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Irish learning Challenges

e Complex socio-cultural problems

e No utilitarian value

e Teachers are not native speakers
e Orthography

e Morphologically complex language

e Lack of digital resources Popular game-based language learning examples: Q

Proposed Solution

e Digital game-based language learning
e NLP
e CALL

Digital game-based learning as a bridge between NLP and CALL

Game Design duolingo

Language tasks:
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Game theme:

e Irish Mythology

e Reconnecting to the
spirit of the language
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Click cipher icons above fo see their functions !

Yarning: Syfer is winning!

Quick, change the story ending! Writing your own ending of this :
é:‘“ﬂ—; -l tale in Irish below: @ U
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Pipleline (NLP & Analysis) User Experience Study

1 primary school, 9 classes, 150+ students, 64 survey responses
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What do you think of the Irish stories in the game? 60.9% (n=39)
NLP pipeline for Cipher: Faol: Gheasa Proportion of participants’ ratings in terms of gaming experience, learning

experience and adaptivity
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