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TITLE : Game-based English speaking test: Designing games 

   

LAB & PEOPLE 

● Name of the hosting lab: Languages and Applied Linguistics in International Contexts. 

● General activities of the lab: 1) CLIL in Higher Education; 2) Bilingualism and 
plurilinguism in Higher Education; 3) Foreign language acquisition, teaching and testing 
using CALL, MALL and gamification; 4) English as a Lingua Franca (ELF) in an 
international context, International English, English for Specific Purposes (ESP) and 
English for Academic Purposes (EAP); 5) Innovation in teaching methodologies and 
testing tools in second languages; 6) Pragmatic competence applied to foreign language 
teaching and testing; 7) Pragmatics and intercultural communication; 8) University 
language policy: the CEFR and internationalisation; 9) Code-switching; 10) English 
varities and accents 

● Number of staff / PhD: 7/ 3 
● Supervisor name and contact: Bárbara Eizaga-Rebollar (barbara.eizaga@uca.es) 

 

TOPIC OF THE INTERNSHIP 

● Scientific context of the internship (max 20 lines): 

This proposal aims to overcome the problem of how to test the English oral skills of a large 
number of university candidates effectively, from the examiners' perspective, and objectively 
from the test-takers standpoint. Thus, the goal of this project is to develop a cross-platform 
application using gamification to test university students’ speaking skills. This would allow 
universities to examine a high number of test-takers, and more visually appealing for test-takers. 
Last year, we carried out a demo that could be administered on mobile phones, computers and 
tablets. The demo is still at an initial stage of development, but we would like to complete the 
design by training the bot to understand test-takers’ different responses and to provide a full 
range of answers, these being very limited at present. The main advantage of this proof of concept 
lies in the high degree of flexibility it offers since test-takers would not be obliged to take a test at 
a given time in a given place. This would help promote equality, diversity and social inclusion as 
it would benefit students with mobility issues and marginalized groups. Furthermore, the fact 
that no examiner is physically present could reduce the nerves which often affect candidates' 
performance. Additionally, we believe that a dynamic and user-friendly application with 
gamification would be appealing for students, who use mobiles on a regular basis. Thus, our aim 



is to create a testing tool that offers greater flexibility when taking a speaking test and could be 
marketed in the mid-term future to language assessment boards and public bodies. In conclusion, 
the development of an application to test English oral skills using mobile technologies and 
gamification constitutes an innovative proposal that meets the demands of the present society, 
where some proof of the candidates' level of English for work or study purposes is essential. 
 
Keywords : English speaking assessment/testing, cross-platform application, gamification, 
artificial intelligence, gamification-based test. 
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● Tasks and duties entrusted to the student: 1) To develop a cross-platform application 
software to implement the oral test tasks in a university server; 2) To develop text boxes, 
command buttons, progress bars, date/time indicators, etc. that test-takers will see during 
testing to make the videogame user-friendly; 3) To test its usability by selecting questions 
from a bank; 4) To train the chatbot so that it can recognise words and phrases pronounced 
differently; 5) To programme instructions to respond to events and test-takers in different 
ways. 

● Skills to be acquired or developed: Programming skills, communication skills, storytelling 
skills, collaboration skills (teamwork), creativity skills, technical skills, design thinking skills, 
interface design skills,  graphic design skills, testing skills and game analysis skills. 

PROFILE OF THE DESIRED STUDENT 

- Minimum level of study required: B.A. or B.S. 

- Field(s) of study: Computer Sciences 

- Scientific skills: Programming skills 

- Language skills required: Certified B2 level in English 

  

THE INTERNSHIP ASSIGNMENT: 

Desired duration of the internship (in months): two months 

Desired Starting date of the mission: (please indicate the level of flexibility): March but we are 
very flexible with the dates.  

Indicative weekly schedule: 25h / week 

Remuneration:  

Erasmus grant 

  

Internship agreement: an internship agreement will be signed. 

   

  



To SEA-EU students: 

If you’re interested please send your CV and letter of motivation to the scientist in charge, 
barbara.eizaga@uca.es before the 30th October 2023. 
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