From the authors

In 1983, my parents bought me a Sinclair ZX Spectrum and
some games for my birthday. This began a phase that lasted
nearly five years. Little did I know that nearly two decades
later my interest in video games would return — but this time
professionally, in my role as a teacher of English as a foreign
language.

For 20 years or so, my relationship with video gaming and
play would be a casual one. I occasionally played the popular
PC games Lemmings or Mine Sweeper, and played Mario Bros
with friends, nieces and nephews when the opportunity arose.
However, I very much thought my gaming days were over. I
did, however, return to playing video games briefly at the
beginning of my teaching career. As an end-of-the-week
activity, I would walk down to an internet café with several
colleagues, connect to the same online ‘first person shooter’
game and spend happy hours blasting away at my fellow
teachers. Then each of us moved on from that language
school, I stopped playing and, for five years, gaming was gone.

It all changed one day in a computer room while teaching a
secondary-level English class. We were in the middle of
project work using Microsoft PowerPoint when a pair of fast
finishers asked if they could play an online game. My interest
was piqued: ‘You can play the game if you tell me about it

I can’t remember much about the game itself but, listening
to the two learners, I was surprised by their enthusiasm and
fluency when talking about it. I began to see that there was
something here for English language teaching.

That evening at home, I played a few other online games and,
before long, a whole new world was opening up before my
eyes. By playing online games and wearing my (virtual)
teacher’s hat, I began to see the language potential. At first it
was simply describing instructions, but that soon moved on to
describing the story, as I found games that were more
narratively complex. Soon I turned to forums and fansites to
help me complete the games.

Research had never been such fun!

Since then, I have started a wiki, archiving the best games,
and co-run the Digital Play blog with Graham, posting lesson
plans, activities and ideas for language teachers. I have also
run numerous in-house training sessions, presented at
conferences and written online articles, all concerned with
using video games as language learning tools.
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Computer gaming has always been a very social activity for
me. As a teenager, [ remember playing games such as Space
Invaders, Galaxia, Defender and Jump Bug with friends in
arcades, and at home playing with my brother on his Sinclair
Spectrum. When the first ‘text adventure’ games started to
appear, playing was always a collaborative effort with friends,
helping each other solve the puzzles together.

After university, I remember playing computer games at
lunchtimes with work colleagues. At one architectural
practice I worked at, everyone would jump into a plane at
the end of the day for a team game of Flight Simulator, and
instructions for team members would echo around the two
floors of the building.

Then, about 15 years ago, just after I'd started teaching, one
of the other teachers at a summer school brought in a games
console and set it up in our staffroom. As we played, some of
the kids started hanging out on the balcony that overlooked
the staffroom and shouted instructions to us on how to play
the original Tomb Raider game. It was my first experience of
games being used to generate language. I have since dabbled
in using games with learners ever since, occasionally
bringing my own PlayStation 3 into class for fun end-of-
term karaoke and quiz-game sessions.

The Eureka! moment came for me one day in our computer
room after playing part of an online game with my young
learners. I had been reading out help from a ‘walkthrough’
(the written instructions on how to complete the game) and
at the end of the class the learners asked me for a copy of the
12-page document. This was so they could carry on playing
the game at home and finish it. This they did — without even
realising they were enjoying English reading practice.

I realised there and then that games could be a powerful
teaching and learning tool.

Finding out that Kyle had a similar interest was like finding a
brother-in-arms. Soon we were brainstorming and sharing
ideas of how best to use games with our learners, and then
we worked together in the virtual world Second Life creating
our own language learning quest games.

During this time, we had the idea of putting all we had
discovered in a blog (Digital Play) and took the logical step of
writing a book for teachers. 'm very happy to say, here it is!
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A gaming glossary

Some great games

1 Game on!

Game records
Devil’s advocate
Top ten

Game survey
Digital definitions
Game chatalogue

GCAs

2 The non-connected classroom

It’s not real!

What game am I?

Day in, day out
Worlds apart

Game worlds

Grakyl

Good, better, best
Power wishes

Games we have played
My favourite game
The name of the game
There and back

Click change

Contents

Page 3 A game in 50 words

A game in 20 words

Page 7 Game, set and match
Page 21 In the game
Page 30 Complaint to the enemy
Dear Kratos ... Love, Lara
Page 33 Wish you were here
Up for sale
Page 34 Quick on the draw
Page 35 Game boxes
Page 36 Game blurbs
Page 36 Invent a game console
Page 37 Mobiles on, please!
Page 38
Page 39 3 The connected classroom
Page 40 Those were the days
I spy in the game
Page 41 You tell me
Page 42 Gamify your classroom
Page 42 The carrot not the stick
Page 43 Shooting the breeze
Page 43 Tactical talking
Page 44 Little monster
Page 45 We can walk it out
Page 46
Page 47
Page 48
Page 49
Page 50
Page 50
Page 51
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Page 53
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Page 54
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Page 55
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Page 56
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Page 57
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Walk this way ...
Play/write

Journey into space
Local hero

Games frames
Before and after

If ...

Complete conditions
Karaoke battle
Karaoke-dokey
Anyone for tennis?
Five-a-side football
Match of the day
Solve it!

Gingo!

Dub a dub dub
Teaser trailer
Freeze!

Driving simulation

Simulation stimulation

Multiple connections

Scavenger

I’'m a student!

On the run

That’s not right

Play into words
YouTube, I play
Whisper walkthrough
Jumble jigsaw

Tell me what happened
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Up and away

Down and across
Space race

What does that mean?
Xpansion

Two by two

Clone me

Dress up dictation
Coming soon!

10 x 20 presentations
6 x 24 picture stories
Walkthrough artists
Focus on the famous
Comedy club
Face-to-face cartoon
Games on the move

Mobile merging

21st century teaching

21st century teachers

From the editors

From the publisher

Page 85
Page 85
Page 86
Page 87
Page 88
Page 89
Page 90
Page 91
Page 91
Page 92
Page 93
Page 93
Page 94
Page 94
Page 95
Page 96

Page 96

Page 97

Page 98

Page 105

Page 111

Page 112



