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A 3D English learning game was used to investigate whether high levels of feedback from digital games
would have a positive effect on the motivation factors of competence and autonomy, and other related
constructs such as continued play, task interest, task value, and task effort in low or unmotivated ESL
university students. Four experimental conditions with varying amounts of feedback were used: in order
from least to most - a physical real-space classroom (control), video on demand (VOD) module, a
blended learning module with a 2D flash game (2D game), and a 3D learning game (3D game). ANOVA
analysis showed that there is a significant positive effect of feedback on learner confidence, autonomy,
continued play, and task interest. Two noteworthy patterns from the open-ended question is that learners
want to continue playing the game at a later date, and that they were surprised to find they could learn
English from a 3D game. There is evidence that attitudes in low to unmotivated students can be changed
with English games that have high levels of feedback.
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