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About me • Ireland - Irish

• Juggler

• Former actuary

• Japan in 2015

• All levels

• MA Applied Linguistics and TESOL



The 
problem

• Study abroad

• Increased ability (confidence)

• Wasted time

• Australia 3 weeks

• EIKEN 2 (CEFR B1)

• “can deal with most situations likely to arise when 
travelling in an area where the language is 
spoken.”



The current 
system

• 10 weeks

• 1 hour a week after school

• Mostly self-intro with scrapbook

• Benefits

• Drawbacks

• Similar styles Wales, Hawaii (different schools and 
levels)



What is an 
RPG?

• Students take role of a character

• Freely interact with the environment

• Unscripted

• One person Game Master (GM)

• GM controls objects/people

• Players interact freely

• Popular Dungeons and Dragons (Fantasy), Call of 
Cthulhu (Horror)

• Eyes Unclouded (Miyazaki/Ghibli themed D&D)



RPGs for 
language 
learning

• Magicians – Fantasy RPG for learning Korean

• Inspirisles – Fantasy RPG for learning sign 
language ASL/BSL (Overisles expansion coming 
soon)



This game • Australian student from partner school is GM

• Benefits

• Explore cultural differences, linguistic differences, 
etc.

• “Jack the NPC”

• Week 1 – intro

• Week 2 – 9 – scenarios

• Week 10 - reflection



Schedule
(1/2)



Schedule
(2/2)



Creating 
Characters



Self 
Determination 
Theory

• Deci & Ryan (2002)

• Competence (feeling we are capable)

• Autonomy (feeling we have control over our 
actions)

• Relatedness (feeling meaningful connections with 
those around us)

• Problems with gamification



RECIPE for 
meaningful 
gamification

Nicholson (2015)

•R – Reflection (Debriefing)
•E – Exposition (Narrative)
•C – Choice
•I – Information
•P – Play
•E – Engagement (2)



Reflection 
(Debriefing)

• Critical component of learning

• “learning comes from the debriefing, not the 
game” (Crookall 2010, pg. 911)

• 3 core components

Describe – players describe what happened

Analyse – players analyse their actions and make
connections with personal experiences

Apply – players apply lessons to their lives

• 15 minutes guided reflection

• Delayed self reflection



Quick 
sample

• Scenario 4 – A Trip to the Beach

• Notable encounters/decisions
What to bring (timed)

Choosing from a variety of options

Learning meaning of different beach flags

Different meaning of “spicy”/”mild” out of Japan

Not checking prices before ordering food



Sample 
Dialogue

Getting 
Ready



Sample 
Dialogue

Choosing 
what to do



Explanation

Spicy food



Sample 
Dialogue

Can’t pay 
for food



Sample 
dialogue

NATURAL
reflection



Helping the 
GM and 
players



Let’s make 
it better

• I can only guess

• Students experience

• Post-return survey – what worked, what didn’t

• Design your own scenarios (optional?)

• Be a GM (or co-GM) for your juniors

• Students could design one for foreign students 
coming to Japan

• Not only for students travelling abroad



FAQs • Paddy, you are so handsome, how did you also 
come up with such a genius game?

• Is this really CALL? (TELL)

• What about lower level students?

• Can this work for other levels/countries?

• Can I make my own?

Stockunlimited

This person does not exist



Questions? •Feel free to contact 
me anytime

pclynes7@gmail.com
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