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With the recognition that pragmatics, like grammar and vocabulary, needs to be taught
explicitly in a second language classroom, teachers and researchers have explored a variety
of instructional methods, materials, and measures for pragmatics instruction and
assessment. This lecture presents a survey of the existing literature, highlighting current
trends in technology-mediated pragmatics instruction. The lecture features my recent
studies using a digital game for teaching pragmatics. The studies investigated a variety of
topics, such as the effects of different feedback conditions on learning outcomes, role of
metapragmatic knowledge in learning, and transfer of learned pragmatics knowledge. The
lecture presents findings from these studies, along with implications and future directions.
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