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Doctoral Course English Language Assessment (2024)

For this English language assessment, you are asked to review the seven articles provided

and draft four or more paragraphs synthesizing key points from the articles, similar to
what would be found in a literature review.

Please note the following:

You do not have to read the complete articles.

Review the articles, and identify common themes/topics, similar or opposing
viewpoints, and/or reported research results.

Synthesize the key points from a minimum of five of the seven articles into
paragraphs, similar to what would be found in a literature review. Including points
from all seven articles is acceptable and may improve your examination results.

Use multiple reference points from multiple articles where possible.

Follow standard academic essay organization.

Include a minimum of four paragraphs. Additional paragraphs are acceptable and
may improve your examination results.

Use appropriate APA Style in-text referencing, and include reference entries for the
articles which you use in a reference list following your paragraphs.

Paraphrase: Do not copy; Do not quote.

Complete the handwritten assessment within 90 minutes.

Your assessment will be scored based on the following criteria:

Level and breadth of synthesis of information from the articles presented
Relevancy and appropriateness of content presented

Academic organization and citations

Language / grammar skills

Articles
An, Y., & Cao, L. (2017). The effects of game design experience on teachers’ attitudes and
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162-170.
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immersion virtual reality assisted language learning. In P. Taalas, J. Jalkanen,
L. Bradley, & S. Thouesny (Eds.), Future-proof CALL- language learning as an
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Tai, T., Chen, H. H., & Todd, G. (2020). The impact of a virtual reality app on adolescent

EFL learners’ vocabulary learning. Computer Assisted Language Learning, 1-26.
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Technology & Society, 23(1), 30-49.

York, J., Shibata, K., Tokutake, H., & Nakayama, H. (2020). Effect of SCMC on foreign

language anxiety and learning experience: A comparison of voice, video, and VR-based
oral interaction. ReCALL, 33 (1), 1-22.



