2020). The Usage of Mobile Learning: Comparative Studies among Technical and Vocational Education Students in Selected Universities. 203–209.


 Kuşçu, E. (2017). Yabanci dil ögretimi/ögreniminde görsel ve işitsel araçlari kullanmanin önemi. J. Acad. Soc. Sci. 5, 213–224. doi: 10.16992/ASOS.12106


 Lockee, B. B. (2021). Online education in the post-COVID era. Nat. Electron. 4, 5–6. doi: 10.1038/s41928-020-00534-0


 Miah, S. J., Miah, M., and Shen, J. (2020). Editorial note: learning management systems and big data technologies for higher education. Educ. Inform. Technol. 25, 725–730. doi: 10.1007/s10639-020-10129-z


 Mustiarini, A. T. (2021). “Investigation of gamification in learning vocabulary,” in Bogor English Student And Teacher (BEST) Conference, 21–25.


 Reimers, F. M., and Schleicher, A. (2020). A framework to guide an education response to the COVID-19 Pandemic of 2020. Paris: OECD.


 Sáiz-Manzanares, M. C., Escolar-Llamazares, M. C., and Arnaiz González, Á. (2020). Effectiveness of blended learning in nursing education. Int. J. Environ. Res. Public Health 17:1589. doi: 10.3390/ijerph17051589

 Sen, B. (2019). Oyunlaştirma temelli mobil uygulamalarda arayüz tasarimi (Master's thesis), Işik Üniversitesi.


 Sengül, K. (2014). Türkçenin yabanci dil olarak ögretiminde alfabe sorunu. Uluslararasi Türkçe Edebiyat Kültür Egitim (TEKE) Dergisi 3, 325–339. doi: 10.7884/teke.245


 Sintema, E. J. (2020). E-learning and smart revision portal for zambian primary and secondary school learners: a digitalized virtual classroom in the COVID-19 era and beyond. Aquademia 4:ep20017. doi: 10.29333/aquademia/8253


 Strauss, A., and Corbin, J. (1990). Basics of Qualitative Research. New York, NY: Sage publications.


 Ul-Ain, N., Kaur, K., and Waheed, M. (2016). The influence of learning value on learning management system use. Sage 32, 1306–1321.


 UNESCO, U. (2020). COVID-19 Educational Disruption and Response. Paris: UNESCO.


 Viner, R. M., Russell, S. J., Croker, H., Packer, J., Ward, J., Stansfield, C., et al. (2020). School closure and management practices during coronavirus outbreaks including COVID-19: a rapid systematic review. Lancet Child Adolesc. Health 4, 397–404. doi: 10.1016/S2352-4642(20)30095-X

 WHO (2020). WHO Director-General's Opening Remarks at the Media Briefing on COVID-19. Available online at: https://www.who.int/dg/speeches/detail/who-director-general-s-opening-remarks-at-the-media-briefing-on-covid-19---3-march-2020


 Zhang, R., and Zou, D. (2020). Types, purposes, and effectiveness of state-of-the-art technologies for second and foreign language learning. Comput. Assist. Lang. Learn. 20, 1–47. doi: 10.1080/09588221.2020.1744666


Conflict of Interest: The authors declare that the research was conducted in the absence of any commercial or financial relationships that could be construed as a potential conflict of interest.

Publisher's Note: All claims expressed in this article are solely those of the authors and do not necessarily represent those of their affiliated organizations, or those of the publisher, the editors and the reviewers. Any product that may be evaluated in this article, or claim that may be made by its manufacturer, is not guaranteed or endorsed by the publisher.

Copyright © 2021 Betoncu, Faslı and Ozdamli. This is an open-access article distributed under the terms of the Creative Commons Attribution License (CC BY). The use, distribution or reproduction in other forums is permitted, provided the original author(s) and the copyright owner(s) are credited and that the original publication in this journal is cited, in accordance with accepted academic practice. No use, distribution or reproduction is permitted which does not comply with these terms.



OPS/images/fpsyg-12-752083-g003.gif
20207741

20208897

20207484

20208846

20208138

20208862

20208509

2017081

20207484

20207089

20208897






OPS/images/fpsyg-12-752083-g004.gif





OPS/xhtml/Nav.xhtml




Contents





		Cover



		Designing an Effective Learning Environment for Language Learning During the Covid-19 Pandemic



		Introduction



		Method



		Data Collection and Analysis



		Application Development Process



		Mobile Application Development Tools













		Results



		Step 1



		Revisions After Feedbacks









		Step 2



		Revisions After Feedback









		Step 3



		Revisions After Feedback









		Step 4



		Revisions After Feedback













		Discussion and Conclusion



		Data Availability Statement



		Ethics Statement



		Author Contributions



		References

















OPS/images/cover.jpg
’ frontiers
in Psychology

Designing an Effective Learning
Environment for Language Learning
During the Covid-19 Pandemic





OPS/images/fpsyg-12-752083-g001.gif
Step 4

implementation of the
material o student group Step 1

ning the material -Interviews with experts

observing the students whi determination of the topic

using material designing a template
taking experts' opinions.
again

Step3 ition of the ain

continue to develop the: designing the contents

material -asking experts' opinions
taking the experts® about the content
jopmicns ~developing of the pilot
material

Students' opinions.






OPS/images/fpsyg-12-752083-g002.gif









OPS/images/crossmark.jpg
©

2

i

|





OPS/images/logo.jpg
, frontiers
in Psychology





