
Designing for Implicit Interactional Feedback: 
A Game-Based Approach to Asynchronous Language Learning

Justin Quezon
University of Hawaiʻi at Mānoa
Learning Design & Technology
April 21, 2026



Introduction
● BA in Economics (minor English), UH Mānoa (2008)

● Senior Developer
○ 17+ years
○ Web applications
○ Project management
○ Application training

● Best things in the world: TRAVEL and LEARNING
● Preference for asynchronous study



Asynchronous Learning
● Study anytime or any place
● Widespread due to shifts in technology, post-pandemic education 

strategies (Lu et al., 2023)

● Great for:
○ Work certifications
○ Professional development
○ Personal interest (Language learning)



Q:
Have you used mobile apps or 
other asynchronous platforms to 
learn or teach a language? 
(ex. Duolingo, LingoDeer, Anki Flash Cards, etc.)

If YES, use the ZOOM CHAT to say “HELLO” 
in that language



Async Language Learning Challenges
● Convenient but ….

○ Difficult to apply in actual conversation
○ Learning to translate vs. communicate
○ Tools lacked feeling of interaction



About This Presentation
● Key points in development and evaluation
● LTEC Fall 2025 - Spring 2026

● Followed the ADDIE Model
○ Analysis
○ Design
○ Development
○ Implementation
○ Evaluation



ANALYSIS



Analysis: The Problem
● Async language tools prioritize explicit feedback

○ Learners receive immediate correction or validation
○ Key for building accuracy …
○ Lacks nuanced feedback found in 

real-world situations or teacher-led instruction
● Can lead to loss of confidence or demotivation (Lyster & Ranta, 1997)

Educational Problem
Async language learners have limited exposure to interactions 
that include implicit feedback found in conversation.



Analysis: Defining Explicit Feedback

The mitochondria is 
the CONTROL CENTER 

of a cell.

Explicit Feedback
● Learner receives immediate correction 

or validation
● Found in many current platforms
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Analysis: Defining Implicit Feedback

The mitochondria is 
the CONTROL CENTER 

of a cell.

Implicit Feedback
● No overt indication of error
● Learner receives indirect 

response
● Encourages reflection
● Faciliates self-correction 

● Builds confidence
● Internalizes learning
● Creates contextsExplicit Feedback

● Learner receives 
immediate correction 
or validation

The mitochondria is 
the CONTROL CENTER 

of a cell.

Ex. “Are you sure?”, “The 
control center?,””Guess 

again.” etc.

The mitochondria is 
the POWERHOUSE 

of a cell.



Analysis: Who Does Feedback Benefit?
● Implicit feedback less beneficial for pure beginners

● Beginner learners …
● Lack the foundation to recognize implicit feedback cues

(Loewen, 2012; Lyster & Ranta, 1997)

● Benefit more from explicit feedback
● Eliminates ambiguity
● Reduces cognitive load
● Provides clear model for learning



Analysis: Target Learner Characteristics
Adults studying upper-beginner-level language asynchronously.

Social
18+, culturally diverse,

studying independently

Cognitive
upper-beginner proficiency, 

English-speaking

Physiological
geographically diverse, 
using individual devices

Affective
self-paced learning,

motivated by personal goals



Analysis: Target Audience
Adults studying upper-beginner-level Japanese asynchronously.

Project focused on upper-beginner Japanese language
● Accessible participant group
● Personal familiarity with language at this level
● Consulted with instructors and SMEs
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limited exposure to interactions with implicit feedback.

Resource that simulates implicit feedback to develop 
interactional competence.
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Analysis: Gap Analysis

Desired State: 

Current State: Asynchronous Japanese language learners have 
limited exposure to interactions with implicit feedback.

Resource that simulates implicit feedback to develop 
interactional competence.

Project Goal
Design and evaluate instruction that used implicit interactional 
feedback as a strategy to develop interactional competence  
in upper-beginner-level Japanese language learners, studying 
asynchronously.



DESIGN



Design: Instructional Scope
● One-hour lesson teaching spatial placement in Japanese
● Focus on a basic grammar pattern:

○ ＸはＹのＺです

● Describes the location of X relative to Y, using the positional noun Z
○ The book is BELOW the table → 本はテーブルの下です。
○ The ball is INSIDE the box. → ボールは箱の中です。

● Appropriate for upper-beginner learners
● Aligns with learning in formal and informal environments



Design: Instructional Strategies

Adult Learning
Knowles (2015)

Multimedia Learning
Richard Mayer (2014)

Game-Based Learning
Gee (2004)

ARCS Motivation
Keller (2010)

Implicit Feedback
Shawn Loewen (2015)



Design: Instructional Sequence

Level
1-5

Level
6

Timed
Mode

● Instruction + formative 
assessments

● Same structure
1. Introduction
2. Lesson Activity
3. Assessment
4. Conclusion

● Summative 
Assessment

● Must serve 
7/10 
customers

● AKA Level 5000
● Arcade style
● Repeatable



PRESS START
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Design: Achi-Kochi-Tei
● 80’s style video game with 

instructional elements
● Restaurant themed
● Player delivers food to 

customers using grammar 
pattern

● “Tei” (restaurant, inn)
● “Achi-Kochi” (here-and-there)

 with an implication of disorder and being all-over-the-place*

*



Design: Game-Based
● Kept player situated in 

interactive learning environment
● Retained immersion

● Supported repeated practice 
● Motivation for asynchronous 

learners

“Where is the refrigerator?”



Achi-Kochi-Tei

Video not available

https://docs.google.com/file/d/1qEwAjy4WVL4tQA5Vxl3JQECaffPOYWgJ/preview


Design: Implicit Feedback
Triggers at 80% 

correct-to-incorrect 
ratio

“Are you sure?
Is this RIGHT of the 

REFRIGERATOR?”



Design: Explicit Feedback
Triggers at <30% 

correct-to-incorrect ratio

“This one’s not correct. 
Keep looking for RIGHT 

of the MICROWAVE!”

Removes distractor



Design: Implicit / Explicit Algorithm
● Not based on empirical data
● Based on literature (Loewen, 2012; Lyster & Ranta, 1997)

○ Implicit feedback = upper-beginner
○ Explicit feedback = pure beginner

● Trial-and-error

● Prioritized usability and engagement
○ Limited to trigger after 3 attempts
○ Did not want feedback distracting



DEVELOPMENT



Development: Technology



Development: Technology
events: [
  {
    level: “01”,
    timestamp: “2026-04-21,5:30PM”,
    event: “LEVEL_STARTED”
  },
  {
    level: “01”,
    timestamp: “2026-04-21,5:45PM”,
    event: “LEVEL_COMPLETED”
  }
],
player: [
  {
    level: “01”,
    timestamp: “2026-04-21,5:45PM”,
    target_vocab: “microwave”,
    chosen_vocab: “refrigerator”,
    is_correct: false
  },
]



Development: Technology



IMPLEMENTATION 
& EVALUATION



Evaluation: Usability
Conducted prior to deploying instruction.

● 1:1 synchronous Zoom sessions
○ Followed “think-aloud” usability protocol (Krug, 2010)
○ Observe interactions in real time
○ Open-ended discussion after gameplay

● Participants (N = 3)
○ 2 beginner-level Japanese language learners
○ 1 Native Japanese speaker with tutoring experience



Evaluation: Usability Findings
● Key Findings

○ No issues navigating itch.io website
○ In-game instructions were clear
○ Implicit/explicit feedback not triggered
○ U-01 and U-02 felt learning vocabulary in context was helpful

“This is really 
good. It's fun.”

U-02

“It reminds me of 
when I played Pokemon in 

the Game Boy.”
U-02

“I could use this all the 
time when in Japan”

U-01



Evaluation: Key Revision
● Added English translations in end-of-level dialogs



Evaluation: Key Revision

● Japanese pronunciation only available 
in vocabulary learning

● Unavalable after completion
● All participants tried to click on words 

to repeat
● All participants asked to hear audio



Evaluation: Key Revision
● Increased audio interaction



Evaluation: Learning Effectiveness
Evaluate learning effectiveness and attitude toward learning.

● Asynchronous sessions
○ Completed Levels 1-6 and one attempt at timed mode
○ Questionnaire in Google Form

● Participants (N = 15)
○ Volunteers from local community college

■ JPN 101 (n=9) and 102 (n=5)
○ Game data (n=15) vs. questionnaire responses (n=14)



Evaluation: Top/Bottom Vocabulary

Target Vocabulary Total Attempts Total Accuracy

テーブル (teeburu, “table”) 153/157 97.5%

みぎ (migi, “right”) 141/145 97.2%

れいぞうこ (reizouko, “refrigerator”) 172/177 97.2%

…

した (shita, “below”) 53/58 91.4%

ひだり (hidari, “left”) 144/158 91.1%

まえ (mae, “front”) 73/81 90.1%

TOP 
3

BTM 
3



Evaluation: Top/Bottom 3 Grammar

Grammar Combination Total Attempts Total Accuracy

テーブルのうえ  (teeburu no ue, “above the table”) 24/24 100%

れいぞうこのなか  (reizouko no naka, “inside the refrigerator”) 28/28 100%

たなのみぎ  (tana no migi, “right of the shelf”) 32/33 97.0%

…

でんしレンジのひだり  (denshi renji no hidari, “left of the microwave”) 32/37 86.5%

たなのうえ  (tana no ue, “above the shelf”) 27/32 84.4%

でんしレンジのまえ  (denshi renji no mae, “front of the microwave”) 14/17 82.4%

TOP 
3

BTM 
3



Evaluation: No One Found the Easter Egg
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Evaluation: Feedback Strategy
● Explicit feedback was not triggered at all

● Implicit feedback triggered 3x for 1 participant in standard 
playthrough

● On each occasion, they changed their answer to the correct response



Evaluation: Feedback Strategy
● Explicit feedback was not triggered at all

● Implicit feedback triggered 3x for 1 participant in standard 
playthrough

● On each occasion, they changed their answer to the correct response

● Participants with extended sessions encountered implicit feedback
● Played more than one try at the timed mode



Evaluation: Attitudinal
● Positives

○ Repetition and scaffolding
■ “helped absorb the words easier”

○ Audio
■ "helped with the correct pronunciation of the words”
■ Instructions made it "much easier to locate the food item"

○ Found game-based learning engaging

● Negatives
○ L-01 felt the pacing was too fast in the beginning
○ Music



Evaluation: Comfort with Game-Based

I am comfortable with independent study 
and/or self-paced learning activities. (n=14)

I have experience using mobile apps, games, or 
online platforms to study languages. (n=14) 



Evaluation: Confidence 

Question Mean Score SD

6a. BEFORE completing this activity I felt confident in my ability to identify 
where objects are in Japanese.

3.14 1.29

6b. AFTER completing this activity, I feel MORE CONFIDENT in my ability 
to identify where objects are in Japanese.

4.43 0.65

Confidence AFTER Activity Confidence AFTER Activity



Discussion
● Implicit feedback

○ Inconclusive
○ Not enough occurances in a standard playthrough

● Learning effectiveness 
○ Inconclusive
○ Activity duration too short (~27 minutes)
○ Low question count in assessments (4 questions each) 

■ Difficult to measure growth



Discussion
● Game-based learning

○ Game-based learning successful for building confidence and 
motivation

○ Questionnaire responses positive to heightened confidence
○ All participants would recommend the activity to others
○ Most participants would use the activity again 

● Future research
○ Trajectory dip

■ Did introducing a new game mechanic impact learning?
○ Narrow target group (JPN 101)
○ Are players “learning” vs. “gaming”?



Conclusion
● Great experience working through the ADDIE process
● Lots of similarities to programming

○ Iterative nature
○ Requires thoughtful analysis of users’ needs
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