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This three—Kear research project aimed to investigate two aspects of digital
game-based language learning that had not previously been thoroughly investigated: (1) the
potential of cooperative digital puzzle games to facilitate foreign language learning and (2) the
attitudes of Japanese language learners towards using digital games for learning.

Transcripts of spoken interaction between a group of three learners playing one cooperative game
face-to-face were analysed using two different analytical approaches in order to identify evidence
that language acquisition took place during play.

Additionally, 120 learner participants completed surveys that measured their attitudes and beliefs
towards digital game-based language learning as a pedagogical approach. This data was collected at
two points, first before the learners had experienced an in-class game-based learning activity
lasting several weeks and again afterwards.
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