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Data-Driven Learning (DDL), as defined by Johns (2002), aims to “confront the learner as directly as possible 

with the data, and to make the learner a linguistic researcher” (p. 108), fostering inductive noticing, pattern 

recognition, and learner autonomy through authentic linguistic evidence. While DDL has shown promise in 

language education, it has primarily been utilized with adult or teenage learners due to the complexity of existing 

corpus tools. Research targeting younger learners is sparse: existing studies focus predominantly on teenagers 

(Pérez-Paredes, 2019; Gatto, 2019), while Hirata (2019), the only study engaging primary-level L2 learners, falls 

short of learner interaction or DDL-informed evaluation. Consequently, DDL with young learners remains “very 

much underexplored” (Crosthwaite& Baisa, 2023).  

Responding to this gap, this study aims to make corpus use pedagogically viable for learners aged 8-10 by 

developing an accessible multimodal corpus application and examining the features such an environment should 

include. More broadly, the research seeks to evaluate the pedagogical feasibility of structured, guided exposure 

to concordances for young learners, with a particular focus on vocabulary development, noticing, and early rule 

formation. Drawing on Zyda’s (2005) definition of serious games as digital environments designed primarily for 

education rather than entertainment, the application offers a gamified, mobile DDL experience that is seamless, 

personal, portable, and aligned with the learning habits of Generation Alpha. Built on a compiled pedagogical 

corpus of more than one million words drawn from over 300 graded readers and picture books at CEFR A1-

A2+, selected according to readability metrics, lexical profiles, and age appropriateness, it incorporates audio, 

visuals, and haptic interaction to support auditory, visual, and kinaesthetic learning styles.   

Validation follows a multi-stakeholder, mixed-methods framework. Corpus linguists and CALL specialists 

evaluate theoretical grounding and task design; primary school teachers assess pedagogical appropriateness and 

curriculum alignment; and learners aged 8-10 interact directly with high-fidelity prototype mockups during 

think-aloud sessions. Data are cross-referenced across interaction logs, structured questionnaires, oral interviews, 

and visual Likert scales.   

The findings are expected to shed light on how young learners interact with corpus evidence and respond to 

gamified DDL environments, and provide a comprehensive analysis of how and to what extent DDL strategies 

can e_ectively be integrated into young learner ESL curricula. Thus, the study aims to o_er a scalable model for 

multimodal, corpus-driven serious game environments with the potential for future AI-supported adaptive 

learning and “long-lasting DDL use” in young learner settings (Crosthwaite & Baisa, 2023).  
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