


 
 
 
 
 
 
 
 
Published by 
IATED Academy 
iated.org 
 
 
 
 
 
 
 
 
 
ICERI2018 Proceedings 
11th International Conference of Education, Research and Innovation 
November 12th-14th, 2018 — Seville, Spain 
 
Edited by  
L. Gómez Chova, A. López Martínez, I. Candel Torres 
IATED Academy 
 
 
 
 
 
 
 
 
 
 
ISBN: 978-84-09-05948-5 
ISSN: 2340-1095 
Depósito Legal: V-2884-2018 
 
 
 
 
 
 
 
Book cover designed by  
J.L. Bernat 
 
 
All rights reserved. Copyright © 2018, IATED 
The papers published in these proceedings reflect the views only of the authors. The 
publisher cannot be held responsible for the validity or use of the information therein 
contained. 
 



SCENARIO-BASED DIGITAL CONVERSATION SIMULATION 
SOFTWARE IN THE TRAINING OF FUTURE LANGUAGE TEACHERS 

IN HIGHER EDUCATION. AN EMPIRICAL TEACHING APPROACH 

P. Arvanitis 
Aristotle University of Thessaloniki (GREECE) 

Abstract 
This paper presents a recently conducted empirical course in the school of French of Aristotle 
University of Thessaloniki, Greece, that aimed to introduce the use of Scenario-Based Digital 
Conversation Simulation Software in the education of future language teachers in a higher education 
class. 

The early digital adulthood of today’s language learners, requires, in the field of teaching a foreign 
language, language learning digital tools that are, not only suitable to their needs but capable to assist 
them to construct personal technology-enhanced language learning experiences. 

From a language teacher’s perspective, the right selection and use of these ICT software tools 
become an important issue, therefore any future professor must be familiar with these, in order to 
increase motivation and guide their students through an interesting process of language acquisition. 

In the higher education area, the training provided to the future foreign language teachers should 
include familiarization with modern ICT tools, such as scenario-based digital conversation simulation 
software, and should enable them to find ways to exploit the new digital technologies, to engage their 
students and to master and deliver professional language courses. 

In the above context, the present study describes two recently conducted courses to higher education' 
classes related to the use of scenario-based digital conversation simulation software and the creation 
of digital conversational simulations. In this paper, we proposed a set of basic uses of Scenario-based 
Conversation Simulation software based on empirical approaches and techniques that we have 
followed in these courses and then we suggest scenario-based simulations suitable for the training of 
future language teachers. 

Keywords: scenario-based conversation simulation software, digital simulations, intelligent agents, 
higher education, e-learning simulations, scenario-based simulations, language teaching. 

1 INTRODUCTION 
The early digital adulthood of today’s language learners, requires, in the field of teaching a foreign 
language, language learning digital tools that are, not only suitable to their needs but capable to assist 
them to construct personal technology-enhanced language learning experiences. From a language 
instructor/teacher’s perspective, the right selection and use of these ICT tools become an important 
issue. Therefore, any future language teacher must be familiar with these, in order to increase 
motivation and guide their students through an interesting process of language acquisition. In the 
above context, software tools that enable the development and the creation of scenario-based digital 
conversation simulations are very interesting and probably useful in language teaching. 

Over the last 40 years, conversation or dialogue systems became subject of several researches. In 
the recent bibliography, we can find many and often overlapping terms such as spoken dialogue 
systems, dialogue simulation, conversational system, dialogue-based conversation tutoring, simulated 
dialogue, CALL dialogue-based, conversational agents, chatterbots, etc. As McTear, Callejas & Griol 
[1] mentioned “ … conversational interfaces have a long history, starting in the 1960s with text-based 
dialog systems for question answering and chatbots that simulated casual conversation. Speech-
based dialog systems began to appear in the late 1980s and spoken dialog technology became a key 
area of research within the speech and language communities”. Over time, more studies and 
interesting overviews of existing research have emerged by Jokinen & McTear [2], Klüwer, [3], Jokinen 
[4], or Bibaw, François & Desmet [5]. 
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All these terms which were discussed in previous years, address the main notion of “dialogue” or 
“conversation” and often study this subject from different viewpoints, mostly as interactions between a 
human and a digital interlocuter. In several cases, they examine situated, artificially created 
simulations to generate language interactions [6], in a computer-simulated environment.  

The analysis of all the above terms, variables and their operating conditions goes beyond the scope of 
the present work. In this paper, we will focus exclusively on the fact of the great importance for future 
language teachers of having to deal with semi-real or even artificially constructed communication 
situations for language learning purposes. In these communicative situations, the learners are invited 
to use the target language by doing and reacting to corresponding real-world situations. From this 
point of view, any software tool and application that can support teacher’s efforts should be examined 
and considered. 

2 METHODOLOGY 
In recent decades, with the ongoing development of web applications and modern mobile applications, 
we can find interesting educational applications on the Web. Many of these, although not originally 
designed for use in education, can be a useful tool in the hands of educators, according to his or her 
needs. Therefore, they can be used in language teaching as well. In the higher education area, the 
training provided to the future foreign language teachers should include familiarization with these 
modern ICT tools [7]. In that way, future language teachers will be able to develop communicative 
language learning activities that can be used to enhance the language learning and performance of 
their students, increasing interest and motivation. Therefore, it is necessary to understand the 
potential of these software tools in the field of language education and learn their benefits and the 
limitations. 

Having this in mind, we started a web search to find software tools that can be easily used to create 
guided artificial conversational simulations. The basic parameters of the web search were the ability to 
create branching dialogues (conversation trees with a limited set of choices of utterances to select 
from) [5] so that students become familiar with the notions of scenario-based [8] and adaptive learning 
[9] design. 

3 SCENARIO BASED DIGITAL CONVERSATION SIMULATION APPLICATIONS 
The research we have conducted revealed several applications that can be used in the training of 
future foreign language teachers: E-learning scenario-based applications, mind mappers, storytelling 
software, etc. To mention a few of them, Twine [11], an open-source software for creating interactive, 
non-linear stories, Xmind [12] a mind mapping and brainstorming software, ChatMapper [13], a tool for 
writing and testing nonlinear dialogues, Storyboardthat [14], a visual storyboard editor, etc. We must 
notice that many of these applications are mainly suitable for other fields such as entertainment, 
healthcare diagnoses, emergency response systems, sales and customer services, or strategic 
planning. 

Among them, we distinguished two commercial applications that offer an easy and quick creation of 
semi-realistic simulations useful to a language learning process. BranchTrack [15] and iSpring Talk 
Master [16].  

In both applications, a conversation simulation consists of a series of interlinked scenes arranged in a 
tree structure. The instructor creates the tree structure with utterances using a visual editor and the 
learners navigate through the scenes depending on their reply choices. This semi-realistic 
conversation simulations, based on predefined branching scenarios, can be used to simulate and 
develop communicative language activities (table 3).  
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Table 1. Basic features of BranchTrack and iSpring TalkMaster applications. 

 BranchTrack iSpring TalkMaster 

Adaptive Navigation / 
Branching 

Yes Yes 

Adaptive learning paths Yes Yes 

Integrated visual editor Yes Yes 

Integrated web-based visual 
editor 

Yes No 

Customizable characters  Yes Yes 

Customizable backgrounds and 
scenes 

Yes Yes 

Embedded Multimedia Import audio 
Import video (Youtube, flash) 

Import image 

Import audio  
(plus voice-over feature) 

Import video (Youtube, flash) 
Import image 

Feedback / self-correction: Specific feedback that allows for learners to 
choose again in order to improve learning 

performance. 

Specific feedback that allows 
for learners to choose again in 

order to improve learning 
performance. 

Assessment /Scoring Yes Yes 

Export capabilities Html5 
Scorm 

other e-Learning software tools 

Html5 
Scorm 

4 COURSES AND ASSIGNMENTS  
Both software applications we selected, were taught and studied over two weeks in two different 
groups of students in the school of French of Aristotle University of Thessaloniki, Greece. A group of 
40 undergraduate students and a group of 14 postgraduate students. For both groups, the 
familiarization time with the software tools was relatively easy, and in a short period of time were able 
to use them efficiently. The students learn how to import additional graphics or sounds, how to 
manage voice-over features, how to add narrations to their selected characters, how to customize 
backgrounds and scenes and finally how to save their works. After this familiarization period, the 
students, divided into groups of three, were asked to think as language teachers and develop a 
complete conversational simulation mainly focused on which language activities will be more pleasant 
for their future students. As a semi-trimester assignment, they had to deliver a complete simulation, 
consisting of at least 10 screens, dealing with a language activity in the French language. 

All students have developed interesting scenario-based simulations with a different level of complexity, 
dedicated to different levels of language skills [10]. Most of the undergraduate students developed: 
short revisions of modules from language didactic methods, short revisions, and repetitions of 
grammatical and syntactic phenomena, short stories, short variants of children's fairy tales with 
choices of actions that enhance vocabulary skills. At the postgraduate level, the produced works were 
more complex, as expected. Postgraduate students created short conversational simulations and role-
playing simulations such as a reception in a hotel, a reception in a bank, visit in a museum, or more 
complex narrative stories. A number of students developed simulations mainly focused on cultural 
elements. 

The qualitative remarks of their assignments were very interesting. In all their reports the students 
highlighted the importance of creating a flowchart in advance so that they can easily construct the tree 
structure of scenes. According to student’s perceptions, these commercial software tools can be used 
to develop most of communicative language competences (table 2) in an easy and pleasant way. 
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5 ADVANTAGES AND LIMITATIONS OF APPLICATIONS 
Both applications have advantages and limitations. Both applications are equipped with clear indicated 
menus and icons and the user’s navigation is well organized. On the other hand, both have a limited 
free time trial period that does not facilitate the development of more complex simulations. Both have 
an integrated visual editor which is very helpful for constructing scenes and examine the tree 
structure. An interesting feature is the ability to adjust the character’s emotions for each scene 
(selection between five most common emotional states: happy, normal, puzzled, unhappy and angry). 

According to students’ remarks, the creation of simulations is an easy and pleasant work. The 
students also observed that the language learners can develop only limited communicative language 
competences (grammatical, lexical, semantic and orthographic) (table 2), and they cannot practice 
communicative language activities such as written production (writing) or aural production (speaking) 
(table 3). 

As for the limitations of both applications, the students often observed that both lack of the possibility 
to import video inside scenes. According to them, the term “conversation” does not fully describe these 
software tools and they suggest the terms “controlled predefined dialogues”,”interactive e-learning 
simulations” or ”interactive scenario-based simulations”. 

Table 2. Communicative language competences. 

Language competences BranchTrack iSpring TalkMaster 

Lexical competence Yes Yes 

Grammatical competence Yes Yes 

Semantic competence Yes Yes 

Phonological competence No No 

Orthographic competence Yes Yes 

Table 3. Communicative language activities. 

Language activities BranchTrack iSpring TalkMaster 

Aural reception (listening) Yes Yes 

Visual reception (reading) Yes Yes 

Audio-visual reception Yes Yes 

Oral production (speaking) No No 

Written production (writing) No No 

Oral mediation No No 

Written mediation No No 

6 CONCLUSIONS 
As mentioned before, in the higher education area, the education provided to the future foreign 
language teachers should include the familiarization with modern ICT tools and should enable them to 
find ways to exploit the new digital technologies, to engage their students and to master and deliver 
professional language courses. From this point of view, the present paper describes an empirical 
approach that took place during two recently conducted courses to higher education' classes. The 
study was related to the use of scenario-based digital conversation simulation software and the 
creation of digital conversational simulations. According to students’ findings and remarks, scenario-
based simulations are suitable for the training of language learners. 

Our experience of the taught courses showed that by creating sets of language task-based activities 
and different pedagogical scenarios, we can construct interactive activities that contribute to learning 
language process. By adopting the action-oriented approach of CEFR [20] it will be very interesting to 
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define which communicative language competences (lexical, grammatical, semantic, phonological), 
will be successfully developed with the use of scenario-based simulations. 

Their potential to exploit them is to be able to implement small interactive stories, artificial dialogues, 
tourist or cultural tours in places or areas, 

These type of software tools should play an important role in the field of foreign language teachers 
because they enhance students’ motivation, increase their IT skills, and connect more easily the 
concepts of developing pedagogical scenarios with specific communicative language activities. 
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