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Blending Video Games Into 
Language Learning
Jonathan Newcombe, Coventry University, Coventry, United Kingdom

Billy Brick, Coventry University, Coventry, United Kingdom

ABSTRACT

Around2billionpeopleworldwideengageinvideogamesandasimilarnumberofEnglishlanguage
learnersareanticipatedbytheyear2020.Itcanbeassumedthatmanylanguagelearnersarealso
‘gamers’,andthatalanguagelearnermayplayavideogametolearnEnglish.Thisarticlefocuseson
thelanguagelearningaffordancesinofflinevideogames.Generalgame-basedlearningprinciples
identifiedbyGeeareusedasthemethodtoidentifyandclassifythelearningaffordancesinaselection
ofvideogames.Theselearningprinciplesareexplainedandthenusedtodetailgeneral learning
opportunitiesinherentinavarietyofvideogames.Itsuggeststhatlanguagelearningopportunities
onvideo-gamesaretoovariedandthatthescaffoldingguidanceofateachermightbeneeded.It
concludesbyproposingthatcontextualizedlivevideo-game-likeimmersiveexperiencescouldalso
beconducivetolanguagelearning.
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INTRodUCTIoN

Notalllearnersarekeenvideogameplayers(Godwin-Jones,2016,p.14)andthelanguagerequired
tointeractwithinvideogamescanbeoverwhelmingfornovicelearners.However,therearemore
than2billionvideogameplayersworldwide(Newzoo,2016;Michaud,2011)andthenumberof
activelearnersofEnglishispredictedtobemorethan1.9billionby2020(IHLondon2014;British
Council2013:2).Therefore,itisreasonabletoassumethatmanyvideogameplayersarealsolanguage
learnersandthatmanyEnglishlanguagelearnerschoosetoplaygamestoimprovetheirEnglish.

Differenttypesofvideogamegenrespresentdifferentexperiences.Role-playinggamesrequire
decision-making and have branching narratives that change in accordance with player decisions
(Gee,2005),Simulationgamesreplicatereal-worldsituationsinvirtualenvironmentswheretime
andphysicalcontextarecompressed,andExplorationletplayersfreelyroamanatmosphericvirtual
environment, interactingwithobjectsanddiscoveringstorydetails (Parkin&Stuart,2015). It is
possiblethatlanguagelearningcanoccurbyplayinggamesofthesegenres.Studieshavereported
positiveeffectssuchasimprovementsinparticipation,pronunciation,andwritingasaresultofplaying
games(Ahmed,2012).Otherstudiessuggestplayinggamesleadstoimprovementsindeclarative-
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knowledge,procedural-knowledge,knowledge-retention,andself-efficacy(Vogeletal.,2006),and
developmentsincomprehension,application,analysis,andevaluationskills(Sitzmann,2011).

Theinteractiveaspectsofgamesandhowaudio-visualpresentationcanbenefit learnershas
beenreportedasunder-researched(Vorderer&Bryant,2009p.15).Questionsconcerninghowthe
learningpotentialofplayinggamesandparticipatinginassociatedactivitiescanbeusedinlanguage
developmentandinformingeducationalcontentalsoneedfurtherexploration(Godwin-Jones,2016;
Reinhardt&Sykes,2012;Williamson,2009,p.10,deHaan,2005).Overall,videogamesareyet
toberealisticallyconsideredasalanguagelearningtechnology.Forthistohappenacombination
betweeninnovativetechnologyuseanddependablepedagogyisrequired(Thomas,2011),whichis
ultimatelythegoalofthisproject.

MeTHodoLoGy

Thisstudyidentifiedlearningopportunitiesinvideogames,consideredtheminrelationtolanguage
learningsystemsandstrategies,andcontemplatedtheirintegrationintocontemporarylanguage
teaching.Todothis,itidentifiedandcategorisedexamplesoflearningaffordances,specifically
thoserelatedtopresentationandmotivationfactors,inanalysinghowthevisualandinteractive
contextsoflanguageofgamesarebeneficialforlanguagelearnersandcouldbeincorporatedinto
languageteaching.

Toascertainwhethervideogamesareappropriatelanguagelearningtoolsthisstudyassumed
thatlearnersareeitherfansofplayingvideogamesorwillinglyengagingwithvideogamestolearn
English.ItalsoconsideredlearnerstobestudyingatapproximatelyCEFRB1level(CEFR,2011)
asthiswouldmeantheypossessedappropriateskillsinrecognisingandinterpretinginformation,
straightforward instructions,different text types,andvariousaspectsof language to successfully
interactwithavideogameinthelanguagetheyarelearning.

Gee’sobservationsofgamesascustomisablelearningopportunitiesthatsuitindividuallearners
andencourageadaptiveapproachestolearning(2013;2007;2005)wereusedtoidentifyexamples
of learning possibilities, or “affordances”, in a number of contemporary “offline” video games.
His“EmpoweredLearners”principlesfocusonhowgamesengagelearnersbyallowingthemto
assumeaproductiveroleindesigningandalteringtheexperience.“ProblemSolving”considersthe
challengesthatvideogamesofferlearners,howtheyarepresented,whatscaffoldingandsupport
areprovided,andplayermotivations.The“Understanding”principleshighlighthowvideogames
canstrengthenbehavioursandembedvalues,aswellashowgamesprovidemeaningtowordsand
concepts(seeFigure1).

Identifiedexamplesofpotentiallanguagelearningopportunitiesingameswerecomparedand
contrastedwiththeoriessuchas‘noticing’and‘autonomy’.Thecognitivebenefitsofexposureto
writtenandauditorytext,andtheextenttowhichlinguisticfeaturesandextralinguisticclueshelp
learnerstonoticegapsintheirEnglishlanguageknowledge,werealsousedinevaluatingthepotential
fortheuseofvideogamesinlearning.Insomeinstances,examplesofhowvideogamescanbeused
inlanguageteachinghavebeensuggested.

Figure 1. Gee’s video game learning principles (2013)
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The Presentation Affordances of Using Video Games in Language Learning
Videogamescanpotentiallybenefitalanguagebecausetheyutiliseavarietyofmodesofpresentation
thatgobeyondwhatcanbeachievedwithtraditionallearningmaterials(ReindersandWhite,2009,
p.66).InGee’slearningprinciples(2013,p.21-36)thelearningaffordancesthataremostinfluenced
byagame’sappearanceandvisualcapabilitiesarethe“Customize”and“Identity”principlesthat
empowerlearners,the“InformationOnDemandandJustinTime”principlethatchallengelearners
abilitiestosolveproblems,and“MeaningasActionImage”whichenhancesunderstanding.

Videogameshavecustomisablesettingsthatcanbealteredtoallowgreateraccessibility(see
Figure2).Aswellasdifficultyorbutton-mappingthereareotheradjustablesettings thatsatisfy
cognitiveneedssuchasbeingabletoadjustlanguageandtextdeliveryspeed(Turkayetal.,2014).
Itispossiblethatthewayavideogameispresentedmighthelplearnerstoacquirenewlanguageas
theyplay(deHaan,2005).StrategygameCivilization VIletsplayerschoosetoexperiencethegame
inmanydifferentlanguagesandtheamountofin-gameinformationthatisgivencanbeadjusted.
Narrative-drivenactiongamesDynasty Warriors 8andFinal Fantasy XVallowplayerstocombine
spokenaudioandforeigntextindifferentcombinations,whichsomeplayersfindtobethemost
enjoyablewaytointeractwiththeseexperiences(Hoss,2016;Maki,2016).

Inlearning,theaspectsofpresentationindigitalmediacouldbeusedtohighlightgrammatical
components,theproperuseofwordsandphrases,andtopromoteactiveviewing(Ahmad,2012)and
themeaningandpronunciationofnewvocabularycanbeeasilydemonstrated.Adjustablesubtitles
andclosed-captionscanpositivelyinfluencelearnermotivation,listeningskills,vocabularygrowth,
speakingfluency,andlanguagecomprehension(King,2002).Playingavideogamecouldleadto
greaterunderstandingofhowphrasesareformed,ofhowmeaningisderivedfromcontext,andhow
spokenandwritteninformationcanbeprocessedmoreefficiently(Danan,2004).Aswellasthis,a
typicallanguagelearnermaycometobetterunderstandnuancesofdialogue,narrative,storylines,
idiomaticexpressions,informallanguage,andjokesviathewaylanguagecanbepresentedingames
(King,2002:516-517).Thisisbecausethesimultaneouspresentationofsounds,words,andgraphics,
assistslearnersinmakingconnectionsbetweenvocabulary,images,andactions(Shafferetal.,2005).

Manygamesallowplayers toassumean interestinganddesirablepersona to invest inwhen
playing(Gee,2013:25).Byassumingarole,completingtasksinthatguise,andinteractingwithnon-
playercharacters,asubstantialrangeofmotivationsandemotiveresponsescanbetriggeredwhich
canleadtoeffectivelearning(Fiellin,Heftje,Edelman,&Camenga,2016).Byinvestinginin-game
characters,storylinesandtasks,learnersusecognitivestrategiestounderstandwordsandphrases
becausetheydesiretobeinvolvedintheexperience(Lee,2008).Suchinvestmentinanewidentity

Figure 2. Video games allow different ways to customize language delivery.Copyright © 2015 MangaGamer. / Copyright © 2013 
Koei Tecmo. www.koeitecmoeurope.com.

http://www.koeitecmoeurope.com
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canincreaseconfidence,engagement,andrisk-taking(Chen,2016;Peterson,2016).InAssassin’s 
Creed Syndicatetheplayer-characters,JacobandEvieFrye,speakwithregionalLondonaccentsand
expressthemselvesbyusingcollocations,phrasalverbs,sociolectphrases,andidioms(seeFigure
3).Languagefeaturesthatcouldbeusedinclassdiscussions,ormaybenoticedbyagame-playing
languagelearner.Aswellasdiscussions,presentations,summaries,andevaluationsabouttheuseof
Englishinvideogames(Frost2008),game-basedtaskscouldbelinkedtoraisingculturalawareness,
whichwouldbenefitlanguagelearnersrelationshipswithotherspeakersofEnglish(Lopez-Barrios,
2013,p.284).Exposuretonarrativesystemsandstructuresnotonlyprovidesmaterialforlanguage
analysisregardingfeatures,characteristics,anddepictionsofpeople,butitalsochallengeslearners
tointerpretculturalcontexts,andquestionmediadepictionsoftheworld(Williamson,2009,p.15).
Developing interculturalawareness in thiswaycouldbevaluable innavigatingandconstructing
meaning(Lee,2008;Shafferetal.,2005;UmanddeHaan,2005).

Gameshaveinstructiondesignthatbringsmeaningfulnessandpurposefulnesstotheexperience
(Squire,2013).Insomeinstances,thetextualandverbalinformationingamesisappliedtosituations
whereitisneededmost,or“JustinTime”(Gee,2013,p.30).Thisgiveslearnersanopportunityto
immediatelyapplyit.Forinstance,Scribblenauts Unlimited,agameinwhichplayerstypeadjectives
andnounstomakein-gameitemsappear,presentsinstructionsthatneedtobeinstantlyappliedto
completetasks.Somegamesthatprovideoptionalinformation,accessedviathegame’spausemenu
thatisaccessibleatatimeofchoosing.Geelabelsthis“OnDemand”information(Gee,2013,p.
30).Suchinformationasthismayinspireself-monitoringoflearning(Little,2016).Forexample,
Assassin’s Creed Syndicateprovidesplayerswithadatabasecontaininginformationaboutlocations
inthegame’sVictorianLondonsettingsuchasWestminster,andbiographiesofnotablepeoplesuch
asCharlesDickens(seeFigure4).Thesetextsarerelativelyshortandeasytoreadandareoftenby
narration.Itispossiblethattheywouldimprovethereceptiveabilitiesofalearnerswhoengaged
withthem.Inclass,teacherscouldaskstudentstoreadsuchtextsandtolistentotheaudioaspartof
acomprehensionactivity.Theymayfindthattheyincreaselearnerengagement.

Parallelscanbemadebetweenvideogameinstructionsandtask-basedlanguagelearning.Task-
basedlearningtypicallybeginswithapre-taskinwhichthetopicisintroducedandclearinstructions
aregivenandwhilelearnersengageinthemaintask,teachersprovideinstructionandguidancethat
learnerscandirectlyapplytothetask(Frost,2008),asdomanygamesbyusinglanguagetoafford
playersaccess to informationandguidancewhichtheycannotneglect if theyare tosuccessfully
completein-gametasks(Lee,2008).TheCivilizationvideogamescontainanabundanceofauthentic
informationabouttopicsincludingreligion,culture,andtechnologywhichisaccessibleanytimevia

Figure 3. Language in Assassin’s Creed Syndicate is representative of regional London accents, which may provide language 
learning opportunities. Copyright © 2015 Ubisoft. www.ubisoft.com.

http://www.ubisoft.com


International Journal of Computer-Assisted Language Learning and Teaching
Volume 7 • Issue 4 • October-December 2017

79

anin-gameencyclopaedia(McCall,2011).Thiscouldprovidelearnerswithexposuretolanguage
inaclearlydefinedhistoricalcontext.Similarly,alearnermayacquirenewvocabularyorphrases
aboutarchitectureorcityplanningiftheyplaysimulationgameCities: Skylinesbecausetheyare
exposedtospecificlanguageaboutbuildings,utilitiesmanagement,budgetcontrol,andstatistical
datawhichtheyneedtounderstandtoplaythegame.Foramotivatedlearner,itispossiblethatthey
couldovercomelanguagebarrierstobetterenjoythegame.Becauselearnersmightfailtodirecttheir
attentionappropriately,itwouldnotbepossibletoanticipateexactlywhatinformationtheywould
learnfromavideogame(Frost,2008).However,withgoodscaffoldingandsupportfromaneducator,
learnerscouldcompletetasksinagamewhilsttakingcontroloflearning.Learninginthiswaywould
providedevelopmentalgainsandincreasedparticipationfromlower-abilitystudents.

AccordingtoWilliamsonvideogamescanbeseenasskillbuildingpracticalandprofessional
toolsthatallowlearnerstoadoptidentitiesandpracticesinmeaningfulways2009,p.14).Video
gamescreatemeaningfulcontextsinwaysincludingbyprovidingbackgroundinformationinvolving
charactersthattheplayercaresaboutorreferringtosituationsthatareimportanttotheplayer(Vorderer
&Bryant,2009,p.22).Asaresult,playersusefacts,logicandrhetoricalstructurestointerpretevents
andpersonallyconnectwiththeexperience(Nathanson,2006).Gamesprovideincidentallearning
situationsinwhichplayerslearnfacts,solveproblems,andunderstandcomplexideas(Squire,2013).
The Walking Deadisanexampleadventuregamethathasabranchingnarrativewhereeventshappen
differentlydependingondecisionsmade.Theplayerselectsdialogueandmakeschoicesthatinfluence
howthestorydevelops(seeFigure5).Geelabelstheauthenticopportunitiesingames“Meaning
asActionImageandarguesthatifmemoryandrecallarebaseduponmentallypreservedrecords
ofactualexperiencesand the interconnectedpatternsbetween them(Gee,2013,p.16), then the
context-givingnatureofgameslikeThe Walking Deadcouldbenefitlanguagelearnersbymaking
themeaningofwordsandinstructionsclear(Gee,2013,p.31).

Practising language comprehension in virtual worlds may be of benefit to language
learnersandvirtualenvironmentscouldbeusedbyeducatorsascontext-providingsituated
learningtools(Gee,2013;Um&deHaan,2005).Ingamesthesituatedmeaningandpractice

Figure 4. The Encyclopedia in Assassin’s Creed Syndicate provides additional information about the Victorian London setting. 
Copyright © 2015 Ubisoft. www.ubisoft.com.

http://www.ubisoft.com
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directly show how information is linked to actions and which helps recall as activities
performedarebetterrememberedthanjustinformationsomeonelearns(Gee,2013,p.35).
Ina specific learningsituationsuchas teachingEnglish to footballers,materialsneed to
beusedthatcaterspecificallyforlearner’sneeds.Suchlearnersmightstruggletoengage
withtraditionalteachingmaterialsbutcouldshowincreasedengagementwhenvocabulary
andgrammar are presented in football contexts (Redmond&Warren, 2012). InFootball 
Manager 17theroleofafootballclubmanagerisassumedbytheplayer.Asthemanager,
theplayer isresponsiblefor teamtraining,matchtactics,selectingplayers, talkingtothe
press,buyingandsellingplayers,negotiatingcontracts,andmaintainingsquadmorale.The
managercanexpressthemselvesinthegamebyselectingon-screentextboxesthatcontain
examples of motivating, inspiring, and degrading language and can choose their manner
of speech (see Figure 6). Interacting with the game in this way may stimulate language
acquisitionbypractisingcomprehension,reading,planning,andco-constructionofmeaning
ininteractionandcouldalsofurthertheplayers’understandingofspecificlanguagefunctions,
suchasmakingandrespondingtorequests,givingandreceivinginformation,creatingplans,
followinginstructionsandfindingsolutions(Zheng,Newgarden,&Young,2012).

Figure 5. Players choose dialogue options that change how NPCs interact with them in tell-tale adventure game. The Walking 
DeadCopyright © 2012 Telltale Games. www.telltale.com.

Figure 6. In Football Manager 16 to be ‘calm’, ‘assertive’, ‘cautious’ or ‘passionate’ when interacting with players or press. Copyright 
© 2017 Sports Interactive. www.sigames.com. 

http://www.telltale.com
http://www.sigames.com
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The Motivational Affordances of Using Video Games in Language Learning
Videogameplayersenjoythechallengethatgamespresent(Garris,Ahlers,&Driskell,2002).A
languagelearnerenjoyingthechallengeofavideogamecouldbemotivatedtoseeknewlanguage
informationsothattheycanovercomein-gamelanguagebarriers.Forinstance,theymightchooseto
improvetheirlanguageability,forinstancebyfiguringoutmeaningofunknownwordsorphrases,
sothattheycancontinueplaying(Lee,2008).

“Co-design”mostlyconcernsinteractivityaffordancesofvideogames(Gee,2013,p.23).For
languagelearning,itisinlearnersgainingnewinformationcreatively,alteringexistingknowledge,and
developingexistingideasthatsomepotentialbenefitsofusingvideogamesaslanguagelearningtools
canbefound(Lee,2008;Shaffer,Squire,Halverson,&Gee,2005,p.108).Whilesometraditional
teachingplaces importanceonwhat learnerscanremember, teaching invideogamesfocuseson
testingwhatplayerscando(Squire,2013)sotheycontinueimprovingtheirabilitiesbecausethey
feelthattheyareconstantlyprogressing.InThe Walking DeadandFallout 4games,thewayplayers
interactwithobjectsandpeoplehasrepercussionsconcerninghowtheworldappearsandhownon-
playercharacters(NPCs)interactwiththeplayer.Thisallowsplayerstoinfluencesituationsthrough
language,whichcausesthemtobecomeinvesteddecisionmakerswhoalterthegameinirreversible
ways(Gee,2013,p.23).Cognitivelearningoccursaslearnerscontrolaspectsoftheexperiencein
creatingtheirpersonalexperience.Playersareactiveparticipantswhoorchestrateachievementsby
completingguided lessons anddemonstratinganunderstandingof instructions (Gee,2013).For
example,Civilization VIhasgamemechanicsthatinvolveplayersmanagingresources,developing
culture, controlling industry, and conducting scientific research which leads to them exploring
“themainarcsoftechnologicalcultural,military,economic,andscientificdevelopmentsandtheir
impactsoncivilizations(McCall,2011,p.45)”(seeFigure7).Civilizationgamescanhelplearners
tounderstandadvantagesanddisadvantagesofresourcemanagementandglobaltrading.Whilemuch
ofthislearningwouldbeself-directed,gamessuchasCivilizationcouldserveasanoriginalsource
ofinformationforin-classanalysistasksanddiscussions(McCall,2011,p.102).Also,interactions
within-gamecharacterssuchasthoseinCivilization VIcouldalsobenefitlearnersinbothlanguage
andhistoryduetorepeatedlyusinghistory-relevantlanguagethatcouldassisttherealisationoftheir
communicative intentions inproductive speakingandwriting skills (Llinares andDalton-Puffer,
2015;Dalton-Puffer,2011).

Figure 7. In Civilization VI learners can research the development of human via ‘Technology Tree’ which unlocks new historically 
contextualised in-game tools as players progress. Copyright © 2017 2K Games. www.2k.com.

http://www.2k.com
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The“cyclesofexpertise”ingamesmeansthatlearnersneverstoplearningorbuildingontheir
skills.Gamesencouragelearningfromexperience.Ithasbeenclaimedthatsuchexperientiallearning
isassociatedwithdeeperlearningandisverymotivating(Gee,2007).Learningfromvideogames
requirescognitiveprocessesofapplying,analysing,synthesizing,andevaluating(Petty,2016).Upon
masteringaskillinavideogame,anewcycleoflearningthatcombineswhathasbeenlearnedwith
teachingnewskillsbegins(Gee,2013,p.29).Incity-buildingsimulationCities: Skylinesplayers
startwithaccesstoalimitedamountofin-gametoolsandresources.Theymustlearntousethebasic
abilitiesbeforetheycanaccessadvancedones(seeFigure8).Also,theyarerepeatedlyexposedto
instructionsandinteractionsthatencouragelearning,remembering,andrecallingandoptionsthat
occurmorethanonceandindifferentcontexts,somaymakegainsinpassivelanguageabilitiesand
vocabularyacquisition(Lee,2008;deHaan,2005).

Videogamespresentplayerswithanin-contextseriesofskillsabilitiesthatareprimarilyused
toaccomplishgoals(Gee,2013,p.33).Skillsarelearned“asstrategiesforcarryingoutmeaningful
functionsthatonewantsandneedstocarryout(Gee,2013,p.34).”Ingames,tasksareoftenlabelled
“quests”andnecessitatethataseriesofobjectivesbemetiftheyaretobecompleted.Playersface
achallenge inwhichkey information isdelivered interactivelyvia jointly-constructedsituations,
characters,actions,andpractices.Theaffordancesofusingskillsinsuchawayisthatitencourages
learningthatisnotprescriptive.Instead,thefocusisonattemptingtasksandlanguagelearnedcan
emergefromtheprocessofcompletingthem(Frost,2008).Videogamespermitcontextualcluesand
opportunitiestoapplyactionsassociatedwithwordsandphrases(deHaan,2005)whichcouldlead
alanguagelearnertogleanpragmaticmeaningandknowledgefromgame-basedcontextswithout
explicitexplanations(Slabakova,2010).

In teaching,a“skillsasstrategies”approachcouldstimulatecognitiveprocessesofanalysis
(Erhel&Jamet,2013)becausetheyrequiretheplayertointeractwith,andevaluate,multiplesources
ofinformationindifferentways(Squire2013).Aswellasbeingenjoyable,gamesprovidedetailed
contexts in which immersive learning due to the occurrence of situations that necessitate using
specificlanguageandphrases(Belcher,2004,p.171).Meaningsofwordsandconceptsarepresented
situationallyingamesandplayerscarryoutactivitiesthatmakethemmemorableexperiences(Gee,
2013,p.35).Byapplyingnewlylearnedinformationindevelopingstrategieswhenplayingvideo
games,learnerscreateascenariothattheycanimaginativelyrecollect.Inthiswayexplorationgames
couldbeusedastask-basedlearningtools.InGone Hometheonlyobjectivetouncoverthestoryby
interactingwithaseriesofcluesinthevirtualenvironment.Theplayerexploresanemptyfamily

Figure 8. As players improve and gain understanding of how to use in game tools, Cities Skylines unlocks further content for 
them to experiment with. Copyright © 2017 Paradox Interactive AB. www.paradoxplaza.com.

http://www.paradoxplaza.com
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home,discoveringdetailsaboutthepeoplewholivetherethroughnotes,answer-phonemessages,
postcards,journalentries,music,andphotographs(seeFigure9).

Issues Arising From Blending Games Into Language Learning
Theapplicationofthegame-basedlearningprinciplesoutlinedbyGee(2013)appeartodemonstrate
that video games can have a positive influence on language learning and that in appropriate
circumstancestheycanbeusedaslanguagelearningtools.However,manyofthebenefitsgames
haveonlanguagelearningareincidentalratherthanintended.Thisproblemiscompoundedbythe
factthatlanguagelearningreliesheavilyonlearnersnoticinglanguagefeaturesinvideogames.And
evenassumingthatsomenoticingistakingplace,withoutscaffoldinganddirection,thetransition
fromnoticingtointakemaybedebatable.Esimajearguesthatlearnersareunlikelytofullyunderstand
themeaningofwhattheynoticewithoutsupport(2003).

In a classroomenvironment the learners’ language learning journey is supported,but if the
learner’sexperienceisentirelyself-directed,theycouldhavedifficultyidentifyingweaknessesor
knowledgeaboutwhatfeaturesofthelanguagetheyneedtoimprove(Reinders,2006).Therefore,
theguidanceofateachercouldensurethemaximisationoflanguagelearningfromvideogames
(Williamson,2009,p.30).Theroleoftheteacherwouldbetoprovideinstructionsthatemphasise
learningobjectivesaheadoftheplayfulcomponentssothatlearnersputappropriateeffortintolearning
andconsciousnoticing(Erhel&Jamet,2013).

Educatorperceptions,thevalueofthecontentofthegame,andlearners’interestandengagement
withthemedium,mustallbetakenintoconsideredbeforeavideogamecanbeconsideredalearningtool.
Eventhen,whethereducatorswhoareunfamiliarwiththetechnologycouldbeprovidedwithenough
supporttouseit,oriftheywouldevenwantto,isaproblemthatpersists(Godwin-Jones,2016,p.14),
asdoissuesconcerningtheconstraintsoflearningenvironments,lackofappropriateICThardware,
softwareandsupportandappropriateandpedagogicalcontexts(Reinders&White,2009,p.79).Aswell
asdeterminingifgamesareappropriateinaneducationalsetting,theuseofvisualmediainclassrooms
requiresthatfactorssuchasappropriatenessforageandability-level,ifthemediaiscomprehensible
forlanguagelearners,towhatextentvisualssupportdialogue,andwhetherthereisenoughinformative

Figure 9. In Gone Home players discover a story by interacting with household objects and personal possessions that belong to 
their in-game family. Copyright © 2013 The Fullbright Company. https://fullbright.company.
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contenttobeconsidered.Thiscouldbedifficulttodoifusingavideogameasateachingtool,especially
iftheteacherisunfamiliarwiththegame.Ethicalconstraintsandlegalrequirements(forexamplethe
DataProtectionActinEurope)arealsoabarriertotheintegrationofvideogamesinlanguagelearning
classrooms.Thesolutioncouldbethedevelopmentofethicallyrobust‘SeriousGames’.However,there
isyettobealarge-scaleseriousvideogamedesignedspecificallyforlearningpurposes,althoughsome
creativeteamshavedeveloped‘seriousgames’andsomehavebeguninvestigatingthepotentialusesof
large-scalegamessuchasworld-buildinggame,Minecraft(Mojang,2017).Despitethesesmallstrides
inseriousgames,asnotedbyGee,itisremarkablethatmanyeducationalgamessimplyfailtomake
wordsandconceptsclearthroughin-gameexperiences(Gee2013,p.35).

CoNCLUSIoN

Theresearchconductedinthisstudyhasexplorednumerousexamplesoflearningaffordancesin
avarietyofgamesandobservedhowtheseaffordancesmaybenefitlanguagelearners.Thegame-
basedlearningprinciplesoutlinedbyGee(2013)demonstratethatvideogamescanhavepositive
influencesonlearning.Educatorscanutilise‘co-design’aspectsofvideogamesaspartofawider
arrayofteachingmaterialsthatrequirelearnercollaborationandindependentexplorationoftopics.
The‘customize’accessibilitylevelsaffordedbyvideogamescouldprovideinteractivelanguagebased
tasksforlearnersofalllevelsandages.‘Identity’leadstolevelsofinvestmentthattriggeractivate
autonomouslearninghabitsandfacilitatestheexplorationofculturesandideas.‘Cyclesofexpertise’
meanthatlearnersconsistentlydeveloptheirskills.And,‘Skillsasstrategies’showhowinteractive
contextscanassistlearnersinseeing,hearing,andperforminglanguageapplicableactions.However,
aswellaspossiblebenefits, thisstudyhasobservedpotential issueswithusingvideogamesfor
learningpurposes.Amongtheseissuesisthatin-gamelearningopportunitiesaretoovariedandtoo
dependentoncircumstancestobeconsistentlybeneficial.Thatisnottosaythatlanguagelearning
cannotbenefit fromthelanguagelearningaffordancesfoundinvideogames.However,educator
perceptions,thevalueofthecontentofthegame,andlearners’interestandengagementwiththe
mediummustallbetakenintoconsiderationifvideogamesaretobeusedinlanguagelearning.Also,
someeducatorsdoubttheeducationalvalueofvideogames,sodemonstratingthattheyareabout
learning,ratherthanjustaboutplaying,issimilarlyimportant.

Intermsoffurtherresearch,thereisgrowingagreementthattheteachingandlearningopportunities
foundinvideogamesshouldbefurtherexploredifeducationsystemsaretoreflectthemodern-day
experiencesandinterestsoflearners,encouragetheuseofskills,andpromotesuccessfulworkplace
practices(Williamson,2009,p.10).Numerousscholarsconsiderthatthelearningaffordancesin
games require further examination in considerationof specific typesof learning (Godwin-Jones
2016;2014;Reinhardt&Sykes2012;Sykes,Reinhardt,&Thorne2010;deHaan,2005),andithas
alsobeensuggestedthatthereisneedforresearchthatcontemplateslearningaims,limitationsof
instructionalsituations,andinstitutionalgoals(Godwin-Jones2016;Turkayetal.2014;Williamson
2009:10).Perhapsthemostusefulfollow-uptothisstudywouldbetotestalanguagelearningvideo
gamewithaclassandcollecttodatatosupportthetheoriesestablishedinthisresearch.Workby
ThorneandHellermanonmobileaugmentedreality(2017)demonstratesthatvideo-gameprinciples
canbeappliedtodevelopcontextuallysituatedinteractionalpracticesandprovideevidencethatthe
contextualizationaffordedbygamescanenhanceinteraction,illustratingthat“artifacts,context,and
humanstogethercreateparticularmorphologiesofaction”(Thorne&Hellerman,p.729).
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Key TeRMS ANd deFINITIoNS

Action Game:Avideogamethatemphasisesreflexchallenges,hand–eyecoordinationandreaction-
time.Typifiedbygameswithrunning,jumping,andfightingmechanics.

Adventure Game:Avideogameinwhichtheplayerexploresafictionalworldandsolvespuzzles
toallowthestorytoprogress.

Autonomous [Language Learning]:Theuseof insightandreflection inself-managed learning
baseduponscaffoldingprovidedbyeducatorsorothersources.

Closed Captions:Textdisplayedonamedia-playingscreentoprovideadditionalorinterpretive
informationincludingdialogueandsoundeffects.

Cognitive Gains: Improvements in conscious mental activities, such as thinking, reasoning,
understanding,learning,andremembering

Exploration Game:Avideogameinwhichwinorlosestatesareforgoneinfavourofanarrative-
focusedexperienceinwhichplayersroamfreelyanddiscoverelementslikebooks,journals,or
clues.

Gameworld:Thefictional,created,orreplicatedworldinwhichavideogameissetandinwhich
playersperformactions.

Game-Based:Somethingin,of,orcreatedby,thegame.
Gameplay:Thefeaturesofavideogame,suchasitsstoryaspectsandhowitisplayed,considered

asseparatefromgraphicsandsounds.
Multiplayer:Agameinwhichinputisexpectedfrommultipleparticipantsforthedurationofa

gamesession.
Non-Player Character:Anyvideogamecharacternotcontrolledbyaplayer.Usuallycontrolled

byartificialintelligence.
Noticing [Hypothesis]:Atheoryinlanguagelearningthatproposesthatlearnersacquirelanguage

bybecomingself-awareofgapsintheirsecondlanguageknowledge.
Offline Game:Avideogamethatdoesnotrequireconnectiontotheinternetorcomputernetwork

torunorbeplayed.
Online Game:AvideogamethatispartlyormainlyplayedusingtheInternetoracomputernetwork,

oftenformultiplayerpurposes.
Player-Character:Anyvideogamecharacterdirectlycontrolledby theplayer throughan input

devicesuchascontrol-pad,keyboard,ormotioncontrols.
Role-Playing Game (RPG):Agameinwhichparticipantsassumetheroleofacharacter,andinteract

intheimaginaryworldinmanneroftheirownchoosingsolongasitobeysthegameworldrules.
Scaffolding [in Learning]:Theprovisionofadditionalcontextualsupporttohelplearnersunderstand

meaningandstudyindependently.
Simulation Game:Avideogame that isdesigned to replicateaspectsandactivitiesof real life

situationsforpurposessuchasentertainmentortraining.
Single-Player:Agameinwhichinputisonlyexpectedfromoneparticipantforthedurationthe

gameexperience.
Strategy Game: A game in which players’ autonomous decision-making abilities significantly

determineoutcomes.
Story Mode:Thenarrativedrivenportionofagamethatprovidesmultiplemethodsofplay,often

single-playerandoffline.
Subtitles:Textdisplayedonamedia-playingscreentoprovideanadditionalmeansofinterpreting

dialogue.
Task-Based:Anactivitythatrequirestheparticipanttousethetoolsavailableorgiventothemto

overcomeachallengeorcompleteanobjective.
Video Game Genre:Themeansbywhichvideogamesareclassifiedandcataloguedthatisbased

onhowitisinteractedwithasopposedtovisualornarrativedifferences.
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Video Game Player:Apersonpartakespartinplayingvideogames.
Video Game System:TVcompatibledevicecapableofplayingvideogames.
Visual Novel:Acombinationoftextandgraphicaladventuregamesthatdeliverstorythroughtext

andcontainsomeinteractivefeaturesparticularlyrelatedtonarrativeinteraction.
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