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Book Review

Digitalgameshaveburgeonedsteadilyaroundtheworld,buthowtheycanbeusedinlanguagelearning
isstillanareatobeexplored.Itisdesirabletoknowhowthedigitalgamesaredesigned,developed
andimplemented,includingthecommercialoff-the-shelf(COTS)andtailor-madelanguagelearning
games,tomaximisethelearningoutcome.Thisbookhastimelycomeintobeingtomeetthisdemand
byofferingmultipleperspectivesontheapplicationofdigitalgamesinlanguageeducation,especially
undertheguidanceoflearningtheories.

The editors of this book, Mark Peterson (Associate Professor of Linguistics at Kyoto
University, Japan), Kasumi Yamazaki (Associate Professor of Japanese at the University of
Toledo) andMichaelThomas (Professor ofEducation atLiverpool JohnMooresUniversity,
UK), insightfully point out that in the digital age, different modes of language learning are
required,newwaysofdesigninggamesareneeded,theoreticalstudiesarecalledfor,andcritical
perspectivesarewelcomedtomovethefieldforward.ThisviewisinlinewithDubreil(2020)
whoclaimsthatdigitalgamedesignneedstobecombinedwithlanguagelearningpedagogy
toenablestudentstothinkcriticallyandcontributemeaningfulsolutionstothechallengesin
languagelearning.Continuedresearchthatinvestigateshowgamingelementsindigitallearning
environmentfacilitateslanguagelearningisneeded(Xuetal.,2020).
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ABsTrACT

Digitalgameshaveburgeonedsteadilyaround theworld,buthow theycanbeused in language
learningisstillanareatobeexplored.ThebookDigitalGamesandLanguageLearning:Theory,
Development,andImplementationcameintobeingofferingmultipleperspectivesontheapplication
ofdigitalgamesinlanguageeducation,includinghowthesegamesaredesigned,developed,and
implementedtomaximisethelanguage-learningundertheguidanceoflearningtheories.Theeditors
ofthisbookinsightfullypointoutthatinthedigitalage,differentmodesoflanguagelearningare
required, newwaysofdesigninggames areneededand theoretical studies incorporating critical
perspectivesofthegamesforlanguagelearningcanmovethefieldforward.
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Aspartoftheinvestigation,theeditorsofthisbookorganisethemostupdatedresearchinto
three sections: 1) Digital games and language learning, 2) Development and implementation of
computer-assistedlanguagelearning,and3)Towardsthefutureofgame-basedlanguagelearning.
Thefirstsectionprovidestherationalethatguidesdigitalgamesforlanguageeducationandthus
readerscanunderstandhowlearningtheoriesareappliedtothedesignofdigitalgamesthatboost
language practice. Silvia Benini and Michael Thomas start the section with an overview of the
positiveeffectsofdigitalgamesonlanguagelearningandthechallengesencountered,including1)
technical,2)identity,3)culture,4)collaboration,5)time,6)economic,7)standards,8)scaffolding
issues. Following the critical overview, Nasser Jabbari investigates massive multiplayer online
games(MMOGs)forlanguagelearningwithanemphasisonthetheoreticalperspective,including
the theories of communication in psychology, functional vs structural realism in sociology, and
humanlinguisticsinanthropology,forreaderstounderstandtheconstructsforlanguagelearningin
MMOGs.ByfurtheranalysingMMOGs,JonathonReinhardtsummarisesthefactorsthatmakethe
gameseffectiveforlanguagelearning,andadvocatesthesurvival,open-world,andteamcooperation
designtypeforaffordancesinlanguagelearninggamingecology,withthedesigner’sperspectiveasa
keyfactor.Byusinghumanlinguisticsasaframeworkforanalysingsimulationgaming,DouglasW.
Colemanfocusesontheconstructofrealism,whichlaysthefoundationforsim-gamingandlearning
forcommunication.Thekeyconceptsandframeworksinthefirstsectionconstitutethebackboneof
thewholebookondigitalgamesforlanguageeducation.

Thesecondsectionrecountsdifferentdimensionsofthedevelopmentandimplementationof
digitalgamesinlanguagelearning.Tostartwith,AlexBacaljaandKateEuphemiaClarkmakea
comparisonoftwowaysthatdigitalgamesareusedastextsinthelanguageclassroom:oneusesa
gamealongsidetraditionaltextswiththepedagogyofhelpingstudentsunderstandhowdifferenttext
typesconstructindigenousstories.Theotherisexperiencingdigitalgamealignedwiththepedagogy
ofexperientialreading.Theresultdemonstrateshowtheformerisconstrainedbyteachers’perceptions
ofdigitalgames,whileinthelattercase,howthestudentstakeanimmenseandopen-worldattitude
towardsdigitalgameandacknowledgeitsroleasanactiveparticipantintheconstructionoflearning.
Thestudy illustrates thatdigitalgameshavegonebeyonda tool for learningbuthavebecomea
learningexperience.Next,avatarsindigitalrole-playinggamesforlanguagelearningisexaminedby
CharlyHarbord,EuanDempsterandDarshanaJayemanne,illustratingthatthetypeofavatarsdigital
gamesplaysasignificantroleinlanguagelearning.Thisisbecausebychoosinganavatarthatclosely
representsthetargetculture,theplayerisabletotryout‘identitytourism’,therebyfeelinglessanxious
wheninteractingwiththeperceivednativespeaker.Furthermore,KazuhiroYonemotoexaminesthe
effectivenessofimplementinggamificationthatutilisesaugmentedrealitytechnologytoreinforce
students’languageskills,demonstratingthatitishelpfultoprovidelearnerswithopportunitiesto
useandpractiselanguageinameaningfulcontext.Fromtheangleofnewliteraciesofdigitalnatives,
DanielJ.MillsandBenjaminThanyawatpokin investigate therole thatdigitalgamesplay in the
formationofthetwenty-first-centuryskills,andhowtheseskillscorrelatewithdigitalgameusage
outsidetheclassroom.Thestudyresultsillustratethatstudentsregarddigitalgamesasanextramural
learningtoolandplayingdigitalgamesbothin-classandout-of-classcanhelpsolidifythe21stcentury
skills,includinglearningskills,literacyskillsandlifeskills.Withalongitudinalstudyfor3years,Liss
KerstinSylvenconductsanin-depthstudyonhowthelearnergainslanguageproficiencyviaplaying
digitalgamesandbywatchingYouTubeclips.Thelearner’shighleveloflanguageproficiencyatthe
endofthestudygivesevidenceonthebeneficialimpactofexposuretothelanguageandsuchexposure
onenhancingthelearner’slanguageskills.Thesecondsectionoffersacomprehensivesummaryof
howdigitalgamesareusedinavarietyofcontexts,formalandinformal,in-classandout-of-class,
learningenvironments.Whatisinnovativehereisthattheauthorsmovefromdigitalgamesonlyto
broadeningitsscopeassociatedwithlanguagelearningpedagogytocontributetotheknowledgeand
skillsrequiredforthe21stcentury.Itisthroughhowthedigitalgamesinavarietyofcontextsthat
themeaningfuldisciplinaryunderstandingofknowledgeconstructioncohabit.
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Thethirdsectiondirectsreaderstothefutureofdigitalgame-basedlanguagelearning.Benjamin
ThanyawatpokinandJamesYorkstartwithdiscussing the issues in thecurrentstateof teaching
languages with games and clarifying the taxonomy of games and language learning, including
MMOGs,digitalCOTSs,tabletopgames,andgamification.Whiledrawingreaders’attentiontothe
significantdigitaltechnologyandperspectivesontheresearchtrendsandissues,theauthorsdisplaythe
problematictendencyaswell,includinganexcessofexploratorystudies,andconfusingterminology
aroundlearning/teachingwithgames.Afterhavinganalysedboththepositiveandproblematicaspects,
theauthorsproposetermsfocusingonlearning/teachingratherthanonthegameonlyandcallformore
studiesfeaturingteachermediationandtheoreticallyinformedimplementationofgames.Jonathan
deHaanfurthersummarisestheshiftfromtechnologyonlytopedagogy+technologywiththeangle
of‘vaporware’(acomputersoftwarethatisannouncedtothepublicbutnotactuallymanufactured
yet),whichperfectlyfitsinasthelastchapterofthebookdirectingtothefuture.Inahumorous
way,Jonathanencourageslanguageteachersandresearcherstoworktogetherto‘pulltheplugon
GBCT(announcementofthepotentialofanewtechnology),withconcretesuggestionsofworking
oncommunicationgames,vocabularygames,worksheetsgamesandgamesas‘time-fillers’,andall
thesegamesofferthought-provokingpathwaysforlanguagelearning.Theauthorsinthethirdsection
suggestthatforlanguagelearningtobesuccessful,digitalgamesneedtobebuiltonthepedagogy
whichleadstodeeperlearningepisodesthatrespondtolearners’needs.

Toevaluatethewholebook,itsynthesisesaplethoraofthemostrecenttheoreticalandempirical
researchwithampleexamplesofpedagogicalpractice,whichoffersinsightsofaninnovative,diverse,
andadaptableapproachtodigitalgamesinlanguagelearning.Itembracesdifferentviewsbyboth
advocatesandcriticsonthesubjects,offeringamorediverse,unbiased,andenlighteninglookinto
howdigitalgamesareappliedtolanguagelearning,andthisbroadrepresentationislaudableinthatit
shedsnewlightonthedigitalgameapplicationforourfurtherunderstandingofthisareaobjectively.
Comparedwithbooksonsimilartopics,e.g.,Digital Games in Language Learning and Teaching
editedbyReinders(2012),thisbookbreaksboundariesbetweendigitaltechnologyandlanguage
learning,makesitcleareraboutthefuturetrends,andthusappealstoawiderangeofreadersincluding
gamedesigners,researchers,andlanguageteachingpractitioners.Thereaderscanunderstandmore
clearlywhydigitallanguageteachingisnecessaryandhowitisdevelopingnowandinthefutureby
providingevidencetoshowhowtheworldischanging:thelearnersarechanging,thetechnologies
arechanging,andthelearningmodesarechanging.

However, itwillbegratifyingtoseeperspectivesfrombiggerusergroupslearningdifferent
languages,ormorechallengestheymightface.Itwillalsobeinterestingtoseehowlearnersuse
different kinds of digital games at different stages in their language learning process, and what
componentshavegreaterimpactontheirlearning.

Inconclusion,thecollectiveeffortsoftheinternationalteamofresearchersinAustralia,Japan,
Sweden,USAandtheUKetc.contributetotheknowledgeoftheory-basedgamedesign,offerdetailed
accountsofpracticeandpointoutthetrendforfuturedevelopment.Thefuturevolumescanexpandto
includedigitalgamesforlargerlanguagelearnergroups,differentlanguagesandlanguagelearnersat
differentlevels.Overall,thisbookmovestheagendaofdigitalgamesforlanguagelearningforward.
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