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Resumen

El mundo estd mas conectado que antes, y las tegaslocupan un rol importante
en todos los aspectos de la vida de los seres lognam especial en las generaciones mas
jovenes, ya que su realidad ha estado influendadama manera mas significativa por ésta.
A partir de esto, este trabajo de grado se va@anen los video juegos, ya que es uno de
los elementos tecnolégicos que ha llamado la aierde las personas mas jévenes. Para
empezar, se va a explicar las ideas equivocadalsaghabido acerca del uso de la
tecnologia, en especial los video juegos, en ctogeeducativos. Luego, se va a dar cuenta
de cémo los jugadores estan mejorando y adquirieatididades del lenguaje (ingles) y
otras como lo son la resolucién de problemas,datiuidad, el pensamiento critico y el
trabajo en equipo, lo que los ayudara a cumplirlasmecesidades del siglo XXI.

Para hacer esto, se va a analizar cuales sorelogelos clave que hacen de los
video juegos una buena herramienta de aprendiaajeegpacio donde se promueve el uso
del inglés. Esto es relevante ya que va a perqutirhaya una mejor comprension de co6mo
deberia ser el uso correcto de estos en contedtasivos, puesto que la mayoria de los
intentos hasta ahora han ignorado las caractadgsige hacen que las personas mas
jovenes tengan interés por los video juegos, lbltage que no haya el mismo nivel de
interés en jugarlos y como consecuencia el aprajgdilo va a ser efectivo. Por ultimo, se
va a proponer una posibilidad de explorar el terfhduao, la literacidad visual, para asi
poder trabajar de manera apropiada con los videgpgien contextos educativos y en

especial donde el inglés se aprende como una sademglia.



Abstract

The world is more connected than ever, and teclgnedchave an important role in
human’s lives, especially with the younger generatsince their reality has been
influenced in a more significant way by them. Takthis into account, this final work will
be focused on video games, since it is one ofdbtlenological elements that has attracted
the attention of younger people. The discussiohbdjin with the misconceptions about
the use of technology, especially video gamesgucational contexts. Then, it will be
explained how players are improving and acquirargguage skills (English) and other
skills such as problem solving, creativity, crititt@nking and collaboration, which will
help them to be prepared to the needs of the 2hstiy.

To do this, this work analyzed the key elements itigke video games a good
learning tool and a space to promote the use ofignd his is relevant because it will
allow a better understanding of how video gamesiishioe used in educational contexts,
since most of the attempts to do it so far haverigad the characteristics that make younger
people interested in them. Finally, this paper mihpose some considerations to further
the topic in the future (visual literacy) and toveanore possibilities to properly work with
video games in educational contexts, especialtigjase where English is a second

language.
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Introduction: Digital Natives, Digital Immigrants a nd Video Games in the ESL
Classroom

The world is more connected than ever; technolagydn important role in
people’s lives. Consequently, the quality of lissshmproved, but at the same time it has
created new challenges. Taking this into accoudtsaarting with the idea that school
reflects society and everything that surrounds i, fair to express that technologies have
had an impact in the ways of teaching for this egnand it have also created the need of
learning a specific set of skills; which are a riegiment to be competent in today’s world
(21t century skills).

However, this change has created a generationddgmgen young and adult
people. As Barlow (1996) argued, people born or2tliecentury will only know a full-
digitalized world, so that will make them “digitahtives”. Technology is part of today’s
people lives, including their interactions, thesnamunication and learning styles. On the
contrary, people who were born before the widespodaechnology in humans’ daily
lives, usually referred to as “digital immigrants&iad to make a transition and adapt to this
change. This does not mean that adults cannotropenty the technologies of today; it has
to be more with the idea that, consequently, betiegations have different perspectives
about technologies and their usefulness.

We can also find the generational gap in schodls thie imminent arrival of
technologies to the 21st century classroom, whashdreated mixed reactions and
misconceptions about the use of technologies vattagogical purposes (Gee, 2005;
Abrams, 2009). Having said that, this paper witus on one the most controversial

incursions of the digital era in the classroomeadjames; although video games have



potential as a learning and teaching tool, teach&ve been limited by their interests,
knowledge, innovation, and experiences.

Primarily, there has been efforts (Prensky, 200de,&005, 2007; Squire, 2005;
Steinkuehler, 2007; Lacasa, Méndez, & Martinez82@®rams, 2009; Adams, 2009;
Alexander, 2009; Pauschenwein, Goldgruber, & St 3; Ranker & Mills, 2014; Hewett,
2016) to prove the potential of video games asanlag tool. Taking this into
consideration, the purpose of this final work i€kplore how commercial games can be
brought to the language classroom, so there isambt@between motivation and learning.
To do it so, | will explore the key factors thatkeavzideo games a good learning tool that
teachers can bring to the 21st century classroahhaw we can further the topic with the

notions of multimodality and visual literacy.

The Role of Technologies in the 21st Century Classom

The world is media-saturated, technology-driver globally-connected, as a
result, today’s students are surrounded with ali&iof media and technology.
Consequently, people’s interactions are heavillperfced by different devices (Barlow,
1996; Mollan-Moscoso; 2017) creating new challerfgeshe 2% century classroom.

One of those changes has to do with the ideaavalily, which technologies have
reshaped creating new conceptions about the wagigeiage is being used in today’s
world, especially its multimodal nature (Kress, 20Blejia-Vélez & Salazar Patifio, 2014).
As acknowledged by The New London Group (1996)e ‘iticreasing multiplicity and
integration of significant modes of meaning-makiwere the textual is also related to the

visual, the audio, the spatial, the behavioral, smdn” (p. 64). In that sense, literacy



nowadays refers to the ability to make sense oirtteemation that we are constantly
receiving from different media, within a multimodaid socially situated environment
(Steinkuehler, 2007), in which the informationéseived from six different meaning-
making systems: linguistic, visual, audio, gestgpace, and its combinations.

Additionally, technology has made boundaries almaost-existent. Humanity is
connected and the necessity of being able to icttéraan always connected world have
created an idea of a set of skills that everyomeilshhave in order to be successful and
interact with others in the #entury. These skills are often referred as tst'2entury
skills”. Although there is not a consensus aboatrttand its conception usually change
according to the context’s needs, there is a gérra about what those skills should be.
For this final work, the ones proposed by the Natldducation Association (2012) called
the “Four Cs” will be taken into consideration. &akills include: critical thinking,
creativity, communication, and collaboration.

Critical thinking. This refers to the ability of analyzing how partsaavhole
interact with each other to have a better overalleustanding of complex situations. To do
so, people should effectively analyze and evalaaigence, arguments, claims, and belief
to synthesize and make connections between infamand arguments, reflect upon them
and finally, reach a conclusion/solution to a ditua

Creativity. Refers to the ability of being able to elaboragéine, analyze, and
evaluate ideas to improve and create new and wabrkbvdeas. To do it so, people should

be open and responsive to new and diverse pergpgeind to collaborate with others.



Communication. Refers to the ability of being able to articulate ainderstand
thoughts and ideas effectively using oral, writtamg nonverbal communication skills in a
variety of forms and contexts.

Collaboration. Refers to the ability of being able to work effgety and
respectfully with diverse teams to accomplish amwmm goal, valuing the individual
contributions made by others.

It is important to note that students are activersisf the technology outside and
inside of the schools, so their realities are alydaighly influenced by technologies and
multimodal interactions. This means that, to soxterd, they are already familiarized with
some of the skills and situations previously mergth Thus, schools and teachers should
work to ensure that all students have access texperiences that foster the learning and
use of the skills needed to become full participarita multimodal and always connected
world. In other words, it is highly important ththie 2F! century classroom guarantees an
appropriated educational environment in which stislean develop the ability to access,
analyze, evaluate, and produce messages acrosg@ @i contexts and media (Jenkins,
Purushotma, Weigel, Clinton, & Robison, 2009; Motdoscoso; 2017).

Technologies have changed society in a fast wayghier, schools have been slow
to react to its arrival in the classroom and haueggled to effectively understand, create,
and promote a proper environment in which studeasuse the technologies to foster and
improve their 2 century skills (Jenkins et al., 2009; Herro, 2015Blus, the main
opportunity for students to put into practice amghiove said skills is still being found
outside of the school and in informal learning camities. As Pilgrim, Bledsoe & Reily

(2012) explained, plenty of technologies are alyemdiilable to use, but the main problem



is that schools and teachers are not doing muattggrate them successfully into the
different classroom practices.

This issue was furthered by White (2016), who $laéd “teachers have a strong
desire to integrate technologies into educatiaghers lack confidence in using
technologies and teachers often have limited adoagsources.” (p. 33). As a result, the
main usage of technologies in the classroom isretdted for low-level tasks, which do not
go beyond the ability to use devices and prograond) as video projectors or PowerPoint
to display information, presentations and websh#sile this is not necessarily something
bad, a proper learning process for th& @dntury will not be very effective if technologies
are being used in a passive way in the classro@hmanas potential learning enhancers.

Another point that comes across on this topicas thachers are not willing to use
technologies in the classroom because it goes stgaieir traditional beliefs, which are
usually opposite to the students’ reality. Teaclaeesused to teach certain topics in a
predefined way and using only one medium (usuakyual). In contrast, students’
experiences in this century are not confined oolgrte medium; young people use a broad
range of exposure to many different media to manlagje learning processes (Mackey,
2003). In this order of ideas, the information &ndwledge that the students are managing
are transmedial and this should be taken advamtaigeenhance the student’s learning
processes. As Klastrup & Tosca (2005) stated, atie is a certain type of mental image,
or cognitive construct which can be isolated frdva $timuli that trigger its construction.
Therefore, narrative is independent of the mediumwhich it is represented” (p. 2). In
other words, assuming that there is only one wayrésent information (usually textual) is

outdated.



However, it is plausible to declare that teacheesgnoring this strong
characteristic of the contemporary culture: youagple are used to being able to step in
and out of a source material and to put it in asttor complement it with other sources;
sometimes presented in a different media. As aeguence, students are not very
interested in the materials assigned in the classioecause the information that is being
presented to them does not go beyond the traditioathods. They only “identify discrete
and isolated facts, bits of information which woelthble them to score high on reading
comprehension tests” (Mackey, 2003, p. 613). IreoWords, students are not learning in a
meaningful way and usually do it with the motivatim do well on tests.

It is clear the need for a different approach wiméroducing technologies to the
classroom, due to most of these attempts so faotexploit the full potential of it.
Adapting the traditional approaches of educatiothéonew digital context does not live up
to the expectations and demands of the centurys(fPaawein et al., 2013). It is extremely
important to recognize the opportunities that tetbgies provide to the school context. To
do it so, it is necessary to look at how teacharswork with technology and integrate it in
a meaningful way with pedagogy, so students caams#higher-level thinking and
problem-solving skills at school and be preparedtie needs of this century. A good start
is considering the use of technologies which arguented by the students in their daily

lives, such as video games.

Video Games as a Learning Tool for the 21Century Classroom
Video games are not the exception when it comésctinologies that are

influencing the life in the Zicentury, so it is not surprise that there has bisamg interest



and concern about their impact in the children'Sgrenance at school and even more
discussed, their usefulness as a tool for teadhside and outside the classroom.

Nowadays, video games have become one of the mais fof media consumption
and therefore, video games are now part of theestigdrealities, who are spending plenty
of time outside of the school in this kind of adies (Mackey; 2003, Gee, 2007). However,
schools and teachers are skeptical about whettleo\games can be used to improve the
student’s learning processes inside the classr&asearch has shown (Mackey, 2003;
Sardone, & Devlin-Scherer, 2010; Hewett; 2016) thetn teachers and pre-service
teachers who had close experiences with technalagitheir lives are unsure to use them
inside the classroom and that, for the most pateo/games are still seen as a leisure time
activity with no pedagogical potential; or even mbarshly, “a waste of time”.

Although video games may impact classrooms, teadiere been held back by
their interests, knowledge and experiences. Thave been efforts (Prensky, 2001; Gee,
2005 & 2007; Squire, 2005; Steinkuehler, 2007; kacet al., 2008; Abrams, 2009; Adams,
2009; Alexander, 2009; Pauschenwein, Goldgrubesfi&, 2013; Ranker & Mills, 2014,
Hewett, 2016) to prove the potential of video games learning tool. The main premise
that most authors have in common is that video gamguire compromise and dedication
from the player and that students are willing tbvée. In contrast, students do not have the
same level of motivation when doing activities tethto the school. In that sense, video
games can engage students in learning processeés the school because most video
games already foster learning even if it is juatiéng to be competent in the game and

win.



In this regard, most of the attempts to bring vidames to the classroom have tried
to do it from the idea of creating a new genreidée games known as serious games.
(Wolf, Mark, & Perron, 2003; Rankin, McNeal, Shu€eGooch, 2008; Pauschenwein et al.
2013; AlShaiji, 2015). As opposed to commercial ganserious games’ focus is not
entertainment. They are created with the purposeawhing traditional classroom topics
(e.g. chemistry, math, and, of course, languadés3$. approach for creating games is not
unrealistic at all, but there have been doubts alvbether the creators of serious games
are capable of capturing the key factors that nsakemmercial game engaging and
motivating to the players (Prensky, 2003; Gee, 20@®07; Simons, 2007).

Another issue with serious games is that they termk easy, short and are usually
forced on students. As Thomas and Brown (2009)tpdiout, “creating games with clear
content-based learning objectives (i.e. gamesateatied to discourses with strong
institutional content and an underlying pedagodyictv presumes a model of direct
transfer) achieves their goals at the expenseayeplagency” (p. 44). This is contradictory
with what really occurs within the gaming communggmers want to choose their games
(playing a game is a choice not an obligation) exglect games to be somewhat
challenging. In other words, there has not beeimt@nest in making sure that games serve
as a motivator for students and the focus has belrthe content of the game itself,
ignoring completely the players and their nature.

In that sense, “the theory of learning in good widgames fits better with the
modern, high-tech, global word today’s children &eehs live in than the theories (and

practices) of learning that they see in school’d&907, p.7). Considering this, | will



analyze what should be the key factors that makeercial video games a good learning
tool and that should not be ignored when tryingriag them to the classroom.

Identity. The different social groups which people belonglay an important role
in the process of building identities and they lbeea source of pride and self-esteem for
individuals. Since birth, people ascribe to certaiftural and social groups (e.g.
nationality, family, religion, social class), whighll influence their early views about the
world (Tajfel & Turner, 1986; Tajfel, 1974). Nonelkss, as people grow older, interaction
serves as a way to give sense to the world by ahgs join other social groups.

People join social groups which reflect their owantity, but these groups can, the
same time, reconfigure it. Gaming communities arteexempt from this. There is a vast
diversity of video games and genres; this allows@a to choose the games and characters
that they want, giving them the opportunity to expent with their own personal identity
in creative ways (Hewett, 2016). By doing it se@ tlecision and motivation of playing
certain games becomes intrinsic. People play viggoes because they can relate to them
to some extent and that makes their experience/alje.

However, it is important to mention that identifgioneself as a gamer is not just
linked to playing video games, but how oneself nsadense of the world through the
experience of playing a video game and interactiitly other members of that community.
In this sense, identity in video games refers eéodbmbination of the reality of the gamer,
which includes their cultural background, emotians views about the world; and the
connections they make with certain characteristics video game (the design, characters,

story, gameplay, etc.) and its community. Thereftire identity of video games becomes



the reflection of the identity of the gamer andgthglationship is what keeps the players
engaged (Ramirez & Gaviria, 2017).

From an educational perspective, it is clear tifé&trent styles of learning work
better for different people (Gardner, 1983). Peaplenot be active agents of their own
learning if they cannot make decisions about haeiwr tiearning will work. As it has already
been mentioned, video games allow to do this bingiplayers the opportunity to choose
the games, characters and game styles that ferbeitih their own style and identity.
Meaningful learning requires commitment, and tla@s only occur when people assume
their learning processes as something that isgbainiemselves. Out of the context of
identity, it is hard to learn in a meaningful, lelagting way.

Player Agency.Players have an active role in video games. As(@@05)
expressed, “players feel that their actions andsaets — and not just the designers’ actions
and decisions — are co-creating the world theyraasmd the experiences they are having”
(p. 6). From an educational perspective, this ifaofrom what pedagogues like Dewey
(1903, 1938) had thought. In the classroom, stedembuld take an active role in their
education and learn through a social and interagirocess. Video games do this by giving
players the opportunity to make their own decision®rder to play a video game
successfully, you should be able to be active;mowants to play a game in which nothing
can be done. Furthermore, video games allow paygeieel that their actions are
impactful and are also contributing to achieving tittimate goal.

Worldness Just like people have an identity, video game® lome too. There are
different genres and play styles, but what exatifferentiates a video game from the rest?

And what is that makes them appealing to playeta8tkup (2003) referred to this as the

10



concept ofworldnesswhich is “a measurement of the particular treitst constitute the
experience of a virtual world” (p. 100). Some ofgb traits include an exciting narrative,
interesting characters and missions (Langhoff, Ge®harp, Dodson, Damer, Ketner,
Minafra, & Reese, 2009). Thanks to this, video gaare more than just games and they
have become a full experience.

World creating is one of the most important feaduskrecent video games.
Developers carefully craft extensive worlds witfeaognizable background, offering
players the opportunity to inhabit them (Krzywinsk808). If a game has a recognizable
background, then it will be more appealing to ptay&ee (2005) complemented this,

Some games offer a character so intriguing thateptawant to inhabit the character

and can readily project their own fantasies, desead pleasures onto the character.

Other games offer a relatively empty character wlicsts the player must

determine, but in such a way that the player caatera deep and consequential life

history in the game world for the character. (p. 7)

Worldness, in all its facets, plays an importaié o enriching the game as a text
and the player’s experience inside the game. Th&ns that the game should have an
history. It is important to mention that this histgoes beyond the game itself, because
video games are transmedial worlds, or “Abstraateat systems from which a repertoire
of fictional stories and characters can be actedlar derived across a variety of media
forms” (Klastrup, & Tosca, 2005, p.1). In that sensorldness promotes close-reading and
in-depth personal engagement with the game arglpsho locate the player meaningfully

in the video game world.

11



As a result, this will encourage fan-type consuoptly using consciously
deployed intertexts and players will be constaimttgracting with the transmedial world in
any of its forms, inside and outside of the gaimeother words, gamers will not be playing
for leisure; gamers will be playing because modewigames have a history that can be
developed and experienced by the player; this esemsense of attachment and
belonginess to the history and to the video gam@nRhe point of view of education, this
raises the question of how students can feel lieatdntents that they are being taught at
school are part of their lives and not somethirag tomes from the outside?

Immersion. Video games have redefined the way interactionl@aching works;
gamers have the opportunity to interact with thieewigame’s world and its community
through characters and avatars. This creates a sép$ace, space, and embodiment
(Marie-Laure, 2001; Thomas & Brown, 2009). In otherds, video games are more than
just virtual worlds with no importance and gamezslfike inhabitants of those spaces; they
learn to be part of the game and what are the aafpdins to be part of it.

From an educational position, Thomas & Brown (208§)lained the implication of
video games and the process of immersion in them:

Most traditional models of learning suggest a t@pgirocess in the movement

from learning about to learning to be. Initiallyegple learn the basics or

fundamentals about a topic or context through fetaihg,” or acquiring enough

information to make sense of the languages, idegabpractices that constitute a

specific domain of knowledge. As one becomes imatkvgithin the culture or sets

of practices one starts down the path of “leartie,” engaging in the practices

12



and absorbing the tacit knowledge that forms theual and social underpinnings

for a community. (p. 40)

Although video games have both stages (learningtadoad learning to be), the
process is contrary to the one that students firitle classroom. If gamers want to
completely immerse in a video game, they must filaygame first, or in other words, they
must learn to be in the game; this is the mostyrtide way to learn and the easiest in
games. After that, they will have an idea of wisdtke to be in the game and then, they
will likely seek to fill in the gaps in knowledge expand their understanding about the
game and related topics from other sources (legout).

Challenges.Although games can demand plenty of time and #fiewdt, they are
designed to motivate gamers and engage them inléamging processes. This seems a bit
contradictory, but this is actually what makes wvidmmes successful. No one wants to play
an easy video game. As Peterson (2010) pointedgarmes are successful, in part,
because of their complexity and difficulty, not base of their simplicity or capacity to
satiate the needs of the so-called attention-defereration” (p. 810). At school,
explanations are usually short and simple to fatdisimpler learning process, but with
video games is the opposite (Gee, 2007). Thusraigss the question of why young
people are willing to take the time to learn aray@ complex video game and enjoy it, but
the same situation cannot be seen in school-relaskd.

In video games, players must learn a set of kill$ strategies in order to do well;
this takes plenty of time and analysis of the défe situations. However, the video game
itself helps the gamer to understand how the thihgsthey are learning and doing

contribute to the overall development of the gaim@ther words, the learning is situated,

13



and gamers can instantly see its purpose. Furthretrawen if the process of learning is
long, that does not mean it cannot be fun and ratitig. On the other hand, the idea of
having fun is something that it is usually not welteived in educational contexts
(Prensky, 2001), but this is something that ma&aming in virtual worlds a motivating
and engaging activity.

FairnessVideo games are hard to master, but this doemean that it is
impossible to do it. As Prensky (2001) pointed 6g&mes don’t kill you off without
giving you a chance and they don’t require resaiyoel cannot get (although surviving or
finding the resources may not be easy” (p. 30).sThideo games usually give tasks and
missions that are within the gamer’s current l@fadevelopment and when a task or
mission goes beyond this level, the game providegamer with the tools and information
to achieve it.

As a result, learning becomes “pleasantly frustcain the sense of being felt by
learners to be at the outer edge of, but withieirttegime of competence” (Gee, 2005, p.
10). More importantly, video games give the plaglear evidence that their effort is giving
results, even when they fail, because they can aekg of their progress. This is in line
with what Vygotsky (1980) proposed with the ZondPobximal Development (ZPD),
which consists of the actions that the leaner s soperform alone and with the help of
others. In this case, the help is provided by dragitself.

Trial, error and feedback. Video games give the players the opportunity &orle
with almost no consequences; this creates a ségsewrity and it will make the game
“friendly” and appealing to new players. For exaephost games offer sandboxes or

tutorials, in which the player can basically expade the game, but without any risks.

14



Furthermore, in the real game, players are expusedrtain risks, but there are check
points available. The game records the progrefisegblayer, so it is not necessary to start
from the beginning in case something happens.dnhgénse, video games value what the
player has learned, even if they fail at some point

Additionally, video games give almost instant feaclbto the player, so they “either
get rewarded for mastering something, or they getithey have failed at something, and
have to try again or seek help, until they cantd(Prensky, 2001, p. 13). This allows the
players to reflect upon their performance and inapran the case of education, school can
be risky and punishing (Gee, 2007), so studentafaa&l of failing.

Finally, this list is based on the work that théhans mentioned have done about
the topic. Thus, this is not a final list of whadl@o games should have; there can be other
key factors that influence the learning processsslée the world of video games.
Subsequently, it is important that schools andheegcstrive away from the misconception
that video games are not an environment in whialieg processes are fostered. Instead,
video games should be seen as an opportunity ¢ostakething that engages young people

in their daily lives and apply it to the classroom.

Video Games, Literacies and English

Now that we have identified how video games catefdearning, this section will
focus on how to consider video games as a podgitnlifoster literacy practices in English
and more importantly, how contributes to the depelent of the 2% century skills. Both
are important factors to interact and be competean ever-connected world. To begin

with, there have been claims about how video gareseplacing literacy practices in

15



students. However, this is based on unclear defivstof the terms “video games” and
“literacy”, and misconceptions about what playeesraally doing when they play video
games (Steinkuehler, 2007; Alberti; 2008, Beavd,4). The latter has already been
explored and it was found that video games fosi@ming through some of its key
characteristics, so the former will now be analyzed

Accordingly, the main issue is that some schootstaachers are still conceiving
the idea of literacy as just the ability to read amite texts, especially in its print form
(Steinkuehler, 2007). However, even if only consitiés definition of literacy, different
literacy practices can still be found in video gam@n this topic, Steinkuehler (2007)
explained: “gamers routinely participate in liteyaaractices, both within the game’s virtual
world (e.g. social interaction, in-game letters anally delivered narratives) and beyond
(e.g. asynchronous discussion on online game fartimacreation of fan sites and fan
fiction)” (p. 299). However, this is not enoughgdanis far from the reality; it is important
to consider video games as multimodal environmenksve a better understanding of the
literacy practices in video games.

Abrams (2009) described that “acknowledging multil@dies inherently validates
students’ digital literacies, such as video gamary reinforces how critical thinking is
equally important in traditional and virtual leargienvironments” (p. 13). Gamers are
constantly receiving and producing meaning in uagitorms (text, images, sounds, colors,
etc.) when playing a video game. Consequently;, thest learn to understand and make
sense out of this series of images, bar graphts, ieons, sounds, and symbols, if they

want to successfully play the video game (SteinlereR007).
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Moreover, we must consider how the texts areghdelivered, both in video games
and in educational contexts. As Gee (2007) saidtdns are not good at learning through
hearing or reading lots of words out of contextajgblication that give these words
situated or experiential meanings” (p. 11), whiglsemething that schools usually do.
However, in video games, all the information thne player constantly receives is
delivered when and where they really need it agiveés them the opportunity to see how it
is actually pertinent in the bigger context of gamne. By doing this, video games are
preventing an overflow of information with no reéce or meaning to the current level of
development of the player.

Besides, video games promote interaction; mogternthave a community that
surrounds them, and this requires that the plag@remunicate and work together with
others. Since English is the most used languag&leéo games, players are acquiring
literacy skills in the language and are learning/\gpecific vocabulary (Adams, 2009;
Rankin et al., 2008; Thorne, Black, & Sykes; 20@8terson, 2010). Taking all of this into
account, video games are not replacing literacygtmes, but are fostering them, because

playing itself is a literacy practice.

Video Games and English as a Second Language (ESL)

It has been mentioned that English is the most lessegliage in the internet and in
video games. As a result, it is fair to say thdew games enhance the learning of English
as second language in contexts which the primargue is one different from English,
because players must learn to communicate to titaral understand the game and other

players, if they want to perform well on the garmethis regard, Mora and colleagues
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(Mora, Castafio, Orrego, Hernandez, & Ramirez, 28%p)ained that “gamers are learning
very particular vocabulary in order to be succdsgsftheir games. Without the
communication skills they are picking up while ptayonline, they would not be able to
be victorious in their gameplay” (p.1). Likewiseis important to mention that some of
these gamers have never been in touch with thadbnghguage or have practiced it in a
formal educational context, and the only place wtibey can interact with the language is
the game and its communities (Hernandez & Cas@@ith; Mora, 2017). Taking this into
account, we are going to explore how can the pé&mrepf English as a tool to be
successful in a video game can be used to fostde#nning of the language in a more
formal context.

Some video games include and require social inierecas part of the game play
experience and become social spaces for peopladifiginent cultural backgrounds. In
other words, video games give players the oppdstiaimeet and communicate with
others, who in some cases are native English speakare at least proficient in the
language. As a result, this gives L2 students adloiity to speakers in the target language,
which is something that schools sometimes do nqRamkin et al. 2008). Additionally,
research has shown (Beauvois & Eledge, 1995; Paywaitney, 2002) that the
interactions that technologies and video games rpaksible, accelerate students’ reading,
thinking and writing skills in English, and it alpoovide them with opportunities to
practice it in a non-threatening environment.

Some considerations and visual literacyAs previously stated, most attempts to
bring video games to the classroom have been doivith the idea of preserving

traditional teaching methods (serious games), cpresgly, the factors that make video
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games a good learning tool are being ignored (C8ia, & Nah, 2012). As a result, there
has been little research about the implicationsrioiging actual commercial video games
to ESL classroom, even if there have already besults that show that video games
promote ESL in an informal way.

To go further on this topic and to explore the gmbges to work with commercial
games in the classroom, Gee (2005) mentioned that,

Meaning as action image is the heart and soul wipcter and video games (though

it is amazing how many educational games violateghnciple). Even barely

adequate games make the meanings of words andptsrbear through
experiences the player has and activities the plegieies out, not through lectures,
talking heads, or generalities. Good games careaehmarvelous effects here,

making even philosophical points concretely realizeimage and action. (p. 14)

Taking this into consideration, it is clear thale® games are a multimodal
environment. In that sense, since most of the mébion and interactions are mediated by
English, players should be able to interpret whaytsee in the screen to fill in and
complement the gaps of knowledge about the langsagihey can have a complete
understanding of what is happening in the gameb@msliccessful, both in terms of
performance and communication.

The ability of interpreting and understanding wisatn the screen to do well in a
video game will be referred as visual literacy ideo games (Ramirez, 2017). To further
explain, visual literacy describes the ability taka sense of visual images to foster the
communication; this occurs from the process oftanganeaning from a multimodal

setting, which combines visual images, written tegtunds and other elements that give the
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observer important information about a certain egn(Serafini, 2017). To illustrate it,
research has shown that “students understood thiecations and applications of what
they saw on the screen; as members of the gammgoaity, they developed a visual
literacy that may have been game specific, buas imdicative of a general literacy skill”
(Abrams, 2009, p. 7). In this order of ideas, eWenplayer still has not reached a good
level of proficiency in English, visual literacy Nhmediate the interaction processes inside
the game, so there will be a successful communicand eventually, the player’s English
literacy skills will improve as well.

Having said that, there should be more interestarking with the visual literacy
aspect of video games in the ESL classroom, beatoae lead to an improvement and
deeper understanding of the process of learnindgjgnip more formal contexts; which
will result in more prepared students for thé' 2&ntury needs. The younger generation are
motivated by video games and are already used th with information that comes from
different media and that complements each othesgBools should take advantage of this

and bring it to the classrooms.

Coda

Video games have caught the interest of the youggjeeration and now are an
important part of their daily lives, both insidedamutside schools. Hewett (2016) claimed
that “based on the quantitative and qualitativeifigs, gamers who have been playing
video games from an early age will bring into theessroom a certain skill set of
multiliteracies unique to technology and the 2Esttary” (p. 199). Students are interacting

with and are producing different texts from theiperience playing video games (Lacasa et
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al., 2008; Lépez-Ladino, 2016). Then, video gamreshelping and motivating students to
get engaged with literacy practices in an inforeralironment. Based on this, schools and
teachers should be encouraged to implement stestégipromote the use of commercial
video games in the classroom, so students camgalved in processes that have more
affinity with the dynamics of the new century (wdl thinking, creativity, communication
and collaboration) in educational spaces and widbkfamed pedagogical approach. This is
important because the attempts to do it so far dane from the perspective of using
serious games, which most of the time ignore tregattteristics that make commercial
games a good engagement and learning tool.

More importantly, English has become a powerful foobeing capable of
inhabiting an always connected world. It was jugilered how video games foster an
environment in which English is used, even amorapfgewhose first language is not
English. However, language is just a mean to an(eotbry) and not the end itself in the
context of video games. To conclude, it would deresting if schools and teachers shifted
the focus and used video games within the classreitimthe intention of fostering
learning and teaching processes of English asanddanguage; a practice that would
motivate and engage students to learn in educéatioméexts with the help of something

that it is already present in their realities (ddgmmes).
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