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Game and learning

● Why “play”?
– Examples of good pedagogy (Gee, 2003)

– Learner centered (Oblinger, 2004)

– Active learning (Oblinger, 2004)

– Social learning (Oblinger, 2004)

– Motivation (Oblinger, 2004)

– Favorable disposition towards games (Papastergiou, 2009)

– Error (Mariais, 2012 : 48)

● More distance
● Risk taking

– In language learning
● “task” compliant (Cornillie, Thorne et Desmet, 2012)

● Fuels interaction (in/around the game)
(cf. E facet in ESAR classification)
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But…

● Le Gorafi, 23/05/2014
– “Learning while having fun

is not fun for 80% of children”

http://www.legorafi.fr/2014/05/23/apprendre-en-samusant-ne-serait-pas-amusant-pour-80-des-enfants-interroges/
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But…

● “Le Gorafi”,
french
equivalent of
“The onion”�
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…reluctances and 
critiques

● « Chocolate coated broccoli » (Söbke, Bröker et Kornadt, 2013;

Bruckman, 1999) 
– « À l’issue de ce travail, nous pointons la faible pertinence 

du concept de serious game : vouloir mêler des fonctions 
contradictoires telles que le plaisir ludique et l’effort du 
travail ou de l’apprentissage est un objectif qui nous 
paraît difficile à tenir. » (Lavigne, 2013:120)

● Lack of empiric evidence of the effect of games
(Girard, Ecalle, and Magnan 2013; Jong, Lee, and Shang 2013)

– Control groups
– Longitudinal studies
– Game access
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Game and language 
learning

Theory review
———

Are broccolis games?
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● Le jeu est une activité
– Libre ;
– Séparée ;
– Incertaine ;
– Improductive ;
– Réglée;
– Fictive.  (Caillois, 1958:80)

● « [a] game is a system in which players engage in 
an artificial conflict, defined by rules, that results 
in a quantifiable outcome. » (Salen & Zimmerman, 2004:80)

Defining games
(in French)
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Informal definition

http://lezinter.net/vids/#dododef
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A formal definition?

● « A good rule of thumb for determining the degree to 
which a CALL activity is a game, then, is the degree to 
which students want to play it for the pleasure it brings 
rather than for some external reason. What a teacher or 
courseware designer calls an activity is not important; it 
is how the learner views it that will determine whether it 
is used as one. » (Hubbard, 1991:221) cité par (Cornillie et al.,2012:249)

● « je refuserais de répondre à la question “Est-ce (ou non) 
un jeu ?” au profit de la question “En quoi cela peut-il 
être un jeu ?” » (Brougère, 2012:122-123)

● In which conditions does an “innovation” function, and 
why?
(Bétrancourt, 2011, 3; Jong, Lee, and Shang 2013, 5)
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Playful attitude (Henriot, 1989)

● « cette attitude ambivalente faite à la fois de distance et 
d’implication » (Silva 2008, 18)

● Comparable to flow (Nakamura et Csikszentmihalyi, 2002)

● Valued as a pedagogical tool (Kiili, 2005:14 ; Silva, 2008:18)

– [Le] cours de langue ressemble bien plus à la pratique d'un 
sport qu'on ne le croit. Dans un sport, il faut moins se regarder 
comme dans une glace, moins s'occuper de son image ou de 
ses craintes et plus se focaliser sur ce que l'on fait, sur les 
mesures à prendre pour atteindre des objectifs. Parce que le 
jeu peut être absorbant et stimulant, il permet de déplacer 
l'attention de soi vers ce que l'on fait et par conséquent, il 
présente de nombreux avantages pour les apprentissages (Villez, 

2006:51).
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Conceptual tool
Metaphorical regions of “jeu”

● How to “ludicize” (Genvo, 2013:445; Bogost, 2014) 
learning? (Silva, 2008)
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Conceptual tool
Rule levels

● Rule levels (Silva, 1999 : 277)

– Metaludic rules underlie the designe of a 
game;

– Constitutive rules are formulated as rules of 
the game;

– Normative rules describe the activity of a 
good player;

– Evolutive rules emerge through usage.



May 31st 2018 M. Loiseau — Issues and strategies of game design 15/33

Game design for language 
learning

What’s at play?

Means and case studies
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Towards a design strategy

● Issues:
– High costs

● COTS : 1 to 10 M$, 20 to 150 year.man (Becker, 2007:4) 
● Casual Games : 150 k$ to 1 M$ (successful > 500 k$)

– Difficulty to provoke playful attitude
● « Le jeu est une réalité double qui articule une 

structure ludique (l’aspect game ou gameplay) et 
une attitude ludique (le play) » (Brougère, 2012:127) 
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Strategies

● Costs
– Agility
– Limit gaming equipment costs (graphics, 

metaphor, in the first iterations)

– Based on generic language resources
● Playful attitude

– Reuse game structures that work in a purely 
“playful” context (Söbke, Bröker et Kornadt, 2013)
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Case study

Game of Words
———

A riddles game
———

http://wiki.lezinter.net/index.php/Projets:Game_of_Words

http://gameofwords.lezinter.net/ 

Any (utf-8)

written
language

http://wiki.lezinter.net/index.php/Projets:Game_of_Words
http://gameofwords.lezinter.net/


May 31st 2018 M. Loiseau — Issues and strategies of game design 19/33

Riddles games

● Metaludic rules (Silva, 1999)

– A player/team has information (word, idiom, concept, 
person…);

– Another player/team has to find that information;
– There are precise modalities to transmit the information.

● Various constitutive rules
– Time's up
– 20 questions/yes and no
– Draw something
– Concept
– Taboo
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Strategic competence

● “verbal and non-verbal communication strategies that may be called into 
action to compensate for breakdowns in communication due to performance 
variables or to insufficient competence” (Canale & Swain, 1980, p. 30)

● “the ability to get his message across in spite of the limitations of his 
interlanguage” (Schmidt, 2012:28)

● “awareness of communication strategies and the subsequent willingness to 
use these strategies in order to communicate in an exolingual situation of 
communication.” (Pichon et al., 2013:43)

● “The ways which help people communicate in the presence of such 
deficiencies[, communication strategies] are inevitable in oral communication 
for language learners. These strategies keep speakers flexible, and confident, 
and make their communication more effective.” (Moattarian & Tahririan, 2013:22)

● 2 strategy categories
(CECRL, 2000, sect. 4.4.1.3; Dörnyei & Thurrell, 1991, p. 18; Mariani, 1994, p. 147)

– Message adjustment
– Resource expansion



May 31st 2018 M. Loiseau — Issues and strategies of game design 21/33

Game of Words

● Riddle game ;
● Lexicon with focus on:

– Semantics
– Communication (through asynchronous interactions)

● User Generated Content
→ Any language that can be written with utf-8 characters

● Basic adaptation of level using the number of forbidden words 
and the risk taken (points)

● 3 roles inspired by mythologies:
– Oracle
– Druid
– Augur
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Gameplay (1/6)
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Gameplay (2/6)
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Gameplay (3/6)
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Augur
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Gameplay (5/6)

Druid
● Content creation
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Gameplay (6/6)

Scoring
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First prototype

● Open source 
● Works but

– Ugly code
– Lots of possible 

improvements
● User test 

– Like oral dimension
– Improve rules explanation 

(Gaming Equipment)
– Improve card handling

(e.g. for a task in which 
students create cards)

● Perspectives 
– Corpus to check the use of 

strategic competences
– Better scoring (less hard 

on the oracle?)
– Other tra,smission 

modalites (2 words, video?)
– Better feedback (Playing 

context)
– Question decisions
– GWAP
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Case study #2
Tomorrow 3:45pm

Magic Word
———

Letter game
———

http://wiki.lezinter.net/index.php/Projets:Magic_Word 

http://magicword.lezinter.net/

French
English

http://wiki.lezinter.net/index.php/Projets:Magic_Word
http://magicword.lezinter.net/
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As a conclusion

● To limit « chocolate coated broccolis » we
– Start from a sucessful game
– “Ludicize” by adding learning element at various rule levels

● Perspectives
– Improve games

● Gaming equipment (tutorials, interfaces, metaphors, etc.)
● Game structures (other modes, scoring, etc.)

– Integration (Playing context)
● Importance experimentally showed

– Test games
● Game
● Learning
● Interrelations
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As a conclusion

● Can we provoke a playful attitude?
– « Bouleversant, comme disent les critiques ciné. » 10/10

http://www.gameblog.fr/tests/1642-papers-please-pc-mac  
– « Bien loin d'une scène indé arty souvent encline à raconter 

l'introspection post-ado, le titre de Lucas Pope est de ces petits jeux 
qui ont un sacré coffre et qui donnent des envies de lecture. » 8/10
http://www.gamekult.com/jeux/test-papers-please-SU3050170257t.html

– The New Yorker → Best game 2013
– Wired Magazine → Best game 2013
– Forbes → Best independent game 2013
– Ars Technica → Best game 2013
– PC World → Best game 2013
– Destructoid → Best game 2013

http://www.gameblog.fr/tests/1642-papers-please-pc-mac
http://www.gamekult.com/jeux/test-papers-please-SU3050170257t.html
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http://www.gameblog.fr/tests/1642-papers-please-pc-mac
http://www.gamekult.com/jeux/test-papers-please-SU3050170257t.html
http://papersplea.se/
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Questions, observations, 
comments, etc.

mathieu.loiseau@univ-grenoble-alpes.fr

http://lezinter.net/~lzbk

mailto:mathieu.loiseau@univ-grenoble-alpes.fr
http://lezinter.net/~lzbk
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