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o HEFmDXIE Al-supported Self-Regulated Learning
. Collaborative Learning (supporting Self-Directed Learning)
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=hlE L-f88 S5 o) @RIt
o LAILRIZM O Differentiated
o 525 DBEALL i Instruction Personalized Learning
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o RIBMIT ¥
HHm

o EMDEREK

BEEZBRRICHBITESE S (Gradual Release of Responsibility)
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Gian is my favorite of all the characters in Doraemon.

The reason is that sometimes he is a little rough, but Gian is a kind boy and
always cares about his friends and family.

For example, when Nobita is in trouble, Gian always helps him. He is a very
kind friend.

Also, Gian's family has a shop. When his mother asks him to help, he works
hard, even if he doesn’t always want to.

Therefore, Gian is my favorite character.

©2026 Shunsuke Takagi All Rights Reserved.
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Essay Writing Coach for J2 students

s
Essay Writing Coach for J2 students

%#&: Shunsuke Takagi &

B¢

| == TytrEAALTL RSN, ANTBE, I7—%ERL. HtFEh
E /I\ WIS —BONEEZEZSZE-> M ERDLOLEMERLET, T7—
EROEEENEVOOERKIOBL Y 77 v 7LET. LI
CEFR A1~A2 (P1~3EE) THRELTWEITOD T, H-o&MBICL
EWBEEZOLSKEBRUTLET W, "EA"EANTHEEAETR
L. I5—0OHFESEANT S L. BUBEMEED THTHRBLTME
En

My favorite place is my room in my house. The reason is it's quiet and | can study,
and play game. For example, when Mr.Takagi give us a lot of homework, | study

©2026 Shunsuke Takagi All Rights Reserved.

’ hard it in my quiet room. And when | was tired, | play game and enjoy it in my room.
So it's my favorite place is my room.

+ : @

ChatGPT DEIERBTLHELVERERD A, OpenAl FEFILOPRIC BAFR 7—0AN—2 F—FEERALELA.
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Essay Writing Coach for J2 students & #8793

---marked text---

My favorite place is my room in my house. The reason is it's quiet and | can study, and

(1)play game. For example, when Mr.(2)Takagi give us a lot of homework, | (3)study
hard it in my quiet room. And when | (4)was tired, | (5)play game and enjoy it in my
room. So (6)it's my favorite place is my room.

---end of marked text---

Top 6 important errors (A1-A2 level)
(There are 6 major issues rather than 10 in this short text.)

(1) play game
TZRR1DDT—=L?2 W DODDT—AL7? 's' ZDIFZDRENBDXITMN?,

(2) Takagi give
TCDOHKRERBSDIELE?BEDIE?RKDILE?,

<

ik -®RBEEDIS—%
BKXK10BEEXEFTHEE+ARKFTERTE

(3) study hard it
TKERIEEF->HF->BNBOEETY, 'studyDHEIC it 2B DIRBRTY
"7,

(4) was tired
TZZTEVWEWOIBEDZ & ?%ni{u&fihd)lt ?1

(5) play game
+ BLTHELLS @( i
ChatGPT DEIERZ T UHELWEKRD £t A. OpenAl REFILOFEIC BHEER 7—9 AN—R F—F EFALE A,

FhEROIS—[ZDUVT,
BEBETRENEEZ HHM
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Essay Writing Coach for J2 students - & #HETS

BETHE., FEEILEETHH

(3) study hard it

Correction: study it hard

~ Explanation (B #5E):

REOREEG "#8FE > BNE - @R A ERTY,
T

- study W) ERTETWSZEHRICMERER
. it (B0 7"“)7’5_‘74—9/(‘37

+ hard (8I5)
DEFICTZONEARTT,

DED T—E£FAHWCENE#HET S, 1E study it hard HEL WETT,

.= Feedback

BEEOXEETHDMDPT . HEIFELEE, £2LonDHBTETNET ﬁ' E (‘%IE Ls

hle W 2 4 =]
— >

i Tquiety Tstudy, ired) 2 EDFEREE EFILE>TVET, @E Hu 8 1& E ; j A Cs hm

ROAT v FlE, BFEAOES (give » gave 11 &) &XXDFE (is H2BIHGEVWE S ICT
%) *cRx2D2HBTETY,.
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My room is my favorite place for me.
The reason is that it makes me relaxed.
For example, | can sleep quietly.

Also, | can listen to my favorite music.
So my room is my favorite place.

My favorite place is my house.

The reason is that | can do many things
there.

One example is that | can study and learn
many things there.

In addition, | can enjoy to play video games in
the living room.

In conclusion, my house is my favorite place.

My favorite place is living room in my house
The reason is that | can study very hard

My favorite place is my room.The reason is
that | can do my favorite things.For example,
| can play games.And also | can watch
youtube in my room.In conclusion, my
favorite place is my room.

AITEELETYEA

My room is my favorite place.

The reason is that it makes me feel relaxed.
For example, | can sleep quietly.

Also, | can listen to my favorite music.
That's why I like my room the best.

My favorite place is my house.

The reason is that | can do many things
there.

One example is that | can study and learn
many things there.

In addition, | can enjoy playing video games
in the living room.

In conclusion, my house is my favorite place.

My favorite place is the living room in my
house

The reason is that | can concentrate on
studying English

My favorite place is my room.The reason is
that | can enjoy my favorite things.For
example, | can play games.Also | can watch
YouTube in my room. In conclusion, | like my
room the best because | can relax and have
fun there.

HET-IFEEZNEZEE L TESBARE
BEERICHT HEERRNEEGTEE
HEMTY ., ULTEFHE2FLEDZEEN
My Favorite Place] &LV FEwI(C
DWTCEWV:ITvEATY, EEZFHH
REEFEREE CTHAC L ZREICELT,
Xi& - REHE. SLURBATOIS—
DIERZAH L. EDQOKSIZTHETARE
MOREEZLTLEZELY,
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ChatGPT

& #ETS

(2) E7A + B1R5E / FEFDRD
« | can enjoy to play video games.
« | enjoy play tag with my friends.
* You can study there - OK

« You can enjoy to play games > X

KA b
« enjoy O# (% B1&E (~ing).
« Tenjoyto~, (Fi2F. "enjoydoing; TEIED & LTHRA I B\,
EER
o 1D0ORET "BHE+BHE OREEETS:
« enjoy playing video games
* like watching TV
« want to play soccer
o TESB?;, JAIXEAT
« | enjoy (to play / playing) soccer.
« | want (to play / playing) soccer.
EEICOBIERT, NIV TRZIES,
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HIES AMEWNTZEXDFIZERRICH
2I5—TY, ES2ET?HHE?
e | can enjoy to play video games.
e | enjoy play tag with my friends.
e | feel happy very much.
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fAIZBHELTLT, ERCHVWTETLT, RIZMETRED
(Hattie & Timperley, 2007)
feedback

J4— KNV IRB%
M SENETLNVEA? P FEA

feedback

ffIZzHM->TWLWT, AIZEBEBLTNT, ECTHEZ, AZRE\LTLSHD
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BIE®R. HERICIE TBof-] EXHNELS O, ZFEEDEANRZIZC LY, BIE
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o Teacherness (HAMTE) (Chen etal., 2026)
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