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METAPLAY

https://www.twitch.tv/videos/503288687
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THE FANS

https://www.deviantart.com/xbat/art/A-beautiful-cosplayer-from-Divinity-2-Original-Sin-638249263
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MORE GAMING AND L2 LEARNING ‘IN THE WILD’

https://www.inklestudios.com/80days/
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https://www.twitch.tv/videos/504572441

METAPLAY



THE FANS

Picture by @jericawebber (Twitter)



GAMING AND L2 LEARNING ‘IN THE WILD’

 Players engage in activities that can promote the development of 
communicative competence

 high-stakes communicative activity with other players, often in plurilingual settings
(Thorne, 2008; Zheng, Newgarden, & Young, 2012)

 construction of scientific discourse (Steinkuehler & Duncan, 2008)

 meaningful attention to and appropriation of linguistically complex texts
(Thorne, Fischer, & Lu, 2012; Piirainen-Marsh & Tainio, 2009)

 Also very young language learners (7-11) (Hannibal Jensen, 2019)

 Time spent on gaming ‘in the wild’ correlates with measures of L2 proficiency
(Kuppens, 2010; Sylvén & Sundqvist, 2012; Hannibal Jensen, 2017)

 Playing games results in large L2 vocabulary gains (vs. ‘traditional instruction’) (Chen, Tseng, & Hsiao, 2018)

 OK, but so does extensive reading or viewing

What are the defining features of gaming environments that drive L2 learning ?

WHAT THE RESEARCH TELLS US



DESIGN OF GAME ENVIRONMENTS: TASK-BASED LEARNING !

 non-linguistic goals

 meaningful use of language

 scenarios and mechanics

 interactivity and feedback

cfr. Ellis, 2003

Baltra, 1990; Cornillie, Thorne, & Desmet, 2012; García-Carbonell, Rising, Montero, & Watts, 2001; Purushotma et al., 2009; …

Super Mario © Nintendo



GAMING AND L2 TEACHING ?



JUST PLUG GAMES INTO THE CLASSROOM, THEN ?

the reflex fallacy … the assumption that it is our job to re-create in

our classrooms the natural conditions of acquisition present in the

external environment. Instead, what we want to do as language

teachers, it seems to me, is to improve upon natural acquisition, not

emulate it … we want to accelerate the actual rate of acquisition

beyond what the students could achieve on their own …

accelerating natural learning is, after all, the purpose of formal

education ”

“

Diane Larsen-Freeman, 2003, p. 20



HOW TO ACCELERATE NATURAL L2 LEARNING THROUGH GAMING

pedagogical adaptation & implementation

of commercial off-the-shelf games

‘game-enhanced’ (Reinhardt & Sykes, 2012)

‘computer as tool’ (Levy, 1997) / resource

 role for language teachers

design & development

of games specifically for L2 learning

‘game-based’ (Reinhardt & Sykes, 2012)

‘computer as tutor’ (Levy, 1997)

 role for instructional designers

Mawer & Stanley, 2011



GAMES FOR INSTRUCTED L2 LEARNING

‘game-enhanced’ ‘game-based’

mini-games

immersive games

interactive fiction 

(text games)

location-based gaming



MINI-GAMES – GAME-ENHANCED
ORBOX

https://www.mathsisfun.com/games/orbox-game.html

https://www.mathsisfun.com/games/orbox-game.html


MINI-GAMES – GAME-BASED
(CORNILLIE & DESMET, 2016)

Verb Mayhem

Mindsnacks Duolingo



drills
the solution for our students

who aren’t knowing English grammar anymore



The evidence is IN:

drills are OUT

(at least for the development of 

communicative competence)

Wong, W., & VanPatten, B. (2003). The Evidence is IN: Drills are OUT. Foreign Language Annals, 36(3), 403–423

http://barrynabdahl.files.wordpress.com/2010/02/drill-kill.jpg



mechanical drills

meaningful drills

communicative drills

I dig, I dug, I have dug

I                           , I …, I have

Yesterday, my dog … up 

a bunch of bones.

Tell me what your dog found in the garden 

yesterday, and use the verb ‘to dig’.

…

drills, drills, drills

Paulson & Bruder (1976)

Beyoncé, ESL expert



EMBEDDING DRILLS IN MEANING-FOCUSED READING
MURDER FOR A RECIPE ? (CORNILLIE ET AL., 2017)
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GAMES FOR INSTRUCTED L2 LEARNING

‘game-enhanced’ ‘game-based’

mini-games

immersive games

interactive fiction 

(text games)

location-based gaming



SYNTHETIC IMMERSIVE ENVIRONMENTS – GAME-BASED
TACTICAL IRAQI (JOHNSON, 2007)

https://www.youtube.com/watch?v=zUr8k73D8zY

https://www.youtube.com/watch?v=zUr8k73D8zY


SYNTHETIC IMMERSIVE ENVIRONMENTS – GAME-BASED
LANGUAGE HERO
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SYNTHETIC IMMERSIVE ENVIRONMENTS – GAME-ENHANCED
RAGNAROK ONLINE (REINDERS & WATTANA, 2014)



GAMES FOR INSTRUCTED L2 LEARNING

‘game-enhanced’ ‘game-based’

mini-games

immersive games

interactive fiction 

(text games)

location-based gaming



INTERACTIVE FICTION – GAME-BASED
AUSFLUG AM WOCHENENDE NACH MÜNCHEN (NEVILLE, SHENTON, & MCINNIS, 2009)

http://cle.usu.edu/CLE_IF_AUSFLUG.html


INTERACTIVE FICTION – GAME-BASED
TRACI TALK (HUBBARD, 2002)



INTERACTIVE FICTION – GAME-ENHANCED
HER STORY (LEE, 2019)

Screenshot and annotations by @johnCfallon

https://www.slideshare.net/SeriousGamesAssoc/learning-lies-using-her-story-to-develop-skeptical-students-john-fallon-english-teacher-fairfield-country-day-school
https://twitter.com/johncfallon


INTERACTIVE FICTION – GAME-ENHANCED
HER STORY

Picture by @johnCfallon

https://twitter.com/johncfallon


GAMES FOR INSTRUCTED L2 LEARNING

‘game-enhanced’ ‘game-based’

mini-games

immersive games

interactive fiction 

(text games)

location-based gaming

http://cle.usu.edu/CLE_IF_AUSFLUG.html


LOCATION-BASED GAMING – GAME-ENHANCED
POKEMON GO

https://www.reddit.com/r/gaming/comments/8i

n4e6/hardcore_pokemon_hunter_grandpa/

Picture by The Daily Metro

https://www.reddit.com/r/gaming/comments/8in4e6/hardcore_pokemon_hunter_grandpa/


LOCATION-BASED GAMING – GAME-ENHANCED
POKEMON GO



LOCATION-BASED GAMING – GAME-BASED
MENTIRA (HOLDEN & SYKES, 2011)

http://www.mentira.org/design-notes

http://www.mentira.org/design-notes


GAMES FOR INSTRUCTED L2 LEARNING

‘game-enhanced’ ‘game-based’

mini-games

immersive games

interactive fiction 

(text games)

location-based gaming

http://cle.usu.edu/CLE_IF_AUSFLUG.html
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