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The broad ‘endangered’ category includes languages with varied socioeconomic backgrounds, community sizes, 
degrees of literacy, levels of digital presence, and even attitudes towards language use. Yet the lack of supporting 
materials for language teaching and learning—books, exercise sheets, spoken media, interactive tools, games—is 
frequently seen as a major hindrance to transmitting the language to younger generations, despite the eagerness of 
speaker communities to do so. 

Locally grounded efforts are most likely to produce learning materials that are meaningful to communities. They are, 
however, often curbed by economic or political difficulties due to marginalisation and minority status. Meanwhile, 
jubilatory promises of ‘no languages left behind’ [1] or ‘language technology for all’ [2] by researchers and market 
actors from the Global North fail due to market logic, lack of training corpora [3], and the misalignment of remotely-set 
R&D agendas with local needs [4]. 

Without any pretension to ‘solve’ the problems outlined above, our long-term aim is to help build games and exercises 
for language learning and teaching, destined to communities to whom such material is only scarcely available, if at all. 
Our goal is to provide a method, resources, and software infrastructure for the semi-automated yet locally grounded 
creation of such material. Automation is crucial for scaling across multiple communities and for creating a varied pool 
of learning materials; however, it must be aligned with local community needs, which we articulate through the 
following adaptation requirements. 

1.​ Adaptation to the local language and culture. A language is more than a lexicon and a grammar: it is tied to and 
is shaped by the local environment, culture, social structures, etc. The learning material must reflect this 
embeddedness and remain coherent with the local context. 

2.​ Adaptation to technical limitations. Firstly, automation cannot rely on generative AI due to the lack of training 
corpora; instead, symbolic resources such as semantic and lexico-semantic networks, generative grammars, or 
grapheme-phoneme mappings need to be used. Secondly, the resulting games and exercises need to be usable 
without network access, and must be available on multiple platforms, including smartphones and paper-based 
versions in the absence of electricity. 

3.​ Adaptation to pedagogical requirements. The exercises should suit students’ varying levels of proficiency in the 
locally spoken languages. Also, language teachers should be able to correct, adapt, extend, or otherwise 
customise the automatically generated material. 

Beyond adaptation, the deployment of the process for actual communities must respect ethical principles of co-creation, 
as well as the rights of these communities to ownership of and unlimited access to the data they provide and to the 
project results [9]. The effort should take into account the experience obtained from existing projects and platforms for 
game-based language learning, a few examples of which are the multilingual online platform wordwall.net, desketa.bzh 
for Breton, research output such as [8], but also our own existing proof-of-concept demonstrator on lexical games. 

We are initiating work following these principles in the context of the recently launched two-year AILAR project, 
which involves four communities from South America belonging to the Tupian language family: the Sateré-Mawé, the 
Mundurukú, and the Asuriní do Xingu from Brazil, but also the Guaraní language, a minority language with 6.5 million 
speakers and an official status in Paraguay. The contact points with these communities are local researchers who speak 
the languages and who are partners in AILAR. While the project does not fund fieldwork, it includes initial discussions 
with community representatives who articulate their needs and provide background information to inform the three 
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adaptation mechanisms above. The project also includes the curation and extension of existing language resources, 
game development, and multiple stages of community feedback. It benefits from prior work on Tupian language 
resources [5,6] and from existing, small but curated and meaning-aligned Amerindian lexicons. These lexicons also 
include evidence of lexical untranslatability [7], on which we rely for a deeper adaptation of learning tools to the local 
semantic space.  

The talk will address the community needs outlined above, present first ideas of solutions towards the goal, introduce 
the AILAR project and the results obtained so far, and outline the research that needs to be carried out. 
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