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ABSTRACT

Despitetheincreasingawarenessofdigitalgames’potentialforlanguagelearning,onlyahandfulof
studiesfocusontheirintegrationintoclassrooms.Informedbybridgingactivities,thismixedmethods
casestudyrecruitedsixstudentstoengageininstructedgameplayinclassandgame-relatedactivities
after class. Both qualitative and quantitative data were collected and analyzed so as to measure
participants’learningoutcome,documenttheirengagement,andexploretheirperceptionsofgame-
basedlanguagelearning.Resultssuggestprogressinvocabularyrecallandtransfer.Participantsalso
reportedgainsinwritingandlistening,satisfactionwiththeproject,alongwithapositiveattitude
towardsGBLL.Moreover,itisfoundthattheinstructorhasapivotalroletoplayinpre-gameset-
up,in-gameguidance,andpost-gamefeedback.Thestudyyieldsempiricalevidenceregardingthe
benefitsofGBLLandmayholdpedagogicalimplicationsfortheintegrationofgamesintoeducational
settings.Thelimitationsofthisresearchandfuturedirectionsarealsodiscussed.
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INTRoDUCTIoN

Theproliferationofdigitalgamesinpeople’sleisuretimehassparkedgrowingscholarlyinterestin
theireducationalvalueandpotentialpedagogicalapplication(Gee,2003;Lacasa,2013).Inthefield
ofsecondlanguageacquisition(SLA),researchershaveexploredadiversearrayofdigitalgamesfor
theirpotentialinlanguagelearningandteachingfrommultipletheoreticalperspectives(Peterson
etal.,2020).Todemonstratetheutilityofdigitalgamestofacilitatelanguagelearning,researchers
havereportedbenefitsofcomputergamingrelatingtovariousaspectsoflanguageacquisition,such
ashighlevelsofmotivation(Connollyetal.,2011;Liu&Chu,2010),loweredanxiety(Grimshaw
&Cardoso,2018;Horowitz,2019),enhancedwillingnesstocommunicate(Reinders&Wattana,
2011,2014,2015),andincreaseduseoftargetlanguage(Rankinetal.,2006;Reinders&Wattana,
2011;Zheng,etal.,2009).
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Inspiteoftheseencouragingresults,theliteratureislimitedregardingpedagogicalpractices
intheclassroom-basedgameplayandfewattemptshavebeenmadetoexplorehowtomaximize
learningthroughdigitalgaming.AsdeHaan(2019)argued,theliteratureisrepletewithgame-based
languagelearning,butnotgame-basedlanguageteaching.Moreover,empiricalevidenceregarding
actual learning outcomes from digital gaming is focused on incidental learning and vocabulary
acquisition.Evenfortheresearchthatreportedvocabularygains,itisonlytheretentionratherthan
theproductiveknowledgeofwordsthatwasinvestigated.Toaddressthesegaps,thiscasestudydrew
uponthemodelofbridgingactivities(Thorne&Reinhardt,2008)toexplorehowdigitalgamescan
beincorporatedintothelanguageclassroom,withafocusonpedagogicalmediationandtheeffects
ofinstructedgameplayonstudent’slearningperformance,engagementandperceptions.

BACKGRoUND

Digital Games and Language Learning 
Existingstudiesondigitalgame-basedlanguagelearning(GBLL)drawupondifferenttheoretical
groundings.Takinganecologicalview,researchershavewidelyadoptedtheterm“affordance”(van
Lier,2000)torefertogames’perceivedopportunitiesandpotentialforlanguagelearning.Thisstrand
of researchhasemphasized thatgameplay isapartofa largerecologyofgame-relatedparatext
(Apperley&Beavis,2011)orattendantdiscourses (Thorneet al.,2009).From thisperspective,
languagelearningresultsfromnotonlymeregameplay,butalsotheecologyencompassinggameplay
includingthebroaderdiscoursesandactivitiesinandaroundgames(Reinhardt&Thorne,2016).
ThesocioculturalaccountofSLAhasalsobeenproposedtojustifytheuseofgamesbasedonthe
assertionthattheyprovidearenasforinteraction.InaqualitativecasestudyutilizingthegameWorld 
of Warcraft (WOW),Ramaetal.(2012)examinedthein-gameinteractionoftwoSpanishleaners.
Itwasfoundthatgameplayelicitedcollaboration,whichhelpeddeveloplearners’communicative
competence.Thislineofresearchfocusedongamesasasocialsettingwhereplayerswouldengage
inlanguagesocialization(Marsh&Tainio,2009;Peterson,2012)andhaveaccesstoopportunities
forinterculturalcommunication(Thorne,2008;Zhengetal,2009).Moreover,fromthecognitive
perspectiveofSLA,digitalgamesarefoundtodevelopmotivationandloweraffectivefilterswiththeir
linguisticallyrich,cognitivelyengaging,andemotionallymotivatinglearningenvironment(deHaanet
al.,2010;Liu&Chu,2010;Reinders&Wattana,2011,2014,2015).Onedominantthemereported
inthesestudiesispositivelearnerfeedback.InRichardson’sstudy(2016),78advancedEFLstudents
completedchallenginglanguagetasksbyplayingthelocation-basedaugmentedrealitygameMission 
Not Really Impossible.Bothstudentcommentsandresearcherobservationsuggestedahighdegree
ofengagement.Similarly,basedongameplayobservationandinterview,HoldenandSkypes(2011)
demonstratedthedesireandexcitementofparticipantstoengagewiththelocalcontextwhenplaying
theplace-basedmobilegameMentiratolearnSpanish.Tobetterleveragethismediaforlearning,
FilseckerandBündgens-Kosten(2012)calledformoreresearchintolearners’cognitiveengagement
withthegameandthewiderlearningexperience.

Whenitcomestothelinguisticgainsofdigitalgaming,onlyahandfulofstudieshaveexamined
theuseofdigitalgamestofacilitatewriting(Allenetal.,2014;Linetal.,2018;Suhetal.,2010),
listening(deHaan,2005a)andspeaking(Liu&Chu,2010;Hwangetal.,2017).Thebulkofstudies,
however, were dedicated to investigating the impact on vocabulary learning. Bytheway (2014)
examinedthegameplayofsixexperiencedWOWgamersandconcludedthatlearners’vocabulary
learningstrategieswereaffectedbyin-gameculture.Sylven&Sundqvist(2012)investigatedyoung
Swedishlearners’out-of-schoolgamingbehaviorsandfoundvocabularyknowledgewaspositively
relatedtogamingtime.Asfortheeffectivenessofusingdigitalgamesforvocabularylearning,Tsai
andTsai(2018)conductedameta-analysisandtheresultsfavoredGBLLovertraditionalinstruction.
However,itwasalsonotedthattaskdesignandscaffoldingplayacriticalroleinsecuringpositive
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