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This study is intended to create an innovative contextual English learning environment making use of the widely used communication software, LINE ChatBot, based on the Artificial Intelligence Markup Language (AIML), in order to improve speaking and listening ability among learners. A total of 73 students were invited to participate in learning activities involving a 4-week English conversation exercise including both speaking and listening. Additionally, in order to explore the influence of competition on language acquisition, we added competition characteristics to the learning activities in the experimental group to enhance learning motivation and learning outcomes. The results showed that with the help of the LINE ChatBot contextual learning environment, the performance of both groups of students was slightly enhanced, but no significant differences were found. Meanwhile, extrinsic motivation in both the experimental and control group was improved if they spoke anonymously. That is, the contextual learning environment based on the LINE ChatBot significantly improved the learners’ English speaking and listening ability. In addition, the results showed that the addition of a competition element effectively enhanced the learners’ intrinsic motivation to learn English on the LINE ChatBot.

Keywords: LINE ChatBot, artificial intelligence markup language (AIML), competitive strategy, English learning, contextual learning


INTRODUCTION

In many non-English speaking countries, English acquisition has become an important educational strategy and policy, where the cultivation of ability is dependent on the balanced development of listening, speaking, reading, and writing (Newton et al., 2018). Among these, listening and speaking are considered to be the cores of language interaction, where frequent use of the second language for exchange or communication is conducive to its acquisition (Fang and Baker, 2018). However, it is indeed difficult and stressful for learners who regard English as a second language (ESL) or as a foreign language (EFL) to learn it (Rintaningrum, 2018). Learners may lack self-confidence (Gumartifa and Syahri, 2021) or may reside in non-English speaking areas and thus may be less likely to communicate and talk with others in English (Shadiev et al., 2016). It is therefore important to develop English learning situations that will increase opportunities to engage in conversations in English, which will in turn increase learning motivation and interest (Shadiev et al., 2016).

The advent of new information and communication technology (ICT) has changed how people interact. ICT is also considered to be an effective, practical tool for educational reform (Gilakjani, 2017). Integrating ICT into a learning environment may help learners discuss and reflect and also may help them complete learning tasks (Aşık et al., 2020). In addition, Huang and Hong (2016) maintained that ICT as a learning tool helps people learn various languages and encourages personalized English learning. Mobile-Assisted Language Learning (MALL) is characterized by portability, interactivity, connectivity, and privacy and is carried out in real time. Many studies thus have applied it to the process of learning English to create appropriate contextual learning scenarios (Wu et al., 2011; Panagiotis and Krystalli, 2020). These studies illustrate that mobile technology can help learners extend English acquisition to familiar environments outside the classroom, as well as presenting other contextual learning situations. Ko and Lim (2021) argued that contextual learning may increase both learning resources and scenarios intended to promote personalized English acquisition.

As a matter of fact, we believe that in terms of English conversations, learners in Taiwan, apart from lacking interest in learning, mainly lack opportunities to communicate in English and are thus shy about communicating with others in English. As such, this study is an attempt to make English conversational exercises more interesting through the use of communication technology utilizing mobile devices. Yang et al. (2020) believed that “competition” with a game element can be integrated into English education, where integrating competition into learning activities helps encourage learners to participate more actively in learning activities (Vandercruysse et al., 2013). Consequently, in this study, conversation exercises were carried out with the help of LINE ChatBot communication software, which was designed by LINE and anonymous students. Meanwhile, we added a competition feature into the learning activities to examine the impact of competition on learning outcomes and motivation. The research questions are as follows:


•What are the possible influences of LINE ChatBot on English speaking and listening?

•How does the use of LINE ChatBot with competition for English conversation exercises affect learning motivation?





LITERATURE REVIEW

For learners, the traditional English teaching environment is often perceived as boring and is used to carry out what they perceive to be unmotivating learning activities (Chen and Chung, 2008), which has decreased learner interest and confidence related to learning, in turn compromising learning effectiveness. This phenomenon reveals a lack of motivation toward learning English for most learners, especially in Asia (Shadiev et al., 2016). Taking Taiwan as an example, the traditional English learning environment is teacher-centered, where teachers mainly focus on vocabulary, grammar, translation, and testing, which leads to few opportunities for students to communicate with each other in English (Chung and Huang, 2010; Chang and Goswami, 2011). Therefore, a variety of different technologies is needed to assist with the English learning process.

Mobile Assisted Language Learning (MALL) is an effective form of learning than traditional lecture-based classrooms and is well-documented in K-12 and higher education (Botero et al., 2018; Cakmak, 2019). It utilizes mobile-related technologies such as smartphones and tablets to support communication in the target language individually or in collaboration with peers in the learning environment (Kukulska-Hulme, 2012). The environment can provide characteristics that include permanency, accessibility, immediacy, interactivity, and contexts for learning activities (Ogata and Yano, 2004). Meanwhile, MALL provides learners with opportunities to practice speaking English in a meaningful way, which leads to significantly greater progress in terms of English fluency (Sun et al., 2017). Ebadijalal and Yousofi (2021) also revealed that mobile-assisted learning is effective in terms of improving learners’ oral proficiency, self-confidence, willingness to communicate, risk-taking, engagement, and self-directed performance.

Communication software that supports mobile technology is increasingly attracting users because it provides instant communication on mobile devices through the Internet. A freeware instant messenger application called LINE for smartphones, tablets, and PCs that allows users to create texts, images, video, and audio functions has become popular, particularly in Asian countries (Wikipedia, 2021). With the exception of serving as a personal messenger, LINE has been extended so it can be effectively applied to language teaching (Liu and Wu, 2016; Chang and Lan, 2021). For example, Liu and Wu (2016) designed an English after-class activity based on the LINE app for role-playing aimed toward making it possible for students to speak, write, and interact in English in contextualized scenarios. Chang and Lan (2021) integrated LINE into flipped English learning as a Foreign Language classroom and investigated college Students’ English performance and their perceptions of the experience. In light of the referenced studies, it appears there is a promising future for further exploration of the LINE app an English education context.



METHODS


Participants

The subjects in this study included second-grade students from two classes in a high school in southern Taiwan. To be specific, a total of 73 students from two classes participated in this experiment. Due to restrictions of class setting factors, this study research subjects could not be randomly assigned, so one class with 37 students was randomly categorized as the experimental group (17 males and 20 females), while the other class with 36 students was the control group (19 males and 17 females).



Experimental Design


Procedure

In this study, to control the variables related to the instructors, we invited a Taiwanese English teacher with 5 years of teaching experience to teach the course. In the classroom, the teacher applied the same teaching content and guided learning activities for the two groups of students, and Studio Classroom was selected as the materials in this course. Additionally, to understand the effectiveness of the LINE ChatBot with a competition strategy as an English conversational exercise situation, learning activities in this semester were carried out adopting a non-randomized control group and pre-test and post-test quasi-experimental design. The experimental procedure is presented in Figure 1.
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FIGURE 1. Experimental procedure.


Firstly, to ensure the homogeneity of learners’ initial capabilities and behavior, the Students’ listening and speaking ability and learning motivation were tested in a pre-test. Studio Classroom learning materials were employed for the listening test, whereas their speaking ability was scored by the instructor using the Multidimensional Fluency Scale (Zutell and Rasinski, 1991). In addition, the Students’ learning motivation was examined using a questionnaire survey in accordance with the Motivated Strategies for Learning Questionnaire (MSLQ) proposed by Pintrich (1991). After completing the pre-test, the instructor explained the learning activities that would take place in this study to the two groups of students, as well as how to use the LINE ChatBot contextual learning environment.

In this study, the students in both the experimental and control groups used the LINE ChatBot for English conversation speaking and listening exercises (see Figure 2). The students joined different LINE groups. The students in the control group joined the LINE ChatBot to engage in conversation exercises without competition, whereas those in the experimental group took part in LINE ChatBot conversation exercises that incorporated competition. Both groups of students used the LINE ChatBot for 4 weeks of after-school learning activities. They made use of what they had learned in class, independently selected appropriate sentences from teaching materials as topics for conversation, read aloud their sentences in the LINE group, and listened to the sentences read by their peers as conversation exercises. Notably, the students remained anonymous during the interactions, that is, the students did not identify their peers in the LINE group.
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FIGURE 2. English conversational exercise with speaking and listening in the LINE ChatBot.


After completion of 4 weeks of after-school learning activities, the students were asked to complete the post-test questions to measure their English listening and speaking ability in an effort to determine the learning effects when using the LINE ChatBot. Meanwhile, in order to investigate the impact of competition on learner motivation, a post-test was also carried out via MSLQ.



Learning Activities

In this study, the LINE ChatBot was designed for a learning activity incorporating English conversation, which was based on Artificial Intelligence Markup Language (AIML) to create a contextual English learning environment for the purpose of practicing conversation. Meanwhile, we combined speech-to-text recognition (STR) technology to identify the Student’s conversation. Initially, all of the participants were asked to join a LINE group and to interact with the LINE ChatBot to enhance their speaking and listening abilities. The students in the experimental and control groups were asked to join different groups, the former with the competition element, and the latter without.

After all the students joined the group, the LINE ChatBot automatically asked a member to engage in a role-playing conversation. One student was asked to select a sentence from the classroom learning materials to read aloud in LINE and to input the sentence to complete a speaking exercise in the LINE ChatBot. Subsequently, the other students could engage in listening exercises and give answers via the LINE ChatBot, and those who finished answering could then see the correct responses (see Figure 3). The two groups of students used the LINE ChatBot to carry out a 4-week learning activity. After completing the learning activities each week, all of the students engaged in the conversation exercises, which included one speaking activity as well as 36 listening exercises in the experimental group and 35 exercises in the control group. The classroom teacher would then give feedback to the students on elements of their speaking performance, such as articulation, pronunciation, and tone. Students in the experimental group received additional scores related to the competition phase of the experiment.
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FIGURE 3. LINE ChatBot contextual learning environment.





Competition Strategy

The listening and speaking scoring criteria in the LINE ChatBot conversation exercise group was also used for the students in the experimental group. The LINE ChatBot used by the group automatically calculated the Students’ scores based on the criteria. Also, to increase motivation for the competition, the LINE ChatBot informed the group members that the conversation scores would be made according to both the correctness and speed of their responses. After all the students completed the weekly learning activities, the LINE ChatBot announced the weekly scores and rankings.


Scoring Criteria for Listening in the Competitive

With respect to listening, learners answered according to the sentences heard in the LINE ChatBot, and then the system would automatically compare the answer input by the learners with the correct answer to acquire the score for correct answers. That is, when the learners input a complete correct sentence, they received 10 points for the correctness score. In the case of spelling errors, 1 point was deducted for each misspelled word. Additionally, the answer speed was scored based on the speed of the responses, where a quicker response led to a higher score. The scoring criteria for listening were based on the following equation, where w represents the number of wrong words; r represents the answer sequence, and N represents the number of members in the group.
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Scoring Criteria for Speaking in the Competitive

For the speaking score, to enable learners to practice more accurately based on their articulation and pronunciation, the scoring criteria included the respondents’ scores in the calculation. In other words, after all the students completed the listening exercise and obtained their scores, the LINE ChatBot took the average listening score of the entire class as the learners’ speaking score. Therefore, the scoring criteria for speaking in the LINE ChatBot were based on the following equation.
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RESULTS


The ANCOVA for Speaking and Listening Abilities

The two groups of students engaged in contextual learning via the LINE ChatBot to determine whether there were significant differences in their English speaking and listening performance. In the statistical analysis, a single-factor ANCOVA was employed to explore whether there were significant differences in learning effectiveness with or without competition in the learning intervention. Table 1 shows the statistics for the pre-test and post-test for speaking and listening with and without a competition element.


TABLE 1. Pre- and post-test descriptive statistics for the speaking and listening performance.

[image: Table 1]
According to Table 1, the average speaking ability post-test scores for the two groups of students were higher than the average pre-test scores, and the post-test scores for listening ability were also higher than the pre-test scores. An ANCOVA was used to verify if the scores for the experimental and control groups were statistically significantly different. The test results for intra-group regression coefficient homogeneity showed that speaking and listening ability was F = 0.128 (p > 0.05) and F = 0.875 (p > 0.05), respectively, which failed to reach significance. Therefore, the results indicated that the slopes of the two groups of regression lines were the same, proving the intra-group regression coefficient homogeneity of the covariates, so the ANCOVA could thus be conducted. After the impact of pre-test effectiveness was eliminated, the results of the ANCOVA showed that the scores for speaking ability were F = 0.143 (p > 0.05), and those for listening ability were F = 0.808 (p > 0.05), both failing to reach significance. The results suggest that there were no between-group differences in the results of the post-test for the two groups of students who learned with and without competition. The results thus indicated that when the students engaged in contextual learning, learning with or without competition did not affect their speaking and listening abilities.



ANCOVA for Intrinsic and Extrinsic Learning Motivation

To gain a more in-depth understanding of whether learning with or without a competitive strategy affected the Students’ learning motivation in the LINE ChatBot contextual learning environment, a pre-test and a post-test were performed with intrinsic and extrinsic goal orientation in MSLQ, which included four items measured using a Likert 7-point scale. In order to present a comparison of the Students’ learning motivation, the pre-test and post-test results for learning motivation are listed in Table 2 with and without competition.


TABLE 2. Pre- and post-test descriptive statistics for intrinsic/extrinsic motivation.
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In Table 2, the average post-test scores for intrinsic and extrinsic learning motivation for both groups of students were higher than the average pre-test scores. Firstly, the test results for the intra-group regression coefficient homogeneity showed that the scores for extrinsic motivation were F = 3.016 (p > 0.05), and those for intrinsic motivation were F = 3.232 (p > 0.05), which failed to reach significance and indicated intra-group homogeneity. After the impacts caused by pre-test effectiveness was eliminated, an ANCOVA statistical analysis was conducted, the scores for intrinsic motivation were F = 22.85 (p < 0.001), which reached significance, while those of extrinsic motivation were F = 0.303 (p > 0.05), which failed to reach significance. The results indicated that with respect to the Students’ learning motivation during the process of learning with or without competition, there were significant differences in intrinsic motivation. However, there were no significant differences in extrinsic motivation. Furthermore, after the impact of the pre-test results was eliminated, the marginal means of the post-test scores for intrinsic and extrinsic motivation after adjustment to the experimental group were 19.37 and 18.91, respectively. Those of the post-test scores for intrinsic and extrinsic motivation after adjustment to the control group were 17.21 and 19.18, respectively. The results indicated that when students engaged in contextual learning, learning with or without competition affected their intrinsic learning motivation.




DISCUSSION

This study was an investigation of English conversation exercises utilizing the LINE ChatBot communication software. According to the findings, the post-test of speaking and listening scores in the experimental and control groups were higher than those obtained in the pre-test. This finding was in line with the results of previous related studies using communication software. For example, Liu and Wu (2016) found that practicing English using the LINE app can enhance speaking performance. Cetinkaya and Sütçü (2018) also stated that the Facebook and WhatsAPP ICT enhances Students’ speaking and listening ability. Using technology support, Students’ speaking ability can be enhanced through practice (Shadiev and Yang, 2020). Krebt (2017) also argued that listening ability can be enhanced by listening to peers. Hwang et al. (2016) suggested that listening and speaking ability can be improved with practice. Above all, speaking and listening practice can improve English acquisition performance. A previous study showed that the pronunciation of low-achieving English students who learned with the pop song improved (Kim and Kang, 2015).

The learning performance was not found to be affected by a competitive environment in the learning process via the LINE ChatBot since both groups had an equal opportunity to train their speaking and listening. Therefore, the difference in terms of learning ability failed to reach a significant level. However, as for learning motivation, intrinsic motivation was increased by competition, especially achievement motivation (Chen, 2019; Liu, 2020). When the students focused on their rank in the competition, it motivated them to win the competition. Furthermore, with an anonymous login, students could overcome their shyness related to speaking, which may have enhanced their extrinsic motivation (Wallace, 2016). This improvement was also attributed to the reward for winning the competition. Deci and Ryan (1985) revealed that a reward has an impact on behavioral control and enhances interest in a task. It is a reasonable to infer that the students were motivated to strive to achieve a higher rank when watching their ranking scores. In addition, since the mechanism provided by the LINE ChatBot prevents students from recognizing who provided the pronunciation being heard, the students were encouraged to concentrate more on their English listening and speaking and less on who was speaking.



CONCLUSION

In general, in countries where English is not the mother tongue, opportunities to communicate in English are very limited, in turn contributing to poor conversational ability. In Taiwan, teachers are generally excessively dependent on traditional teaching methods, that is, concentrating on English reading and writing performance while ignoring the fact that language should focus on conversational communication. Thus, this study uses an innovative contextual English learning environment so that learners could anonymously and confidently recite the sentences in the teaching materials and listen to their peers speak in order to enhance their conversational ability in English. More importantly, the contextual learning environment proposed in this study is not limited to classroom teaching and can be integrated into the surrounding environment. Although the findings of this study confirmed the effectiveness of the LINE ChatBot for developing English speaking and listening skills, this study has several limitations: Firstly, the participants in this study were located in southern Taiwan. The group assignments were random, but not all high school students were included. The second limitation is the competition strategy used in the learning procedure. This study did not discuss other types of competition, such as one-on-one competitions or group competitions. Finally, we implemented the learning procedure with the LINE ChatBot, but we didn’t consider other platforms that might have different effects on conversations in English or have different exercises.

Overall, using the LINE ChatBot as an after-school contextual learning environment for English conversation exercises that include both speaking and listening, this study also explored the impact of competition on learners. The experimental results indicated that competition led to no significant between-group differences in terms of learning effectiveness, but the speaking and listening ability in the two groups was slightly improved, showing that the contextual learning environment proposed herein enhance their conversational ability in English. In addition, with respect to learning motivation, we found that the level of extrinsic motivation in the experimental group was significantly higher than that of the control group. This is because competition can boost learners’ interest or level of pleasure in an activity based on the rankings.

As a result, use of the LINE ChatBot has several benefits. First, mobile technology greatly facilitates language acquisition, allowing people to use it for conversation exercises at any time and any place. Second, communication using human voices replaces language learning using machine pronunciation, with the former being more intimate and appealing. Finally, conversation exercises that are carried out anonymously can effectively reduce the negative impact of shyness when communicating in English.



DATA AVAILABILITY STATEMENT

The original contributions presented in the study are included in the article/supplementary material, further inquiries can be directed to the corresponding author/s.



ETHICS STATEMENT

Written informed consent was obtained from the individual(s) for the publication of any potentially identifiable images or data included in this article.



AUTHOR CONTRIBUTIONS

Y-CC, T-TW, and Y-MH contributed to the conception and design of the study. T-TW and C-HL organized the database and performed the statistical analysis. Y-CC, C-HL, and Y-MH wrote the first draft of the manuscript. T-TW wrote sections of the manuscript. T-TW and Y-MH managed supervision, project administration, and funding acquisition. All authors contributed to manuscript revision, read, and approved the submitted version.



FUNDING

This research was partially supported by the Ministry of Science and Technology, Taiwan, R.O.C. (Grant Nos. MOST 110-2622-H-006-007, MOST 110-2511-H-006-008-MY3, MOST 110-2511-H-006-012-MY3, and MOST 109-2511-H-006-011-MY3).



REFERENCES

Aşık, A., Köse, S., Yangın Ekşi, G., Seferoğlu, G., Pereira, R., and Ekiert, M. (2020). ICT integration in English language teacher education: insights from Turkey, Portugal and Poland. Comput. Assist. Lang. Learn. 33, 708–731. doi: 10.1080/09588221.2019.1588744

Botero, G. G., Questier, F., Cincinnato, S., He, T., and Zhu, C. (2018). Acceptance and usage of mobile assisted language learning by higher education students. J. Comput. High. Educ. 30, 426–451. doi: 10.1007/s12528-018-9177-1

Cakmak, F. (2019). Mobile learning and mobile assisted language learning in focus. Lang. Technol. 1, 30–48.

Cetinkaya, L., and Sütçü, S. S. (2018). The effects of Facebook and WhatsApp on success in English vocabulary instruction. J. Comput. Assist. Learn. 34, 504–514. doi: 10.1111/jcal.12255

Chang, M., and Goswami, J. S. (2011). Factors Affecting the Implementation of Communicative Language Teaching in Taiwanese College English Classes. Engl. Lang. Teach. 4, 3–12. doi: 10.5539/elt.v4n2p3

Chang, M.-M., and Lan, S.-W. (2021). Flipping an EFL classroom with the LINE application: students’ performance and perceptions. J. Comput. Educ. 8, 267–287. doi: 10.1007/s40692-020-00179-0

Chen, C.-H. (2019). The impacts of peer competition-based science gameplay on conceptual knowledge, intrinsic motivation, and learning behavioral patterns. Educ. Technol. Res. Dev. 67, 179–198. doi: 10.1007/s11423-018-9635-5

Chen, C.-M., and Chung, C.-J. (2008). Personalized mobile English vocabulary learning system based on item response theory and learning memory cycle. Comput. Educ. 51, 624–645. doi: 10.1016/j.compedu.2007.06.011

Chung, I. F., and Huang, Y. C. (2010). “English is not easy, but I like it!”: an exploratory study of English learning attitudes amongst elementary school students in Taiwan. Educ. Stud. 36, 441–445. doi: 10.1080/03055690903424840

Deci, E. L., and Ryan, R. M. (1985). Cognitive evaluation theory. In Intrinsic Motivation and Self-Determination in Human Behavior. New York, NY: Springer, 43–85. doi: 10.1007/978-1-4899-2271-7_3

Ebadijalal, M., and Yousofi, N. (2021). The impact of mobile-assisted peer feedback on EFL learners’ speaking performance and anxiety: does language make a difference?. Lang. Learn. J. 2021, 1–19. doi: 10.1080/09571736.2021.1957990

Fang, F., and Baker, W. (2018). ‘A more inclusive mind towards the world’: english language teaching and study abroad in China from intercultural citizenship and English as a lingua franca perspectives. Lang. Teach. Res. 22, 608–624. doi: 10.1177/1362168817718574

Gilakjani, A. P. (2017). A review of the literature on the integration of technology into the learning and teaching of English language skills. Int. J. Engl. Linguist. 7, 95–106. doi: 10.5539/ijel.v7n5p95

Gumartifa, A., and Syahri, I. (2021). English Speaking Anxiety in Language Learning Classroom. Engl. Lang. Focus 3, 99–108.

Huang, Y.-N., and Hong, Z.-R. (2016). The effects of a flipped English classroom intervention on students’ information and communication technology and English reading comprehension. Educ. Technol. Res Dev. 64, 175–193. doi: 10.1007/s11423-015-9412-7

Hwang, W.-Y., Shih, T. K., Ma, Z.-H., Shadiev, R., and Chen, S.-Y. (2016). Evaluating listening and speaking skills in a mobile game-based learning environment with situational contexts. Comput. Assist. Lang. Learn. 29, 639–657. doi: 10.1080/09588221.2015.1016438

Kim, J.-S., and Kang, M.-K. (2015). The Effects of Improving English Listening Skills of High School Students with a Lower Level through Pop Song Hunminglish Pronunciation (PSHP) Practice. in South Korea. Inf. Int. Interdiscip. J. 18, 2807-2812 doi: 10.14257/astl.2015.92.09

Ko, E. G., and Lim, K. Y. (2021). Promoting English Learning in Secondary Schools: design-Based research to develop a mobile application for collaborative learning. Asia Pac. Educ. Res. 2021:270. doi: 10.1007/s40299-021-00562-0

Krebt, D. M. (2017). The effectiveness of role play techniques in teaching speaking for EFL college students. J. Lang. Teach. Res. 8:863. doi: 10.17507/jltr.0805.04

Kukulska-Hulme, A. (2012). Mobile-assisted language learning. In: Carol A. ed. The Encyclopedia of Applied Linguistics. New Jersey: Blackwell Publishing Ltd

Liu, I.-F. (2020). The impact of extrinsic motivation, intrinsic motivation, and social self-efficacy on English competition participation intentions of pre-college learners: differences between high school and vocational students in Taiwan. Learn. Motiv. 72:101675. doi: 10.1016/j.lmot.2020.101675

Liu, P.-H. E., and Wu, W.-C. V. (2016). Exploring the Effectiveness of LINE for EFL Vocabulary and Reading. Int. J. Learn., Teach. Educ. Res. 15, 71–83.

Newton, J. M., Ferris, D. R., Goh, C. C., Grabe, W., Stoller, F. L., and Vandergrift, L. (2018). Teaching English to Second Language Learners in Academic Contexts: Reading, Writing, Listening, and Speaking. England: Routledge.

Ogata, H., and Yano, Y. (2004). Knowledge awareness for a computer-assisted language learning using handhelds. Int. J.Contin. Eng. Educ. Life Long Learn. 14, 435–449. doi: 10.1504/ijceell.2004.005731

Panagiotis, A., and Krystalli, P. (2020). Mobile Assisted Language Learning (MALL): trends from 2010 to 2020 using text analysis techniques. Eur. J. Educ. 3, 84–93.

Pintrich, P. R. (1991). A Manual for the use of the Motivated Strategies for Learning Questionnaire (MSLQ). Michigan: University of Michigan.

Rintaningrum, R. (2018). Investigating Reasons Why Listening in English is Difficult: voice from Foreign. Asian J. 20, 06–15.

Shadiev, R., Hwang, W.-Y., Huang, Y.-M., and Liu, C.-J. (2016). Investigating applications of speech-to-text recognition technology for a face-to-face seminar to assist learning of non-native English-speaking participants. Technol. Pedagogy Educ. 25, 119–134. doi: 10.1080/1475939x.2014.988744

Shadiev, R., and Yang, M. (2020). Review of studies on technology-enhanced language learning and teaching. Sustainability 12:524. doi: 10.3390/su12020524

Sun, Z., Lin, C.-H., You, J., Shen, H. J., Qi, S., and Luo, L. (2017). Improving the English-speaking skills of young learners through mobile social networking. Comput. Assist. Lang. Learn. 30, 304–324. doi: 10.1080/09588221.2017.1308384

Vandercruysse, S., Vandewaetere, M., Cornillie, F., and Clarebout, G. (2013). Competition and students’ perceptions in a game-based language learning environment. Educ. Technol. Res. Dev. 61, 927–950. doi: 10.1007/s11423-013-9314-5

Wallace, T. M. (2016). English spoken here? To what extent are transnational EFL students motivated to speak English outside the classroom? J. Further High. Educ. 40, 227–246. doi: 10.1080/0309877x.2014.938268

Wikipedia (2021). Line (software). Available online at: https://en.wikipedia.org/wiki/Line_(software). (accessed January 4, 2022).

Wu, T.-T., Sung, T.-W., Huang, Y.-M., Yang, C.-S., and Yang, J.-T. (2011). Ubiquitous English Learning System with Dynamic Personalized Guidance of Learning Portfolio. J. Educ. Technol. Soc. 14, 164–180.

Yang, Q.-F., Chang, S.-C., Hwang, G.-J., and Zou, D. (2020). Balancing cognitive complexity and gaming level: effects of a cognitive complexity-based competition game on EFL students’ English vocabulary learning performance, anxiety and behaviors. Comput. Educ. 148:103808.

Zutell, J., and Rasinski, T. V. (1991). Training teachers to attend to their students’ oral reading fluency. Theory Into Pract. 30, 211–217. doi: 10.1002/dys.1474


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 © 2022 Chien, Wu, Lai and Huang. 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-13-785752-e001.jpg
N-1

10 —
speaking score = 3 0= w),

N-1






OPS/images/fpsyg-13-785752-g003.jpg
nckummn@english f v nckummn@english f v nckummn@english ft v

Conversation Class Conversation Class Conversation Class

Speaking Speaking Speaking
Listening Listening Listening
EF12:31 EF12:31 k2205
Please recite sentence A . . . 0:08 1)
Speaking Listening .
((( 0:08 k220
e Please key-in the sentence
L2220
Sure?
Yes No

E41:44

Please key-in the sentence
FF1:45

+© +©

+ ©






OPS/images/fpsyg-13-785752-g002.jpg





OPS/images/fpsyg-13-785752-g001.jpg
The experimental group (n=37)

The control group (n=36)

"

.

The pre-test to assess student’s prior knowledge & MSLQ

"

.

Week 1
Taught for learning activity orientation Taught for learning activity orientation
(LINE ChatBot with peer competition) (LINE ChatBot without peer competition)
After class learning activity
Using LINE ChatBot with peer Using LINE ChatBot without peer Week 2-5
competition competition
The post-test to assess student’s learning achievement & MSLQ I | Week 6






OPS/images/fpsyg-13-785752-e000.jpg
r
listeni = (10— ), i
steingsore = 10 =)+ (1= 1)





OPS/images/cross.jpg
3,

i





OPS/xhtml/Nav.xhtml




Contents





		Cover



		Investigation of the Influence of Artificial Intelligence Markup Language-Based LINE ChatBot in Contextual English Learning



		INTRODUCTION



		LITERATURE REVIEW



		METHODS



		Participants



		Experimental Design



		Procedure



		Learning Activities







		Competition Strategy



		Scoring Criteria for Listening in the Competitive



		Scoring Criteria for Speaking in the Competitive











		RESULTS



		The ANCOVA for Speaking and Listening Abilities



		ANCOVA for Intrinsic and Extrinsic Learning Motivation







		DISCUSSION



		CONCLUSION



		DATA AVAILABILITY STATEMENT



		ETHICS STATEMENT



		AUTHOR CONTRIBUTIONS



		FUNDING



		REFERENCES

















OPS/images/cover.jpg
& frontiers | Frontiers in Psychology

Investigation of the Influence of
Artificial Intelligence Markup
Language-Based LINE ChatBot
in Contextual English Learning









OPS/images/fpsyg-13-785752-t001.jpg
Experimental group

Control group
(Without competition)

(With competition)
n Mean
Listening Pre-test 37 9.54
Post-test 37 10.42
Speaking Pre-test 37 62.08

Post-test 37 64.70

SD

2.22
229
18.75
16.66

36
36
36
36

Mean

9.47
10.08
62.80
64.83

SD

2.26
2.23
18.71
17.51

0.143

0.808





OPS/images/logo.jpg
’ frontiers ‘ Frontiers in Psychology





OPS/images/fpsyg-13-785752-t002.jpg
Experimental group

Control group

(With competition) (Without competition)
n Mean SD n Mean SD F
Intrinsic Pre-test 37 17.08 3.63 36 16.50 3.47 22.85"*
Post-test 37 19.35 2.53 36 17.22 3.01
Extrinsic Pre-test 37 17.30 3.51 36 16.94 3.32 0.303
Post-test 37 18.89 2.88 36 19.19 2.59

*p < 0.001.





