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Abstract

Implementing learning or communicative strategies are
not enough to develop oral production when learning
English as a Foreign language; indeed, it is necessary to
provide authentic activities that engage students in the act
of speaking. The objective of this research is to know if
the interactive activities operated in the Moodle platform
promote oral production and identify the possible
association between their scores from the instructional
design and their speaking level from a standardized exam.
For this, a longitudinal quantitative approach was carried
out during spring 2020 in the Teaching English Bachelor
at BUAP, having a sample of 20 subjects. The results
demonstrated that the wuse of authentic-interactive
activities improved the students’ speaking competence
significantly. Furthermore, this study pretends to
contribute with useful theoretical information for teachers
and students who want to select appropriate tasks to
improve this competence. It is essential to clarify that this
is an innovative study since it promotes the use of
activities and strategies mediated by technology
asynchronously and synchronously, which are flexible and
suitable for students’ needs in times of contingence.

Authentic-interactive activities, Oral production,
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Resumen

Implementar estrategias de aprendizaje o comunicativas
no es suficiente para desarrollar la produccién oral al
aprender inglés como lengua extranjera; de hecho, es
necesario aplicar actividades auténticas que involucren a
los estudiantes en el acto de hablar. El objetivo de esta
investigacion es conocer si las actividades interactivas
operables en la plataforma Moodle promueven la
produccion oral e identificar la posible asociacion entre
sus calificaciones del disefio instruccional y su nivel de
habla de un examen estandarizado. Para ello, se realizé un
estudio cuantitativo longitudinal durante la primavera de
2020 en la Licenciatura de la Ensefianza del Inglés de la
BUAP, teniendo una muestra de 20 sujetos. Los resultados
demostraron que el uso de actividades interactivas
auténticas mejordé significativamente la competencia oral
de los estudiantes. Ademas, este estudio pretende aportar
informacion teérica Gtil para profesores y estudiantes que
quieran seleccionar tareas adecuadas para mejorar esta
competencia. Es fundamental aclarar que se trata de un
estudio innovador ya que promueve el uso de actividades
y estrategias mediadas por tecnologia de forma
asincrénica y sincronica, que son flexibles y adecuadas a
las necesidades de los estudiantes en tiempos de
contingencia.
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Introduction

The necessity of learning English as a foreign
language is increasing in the Mexican
educational field, especially in the academic
one. In that attempt, students are supposed to
learn how to write, listen, read, and speak it to
use the language as a way to convey messages.
However, the last skill represents an obstacle for
the majority of learners who struggle with
different vicissitudes such as pronounce isolated
words, phrases, or disconnected sentences
getting poor oral production, and they attribute it
to their lack of communication and learning
strategies, vocabulary, and practice. That is why
the present research is important because it could
offer some alternatives to avoid those obstacles.
At this point, there are many studies in the state
of the art that propose different means to
improve oral production, which include learning
and communication strategies, techniques,
approaches, methods, or activities that promote
that production, among others in on-site spaces.
Nonetheless, what could teachers do when the
development of such a skill has to be outside the
classroom, in a non-native context, and under
virtual learning due to current circumstances?

Taking into account the situation
described above, the objective of this study is to
know if an instructional design with interactive
activities operated in the Moodle platform
promotes oral production and identify the
possible association between subjects’ scores
from that instructional design and their speaking
level from a standardized test. For
accomplishing it, two research questions will
guide the research: Do authentic-interactive
activities from the instructional design promote
subjects’ oral production?

Is there a possible association between
the subjects’ scores from the instructional design
and their oral production level from a
standardized exam?

Now, it is essential to define some key
concepts to frame the research theoretically.
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Over the years, speaking has been considered a
difficult skill to instill in students, mainly
because of the lack of situations where they
recognize its essential function like in
meaningful tasks, real and immediate context for
social interactions. As Bygate (1987, p. 1)
mentions, “our learners often need to be able to
speak with confidence in order to carry out many
of their most basic transactions. It is the skill by
which they are most frequently judge, and
through which they make or lose friends”.

Oral production

For effective communication between learners,
it is crucial to provide them with the necessary
accurate vocabulary, grammatical structures,
and in general, suitable input.

Besides, when students are in the process
of learning a foreign language, they need to have
activities where communicative competence
takes place; otherwise, they will never develop
their speaking skills.

Communicative  competence is a
multifaceted  concept, which  regarding
Savignon, as cited in Gonzalez (2008, p. 8),
“depends on the negotiation of meaning”. Then,
its success is directly related to the speakers’
cooperation and interests. That is why it is not
simple; it implies more than generating
utterances in isolation without counting on a
context, social rules, or speakers’ background.
On the contrary, those speeches must convey
accurate sense and meaning so that the receptor
could comprehend the intended messages
(Méndez, 2017).

Moreover, there is a big difference
between speaking and oral skills. The former are
students’  drills according to  pre-fixed
conversation models, and the latter is a process
where both listening and speaking must interact
themselves to have successful communication
between the speaker and receptor by alternating
their roles respecting social and interactional
rules.

FLORES-GONZALEZ, Norma. Authentic-interactive
activities to promote oral production on a virtual platform.
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In speaking, there are two processes.
According to Saville-Troike, the top-down looks
for the handling of the topic as well as cultural
knowledge. On the contrary, “The language
knowledge involved in bottom-up processes for
speech  production includes  appropriate
vocabulary,  features of  pronunciation,
grammatical patterns...” (2012, p. 175).

Strategies to develop oral production

In the educational field, the term strategy seems
to have two connotations. The first refers to the
means used to achieve meta-cognition in
language learning; that is, learn and evaluate the
process, often called learning strategy (LS). The
second is associated with its use in a
conversation to fix the communication, called
communication strategy (CS). For that reason,
different studies state the significance of
teaching both to foster oral production.

On the one hand, for Chamot (2004, p.
1), language learning strategies are “the
conscious thoughts and actions that learners take
in order to achieve a learning goal”. Besides, for
Weinstein, Husman & Dierking (2000: 727),
“learning strategies include any thoughts,
behaviours, beliefs or emotions that facilitate the
acquisition, understanding or later transfer of
new knowledge and skills”.

On the other hand, communication
strategies are directly related to oral
communication, and one of the first researchers
to identify them was Varadi in the 70s.

Taking into account Bialystok (1990:
138), a CS is “the dynamic interaction of the
components of language processing that balance
each other in their level of involvement to meet
tasks demands”.

Different authors have researched
learning strategies as Takeuchi, 1993; Green &
Oxford, 1995; Cohen, 1998; Chamot et al., 1999
or communication strategies like Tarone, 1977;
Bialystok, 1990; Poulisse, 1993; Yule & Tarone,
1990; Saville-Troike, 2012, Flores-Gonzalez et
al., 2019).
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However, the use of strategies does not
ensure the development of oral competence in
students, and some studies (Grenfell & Harris,
1999; Macaro, 2006; Tragant & Victori, 2006)
point out that. Besides, Vann and Abraham
(1990) figured out in a study that both high and
low proficient learners used a variety of learning
strategies in their learning process, but the key
difference was how they used them with the
activities.

Authentic activities

Strategies by itself do not promote oral
production; indeed, original activities are
essential to engage learners in meaningful
communicative exchanges. However, activities
will be considered as authentic only if they face
students in real situations where natural and
spontaneous performances in formal and
informal social contexts take place. In this way,
these type of activities could overcome learners’
feelings regarding academic tasks, which
according to their perceptions, they are not
focused on daily life. They seem to be for
different contexts that are demotivating as they
do not identify the usefulness of what they learn.
Therefore, that learning is not very significant
due to its limitations: use only in classrooms and
lack of a link between their previous and new
knowledge.

Some of the most outstanding
characteristics of authentic activities are:

\ Features Authors
They engage students in | (Gordon, 1998)
collaborative work.
Authentic activities in | (Lebow & Wager,

meaningful and real situations. | 1994; Flores-
Gonzélez, et al,
2018)

Authentic activities focus on | (Sternberg et al.,
the task  from  diverse | 1993; Bransford,
viewpoints through an | Vyeetal., 1990)
assortment of resources.
They foster critical and | (Young, 1993)
reflective thinking.
The design of the activity, as | (Herrington &
well as its objectives, match | Herrington, 1998)
with the evaluation process.
As they are integrative | (Bransford, Vye et
activities, investigative skills | al., 1990; Lebow &
and time are required to carry | Wager, 1994)
them out.

Tabla 1 Features of an authentic task
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Furthermore, if such authentic activities
are implemented in a virtual system, key
elements are required for its proper functioning
and purpose. They deal with the teacher’s role to
design, implement, and monitor the instructional
design and students’ roles to work individually
and collaboratively in it.

Interactivite activies

Interaction is the scenario where students show
what they know of a language (grammar,
vocabulary, linguistic  competence, and
performance) and improve their oral production.
Thus, said scenario must be a motivating,
trustworthy, and friendly atmosphere for the
students, without causing fear to speak and
interacting with another as well as providing
authentic-interactive activities that hook them in
communicative  purposes  with  effective
language learning in and outside classrooms.

At this point, task-based learning allows
developing communicative tasks to interact in
real situations collaboratively, which fosters
practicing, developing discursive strategies, and
critically providing feedback to the rest of the
speakers.

Besides, those types of tasks have
specific aims like obtaining information,
discussions about interesting topics, and
learning about the culture, which according to
Moss and Ross-Feldman (2003), provide
meaningful insight in an active-learning context.
All in all, such activities depend on the creativity
of the teachers. However, citing
Csikszentmihalyi (2013), some aspects are
needed for that objective like

Preparation: Arousing curiosity of a problematic
situation.

Incubation: Ideas fly below the threshold of
consciousness.

Insight: The moment when the puzzle starts to fall
together.

Evaluation: Deciding if the insight is valuable and
worth pursuing.

Elaboration: Translating the insight into its final
work (p. 79).

The success or failure of these types of
activities depends on the level of interaction in
such virtual environments and the interactive
technology that mediates the learning process. In
this case, such technology consists of any tool or
medium that helps students interact with their
peers or with online materials.
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Taking into account the pandemic and
confinement that humanity is facing now,
education has evolved from traditional to virtual
classrooms, which is causing problems to
students ad teachers due to their lack of
strategies and ways to implement it. Thus, the
following lines describe synchronous and
asynchronous activities as insight for their
inclusion in virtual environments.

Synchronous activities. These types of
activities take place in real-time; then, the
speaker and listener must be present and interact
by video or audio conferencing with the help of
some digital tools or applications.

Some advantages of asynchronous
activities are the overcome of the learning
isolation process and live teaching sessions.

Asynchronous activities. They are time-
independent activities that promote learning at
the students' own pace according to their needs,
times, and objectives. This interaction occurs by
using asynchronous tools such as the discussion
forums, e-mails, and some applications that
allow them to record and host said participation
on a platform or virtual space, so their audience
listens to it at any time.

Students who work on this modality
should be motivated and have clear objectives
since they do activities on their own with online
explanations provided by the online course and
their autonomous learning.

Some examples of synchronous activities
are life-classes with a pre-determined objective,
video recording to have discussions or debates,
as well as platforms for meetings, question-
answer sessions, and others. Asynchronous
examples are quizzes, pre-recorded videos,
integrated tasks, extra exercises with feedback
through forums, or practice through blogs and
wikis.

FLORES-GONZALEZ, Norma. Authentic-interactive
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Ideally, virtual courses should be
balanced and include both types of activities; in
that way, teachers and students take advantage
of the benefits of each one. On the one hand,
learners work at their own pace in a flexible
environment regarding time and space, have
immediate help from their facilitator, work
individually and collaboratively with authentic-
interactive activities developing their listening,
reading, writing, and speaking skills
autonomously to some extend. On the other
hand, teachers offer students active and
innovative learning by using different delivered
formats as well as learning methods, which
could fit learning styles suitably.

Methodology

Different studies have focussed on the use of
technology for teaching and learning process
with a variety of methodologies and scopes such
Flores-Gonzalez’s research (2019), which
proposed the use of blended-learning modality
to promote extensive reading; Felix’s study
(2001) that presents perspectives on the Web as
a medium of language instruction or Ushida
(2005) who searches about motivation and
attitudes towards an online language course
context. Besides, Sagarra and Zapata (2008)
state significant learning when combining
instructional courses with CALL, or Wang and
Wang (2010), who point out positive students’
perception in a CALL course implementation.
Finally, Flores-Gonzélez, and Fernandez-
Crispin  (2019), whose study shows how
strategies mediated by technology promote
meaningful learning.

For the present research, a longitudinal
quantitative approach was carried out during
spring 2020 in the Teaching English Bachelor at
Benemérita Universidad Autonoma de Puebla.
The selection of this methodology was due to its
advantages regarding measuring (Leedy &
Ormrod, 2013) the same phenomenon in
different times repeatedly by using the same
method that in this case was done by measuring
subjects’ speaking level with checklists and
rubrics during the instructional design to analyze
quantitative data and changes during four
months. Then, those results were compared with
the speaking scores gotten from a standardized
test. Besides, it also allows the researcher to
describe the situation (Cresswell, 2005) and
identify  possible  relationships  between
variables.
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It was randomly selected and composed
of 20 subjects who shared common
characteristics like: have synchronous sessions
4 hours a week and work independently on the
platform at least 10 hours a week. All of them
accredited B1 and B1+ in speaking.

The data gathered from the subjects’
scores of the instructional design, which lasted
four months, were analyzed according to the
model of analysis below.

Research Indicator
guestion 1
Do authentic- | Grades got from the instructional
interactive design taking into account

activities  from | synchronous and asynchronous
the instructional | authentic-interactive activities in
design promote | the Moodle platform, which were
subjects’ oral | graded based on rubrics and

production? checklists.

Research Variables

question 2

Is there a possible | Variable 1 Variable 2
association General Subjects’
between the | subjects’ scores | scores from a
subjects’ scores | from the | standardized
from the | instructional exam

instructional design based on
design and their | authentic-

oral production | interactive

level from a | activities
standardized
exam?

Table 2 Model of analysis
Results

RQ1. Do authentic-interactive activities from
the instructional design promote subjects’ oral
production?

The instructional design followed the
ADDIE model for e-learning, whose acronym
stands for analysis, design, development,
implementation, and evaluation that are its five
stages.

Regarding the content of the course, it
comprises both synchronous and asynchronous
authentic-interactive activities according to
competencies and descriptors to reach a B2 level
in speaking, as shown in the following tables.

FLORES-GONZALEZ, Norma. Authentic-interactive
activities to promote oral production on a virtual platform.
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Synchronous authentic-interactive activities

Before the speech activity | Rank ideas and
(engagement into the | brainstorming

topic)

During  the  speech | Activities based on role-
activity plays and songs

Immersive environments
according to a pre-fixed
topic

After the speech activity | Summarizing
Question-answer set

Table 3 Synchronous authentic-interactive activities

Asynchronous authentic-interactive activities
1. | Argumenting by using Voxopop

2. | Explaining points of view in a debate by sing
Screencast-0-matic

3. | Predicting consequences, causes, or hypothetical
situations with Voicethread

4. | Defending points of view with Atto

Table 4 Asynchronous authentic-interactive activities

These  activities  comprised  oral
production done from texts or videos and carried
out with digital tools in the Moodle platform.

During the course, subjects actively
engaged in speeches as members of the e-class
using their linguistic competence and
performance. Their practice helps them not only
to reinforce grammatical structures in context
and put them in their long-term memory but also
to learn new vocabulary, phrases, and idiomatic
expressions.

Another vital aspect that will contribute
to teachers’ practices citing Kelchtermans
(2009) was that during the course and thanks to
the type of activities, the facilitator could
identify  subjects’ limited language and
implement extra-activities to correct them.

In the case of the synchronic sessions,
preparing students by getting background
information for the topic to be discussed from
their e-classmates was an ad hoc activity and
stage (rank ideas and brainstorming activities).
Then, roles-plays and songs, as well as
immersive  activities, fostered students’
production in artificial similar real-world, which
motivated them to speak naturally and
spontaneously without fear of committing
grammatical mistakes or mispronunciation.
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The activities to closure the synchronous
stage allowed learners to reflect about their
content in terms of what they learn, how to join
or relate the new information with their previous
one, learn about cultural features and identify e-
classmates interest and likes, which develop a
sense of academic community to work on
research activities or projects apart from this
course.

Using applications, digital tools, and
social networking sites lets teachers spread the
learning process beyond traditional classrooms
(Flores-Gonzalez, et al., 2019).

In the case of asynchronous activities, the
use of applications and digital tools did motivate
them to speak and participate by expressing their
points of view so that their e-classmates
provided feedback to their answers through
forums or recordings.

Besides, the percentage of subjects’
participation increased in this modality in
comparison to traditional classrooms. Possibly,
due to the freedom and flexibility of working at
any place and time.

The following graphic presents the
subjects’ scores from the instructional design.

Subjects’ scores in synchronous and
asynchronous activities

25%

(9.0)
20%

15%

(8 8) (8 9) (9 2) (9 3) (9 4) (9 8)
10%
| | (9 1) | | | (€] 6) (99) (10)
) I I I
0%
10 11

Graphic 1 Subjects’ scores
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As shown in the graphic, the scores
demonstrate that authentic-interactive activities
promoted subjects’ oral production to reach a
different level of command mainly based on two
reasons: competencies and descriptors of B2
included in the design, and their actual
proficiency level at the beginning of the course
(Bl and B1").

During this course, they denoted a quite
broad language level to accomplish clear and
accurate descriptions with standard rhythm,
complex grammatical structures  without
mistakes that causing misunderstanding or
finishing the conversation. They also monitored
their participation and did corrections by
themselves when necessary. In general, they
carried out the following:

- Give detailed explanations and a string of
reasoned arguments to defend their
position towards a topic.

- Analyze a topic according to the
advantages and disadvantages it could
provide.

- Speculate possible causes and effects or
relationships of a given topic.

- Have successful participation in formal
and informal speeches by arguing,
explaining, showing pros and cons,
evaluating possible solutions, confirming
or refuting hypothetical situations.

- Emit respectful comments by supporting
their speech with their experience, facts,
and authors.

- Use  linguistic ~ competencies  and
conversational strategies to keep on in a
conversation.

In summary, subjects from this study
should be on a B2 level or more because they
could manage themselves adequately in their
course, as mentioned before.

However, the conclusion above needs
some corroboration. For that reason, subjects’
scores were associated with their speaking
scores from a standardized exam to answer the
second research question of the present study.
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RQ2. Is there an association between
subjects’ scores from the instructional design
and their speaking level from a standardized
exam?

Subjects Variable 1 Variable 2

1. 8.8 B2
2 8.8 B2
3 8.9 B2
4. 8.9 B2
5. 9 B2
6 9 B2
7 9 B2
8. 9 B2
9. 9.1 B2
10. 9.2 B2
11. 9.2 B2
12. 9.3 B2*
13. 9.3 B2*
14. 9.4 B2*
15. 9.4 B2*
16. 9.6 B2*
17. 9.8 B2*
18. 9.8 B2*
19. 9.9 B2*
20. 10 B2*

Table 5 Association of the subjects’ scores from the
instructional design with the standardized exam

Based on the findings above, there is an
association between the scores from the
instructional course and subjects’ proficiency
level; it is evident. Indeed, the students who got
a higher grade in their virtual classes did the
same in their proficiency exam.

Thus, the study confirms both research
questions and concludes that the proposal
consisting of using authentic-interactive
activities to foster oral production guides to
reach a higher level.

Conclusions

First of all, the findings show a clear
improvement of subjects’ speaking proficiency
level, and thus, linguistic knowledge.

It also provides information for teachers
to improve their pedagogical practice in virtual
environments to work with oral production or
even to adopt this methodology and proposal to
foster other skills or sub-skill.
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Besides, the use of authentic-interactive
activities proved an alternative to develop oral
production, which constitutes a high possibility
of teaching in these times when education has
migrated to virtual modalities.

By using those said activities, subjects
improved their speaking proficiency level,
showing acceptable parameters of interaction
and performance not only in the instructional
course but also in a standardized exam.

Furthermore, subjects develop a sense of
virtual community where the average
participation was high and characterized by their
motivation to speak more naturally and
spontaneously as well as learn from others not
only content but also culture and social rules to
interact without that typical fear and lack of
motivation that is common in traditional
classrooms.

The demands and requirements from the
authentic-interactive activities pushed learners
to be engaged in speeches with enough
information to discuss and keep their rhythm in
clear, accurate, and meaningful turn-takings.

Another key feature is that subjects did
not demonstrate being under pressure or stressed
to perform oral productions, which is an
essential factor for the teaching-learning
process.

Finally, it is worth mentioning that one
possibility to enrich this research is by analyzing
it qualitatively to have a broader scope on
perceptions towards the instructional course, and
in that way, taking some decisions regarding its
design, re-designed, implementation, and
evaluation.
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