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BACKGROUND: A LACK OF 2.2. User needs
g:ggERI.{I‘:QEIVAL%IPcRACTISE Thematic analysis was used, which indicated five core needs that will drive the design of the learning

app. The key one is around finding meaningful connection and breaking the first barrier and moving

. " - b 1 rficial interacti ith Icelandi kers.
Many migrants experience the lack of opportunities in practicing eyond superiicialinteractions with lcefandic speakers

spoken Icelandic L2 in Iceland. This phenomenon tends to equally
include areas within and outside of the capital region, thus having
an effect on both short-term visitors, e.g., exchange students,

. . L CONFIDENCE CLARITY I QIVENENCE
tourists, short-term workers, and on long-term migrants living nd flow and understand :ltay' n learn flexél:lgé,
in the country. The tendency of locals to switch to English when let go of thei how the m:ndv:e: vlvo:kv;aa!:'ouid

p q . inner cri language SR
speaking to foreigners seems to be a common phenomenon in the works progress their life

Nordic countries (Kristinsson, 2020).

For this reason, there have been several attempts made to
increase learners’ exposure to spoken language practice through
online computer games or other projects involving locals in a
face-to-face conversation. This poster presents the development
of one such attempt: TALADU!, a mobile application aiming to
assist with spoken language practice in Icelandic L2.

2.3 Learners’ profiles

The needs analysis based on semi-structured interviews with participants also helped to indicate 3 main
learner profiles, based on their mindsets and journeys. The design of the app will use these profiles to
both personalise and maximise the learner experience.

QUALITATIVE RESEARCH:
UNDERSTANDING THE NEEDS
OF LANGUAGE LEARNERS

The development of this app follows a human-centered
methodology (Buchanan, 2001), whereby potential users take part
in the research and design of the solution.

curiousity

The first stage involved a qualitative deep-method user needs
study conducted with nineteen participants. Selective sampling B B
method was used to collect data from migrants from fourteen
different countries living in Iceland.

2.1. Participants breakdown
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APP DESIGN Key features User journey

The main goal is to encourage learners to have real-life @

conversations with Icelandic speakers by accomplishing —— LEARN THROUGH LEARNING THAT FITS

conversational missions. While using the app, the thathelosyou st yourset ot cdane personatizeyouearning

learner will be able to personalise their journey by cheere you on e you oy mmersing yoursat 1 he biteverydoy based on what

choosing a level, set a daily time for practice, and select with Icelandic speakers.

topics they want to grow their confidence in.

Each day, they will then be sent new vocabulary, pERSONALISE YOUR FROM PRACTICE... Vm;‘:‘..‘.y.:z s seevounproanss
common phrases and cultural cues relevant to their Tousreaeyouraun Euw”c‘w;’:’v;‘gn’gbfy misslonsto put Into practice 28 you complete your
chosen topics. Finally, they will be pushed to practise by fonena s v e topt yau are cureently Conversation in icelandic.

immersing themselves in the real-life environment while o ysg’u}gm%mnﬂm

interacting with local speakers using spoken language. o o tagmer in

The communicative approach, task-based learning,

and role-play are the main learning approaches used in

the app. The app will use gamified features and reward

learners for building confidence in speaking by fulfilling

individualised tasks.
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