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All-inGMT

The All-inGMT project, funded by
ISITE BFC and ‘"Investissement
d’Avenir" programmes, explores the
intersection of personal identity, new
technologies, video games, and
translation practices. It aims to
support the shift toward inclusivity by
addressing gender binarity in
language.



All-inGMT - Corpus

1 corpus (EN 600,000/FR 700,000) of
games acquired in collaboration with
studios such as Accidental Queens and
Brace Yourself Games.

1 corpus (EN 135,700/FR 152,276)
derived from the original with non-
binary segments only.

1 corpus derived from the original re-
rewritten to neutralise all possible
references to gender.
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Dodiom

Good MoRNiNE;

Good morning! Dodo has started a new game.
1102

Hello, my name is Dodo. .,

Te I e g ra m : . Today's idiom is 'pull (one's) leg', meaning: to
I'm trying to learn English, but | have trouble tell someone something that is not true as a
understanding idioms. 1916 way of joking with the person

11:02 |

Canyou help me? ., .,

Submit 11,6 |

In this section, you can submit an example for |

Telegram bot designed to collect MWE 2& e B
(multi-word expressions) to create a dom Give

corpus of idioms conceived as a Ok give up
multiplayer competitive game with gl Tadays idiom Submit

19:16 |

Pleaspe pnter an pyamnle sentenre rantaininn

@ Nessage 2% @

a learning goal. ... . the .
99 E”:"rylglt G, Sentas A, Monti J. 2023) 3 i HEl
- I Show Scoreboard Achievements
@ I‘~.-“ae535.aqe @ (’/5/5)
httpS/ / g|thUb.CO m/Dodiom/dodiom/ Dodo greeting the player, describing the game, Main Menu showing the currently available

and showing the next steps options
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NB: Automata
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January 27

/start 13.33

Bienvenue !

Clique sur l'une des commandes
suivantes pour naviguer dans le jeu :
- /play pour commencer a jouer

- /leaderboard pour afficher le
classement

- /report pour signaler un segment
inapproprié (discours de haine, troll,
etc.) lors de la partie

- /help pour obtenir de l'aide

/Play 13:33 v/

Neutralise le segment suivant. Dans
le chat, propose une alternative
non-genrée ou copie-colle la phrase
initiale si elle est déia neutre.

d O O

NB: Automata

The Game

NB: Automata

@nb_aut
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< @ h!B Automata :

Cest un caucnemar. 1334

La neutralisation suivante a été
enregistrée avec succes: C'est un
cauchemar.

Cligue sur 'une des commandes
suivantes pour naviguer dans le jeu :
- /play pour commencer a jouer

- /leaderboard pour afficher le
classement

- /report pour signaler un segment
inapproprié (discours de haine, troll,
etc.) lors de la partie

- /help pour obtenir de l'aide

January 28

/leaderboard .39

Neutralisaire:

2 Korbak

0 Isabel

Révisaire::

0 Korbak

Equipe:

0 Ecole de la vie

0 Patate mauve

0 Singlet et carapils
0 Les translapotes
0 DARKKILLERS



NB: Automata

Corpus

Game 1: FR 25.674

Game 2: Eng 27.367 | FR 42.733

Text segments that did not require neutralisation
removed to enhance the engagement and enjoym
game.




Gamification and game design

Gamification:

Application of game design
elements and principles, such

as points, rewards, and
challenges, in non-game .
contexts to engage and

motivate people to achieve
specific goals.

(Deterding et al., 2014)



Crowdsourcing

Obtaining content from a large group
of people, typically via the internet,
rather  than from traditional
employees or suppliers

= aligned with the general societal goals of the
project.



Game design is not
that easy



What model?

Collaboration Competitio

Collaboration and competition rely
on different game mechanics that
may elicit different types of

motivation.

Intrinsic Extrinsic
motivation motivation

(Morschheuser, Hamari, et Maedche, 2019)



What model?

To achieve an optimal balance
between the project's objectives and
the enjoyment.

(Messina et al., 2023)

Mixed approach

(Murillo-Zamorano et al., 2020).



What will our players do?

The different roles

Neutralisers Reviewers

Create data

Ensure the quality of the data and

emphasise the game's collaborative aspect.



What will our players do?

Neutralisers

Neutralisers earn points by neutralising and when their propositions

receive a high number of upvotes from reviewers.



What will our players do?

Reviewers

Reviewers earn points by reviewing and when their upvotes align with

those of other reviewers (indicating likely good propositions).



Nb: Automata official launch

O 60

'E‘u';.s.

# o 7».
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t.me/nb_automata _bot

0 Telegram
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