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Why would you use video games 
for language learning? 

 

 Linguistic immersion 

 Visual, auditive, haptic immersion 

 Play caracteristics 

 Active language user 
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An active language user 
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Fig.1: Schmoll, L. (2017). 

Links between video game 

and action-oriented approach 



How? 

 

 

 

 

 

 

Fig.4 and 5: Collaborative games: Spaceteam (2012) 

 

Fig.3: Observation and thinking games: Papers, please (2013) 

 

Fig.2: Serious games (speed game and puzzle game): Romanica (2019) 

 



2D/3D 

Computer 
Tablet 
Smartphone 
Gaming console 

Virtual reality 

Stereoscopic screen and glasses 
RV helmet 
Motion Capture 
Immersive room 

Fig.6 : Wario Ware, Inc. 

(Nintendo, 2003) 

Fig.7 : Façade (Mateas et Stern, 2005) 

Fig.8 : Immersive room Fig.9 : Stereoscopy 

Varied platforms & tools 


