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Large scale experimentation of a serious game targeting oral comprehension in 
English as a second language for 6–8 year-olds: some lessons learned 

· Abstract (99/100w):  
Between 2018 and 2020, the Fluence project tested three learning apps with 700+ pupils for more than two years. The 
protocol neutralized the novelty effect by having concurrent apps targeting different skills administered to each group. 
In this symmetrical protocol, the test-group for app1 is the control group for app2 and vice-versa. 
One of the three application of the Fluence project is Luciole an EFL learning game for 6-8 year-olds. The pupils using 

Luciole significantly improved their English oral comprehension (Mandin et al. 2021) compared to the other groups. 

In this communication we delve deeper in the explanation of the results. 

· Description (301/300w): 
In this communication we deliver a full assessment of the Luciole app within the scope of the Fluence project, which 
ended in 2022. 
In the first part we motivate the design choices made (learning game, integrating a narrative, focused on oral 

comprehension) by positioning it in the acquisition theories it builds upon (VanPatten 2002), and the literature of 

serious games (Loiseau and Noûs 2022). These choices were also deeply rooted in the overall context of the study, 

both from the institutional standpoint — national instructions regarding language teaching for 6-8 year old pupils 

(MEN 2015) — and from the field’s point of view — linguistic insecurity among some teachers who do not choose to 

teach a foreign language (Delasalle 2008). 

In the second section we detail the experimental protocol, from the ecological conditions targeted by the project, to 

group repartition, without omitting the pre- and post- tests taking place at the end of each school year of the 

project. 

In the third section, we explain our analysis drawn from three different data sources: 1) pre- and post- tests; 2) 

interaction traces collected by the application; and 3) in game auto-evaluation. The experiment showed a significant 

effect on oral comprehension in English and on phonological awareness. The pupils using Luciole in year 1 of the 

project and those using it in year 2 had significantly better results than those who did not. But the pupils who used it 

in both year 1 and year 2 did not fare better than the group who used it just during the second year. We cross the 

data from our 3 sources to explain these results in depth. 

These analyses bring us to draw conclusions on the carrying out of large scale ecological studies, which will be taken 

into account in the Trans3 project that started in 2023. 
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