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Abstract -

The conventional perception of gender roles in a socio-cultural setup cast men as rational, strong,
protective, and decisive beings thereby casting women as emotional, irrational, weak, nurturing,
and submissive. Therefore, women are expected to fit themselves in this frame, where in every
sense they are inferior to men and lose their personal identity. Thus, women remain as mere object
or property to men. Taslima Nasrin as well as Qaisra Shahraz on account of their personal
experience of the deteriorating status of women in Bangladesh and Pakistan respectively,
contributes considerably to the feminist thought. In most of their writings, Nasrin & Shahraz give
evidences of their feminist leanings as both of them delineates situations pertaining to subjugation
and marginalization of women by men who have patriarchal mind set.

The female characters in their books are all compelled to behave as per the patriarchal
norms, wherein the writers aim at highlighting the situations of the women who are eager to
breakthrough the cage of patriarchy.

Taslima Nasrin and Qaisra Shahraz exemplifies the women who breaches the patriarchal code, and
are thus maltreated. Nasrin and Shahraz deal with several feminist issues. In fact, Nasrin
demonstrates the ways how patriarchal mind set challenges individuality and self-respect of
women. Both of the female diasporic writers state that whatever they have written is for the
oppressed women of Pakistan & Bangladesh. Nasrin further stated that “she has wrung her heart
out into her words” (Quiglay 24). One of the most important feminist issues that have been dealt
within the novels is the treatment of women at the hands of various patriarchal institutions like
family, society and state, headed by a patriarch who either looks down upon women or marginalizes
them.
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Introduction of the Novels

Lajja is a moving story of protest, passion, principle and persecution. The novel Lajja portrays the
horrendous and horrifying experience of a minority family, the Duttas- Sudhamony, Kironmoyee
and their two children. Suranjan and Maya have to face so many trials and abuse without any
rhyme or reason- just only because of their Hindu identity in Bangladesh. Sudhamoy an atheist, still
believed with a native mix of optimism and idealism that his motherland would not let him down.
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Amar Meybela

This ground-breaking book throws open a window on a world unknown to most Westerners.
Taslima Nasrin revisits her early years — from her auspicious birth on a Muslim holy day to the
threshold of womanhood at fourteen — in a small rural village during the years East Pakistan
became Bangladesh.

Set against the background of the fight for independence, Nasrin’s earliest memories alternate
between scenes of violence and flight and images of innocent pleasures of childhood in her
extended family.

A precocious child, Nasrin’s acute awareness of the injustice and suffering endured by her mother
and other Muslim women cause her to turn away from the Koran in early adolescence, and to begin
a journey to redefine her world.

Amar Meybela also talks of the sexual abuses she went through during her early adolescence days.
And also states that no man can be trusted — specially ones from the Family itself.

Narir Kono Desh Nai (Women have no Country)

Taslima has always been writing against the patriarchal society and its various norms. The
patriarchal system has been oppressing women for centuries. Taslima tries to break the patriarchal
society and build a new one where there would be no male domination. Narir kono desh nai
(Women have no Country) discusses the following themes

Thoughts on male

Taslima actually writes against the typical male behaviors that oppresses, discriminates or dishonor
women. As most male are behaving like the typical males it is thought that she is against the males.
According to her writings she portrays that man always tries to satisfy their own need which is
mostly physical sexual need. They never think about whether their partners’ needs are satisfied or
not. Some men which show morality and ethics are doing so just for show off. Deep inside they are
also the same typical men. They do not have the idea of loving one women for life, but they want to
have relationship with many women. Just like traditions of the kings and emperors ‘Harems’ where
the wives of kings and emperors used to live. But if the women want to do so, if they want to have
multiple relationship they are thought to be characterless
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Introduction: The aim of this study is to explore how artificial intelligence can enhance Asian Canadian Arts, especially through the IBM Watson Platform,

The key research question is: How can artists
from various disciplines make use of the cognitive

inteligence platforms have helped artiss o create SYStem [BM Watson, such as naturallanguage
understanding and machine learning to create

new works, to arrive at new ways of presentations, o )
works of art by processing “unstructured data

and new means to connect to their potential ) b 0
| that can contribute to taking their art to new

audience. T'will show how AI can create new visua | R - )
artworks by combining and transforming existing aﬂ_smv waﬁoe_m with and responding to their
patrons?

images; how AT can make possible customized

directinteraction between theartwork and the ~ Methodology

spectator; how artists can turn data into To find out how IBM artificial intelligence can
fascinating new art works; and how IBM cognitive help to advance the arts, we examine some high
platform inspired artists to create original works in profile “exhibitions” of such applications. Most
various arts disciplines. [will also explore how  obvious is its interactivity and personalizing the
IBM platforms can act as art museum guides, and arts appreciation experience. We find from our

Abstract

This virtual poster examines how artificial

IBM Watson was used to incorporate past In the 19805, IBM was sponsoring arts
Marchesa designs to pick the color and textures of performances in the UK and presented a radio
the dress through analyzing Instagram photos to  program “A Salute to the Arts.” In 2011, BM and
find the colors capturing Marchesa’s aesthetics, ~ The Metropolitan Museum of Art in New York
and mining scientific reports on the compositions, collaborated to preserve works of art. This project
amperage, weight and qualities of different fabrics made use of IBM's work on the energy
to determine the fabric. ~ Colour LED lights ~ optimization of industrial spaces, .g. computer
were sewn to the dress, which changed colour ~ datacenters, and made use of the networked
during the Red Carpet at the Met Gala basing on  sensors principle to apply the technology to the
feedback from past Marchesa designs, responding museum. It ensures the best environmental
to fan’s twitter about the dress in the moment.  conditions for the works of art through the

From April 25 to May7, 2017, therewasa ~ networked sensors to enable conservators,
special exhibit at the Cadillac House gallery in New curators and facilities experts to optimize
York entitled “Art with Watson,” This exhibition  exhibition and storage conditions. In 2012, IBM
featured the works of modern artists Evan Stebler, was adopting a policy to enhance its workforce to

attract new patrons to arts festivals.

Background

The aim of this virtual poster is to explore the
artificial intelligence options available for artists
and arts organizations. In particular, T will explore
how the IBM Artificial Intelligence platforms may
help artists and arts organizations in the
performing and visual arts to create and promote
their arts, to increase their patronage and
audience, and to enable them to help the general
public to understand their art works. Our first task
is to explore what kinds of digital options on the
IBM Cloud Computing Platform are available for
artists and arts organizations. To answer this
question, we have to look at what IBM cloud
platforms have done so far.

Research Questions

In the past few months, we have been doing a
pilot study with artists in visual art, photography,
music, film and video, storytelling and writing, A
central issue was artificial intelligence cannot be
“creative,” or even working against the “creativity”
of the artists. Other artists were taken aback by
technologies, a black box which they hesitated, or
were even afraid, to peep inside, not to mention
acquiring new skills. Tt is unrealistic to invite
established artists to learn digital skills anew.
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sample of about 100 Asian Canadian artists that
they need to know what IBM artificial intelligence
can do for the arts, and what kinds of skills artists
need to acquire in order to tackle the cloud
computing platforms. So there is a need to find
out, first and foremost, what has been done in

IBM-artists collaborations. PRy S AR
including Marie Curie, Nikola Tesla, Charles

mma.w_m . Darwin, Eleanor Roosevelt, Josephine Baker,
Ahigh-profile example is how [BM Watson was Thomas J. Watson and Paul Rand.

used in Brazil to give art a voice. To mark the
launch of IBM Watson in Brazil, an interactive
guide entitled “The Voice of Art” was created by
Ogilvy Brazil enabling patrons of the Pinacoteca
de Séo Paulo Museum to have “conversations”
with the art works. The Watson Assistant powered
by artificial intelligence can answer voiced
questions about the arts exhibits. So IBM Watson
Assistant may be used to generate interactive
experiences with the patrons to enhance
understanding of the works of art,

IBM Watson technologies were used to create
original works in visual art, film, architecture,
music, and fashion. In 2016, IBM Watson made a
high-profile entrance at the Met Gala. In “Manus
x Machina,” Marchesa created a dress in
collaboration with Watson. Georgina Chapman
and Keren Craig created a new type of dress.

Sean Freeman, Craig Cutler, the Taylor James
collective, Gwen Vanhee, Wim Vanhenden, Trevor
Gureckis, Peter Hahn, Chris Rowson, Bastien
Baumann and Robyn Makinson. These artists
created with the help of IBM Watson portraits of
pioneers of science, society, business and design

These artworks include UV-reactive screen
prints, mirrored cubes and 3-D projections set to
music. Into Watson Discovery was fed Marie
Curie’s autobiography, her public and private
writings, lectures, her biography penned by her
daughter, articles about her, her correspondences,
photos and so on. Based on a natural language
understanding of this pile of language data, Curie
was reviewed to be associated with children, and
was much tied to her family. With such
information, Typographer, illustrator and
photographer Sean Freeman, with Creative
producer Eve Steban did an artistic rendition of
Curie, not so much as a scientist, but as a loving
person and a very warm mother.

IBM attempts to shorten the distance between the
technology company and the users, and the

“The Cut, the masters and the machine.” hitps:/www thecut.com/2016/04/met-gala-d

4.“The Art of Data: How Artists With IBM Watson Turned Data Into Unusually Tnsightful Portraits"http:/ /nymag.comintell

5. CBS Staff Writer (1987). “IBM UK Gives Sponsorship to the Arts.”
https://www.cbronline.com/news/ibm_uk_gives_sponsorship_to_the_arts/

7.N.. (2011). TBM and The Metropolitan Museu of Art Collaborate to Preserve Works of Art.” https//research
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3. “New Exhibit “Art with Watson: Hidden Portraits” Spotlights How Cognitive Computing Inspires Creativity

applications of artificial intelligence in the
humanities.
bt
4, desiened-b ‘hesa-ihi it ——"E—
Show Runs April 25-May 7at Cadillac House in New York City's SOHO” https:/ /wiww-03.bm.com/pressus en/ pressrelease/52140.1ss
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he world's largest and most sophisticated design company.” https:;/qz.com/755741/ibm-is-becoming-the-worlds-largest-design-company/

8. Anne Quito (2016). “TBM is gearing up to b

think, work and feel like designers. Itis shifting
the company from engineering-driven “features-
first” to “user first”, as Phil Gilbert, general
manager of design for [BM software, said: ‘It
allows us to solve real problems for real people
instead of building a few features here and there.”

Conclusion

These are all big, expensive, intensively
technical collaborations between the artists and
IBM Watson, requiring the presence of developers.
When they were shown to artists, most agreed that
intrinsically tied to such bold attempts were issues
around imagined or real technical competencies of
the artists, huge question of funding and time
commitments, and uncertainties around whether
they had the capacity to achieve these desirable
but distant results.

So the questions are more directed towards
whether there can be user-friendly tools that can
be used readily on every day basis by individual
artists. This is what we are exploring in the next
phase of our project .
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Abstract

Prior research has shown that influencer marketing is
an integral part of the public relations and marketing
strategy for ROI of most firms (Ferguson 2008).
Building on this research, we propose that influencer
fit (Veiman, Cauberghe & Hudders 2017),
transparency (Evans, Phua, Lim & Jun 2017), and
evidence of relationship over time will lead to greater
consumer brand trust and intent to purchase. The
authors compare three international key influencers
on YouTube and Instagram and test the influencer’s
authenticity, audience trust, and consumer intent to

purchase. /

”" Research Questions\

*  Who are the female influencers on YouTube and Instagram
and what themes emerge from their posts?

« What factors in the social media posts lead consumers to
trust not only the influencers but the brands they support?

Methods:

« Visual and Textual Analysis: 3 months of video/Instagram
posts.

« Experiment survey: 300+ participants, Qualtrics study, CSU
Chico students, May-June 2019.

-

Analysis
Influencers create a sense of community
* Relationship building
“Arbiters of taste” — stamp of approval
» Trust worthy
+ Charismatic and likeable
* Influencers are the current necessity in PR &

Marketing Strategy
\ Brands can reach new audiences

QVhen relationship over time was low, Judy only mentioned Angara 1/3 posts. See posts from 2 of the 8 conditions below.

Study 1: Visual and Textual\

Do I really trust this person? How social media
influencers change our perceptions of brands.

Samara Anarbaeva, Ph.D.

CSU, Chico, USA
sanarbeva@csuchico.edu

Kathryn Mercurio, Ph.D.

CSU, Chico, USA
krmercurio@csuchico.edu
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Introduction/Background

Marketers and PR professionals are well aware that social media influencers are an integral part of a i\:;\' i X% PS
company’s marketing strategy. In fact, there are hundreds of classes offered by companies and other = e Y

professionals about how to increase followers and engagement on all forms of social media. However, little
to no academic research has examined the important factors and post themes that lead to greater trust from the
audience, and more importantly, intent to purchase a product.

WA Al

Theory Develoerent

Social Media Influencers (SMI) build relationships and trust with their audiences over time (Freburg, Graham, McGaughey, &
Freburg 2011). Building relationships with influencers has been identified as a tool to help companies increase brand awareness,
support product launches and improve the reputation of the brand (Uzunoglu & Misci Kip, 2014). Marketing research has found that
dispositional attributions consumers make about how much an endorser likes, uses, and truly values the endorsed product are essential
to understanding endorser influence (Kapitan & Silvera 2016). Online communities can make women feel safe and in control of their
authentic representation when discussing issues the best way they know how (Molyneaux, O’Donnel, & Gibson, 2009; Tiernan,

2002). From study 2 subject: “I think that the brand is a lot more trustworthy if she sticks to blogging about marriage and kids since

he has 2 kids herself...instead of fitness and beauty posts.”
Study 2: The Impact of Fit, Transparency, and Time N

Study 2 assessed the effects of different post factors using scales for brand liking, brand trust, brand purchase likelihood, brand
engagement, following brand on social media, and influencer trust. Using a 2 (influencer fit: high vs. low) x 2 (transparency: yes
vs. no) X 2 (relationship over time: yes vs. no) between subjects design, participants read a series of 3 social media posts over 3
months by an influencer known as Judy about a children’s clothing brand called Angara. When influencer fit was high, Judy was
described as either a mom of 2 kids since the brand is for children. When influencer fit was low, Judy was described a single
woman who was childfree. When transparency was high, the posts indicated they were sponsored. When transparency was low,
they did not mention sponsorship. When relationship over time was high, then the three posts were all about the brand, Angara.

N

advertising: The effects of .
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Language teaching and learning for a better society!

Karla Del Carpio

University of Northern Colorado, Hispanic Studies, Greeley, CO, United States

Language and education

“Language is a uniquely human gift, central to
our experience of being human. Appreciating
its role in constructing our mental lives brings
us one step closer to understanding the very
nature of humanity” (Boroditsky, 2009, para.
1); humanity that has been negatively affected
by multiple problems resulting in a divisive
wortld. Therefore, it is important to use
language and education as tools to bring
societies together.

Let’s remember that Education is a universal
human right; a public social good that should
enrich the life of every person regardless
his/her age, home country, language, culture
and beliefs. For this reason, the school should
be a home where students do not only learn
content, but also feel respected, cared for,
loved and have the opportunity to reinforce
the values they learned from their parents
while they also get enriched in all aspects of
their lives.

Figure 1. Children holding books (Google, s.f.)

Language teaching and learning

The teaching and learning process
should be used as a great opportunity
to bring the community together to
find ways to embrace and promote
cultural and linguistic diversity through
inclusive education where each student
feels respected and valued.

Students, teachers and
members need to come together to
explore  different  strategies  that
empower our community to engage

community

socio-political and educational issues
with a caring critical perspective that
help in the construction of a more
inclusive , peaceful and harmonious
classroom, school, society and world.
The instructor and the students need
to be teaching and learning artisans
(Alliaud, 2017), that is, they need to:
Collaborate in the construction of
knowledge and experiences which are
constantly being “moulded” based on
their needs and interests and work
together as a team and cooperate in the
teaching and learning process.

Ideas to celebrate multilingualism

* Invite students to share the challenges
and value of becoming

bilingual /multilingual

* Host an information session for parents
who are interested in learning about the
types of multilingual pathway programs.

* Peature student or program success

stories in newsletter or on webpage
* Host bi/multilingual speech contest

* Feature students’ writing in 2 or 4 more
languages

*Host a pathway or Seal of Biliteracy
awards recognition to honor students’
achievements

staff or
members for their contributions in serving

*Honor teachers, community

bi/multilingual learners

(Santa Clara County, Office of Education, s.f.)
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A METHODOLOGICAL PROPOSAL FOR ANALYSING
JAPANESE VIDEO GAME LOCALISATION

Alicia Casado Valenzuela
PhD (University of Granada, Granada, Spain)

Pokémon Sapphire/Alpha Sapphire

It can be difficult to transmit all the nuances that
interact at the same time when localising a video
game; in other words, translating the texts as well as
transmitting the culture that appears in the game.
This issue is relatively recent in Translation Studies
and, therefore, some theoretical and methodological
support is needed. This article attempts to help solve
this situation by offering a new methodological
approach that can be used for analysing the
localisation of Japanese multimodal texts in video
games based on the research of authors such as
Delisle (1993) and Hurtado Albir (2001) as there has
been no established method for analysing video
game localisation until now. The method is then
tested using two video games: Pokémon Sapphire
and Pokémon Alpha Sapphire.

Video games

The first video game was created in 1962 and was
called Space War, after that appeared 8 bit cartridge
game systems. Later in the 80s Pac-Man was a great
hit together with Super Mario Brothers. Finally, in the
90s we can find video games such as Pokémon, that
has more than 140 millions of sales all over the world.
At the moment there are three big companies:
Nintendo, Sony and Microsoft.

Video game localisat

Video game localisation consists in translating the
texts of the video games while adapting them to the
local market and taking into consideration issues such
as cultural differences.

Gome lecalization
Sometmes, slght ehonges are made in
@ game 10 make sure it will be properly received by different cultures.

The first Pokémon video game was launched in
Japan in 1996 for the Nintendo Game Boy. The game
consisted in exchanging Pokémon with other players
for getting them all. There are more than 802
Pokémon until now and more than 80 games.

Pokémon Sapphire was launched in 2002 for the
Game Boy Advance. The game was a hit and after that
in 2014 a new version of the game called Pokémon
Alpha Sapphire was launched. It has obtained more
than 9 millions sales. The story consists in saving the
world from the destruction that the Pokémon Kyogre
has brought to the world and tells us about the
importance of taking care of our environment.
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The Japanese language

Japanese is a complex language. It uses ideograms
called kanji for conveying the meaning of the
substantives and verbs, and particles for indicating
how the phrase should be organised. They also have
two syllabaries called hiragana and katakana. The
first one can be used for verbal inflections, while the
second one is used for transliterating foreign words.
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The methodological proposal

The main points of this method are as follows:
Data collection is based both on written
transcription as well as on audiovisual
material such as photographs and video.
Data is analysed using quantitative and
qualitative data analysis software (MAXQDA).
Different categories of tags are established
for dividing and analysing the data.

These elements will now be discussed in greater
detail. The first step is to take photos of all the
game texts and menus. The second step is to
transcribe them in Excel. After that, the Excel file
containing the texts to be analysed is uploaded
to MAXQDA with the photos of the game.
Finally, the texts and the images can be tagged
using MAXQDA with the tags proposed below.

The tags

These are the tags proposed for the analysis of
Japanese video games localization:

i B

0 Translation 0 Hypertranslation.
strategies 0 Over-translation.
(domestication, 0 Under-translation.
foreignization, 0 Politeness.
transcreation). 0 Feminine language.

0 Cultural issues. 0 Verb tenses.

0 Calques. 0 Borrowings.

0 Humor. 0 Syntax.

0 Censorship. 0 Syntactic calques.

0 Incorrect meanings. 0 Onomatopoeia.

0 Contradictions. 0 Double meanings.

0 Nonsense errors. [ Character limitation

0 Additions. problems.

0 Omissions. 0 Variables.

UNIVERSIDAD
DE GRANADA

Implementing the methodolog

The method was tested as part of a PhD
dissertation that was presented in 2018 (Casado,
2018). Specifically, the localisation of the
Japanese video games Pokémon Sapphire
(2002) and Pokémon Alpha Sapphire (2014) into
English and Spanish was analysed. For this
purpose, a trilingual corpus (Japanese, English
and Spanish) of 11,114 images and 120,000
words containing all the data from the main video
game storylines was compiled. The MAXQDA
tool was used for adding tags both to the texts
and the images in their contexts as well as to
extract statistical results. It was used for a
presence/absence analysis. The software also
makes it possible to exploit the research results
better by extracting result reports, graphics,
statistics and word lists, which is useful. A total of
702 tags were tagged in the corpus using
MAXQDA and the tag system proposed, which
led to interesting conclusions such as how the
video games suffer from some censorship in their
English and Spanish versions and the presence
of a very neutral culture in these versions in
comparison to their Japanese counterparts,
which showed a few more aspects of Japanese
culture. The neutral culture found in the
European versions was supported by the
transcreation strategies used. The study showed
that Japanese culture was everywhere in the
original Japanese version of the video games, as
already mentioned, while it was camouflaged in
the European versions of the video game by
using the transcreation strategies. At the same
time, there was constant tension due to
maintaining the function of the translation of
entertaining the players. Another interesting
aspect revealed by the study was that the
characters in Pokémon Alpha Sapphire (2014)
express themselves in a more polite and
pragmatic way. In conclusion, the method proved
to work well because it made it possible to find
and analyse all the proposed important aspects
of Japanese video game localisation and extract
many results such as the ones already
mentioned.

Results and conclusions

A new methodology for analysing the localisation
of Japanese video games has been proposed.
Furthermore, the method was tested by
analysing the localisation of two Japanese video
games into English and Spanish called Pokémon
Sapphire and Pokémon Alpha Sapphire, which
showed that the method can be applied in an
effective way.
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We are in , Where

(“The only truth is the inconsistent edifice of the logical interconnection of all possible illusion.” — Zizek)

Rich Murphy, Massachusetts College of Art and Design, Boston MA MASS

Outside Plato’s Cave,
At a time when we can understand
“The only truth is the inconsistent edifice of the logical interconnection of all possible illusion.” -Zizek
In need of
Prophetic Voice Now,
A Cultural Climate Change,
We may remember,

“The fundamental job of the imagination in ordinary life,
then, is to produce, out of the society we have to live in,

a vision of the society we want to live in.” (Frye)

The road divides here as this poet’s voice sees it.

Teach children to try to live outside where Or surrender on our species to find oblivion in
To Praxis Makes (Sloterdiik) Plato’s Cave

Where in grade school children Harari’s “Homo Deus” is the shadow provider
Study Solace in Solitude to balance the individual
To Homo sapiens who each experience Zuboff’s

with the community learning to fail better,
“Once | was mine; now | am theirs;”

Where in high school each student is able to

Identify the individual Hegelian Wound; And live Brown’s “All conduct is economic

conduct.” until work is no longer possible for each
So that in college the student learns to

Mind Your Own Talent through Practice; And each is lead to Conrad’s Grove of Death, to
Where abandoned Homo sapiens withdraw to die.

Where Life is lived in Over-Compensation

[A]lnd thus it certainly does not pay to go up.

Acrobatics — with all the dialectical antagonisms;
SOCRATES: And if they can get hold of this person

And as community Fragile Absolute members who takes it in hand to free them from their chains
and to lead them up, and if they could kill him, will

reclaim the commons: Ecology, Biology,
Public Spaces, Intellectual Property they not actually kill him? GLAUCON: The certainly will. (Plato)

(Zizek)
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Abstract

This pilot research investigates an interface area between second language
acquisition (SLA) and language testing (LT) in the context of Chinese-L2 learners’
acquisition of classifiers. It conducted a test concerning the acquisition of Chinese
classifiers, comprised of a composition task and a gap-filling task. Data was collected
from three English native speakers via the designed sequential elicitation tasks, among
which, dynamic assessment was adopted as the testing method. Findings illustrated
that: 1) from a SLA stance, noticing outperformed accuracy within each individual’s task;
2) from a LT perspective, the gap-filling task elicited higher classifier usage compared to
the composition task. This study uncovered various issues of learning classifiers, namely,
difficulty in memorisation and individual differences that affect acquisition. On the
other hand, it was observed that different elicitations influenced testing results and
interpretations, which called for the consideration of the elicitations sequencing in the
tasks. Equally significant, a discussion of the SLA-LT interface revealed a limitation in the
current testing design, as age may influence the validity of the test. Thus, establishing
test validity requires either varying age groups of participants or referring to a L1
composition based on the same task from the test-takers.

Introduction

For those who work as language teachers, language test developers or language
researchers, a test investigating both SLA and LT is particularly beneficial. Yet, neither
SLA nor LT research has extensively examined the effect of task elicitations with a focus
on classifier acquisition in Chinese-L2 learners. To fill this research gap, the current
study intends to establish a research on the SLA-LT interface in order to probe how these
two domains overlap with each other.
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Fig 1. Composition Fig 2. Gap-filling

Background

SLA research observes language proficiency from a longitudinal perspective, while
much to the contrary, LT captures language proficiency via “a slice of life” at a specific
stage (Bachman, 1989, p. 193). Although holding different foci, the overlap of SLA and LT
research pinpoints “..the validity and reliability of the elicitations”, meanwhile
manipulating language testing as a unique “elicitation device” that demonstrates the
results of SLA. (Bachman, 1989; Douglas, 1998, p. 442). Bachman (1989, p. 203) further
points out that SLA-LT interfaced research should incorporate SLA developmental
considerations into testing design as well as interpreting language proficiency in a more
thoughtful manner.
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Research Questions and Methodology

This research attempts to investigate the nature of Chinese-L2 learners’ acquisition
of classifiers from the SLA-LT perspective, in order to probe: 1) how different task
elicitations influence L2 learners’ employment of classifiers; 2) what difficulties does the
results imply to classifier learning? Three adult English-L1 speakers were invited to do
the tasks on a basis of picture description. The first was a composition task that aimed
to examine learners’ use of classifiers in a naturistic setting. While the second gap-filling
task tended to discern accuracy of using classifiers. It was predicted that the gap-filling
task would yield more classifiers usage, since the gaps per se could be hint of employing
classifiers. However, it would be interesting to see how the percentage correctness
differs across tasks and individuals.
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Fig 3. Noticing Fig 4. Accuracy

Results

It was not surprising that noticing scored higher than accuracy in both tasks within
each individual due to the nature of the calculation setting. What is important is the
variation of the gaps between the two tasks and across individuals, as shown in Fig 1
and Fig 2. By comparing Fig 3 and Fig 4, it is observed that compared to the composition
task, the gap-filling task indeed gave rise to more elicitation of classifiers. in addition,
we should notice that the generic classifier ge had been overgeneralized by all

participants, as demonstrated in Table 1.
Table 1. Overgeneralization rate of ge

composition gapilling
misuse of ge | correct use of ge | overgeneralisation rate of ge misuse of ge | correct useofge | overgeneralisation rate of ge
Kong 1 2 13% 3 2 1%
Deng 5 4 63% 6 5 67%
Wu 1 1 50% 8 4 62%

Conclusion

The evidence of noticing outweighed accuracy uncovers the fact that participants
internalised the rule of applying classifiers, but had problems in accurately employing
classifiers. It is also clear that elicitation methods significantly differed testing results.
Albeit this study detected the over-arching reasons accounting for classifier acquisition,
it is suggested that varying participants’ age brackets and referring to their L1
composition would draw on a more accurate and valid interpretation of the classifier
acquisition.

References
Bachman, L. F. (1989). Language testing-SLA research interfaces. Annual Review of Applied

Linguistics, 9, 193-209.

Douglas, D. (1998). Testing methods in context-based second language research. In L. F. Bachman, &

A. D. Cohen (Eds.), Interfaces between second language acquisition and language testing

recearch (b 141-155) Cambridee: Cambridee lInivers<itv Precs



