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Workshop outcome and route

What prevents 
speaking 

participation?
→

Task, interaction,
output, anxiety

DIDA inclusion lens:
structure, choice, 

access

Vibe-code a
chatbot or game

AI tools are inclusive only when they are embedded in meaningful, structured, 
teacher-controlled tasks that preserve access to human interaction.

ORIENTATION

1 · Diagnose 2 · Ground 3 · Include 4 · Build 5 · Transfer

AI Speaking WorldsCHATBOT WORLD GAME WORLD INCLUSIVE WORLD

Design formula: Prepare with AI → rehearse with support → communicate with peers → reflect and adapt

Design principle

Plan transfer to
your classroom→ → →



ROUTE

Three connected AI Speaking Worlds
A common design logic links chatbots, gamified tasks and inclusive digital learning.

CHATBOT WORLD GAME WORLD INCLUSIVE WORLD

CHATBOT WORLD

Private rehearsal
Role exploration
Useful phrases
Short feedback before peer 
talk

GAME WORLD

Roles, clues and 
constraints
Progression
Shared speaking outcome

INCLUSIVE WORLD

DIDA lens
Structure, choice and 
access
Reduced overload
Scaffolding 

Prepare with AI  →  rehearse with support  →  communicate with peers  →  reflect and adapt

Teacher agency first: digital affordances are used to widen access to meaningful EFL communication.





Design formula: Prepare with AI → rehearse with support → communicate with peers → reflect and adapt

THEORY 1/3

Why Classroom Talk still matters

Task-based, interactionist and affective foundations for AI-supported EFL speaking tasks

AI Speaking Worlds

✓  Communicative outcome. Learners use English to achieve a goal, not 
merely to “talk to a bot” (Ellis, 2003; Nunan, 2004).

✓  Interaction. Clarification, negotiation of meaning, follow-up questions and 
repair create learning opportunities (Long, 1996; Mackey, 2020).

✓  Output and noticing. Trying to express meaning helps learners notice gaps 
and refine linguistic resources (Swain, 1985; Schmidt, 1990).

✓  Low-pressure rehearsal. Recent studies report lower speaking anxiety and 
stronger willingness to communicate, but effects remain task- and 
design-dependent (Zhang et al., 2024; Wang et al., 2024; Huang & Kakham, 
2026).

1 Prompted rehearsal

2 Language resources

3 Peer interaction

4 Reflection + feedback

Design implication
The chatbot phase prepares language and interactional moves; classroom talk is where the communicative task 

is completed.

CHATBOT WORLD GAME WORLD INCLUSIVE WORLD



THEORY 2/3

Inclusive AI-supported speaking: why low-pressure rehearsal can widen 
participation
A DIDA-informed rationale for nervous, anxious and neurodiverse learners

AI Speaking Worlds

What the evidence suggests:

✓  Speaking anxiety matters - It can reduce participation, working-memory resources and 
willingness to communicate.

✓  Low-pressure AI rehearsal can be useful when it offers private preparation, repeatability 
and non-public first attempts.

✓  Recent chatbot evidence is promising but not automatic: affective gains depend on tool 
design, embodiment, feedback, task type and teacher mediation.

✓  The inclusive target is not avoidance of human talk. Digital rehearsal should bridge 
learners into peer interaction and reflection. Horwitz et al., 1986; MacIntyre & Gardner, 1994; MacIntyre et al., 1998; Tai & Chen, 2023; Wang et al., 

2024; Wang et al., 2025; Xiao et al., 2024

For nervous or anxious learners, private and repeatable rehearsal can provide a bridge into human interaction. It 
should not become an avoidance route.
DIDA: clarify → externalise → segment → preserve control → support reflection.

CHATBOT WORLD GAME WORLD INCLUSIVE WORLD

Design formula: Prepare with AI → rehearse with support → communicate with peers → reflect and adapt



THEORY 2/3

Inclusive AI-supported speaking: why low-pressure rehearsal can widen 
participation
A DIDA-informed rationale for nervous, anxious and neurodiverse learners

AI Speaking Worlds

DIDA design translation

1 · Predictable entry
One immediate goal and a visible sequence of 3–5 steps.

2 · Low-pressure rehearsal
One question at a time; pause, retry and optional text-plus-voice support.

3 · Differentiated access
CEFR-adjusted phrase banks, planning time, role choice and limited correction 

density.

4 · Human transfer
AI preparation leads into pair or group interaction; provide a non-digital route.

CHATBOT WORLD GAME WORLD INCLUSIVE WORLD

Design formula: Prepare with AI → rehearse with support → communicate with peers → reflect and adapt



Vibe coding basics: technique for Chatbot World and Game World

14

Creating interactive tools by describing what you want in natural 
language and letting an AI assistant generate the code.

What is vibe coding?

Vibe coding can help teachers quickly create customized and interactive 
tools for their students (e.g., chatbots and game-like missions). 

APPLICATION

AI Speaking Worlds

How can it help?

CHATBOT WORLD GAME WORLD INCLUSIVE WORLD

Design formula: Prepare with AI → rehearse with support → communicate with peers → reflect and adapt

The inclusive value depends on the prompt: clear goals, short cycles, accessible 
language, learner choice, safety boundaries and a non-digital alternative.



Game World: vibe-code an interactive grammar game

14

Start your prompt with: “code an html…”

APPLICATION

AI Speaking Worlds

e.g. Claude, Gemini, or ChatGPT. Free versions are fine.

Use an LLM (large language model) 

Check the preview generated by the LLM. Prompt the LLM to make any 
changes you see fit. 

e.g.: Code an html mission game where students (B1 English) can practice first and 
second conditionals. Make the game space themed.

e.g. “simplify the instructions” or “provide German translations for each example”

1.

2.

3.

4. Publish a link to your new tool.

CHATBOT WORLD GAME WORLD INCLUSIVE WORLD





Claude conversation window Game preview







prompt Claude to make changes to the game



When you are happy with the tool, go to Copy 🡪 Publish artifact. Claude will generate a shareable link.



Result: Interactive grammar game, made in less than 5 
minutes

CHATBOT WORLD GAME WORLD INCLUSIVE WORLD



GAME WORLD

From grammar game to speaking mission
Gamification becomes didactically meaningful when game elements lead to a communicative outcome.

CHATBOT WORLD INCLUSIVE WORLD

BEFORE

Interactive grammar 
game

• item-by-item practice
• language accuracy 
focus 
• useful, but speaking 
remains optional

→

AFTER

Space rescue mission

• Goal: agree on the safest route
• Roles: pilot, engineer, mission control
• Gap: each learner has different clues
• Language: If we choose…, we will… / I suggest… because…
• Outcome: group decision + short justification

Design rule: The non-negotiable element is an information gap, role gap or decision gap that 
makes peer talk necessary.

Research anchors: task-based learning and gameful design (Ellis, 2003; Nunan, 2004; Deterding et al., 2011; Sailer & Homner, 2020).



Chatbot World: vibe-code a chatbot to scaffold classroom speaking

Teacher defines the 
speaking goal, 

roles, gap, problem, 
or decision.

Learners use the 
chatbot to explore 
roles, ideas and 
useful phrases 

Learners use their 
preparation in a 

partner or group task

→

Learners reflect on 
what worked, what 
language helped, 

and what they would 
improve next time.

AI should not replace classroom speaking.
It can reduce avoidable pressure by offering clearer roles, useful language, predictable steps and 
rehearsal before human interaction.

1 · Task setup 2 · Low-pressure 
AI preparation

3 · Peer 
interaction

4 · Debrief + 
feedback

APPLICATION AI Speaking Worlds
CHATBOT WORLD GAME WORLD INCLUSIVE WORLD



Before designing the chatbot, decide…

What barriers should the chatbot 
reduce before the speaking task?

What classroom interaction 
should the chatbot lead into?

What should the chatbot generate 
or prepare?

E.g.: an information gap, opinion 
gap, role-play, problem-solving task, 
group decision, interview, debate.

Information cards, roles, opinions, 
constraints, clues, arguments, questions

It can clarify the role, externalize steps, 
provide optional phrase support and allow 

rehearsal before speaking.

APPLICATION
CHATBOT WORLD GAME WORLD INCLUSIVE WORLD



Prompt structure: connect the three worlds

AI Speaking Worlds · Chatbots, gamified tasks and inclusive digital learning Claude demo 14

Create an html chatbot for [level] EFL learners. The chatbot should 
help students prepare for a classroom speaking task about [topic].

The chatbot can support students by:
• helping them rehearse the interaction
• generating roles, information, opinions or constraints
• providing brief CEFR-aligned phrase support
• asking one short question at a time
• allowing pause, retry and optional planning
• giving selective feedback before the peer task

After using the chatbot, students should be ready to [compare 
information / solve a problem / reach a decision / discuss different 
views] with classmates.

Avoid personal or sensitive topics. Do not over-correct or write the full 
dialogue for the learner. Provide a simple alternative route if voice 
interaction is not accessible.

Set the context
Who are the students? What level are 
they? What topic are they working on?

Explain the classroom task
What will students do after using the 
chatbot?

Specify inclusive support
Visible steps, planning time, phrase bank, 
pause/retry, choice or alternative.

Set boundaries
What should the chatbot avoid?

VIBE CODING DEMO

Define the chatbot’s role
E.g. conversation partner, role-card 
generator, interviewer or source of 
missing information.

CHATBOT WORLD GAME WORLD INCLUSIVE WORLD



Textbook activity link

VIBE CODING DEMO AI Speaking Worlds

The chatbot prompt on the next slide was inspired by 
this activity from Green Line 3 (Klett)

CHATBOT WORLD GAME WORLD INCLUSIVE WORLD



Example prompt

AI Speaking Worlds · Chatbots, gamified tasks and inclusive digital learning Claude demo 14

Create an html chatbot for 7th-grade EFL learners preparing a host family role-play.

The students will later act out the scene with classmates. The chatbot should only help them 
prepare.

Do not give long explanations. Ask one short question at a time and wait for the student’s answer.

First, ask the student which role they want: exchange student, host parent, or host sibling.

Then:
- suggest one simple problem or misunderstanding they could include in the scene
- remind them that they can change it or invent their own idea
- help them prepare 3-4 things their character might say
- give useful B1-level sentence starters for polite requests, suggestions, clarification, and 
disagreement

Use short, student-friendly language. Do not write the full scene for them. Avoid personal or 
sensitive topics.

VIBE CODING DEMO AI Speaking Worlds
CHATBOT WORLD GAME WORLD INCLUSIVE WORLD



https://docs.google.com/file/d/1EOjeWqlyW2kcujCxCiS0g8r-sErs-3zs/preview


What made the chatbot useful, and what would you restrict?

What made the chatbot pedagogically useful?

• clear role and observable goal
• level control
• one question at a time
• supportive phrases and planning
• pause/retry before peer speaking

What would you restrict before using it with 
learners?

• personal data or sensitive topics
• stereotypes, bias or factual authority
• constant or punitive correction
• diagnosis labels or forced disclosure
• no pause, retry or alternative route
• unsupervised use

Teacher role 
Define the goal, remove barriers, test the prompt, supervise use and reconnect practice to human 
interaction.

Usefulness Restrictions

DEBRIEF
CHATBOT WORLD GAME WORLD INCLUSIVE WORLD

Design formula: Prepare with AI → rehearse with support → communicate with peers → reflect and adapt



CHECKLIST

Prompt and inclusion checklist

Level · CEFR-aligned language and support

Goal · observable speaking outcome

Interaction · one question at a time; bot does not dominate

Scaffolding · visible steps, planning time, phrase 
support, choice and clarification

Feedback · selective, brief, action-oriented and 
not constant

Safety · no personal data, diagnosis labels, 
sensitive topics or factual authority

Transfer · leads to human speaking and includes 
a non-digital or lower-pressure route

AI Speaking WorldsCHATBOT WORLD GAME WORLD INCLUSIVE WORLD

Design formula: Prepare with AI → rehearse with support → communicate with peers → reflect and adapt

Role · specific social or classroom role

Mission ·  problem, gap, role, clue, constraint or decision



Transfer: choose your own AI Speaking World

My next task

Which chatbot, game-like 
mission or blended speaking 
task could I realistically try?

My inclusion plan

Which barrier will I reduce, 
and what structure, choice 
or alternative will I offer?

My safeguard

What remains 
teacher-controlled, and 

how will I protect data and 
learner dignity?

CLOSING AI Speaking Worlds
CHATBOT WORLD GAME WORLD INCLUSIVE WORLD

Design formula: Prepare with AI → rehearse with support → communicate with peers → reflect and adapt



Three takeaways

26

1

AI chatbots and gamified 
tasks can expand 

low-pressure, repeatable 
speaking practice, especially 

for hesitant or anxious 
learners.

2

Inclusion depends on design: 
one clear goal, short cycles, 
learner control, differentiated 

access and limited 
correction.

3

AI preparation should 
culminate in meaningful 
human interaction and 

reflection; teacher agency 
and safeguarding remain 

central.

Main takeaway: design for participation, not merely for tool use.

CLOSING
CHATBOT WORLD GAME WORLD INCLUSIVE WORLD

Design formula: Prepare with AI → rehearse with support → communicate with peers → reflect and adapt



ADDITIONAL RESOURCES

Practical AI and DIDA resources for the classroom

University of Kassel projects

DigiTalk-EFL / QSL
AI-supported speaking simulations and inclusive practice formats

Project period: 01.07.2025–30.06.2026

DIDA
Digital Differentiation for Attention Difficulties in EFL Learning and 

Teaching
Focus: structure, learner control, manageable cognitive load, 

differentiated access and reflection



ADDITIONAL RESOURCES

Online-Befragung zur
Veranstaltung Regionales Fachforum Medienbildung Kassel
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