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Teaching languages with games and game-related projects.

By James York




Hello!

I'm James York

Co-chair JALTCALL 2022
Co-editor Ludic Language Pedagogy

b

#games #pedagogy #taiko #petscii
#techno




able of Contents

01 02
A brief history... What does LLP

| look like?
...of games in language
teaching

03 04
How to get Q&A

involved

A lot of the content in this presentation is from the upcoming paper:

York, J., Poole, F.,, deHaan, J. (forthcoming) Playing a new game—An argument for a teacher-focused field around games and play in
language education, Foreign Language Annals.

Pictures of LLP in action mostly come from papers published at Ludic Language Pedagogy.



01: A brief history of
games in language
teaching

What has been done? What hasn’'t? Where are we now?
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This is most of the literature on Game-based language learning

The Game The Learner

_—

The “"Wild"

“Let's study it and figure out how it

“Wow, games afe super populari works. Then we can rebuild it and

Everyone is playing all the time! make it better for learning" “Do all students like learning? What
Let's explore how learning happens in Explore game components and games do they like? Do they even play
the wild! game designs for learning. games at home?"

Some research here, but
few details provided. The Teacher

The Classroom

“How does the
teacher leverage

- - games as a

People like games and people pedagogical tool?"
learn from games, so let's put
games in the classroom.
Learning should happen,
right?"




Game-based
language learning

Pedagogy



What about “gamification?”

e LLP leverages student interests in games towards
academic achievement (York, 2020, 2021).

e Education is already “gamified.”

e I'm not interested in making classes “game-like.”
o “Game-like” does NOT equal playing a game or doing game-related
activities.
o Calling a class “game-like” does not make it instantly fun.
o Remove the reward, remove the behaviour (Nicholson, 2015).
o If anying, consider self-determination theory instead of behaviour
manipulation (a talk for another day).




TEACHERS, YOU MUST DESIGN
HIGHLY INTERACTIVE AND
TECHNICAL GAMES, OK?

HOW AM I SUPPOSED TO DO
THAT? I DONT HAVE THE SKILL
OR ANY RESOURCES...

AH, IN THAT CASE, JUST
STICK WITH GAMIFICATION.




02: What does LLP look
like?

On methodology, materials, and mediation




Prep: 5 mins (to read this recipe)

Additional: 1 hour - 1 year for creation and
implementation

Servings: 1-100 (your class size)

Nutrition Info: 157 calories;

Ludic 10.4g; Language 16.8g; Pedagogy 21.5g

Ingredients
Methods, Materials, Mediation

Instructions

1.

Consider your guests’ preferences
(students).

Read great chefs’ books or nutritionists’
guidelines (research and methods)
Gather the right ingredients (methods,
materials, mediation)

Lay the table (prepare your materials and
classroom)

Be sure to stir (interaction, mediation)
Ask how your guests liked your meal (get
feedback from students)

Share your creation on instagram or
Discord (Tell the LLP community about
it.)

Bake it again (iterate, improve, innovate!)
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Ludic Language Pedagogy is
MMM ... way more delicious than
digital game-based language
learning

York, Jamesa*, deHaan, Jonathan®

a Tokyo Denki University

b University of Shizuoka




Explanation

Ingredients

Recipes

Methods

Ludic

ok %k
Language
Yk %k ke
Pedagogy
. 8. 8.8 8.9

The overall why and way you organize your
teaching to reach a specific goal for your
learners.

e 4-skills development

e participation in fan communities

e intercultural communication

CLT - Communicative Language

Teaching
TBLT - Task-based language teaching

PedML - The Pedagogy of
Multiliteracies

Remixing - Constructionist gaming
+ more

CLT - DM Jones (2020)

TBLT - James York (2019)

PedML - Jonathan deHaan (2020)
Game-remixing - Savvani & Liapis (2019)

M . Things you find-adapt-make-use that help e Worksheets Worksheets - York (2019)
a.terlals organize and express the method to your e Presentations Worksheets - Warner, Richardson & Lange
5‘:1‘;** students. e Templates (2019)
Language e Previous student work Presentations - deHaan (2020)
Je gk ok H e Ludic elements (games, roles) Realia - Bregni (2017)
Pedagogy e Realia Roles - Jonathan deHaan et al. (2012)
2. 8.0.8.8"¢ e + more
M . The interaction that teachers have with e Explanations, LLP Walkthroughs
e.dlatlon students before, during and after gameplay e modeling, e deHaan (2020)
Ludic and the material work. e framing, e  York (2019)
ok ook -
Language e guiding, ° Bradford et al., (2021)
% % % %k K e assisting, e  Spano (2021)
Pedagogy e adapting, LLP Playgrounds
falafataled e questioning, e  Jones (2020)
e prompting, e  McFadyen (2020)
e providing feedback, e  Rasmussen (2020)
e repeating tasks,
e translation,
e transcription,
e +more



https://en.wikipedia.org/wiki/Communicative_language_teaching
https://en.wikipedia.org/wiki/Communicative_language_teaching
https://en.wikipedia.org/wiki/Task-based_language_learning
https://en.wikipedia.org/wiki/Multiliteracy
https://en.wikipedia.org/wiki/Multiliteracy
https://www.ncbi.nlm.nih.gov/pmc/articles/PMC4784508/
https://en.wikipedia.org/wiki/Language_pedagogy
https://en.wikipedia.org/wiki/Instructional_materials
https://www.semanticscholar.org/paper/Teachers%E2%80%99-Many-Roles-in-Game-Based-Learning-Marklund-Taylor/ad4db69c3d7427e343e81f5b0fcae3843a720d9e?p2df
https://www.researchgate.net/publication/314219307_The_Role_of_the_Teacher_in_Game-Based_Learning_A_Review_and_Outlook
https://llpjournal.org/archive.html?tag=walkthrough
https://llpjournal.org/2018/02/01/playground-items.html

Learn
Lesson 1

| Testoiay

Play

Lesson 2

Analyze
Lesson 3

| Testpiay

v

Replay

Lesson 4

Reanalyze
Lesson 5

Report

Lesson 5 or 6




e ——

b )
= |
4
4 ¢ Pory
7 ( s l‘((.‘ »_\ “u Ii. T‘-" /v,:"‘t‘, " P, |
» o ) UM 217 Capdilvony i e
YT INTeYesTinAg
) C

—t V' - [ "AN)‘!") 5.',(“...':[;': A

| y) ) ayey £5Cope

——
=,
-
—
="
\
J\
-
S
s
o
™

safes and awtd f

Fuardran and alarn
fe

and 7%
4

- ~ ) B rire/ .
‘ 47(),_1\'(51\ f‘,‘ > OJ\ Y :’Df"

Learn Analyze
Lesson 1 > Play »| Lesson3

:I Lesson 2 D
v

Replay »| Reanalyze Report )

Lesson 4 Lesson 5 Lesson 5or 6
N

N

14




Emm le Scenario Quest

r Who Waited Behind
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https://www.youtube.com/watch?v=8b1NVjQ4vrU&list=PLFI9GaUSZELFNyVBWVchER5dOBwRQXEyH

Let’s think about a Strategy! ¢em

Problem 1

INFORMATION

Whom should you send to the other room?

A



https://www.youtube.com/watch?v=8b1NVjQ4vrU&list=PLFI9GaUSZELFNyVBWVchER5dOBwRQXEyH

' Analyzing gameplay in
| the “Game Terakoya”
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Discussion (“debriefing”) Worksheet for piplomec

1. What
happened? Add significant events or details to the game “timeline”

decelves




A = r/apexlegends - Posted by u/Denizpow 3 daysazo €332 &3 §2
24k 1 drew Valkyrie getting wasted Q TDU_NiYo0814 - 2d

Creative

Valkyrie @

I love her. She is cuuuute AF <3

sz D Reply Share Save Edit

Why did you comment?
Because | love Valkyrie.

international game What was the reaction to your comments?
communities | got an upvote!




All of these teaching
methods, materials, and
lesson plans are available for
free at LLP*

*| personally love how that rhymed. All for free at LLP. Yeah!




03: How to get involved




The LLP community:_ More.than just
a journal

e Read our work: www.lIpjournal.org
o Three publication formats
m Playgrounds - play play play!
m  Walkthroughs -- show us what you did, help others do.the
same
m Articles -- dive deep on a topic

e Join the community Discord
o _Feedback onpapers and projects
o _Research collaboration
o' Game discussion
o https://discord.com/invite/zCTcmPzF



http://www.llpjournal.org
https://discord.com/invite/zCTcmPzF

04: Thanks for
listening

Do you have any questions?
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