
VIDEO GAMES FOR SLA

Sample answers

1. How are video games and task-based learning related?

“Video games are extremely well suited to the communicative goals of the foreign 
language classroom; they scale well and are built upon tested frameworks and 
techniques that could greatly benefit educational designers. In trying to define Task-
Based Language Teaching, Richards and Rodgers (2001) outline a few archetypal 
language learning tasks:  

Task-Based Language Teaching proposes the notion of "task" as a central unit of 
planning  and teaching. Although definitions of task vary in TBLT, there is a 
commonsensical understanding that a task is an activity or goal that is carried 
out using language, such as finding a solution to a puzzle, reading a map and 
giving directions, making a telephone call, writing a letter, or reading a set of 
instructions and assembling a toy.

The overwhelming majority of video games today already include at least one of these 
tasks, along with numerous others already well suited to language learning.”

2. Which second language researchers profiled in this web resource are mentioned in the 
article?

Long, Schmidt, Krashen, Lantolf

3. Which cognitive, constructivist and socio-constructivist concepts appear in the 
article?

cognitive: developmental stages, noticing

constructivist: task-based language teaching, information gap, focus on form, feedback

socioconstructivist: participation, mediation, play

4. The article suggests 10 principles to guide the use and development of games for 
language learning.  These principles correspond to principles of second language 
teaching in face-to-face, non-gaming contexts.  Find the video-game designing principle 
from the article which corresponds to these regular teaching principles:

a. Don't rely on formal written tests to evaluate learners.

#7 Assessment should intelligently track free production tasks throughout the game, not 
simply measure controlled production during test events
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b. Different learners learn in different ways: teachers should offer a variety of 
activities, and allow learners some level of autonomy in the learning process.

#9 Games should allow students to spend extra time in activities they enjoy and to 
minimize time in ones they don’t.

c. Comprehensible input is necessary but not sufficient for efficient second language 
acquisition; learners also benefit from form-focused instruction.

#2 Instruction needs to ensure that learners focus predominantly on meaning; 
secondarily, however, instruction should still include focus on form

d. Don't expect learners to be able to learn and apply a new grammar point every 
lesson.

#6 New concepts should be introduced gradually and interspersed with other content 
before requiring difficult responses from players

e. Don't interrupt meaning-based fluency activities with lengthy lectures on grammar.

#4 Metalinguistic descriptions and terminology should be presented through optional 
supporting material, not as part of the core gameplay.

f. Learning technologies offer the potential for teachers to coordinate in- and out of 
class activities to maximise efficiency.

#8 Consider the Full Range of Gaming Platforms Available 

g. Role-play activities should mimic pleasurable activities as well as work-related ones.

#10 Where possible, multiplayer games should provide players with meaningful and 
distinct roles

h. Instruction needs to consider the needs of learners' particular difficulties as well as 
their learning objectives.

#1 At least as much thought needs to go into the design of failure states as for 
success states

i. Don't assume that free, open-ended communicative activities are not "real work" for 
learners, nor that focus on form and explicit grammatical instruction must take the form 
of dull, formal lectures.

#3 All elements of the game, particularly communication and input mechanisms, should 
have a playful spirit to them

j. Don't teach grammar out of context.

#5 Learning content should be organized around tasks, not presented taxonomically. 
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