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The core concept, framework and neurocognitive base of the social L2 learning
( SL2 ) model
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A social L2 learning (SL2) model: its theoretical
framework and neuro-cognitive base



1 v Bt R F =2 The social
second language learning model
(SL2)
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of the new science of learning. Recently the SL2 learning model has received
strong support from neuro-imaging and ERP studies in SLA for its efficacy and

significance.

MRER - ZBMNIREGRRNSSHIEEAMTIRRFES
oI PIRBEH RZFETA - RRE#R ZFEFE VR These

studies revealed two important processes in both left and right brain regions
working together and demonstrated positive brain changes along with
enhanced behavioral outcome as a result of SL2 learning

Jeong et al., 2010; Jeong & Li, 2020; Hosoda et al., 2013; Legault, Fang, Lan, & Li, 2019; Li & Jeong,
2020; Mayer, Yildiz, Macedonia, & von Kriegstein, 2015; Verga & Kotz, 2019, among others.
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The SL2 framework
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176h ~ st - BRAENEGR - DUERHFENINLI (Li &Jeong, 2020) Learners recruit broader

brain regions to process multiple perceptual, action-related, social, and emotional cues to add meaning during social
interactions
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involve the whole-brain and have advantages of strengthening elabrative & direct associations between the new L2
words and embodied semantic representations as well as a L2 cognitive processing system in the brain
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H¥E (joint attention ) S =EE ( shared intentionality ) ( Tomasello, 2000 )

ot



5 Z"/:/Eﬁ 5_‘55 Z\:ﬁﬂ 776/%7/7/7 /ﬂ/ﬁgﬂgf- fﬁé_% i/( ;ﬂgﬁ-ﬂ The neural

correlates of L2 social interaction in bilateral brain regions

EAXMANXEE (SMG, AG, IFG) i EHZEX
(LG) KixKE (CN) ERERRItIRF LS
% - R 7 BRARMCEN ZBHERFEIME O

strong engagement of the right brain regions along with the visual (LG) and subcortical
regions (CN), form an important neural network for understanding SL2.
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and its integration with memory. This network highlights the stronger role of the right-
hemisphere brain regions as compared with the typical left-lateralized language networks.
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iigfg/‘? g /_E gﬁ ifF‘z/‘Z ﬂ!/ $/57 f_l;: L2 words are processed in a similar fashion as L1

words learned via social interaction, but not via L1 translation

(Jeong et al. (2010) KRR AN A BESESTISERT : 1 L1 )
L2BiE5E 2 - AENED (NERETESHREN ) - ZE#T

12035 33 48 B MR 185 Researchers trained Japanese speakers to learn Korean vocab

under two conditions: 1. L1 translation, or 2. simulated social interaction Participants were
then asked to retrieve the target L2 words in a (fMRI) session.
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ZRERBEEIHRZZIMNEACEGMSMG—X R A A ERIEIF
g = L= O PN i e ( MFG * SMG ) The results indicated that the words

learned through videos with social interactions produced more activation in the right SMG
whereas the words learned from translation produced more activity in the left middle frontal
gyrus (MFG).
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SREERARFIREG N ZEBELISREENENSXES—IE/L
it S5 918 CBUR R T R X I B G 1t is found that retrieval of L1 words (acquired

by these participants in childhood through daily life) also produced greater activation in the
right SMG.
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Brain areas involved in learning progress between Time 1 and Time 2

a. Social learning
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parietal cortex (IPL, including both SMG and AG) has been implicated more strongly in VR*
interactive learning as compared with non-VR learning
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Legault X[E1Z (2019) it ZiEFIE 2 52-3FMWEETCIILk - IGSFELXR -

IR -1 - EPAMISEER VE ; 2 -~ 18C-B R BX% PW Researchers engaged L2
learners in 2-3 weeks of intensive L2 vocabulary training across seven sessions under 2
conditions: the VR-based and non-VR (word to picture association).
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regions implicated in a language control network increased over time and correlated with L2
training performance and cognitive ability. The structural changes happen quickly
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—1BZ 3] The context of learning effects are show in that the PW learners recruit resources
more from the IFG while the VE learners predominantly rely on the IPL for L2 learning
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SMG X, /5%/‘3:2?-‘75 /;%'- The right SMG is shown to be more activated in simulated

partner-based learning than individual-based learning of word meanings

/Verga and Kotz etal., (2019) LER T ARG T (@ vs. TA) E’\JH‘I&I’EE(%?E%?

RIMEIFENZES - ARSNAMIFGRAEEHFEIMGRSE - TAEINE

PL ERIM Researchers found that participants with higher learning outcomes showed higher
activity in the right IFG during an interactive learning condition but not during an
Kindividualized non-interactive learning condition. )

/"E_I:*ETL\XEEBEF' ' E|E_|1¥E’\J“?'>j%‘E’\J%ﬁﬂ‘l"rﬂ}iﬁEﬁﬁﬂ’ﬂiﬁﬁﬁ'—ﬁﬁﬂﬁmﬁﬁwE?WETEH“?’\
SIMAXIE : LG (lingual gyrus ) RCN ( caudate nucleus ) BIBIEBIEHER

T4 Levels of activity in the right lingual gyrus (LG) and right caudate nucleus (CN), previously
implicated in visual search process and visuospatial learning, also correlated with temporal
Kcoordination between a learner and a partner during simulated interactive learning. )
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X—ERBRABAENHA K EMEEHE TFECES - TERRMERGUCH
R BREIEXINT - alISREZSHIKINER - MARZEREINL This

suggests that the mere presence of a social partner would facilitate L2 word learning, with
more elaborative semantic processing during encoding and lead to more successful retrieval

than surface-level processing of the same items.
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Multimodal interactive input <>
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2¢{5] Examples:

REFEMNSZES - ZHEE - BEAENEENEA - 0% - RBEMNEARD) - &

BAIMSCENEIF8 A 25 Provide enriched multimodal & multimedia input with interactive features
(videos & VR)

NEIEHiREZHEERIE - SBIE - RAHERMNEGS - DEZRIIEEN ISR
BX % ( 12U Tr ) » REEH —1FEH1FE Create multimedia and motor-sensory exercises &

actions that enable direct L2 concept link (form-meaning mapping) instead of L1 translation

~ontents



TIE2 : BOHFES ~ YEIHRA - BN EFEH
1B E 712 31ZE Use of linguistic, visual, and
emotional intelligence (perceive, reason &
understand) for SL2 learning

Emotional
Intelligence

z£{5] Examples:

- [ERAFERNMZEREEME - tNoE -~ Ain - BAEEFEGIEA - DUHERIEXREMNL
i FRVAZ X UTHC ( Quizlet, Lyrics training ) Use rich visual & special aids, sound, and

animated input with ample examples to ensure elaborated form-meaning mapping (Quizlet,
Lyrics training)

- REARREZE - glUFER - BEXBRIIZIIED Use tasks that allow affect display,

gestures, and physical surrounding to be part of it



TG 3 : RN EESCENXAT ~ BT
BZRSSHI G 52 F ] Authentic &
embodied participatory learning with
partners

z¢{5] Examples:
° 1%%E?ﬁ*i*ﬁﬂ"]ﬁi'tﬁ%l}lﬁﬁIg.lﬁég’/'/%l—ﬁﬂ"ﬁﬁih (Pear-deck, Padlet) Use authentic tasks

and technology-enhanced with sensory-motor engagement.
- ERUTIAEN - BIEZEN - BEAERYNESHZF - 11 : BESSEKNEIANSEE
] - BEEANZESN - WEMESE . (Google Tour Creator) Create action-based & goal-oriented

tasks using VR, Second Life, virtue meetings, long distance discussions
- ERMHBAMNEBEXENER - AFIBIREBIEBIESR - EXFHTEH (Flipgrid,

#LangChat, #MFLTwitterati, or #FLTeach ) Match up students with native conversation
partners and pen pals



https://twitter.com/hashtag/langchat?src=hashtag_click
https://twitter.com/search?q=%23mfltwitterati&src=typed_query
https://twitter.com/search?q=%23FLTeach&src=typed_query

BAIEZAMNMZ T ZE I RERAEH_1E
FIEFERIESHZY We need to
constantly design new experiences to
empower our students to use the
languages they’re learning.

54 ! Thank you !

Contact information: hjin@hamilton.edu
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