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¢« (2N Dodiom (EN) Abstract
& bot e [diomatic expressions are one the linguistic
/start phenomena with few or rare occurrences within

text. That is why traditional methods focusing on
their annotations within actual text or their
retrieval from existing resources suffer from the
data scarcity problem.

e "Gamified Crowdsourcing for Idiom Corpora
Construction" (Eryigit et al.,, 2022) has been
published and reported to provide a solution to this
problem by collecting the data via a crowd-

Good morning! Dodo has started a new game.

Hello, my name is Dodo.

Today's idiom is 'pull (one's) leg', meaning: to

I'm trying to learn English, but | have trouble creating & crowd-rating approach. tell someone something that is not true as a
understanding idioms. way of joking with the person
Can you help me? e The approach was implemented as a Telegram bot Submit

and tested on Italian, Turkish, and Russian so far.

Wonder how? In this section, you can submit an example for

the idiom of the day. You'll start earning points
* The tool, being easily adaptable to new languages  Whenotherplayers like your example.

and new phenomena, iS Seen as a gOOd means Of Pleace anter an eaxyamnle cantenra ~rnntaininn
supporting inter- and intra-language diversity.

| need plenty of idiom and non-idiom
examples.

For example, in order to learn the idiom "Give

up”
| need an idiom example such as "0k, | give up
now."
and a non-idiom example such as "Can you Today's Idiom Submit
give that book up to me?”
Now, click on Today's Idiom from the : |
keyboard. D aview Review Help
In the sentence: Show Scoreboard Achievements
Quit pulling my leg, will you.
Dodo was told that the words pulling and leg TeeEy @ Aremenite dhe erseme e G
.. Zr?;:?ed together as an idiom /, would you (Savary et al. 2018) with the Dodiom Data Set on
Whatis it? P Idiom Identification Performances
e AN enjoyable and cooperative . | agree. Nice example P .
environment motivating the N _
" /27 v/—MV
| _
volunteers to help the research Superb! You earned 1 point -
studies
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e An asynchronous multiplayer game
for native speakers who compete
with each other while providing
idiomatic and nonidiomatic usage
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Key Points

e First time in the literature: a gamified
approach that uses crowd-creating and

\
\

macro average F1 Score

o

(%)

o
I

- ) — i I = H 0.45 -
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languages. P

e A Telegram Bot

e An explicit crowdsourcing game * The long-term goal is to extend and play

e Collects usage Samp|es for idioms of the game for Ianguages other than the Daily Review Frequencies Per Submission
which the words of the idiom may ones In this article, especially for languages
also commonly be used in their literal with few lexical resources. = e 1 B =
meanings within a sentence. = _ = e
e An open-source project available via .
10pP Proj Experiments - I
Github L . I -
: : Measured motivational and behavioral I I i
e Easily adaptable to new languages via I I ) ] Il
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Codes & Application:

e Github:
https://github.com/Dodiom/dodiom
e Scan for the Telegram bot
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