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1. Introduction 
 
There are many different categories or genres of games, as well as different 

terminology. We have adapted Whitton’s (2014) differentiation of eight ways to interpret 

games and learning for the categorization of games in the context of the GUINEVERE 

Project:  

1. Learning with entertainment games. 

2. Learning with educational games. 

3. Learning inspired by games – using games as a stimulus. 

4. Learning within games – informal learning happening when playing a game for 

entertainment.  

5. Learning about games – studying games as cultural artefacts. 

6. Learning from games – considering how game principles could be applied to 

learning situations. 

7. Learning through game creation – learning that takes place during the 

creation of games. 

8. Learning within game communities – developing collaborative and supportive 

learning activities taking place in groups and game communities. (Whitton, 2014, 

p. 4) 

Mawer and Stanley (2012) use the terms computer games, digital games, and video 

games interchangeably, defining games as a rule-based formal system with variable 

and quantifiable outcomes. Koster (2013) and Mawer and Stanley (2012) learned from 

game designers about how games can be adapted to other fields of learning, while 

Whitton (2014) highlighted that games encourage a more “active, experiential and 

student-centered” way of teaching and learning (p. 3).  

According to Stanley (2017), most of what is generally addressed as language 

games in the classroom are probably learning activities rather than real games in the 

strict sense as they don’t have the structured competitive rules led gameplay. The 

educational value of games or game-like activities in the language classroom is that 

students learn a language through interaction by using the language in a meaningful 

way provided that the learners are able to communicate at this level. It is important to 

pitch the level of difficulty when using games in the language classroom, as depending 

on the complexity and the level of a game it can be boring when it is either too hard or 

too easy (Koster, 2013; Stanley, 2017). A lot of games assess levels by checking what 

level users want to start at and self-assess their ability as a gamer. A good game adapts 

to the gamer’s level as it progresses and to the way the gamer is playing it (Mawer & 

Stanley, 2012). When using games in the classroom, it is important to keep in mind that 

different learners are interested in different things while learning. Therefore, game 
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designers need to consider what kind of fun elements motivate learners. Bartle (1989) 

identified four main categories of players in multiplayer online games. According to his 

taxonomy of player types, each player is defined by the gaming elements which they 

find most enjoyable such as Socialiser, Explorer, Achiever, and Killer. As stated by 

Bartle, Achievers like to find the goal, Socializers like interacting, Explorers like to 

increase the knowledge of the world and discover new places and Killers (e.g. a griefer 

in Second Life) like to dominate others and do this through attacking others in a game. 

Everyone has a combination of reasons for playing a game. Therefore, some will 

dominate more than others for example. Since the development of the Bartle test games 

have changed significantly and are certainly missing one type (Stanley, 2017) which has 

become a strong motivator for people in immersive 3D virtual environments and that is 

Creators or Builders, most relevant for Minecraft, Second Life, and OpenSim. Exploria 

on Guinevere Island offers the opportunity to test your preferences through a Bartle test. 

The test results will be provided in your personal Dashboard with Name and the 

Language chosen. 

The attempt to categorize games for the use in the language classroom is based 

on the assumption that teachers usually are too short of time to put much effort into 

game design or create game-like activities as a case study carried out during the 

CAMELOT project [1] revealed. Teachers were generally not prepared to spend the 

extra time to design their material (CAMELOT, 2015; Schneider, 2016). 

In what follows we aim to help educators to systemize the use of games and 

encourage them to create and use these teaching tools in their didactical work taking into 

account what kind of games work and why. Koster (2013) investigated why some games are 

fun and others boring. He concludes that some games which result in repeated failure are 

considered as boring. On the other hand, being good at a game and getting really far can 

also be boring as the game is not challenging anymore: 

 

And we, in education, are still teaching with formats that are not only boring and 

inefficient but also invalid and invalidating. We drill our students in “the right way to 

think” and “how to do things right”, but like the proverbial strategists, we tend to 

prepare them for the last battle lost. We simplify the world’s challenges and 

systematically underestimate our students. Instead of activating these soon-to-be 

young professionals, we make them passive and receptive. (Koster, pp. 6-10). 

 

Mawer and Stanley (2012) consider it important that teachers and learners choose a genre 

of games they are experienced with and enjoy playing. According to Aldrich (2009), games 

are often used by facilitators to explain complex situations and are “a more natural way to 

http://camelotproject.eu/
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learn than traditional classrooms”. As regards terminology on games or gamification, we 

need to be careful in judging what people associate with it. Terms range from class games, 

serious games, class activity, warm-ups to icebreakers with different educational purposes. 

In teaching, we should focus rather on the aspect of ‘doing’ things using the learning by 

doing approach regardless of labels.  

2. Classification of Games 
 
There is a great variety of approaches to classifying games. This paper aims to analyze and 

categorize selected games for language learning, created and provided for 2D and 3D virtual 

learning environments and identify their suitability and adaptability for the use in 3D 

immersive virtual language learning. The results of two surveys completed by learners and 

teachers will provide feedback on the implementation of chosen games in the foreign 

language classes and will offer sound clues for the effectiveness of selected games 

according to levels, categories, needs and their adaptability to a variety of language learning 

contexts.  

The course scenarios and games categorized and selected for field testing will equip 

teachers with instructions and additional material on how to use these games in 3D 

immersive virtual environments for different languages and CLIL (Content and Language 

Integrated Learning). Teachers from a variety of educational contexts will be trained on how 

to adapt the games according to learners’ specific needs. When considering the usability of 

games in 3D immersive virtual worlds, it is important to analyze the rules, their initiation, and 

termination, the use of resources and possibilities of collaboration and interaction. One way 

of classifying games will be to specify linguistic contexts to support teachers as regards to 

their usability and adaptability in their teaching curricula. This includes investigating the 

selected games with regards to their goals, teaching objectives, the skills they require, and 

elements of language to be practiced, as defined in the CEFR (Common European 

Framework of Reference) at levels A1-C2: listening/understanding; spoken 

interaction/speaking with other people; spoken production/making announcements and 

speeches; reading and writing (from notetaking to report writing). Further classifications will 

be defining the specific goals of the games whether they are used as gap fillers, or warm up 

and whether a game is used as: 

- competitive 

- skill-based 

- discussion based 

- task-based  

- problem-solving  

- describing 
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- narrative  

- recounting something 

- guessing  

- question and answers 

- socializing  

- collaborative activity or just for fun. 

The exemplary games or learning activities that have been selected will be characterized 

according to their applicability to Second Life (SL), OpenSim (OS) or Minecraft (MC). In the 

context of this paper, we are focusing on digital games used in 3D immersive environments 

mainly for educational purposes. 

When designing a game for language learning in 3D learning environments, it is useful 

to find inspirations from games or game-like activities that have been successfully used in 

the physical classroom. Such games can range from simple board games, puzzles, 

scavenger or treasure hunts, role plays to task-based, experiential or problem-based 

learning experiences. The games and game-like activities discussed here are not the stand-

alone types of games; they are all designed by educators for teaching purposes. It stands to 

reason that this paper only covers a minimal selection of games or game-like activities used 

in 3D immersive virtual environments. However, there will be practical examples given for 

each category listed as well as references to further resources.  

  

2.1. Board Games 
 
The classic board games follow rules, goals, progression, and rewards. They can be created 

for all kinds of levels from elementary to advanced to practice specific language skills, such 

as grammar, (adjectives, present simple, past, future etc.) or communication skills through 

interaction. Board games can be created easily as there are numerous templates to be 

found on the internet which can be adjusted to learners’ needs and the language skills to be 

trained according to the learning syllabus. Whitton (2014) states that: 

 

Usability in game design is of particular importance when considering games for non-

traditional groups such as older adults, young children, and disabled users, and a 

well-designed game will be accessible to players of all abilities and backgrounds. 

The ultimate goal of the designer is to infuse every responsive element of the game 

with a perceptible affordance that is internally consistent. These affordances must be 

evaluated against various levels of player “game literacy”, and some reasonable 

effort should be made to reveal through tutorial training any that are determined to be 

hidden! (p.152)  
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Figure 1 Board game with avatars as 

counters EVO ViLLAGE 2016 (Photo: C. 

Schneider) 

 
Board games can cover everyday vocabulary 

around food and drink, hobbies, jobs and more. 

They can trigger simple interactions and 

produce simple phrases about likes or dislikes, 

prompt questions on how often do you…? or 

what are you doing tomorrow?    

The basic structural elements for such board 

games are goals, rules, counters (which could 

or other elements. It is necessary to:  

– Define levels to repeat tasks or to perform harder tasks. 

– Add points to tasks that need to be completed. 

– Define badges/rewards to be given out after a criterion is met. 

– Create a Leaderboard to show top performers. 

– Earning of badges can be tied to unlocking higher levels. (McQueen, 2018)  

Though the rules or instructions for a game can be provided in notecards SL, OS, or a 

journal type of book in MC, Clandfield (2017) suggests providing the rules of the game on 

the board itself so that learners can refer to them any time. This way learners also learn the 

language used in the game such as ‘take a turn’, ‘move back’, ‘miss a turn’ etc.   

There are numerous free templates [2] for board games which teachers can choose from to 

create a suitable game for their class to train vocabulary, grammar, prepositions, phrases, 

questions and answers, and storytelling. The games can then be uploaded to a 3D learning 

environment where interactive elements can be added such as sound, music, clues, 

questions, responses etc.  

Some board games for 3D virtual environments have been created during the EVO 

ViLLAGE sessions, an initiative of the TESOL CALL-IS (Computer Assisted Language 

Learning Interest Section) that runs every year for five weeks in January and February. The 

training sessions are documented in the GUINEVERE Project report including examples of 

good practice (see IO3).  

If you want to get some inspiration for 3D virtual board games, it is worthwhile to look 

around on GUINEVERE Island in OS, GUINEVERE Minecraft MC, the Istanbul Plot in SL or 

visit Serenity Springs Game Park in SL [3] which displays numerous board games you can 

choose from. Although the game park is not particularly designed for language learning, the 

https://www.pinterest.ie/pin/506232814351788444/
https://maps.secondlife.com/secondlife/Serenity%20Springs/202/196/21
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beauty is that it provides some orientation and players can move on when a certain game 

does not appeal to them. You can either visit the location with a group, but you might also 

find people there to try out a game with you. 

The great advantage of board games is that they can be easily adapted to the learning 

syllabus. One of the fun elements in 3D immersive virtual environments is that learners can 

act as counters and move their avatars (or counters) on the board and give them a personal 

touch apart from the different colors as Figure 1 shows. If a dice is needed for the game 

learners can throw the dice and move on the board according to the number.  

Board games can be created for any language level. The time needed for playing a 

game depends on the number of items displayed to respond to and the number of learners 

involved. The more players involved in a game, the longer it will take and the more boring it 

might get for other players standing around until it is his/her turn (Koster, 2013). Most games 

work well in pairs; groups should not extend more than four players. The activities should not 

last longer than 20-30 minutes unless they are part of a project that is planned for a longer 

period of time. 

 

Table 1 Board Games 

 
Board games  

Learning with educational games / Entertaining 
/Informal learning within games/inspired by games 

Competitive/ Skill-based/ Describing 
/Guessing/ Question & answers/ 
Collaborative/ Interactive 

Linguistic/Language Skills Skills in a 
virtual 
environment 

Virtual 
environment 

Level Time 

Future tense talk – making a 
future tense sentence 
Making predictions: What will you 
do in a year’s time? What will the 
weather be like tomorrow? 
Where will you be this time next 
year?  

Moving on the 
board 
 
Throwing a dice 

SL, OS A2/B1 15-20 
minutes 

Skills practised: spoken 
interaction, listening and 
understanding, reading. 

Giving reasons or making 
excuses 
 

Moving on the 
board 
Throwing a dice 

SL, OS  B1/B2 20-30 
minutes 

Skills practised: spoken 
interaction, listening and 
understanding, reading 

Simple present – how often do 
you…? cut the grass/ ride a bike 
etc. /every day, often, sometimes, 
never. 
Question and answers 

Moving on the 
board 
Throwing a dice 

SL, OS  A1/A2 15-20 
minutes 

Skills practised: spoken 
interaction, listening and 
understanding, reading 
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Storytelling by creating a story 
from words randomly given on a 
board, i.e. Thursday, Happy, 
When, Helicopter, Duck, Art 
Director, Run, Carefully. 
 

Clicking on the 
board for new 
words 

SL, OS B1/B2/C1 30-45 
minutes 

Skills practised: spoken 
interaction, listening and 
understanding, reading 

 

Creating a story from words given randomly on a board: Players are given a notecard with 

instructions. Small groups or pairs make up short stories to share. To extend the activity, 

allow other students to ask questions about the story.   

Instructions: Each block will change words when touched so allow students to mix 

them randomly. Tell students to stop and note the words showing. Pairs work together to 

create a story no longer than 200 words incorporating all of the words allocated. The 

storytelling board game can be used on GUINEVERE Island as a warm-up or like 

demonstrated here [4]. The stories will be shared at the end of the activity. Players vote for 

the best story which wins a prize. 

2.1.1. Spinner Games 

Spinners can be used effectively for random choice making, and can be used in many 

games or game-like activities for practicing specific linguistic or communication skills. The 

choices are placed on a circular board, and the player clicks on the pointer to spin it. After 

the pointer has stopped spinning, the player has to respond to the question or task in the 

space the pointer is positioned. Spinner games can be easily created for all kinds of levels 

and tasks to explain or translate a word, give a synonym of the word, use the word in a 

sentence or find words with a specific letter of the alphabet. 

 

 
Figure 2 A selection of spinners used at the English Corner on Guinevere Island (Photo: C. 
Schneider) 

https://youtu.be/JhxT10EaUAc
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In the Letter Game learners team up in small groups and spin the pointer until it stops at a 

letter. Each group tries to find words in four categories beginning with the letter. Categories 

could be animals, vegetables, professions, countries or any others chosen by the teacher or 

learners. (i.e. if the letter was G, the words found maybe giraffe, garlic, gardener, Germany). 

Each group has 60 seconds to collect words and write them down on a notecard until the 

next round starts. The game should be finished after four rounds, and the teams then 

compare their results. The team with most words wins and gets a reward.  

In a more complex situation, spinners could be used as questions and answer game, 

for practicing grammar, i.e. if-clauses (B1/B2). McQueen (2018) suggests a variety of “field-

specific spinners that can be used in many games or for quick reviews”. 

 

Table 2 Spinner Games 

 

2.1.2 Out of the Box 

For this activity, the facilitator creates a variety of cubes according to the number of learners 

plus some additional ones. The game is suitable for elementary level. Each cube shows a 

different set of pictures and a number. Figure 6 shows two cubes with the numbers 8 = acht 

and 5 = fünf. For this game, the numbers between 1-8 were chosen. Depending on the 

language level you could have some cubes with the same low numbers. The pictures on the 

boxes such as animals, flowers, machines, technical tools, cities etc. were chosen according 

to learners’ interests. After each learner has selected his/her favorite box, he/she is told to 

create a sentence with the number of words as the number on the cube shows. 

Spinner Games 

Learning with entertainment/ Educational /Inspired by games Skill-based/Competitive/ Guessing/ 
Question & Answer/ Narrative 

Linguistic/Language Skills Skills in a virtual 
environment 

Platform Level Time 

Vocabulary practice 
reading/writing/speaking  

Clicking on the 
pointer 
Moving around 
 

SL, OS A1/A2 15 minutes 

Questions and answer game 
for practising grammar, i.e. 
if-clauses. 
What would you do if 
-  You were locked in an 
elevator? 
- You found 100 dollars. 
  

Clicking on the 
pointer 
Moving around 

SL, OS B1/B2 20 minutes 

Skills practised: reading, and 
understanding, listening, 
speaking  
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Figure 3 Virtlantis in Second Life - a German class (Photo: C. Schneider) 
 

Learners take turns and write their sentence into text chat and read them out loud. They can 

then vote for the best or longest sentence to win a prize. Additionally, each student can keep 

their box, which includes some useful material and a little present inside. The cubes could 

also be scripted to have words or phrases randomly pop up when clicking on them to either 

make a sentence or create the opposite of a word that has popped up. 

 

Table 3 Out of the Box 

 
Out of the Box 

Learning with entertainment/ educational /inspired by 
games/  

Competitive/Skill Based/ Narrative 

Linguistic/Language Skills Skills in a virtual 
environment 

Platform Level Time 

Vocabulary/ sentence practice  
Building simple sentences to 
review vocabulary.  
 

Moving around 
opening the cube 
adding it to the 
inventory 
 
Click on an item 
 

SL, OS 
 

A1/A2 20 minutes 

Skills practised: 
writing/speaking 
reading/listening 

 

2.1.3 Dominoes 

Domino games are loved by children all over the world. The most typical layout is one in 

which the players add matching tiles to a layout in the middle of the table or floor. There are 

many variants of domino games that can be created to focus on anything that comes in 

pairs, like words and their definitions, pictures and their meanings or descriptions, dates and 

events, or equations and their solutions (McQueen, 2018).  
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The domino game chosen here is about the prepositions on top of, behind, left, right, in 

front of, underneath. The game has been adapted to be used in a 3D immersive virtual 

environment, displayed in the Games Park at Aedificare on GUINEVERE Island. There are 

two options to play the game. First, children work in teams or pairs taking turns to add to the 

domino tile displayed in the middle by moving a matching tile to it.   

 

 

Figure 4 Domino game by Carol Rainbow, displayed on Aedificare / Guinevere Island 

(Photo: C. Schneider) 

 
Another option to practice the prepositions is to move the bears and cubes in front of the 

board. Students could work in pairs and take turns in giving instructions to another player. 

This is a little more challenging than moving the tiles into the right position, as students have 

to articulate their instructions politely, such as: could you please put the cube in front of the 

yellow bear, for example. Students also need to be able to move the bears and position the 

boxes accordingly. 

 

Table 4 Dominoes  

 

Dominoes 

Learning with entertainment/ educational/ Inspired by 
games/  

Competitive/Skill-based/  

Linguistic/Language Skills Skills in a virtual 
environment 

Platform Level Time 

Practising prepositions: 
 on top of, behind, left, right in 
front of, underneath  
Giving instructions:  
Could you please put the cube 
in front of the yellow bear. 
Practising colours:  
Yellow, blue, brown, white … 

Moving around 
Click on an item 
Move items 

SL, OS 
 

A1/A2 10-15 
minutes 
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Skills practised: speaking 
reading/listening 

 

2.1.4 Preposition Practice with Geometrical Forms 

Similar to activity 2.1.3 learners practice prepositions in the English Games Park on 

Aedificare on GUINEVERE Island in OS. Additionally, learners identify and name 

geometrical forms. This activity can be either played individually or by a group, taking turns. 

As soon as the player touches or walks on one of the green circles he/she gets instructions 

like put the cylinder between the sphere and the cone or put the pyramid to the left of the 

cone or in front of the sphere and so on. The forms have to be moved according to the 

instructions. In a further step, learners don’t use the ‘talking’ circles but formulate their own 

instructions. Players take turns to give instructions and follow the orders. 

 

Table 5 Preposition Practice with Geometrical Forms 

 

Preposition Practice with Geometrical Forms 

Learning with educational games Skill-based/ Describing / Competitive  
Linguistic/Language Skills Skills in a virtual 

environment 
Platform Level Time 

Giving instructions, practising 
prepositions: next to, between, on top, 
left, right, in front of, behind, under 
Language: 
Put the pyramid to the right of the 
sphere, put the cylinder under the 
pyramid, put the pyramid under the 
cube etc.  

Moving objects, 
 
 
 
 
Moving around  

SL, OS 
 
 
 
 
SL,OS, 
MC 
 

A1/A2 
 

15 
minutes 

Skills practised: listening, 
understanding and speaking 
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2.1.5 Minimal Pairs 

This is a word game with minimal pairs, which are words that differ in a single phoneme. 

Minimal pairs are often used to show that two sounds contrast in a language. In this game, 

the pairs chosen were sheep and ship - bear and pear. To start with the player has to click 

on an item (here the yellow ball in the middle) to display the minimal pair. There are four 

discs to move to in order to explain the choice of one of the pairs selected. In the example 

[5], the discs were Noun - Vegetable - Adjective – Verb. These could be exchanged 

according to the skills practiced. The player explains the category she is using to explain the 

word, in this case, few-view. The player chose “view” which is a noun and explains the word 

in context as demonstrated in the example. 

 

Table 6 Minimal Pairs 

 

Minimal Pairs 

Learning with educational games/ entertainment Skill-based / Describing 

Linguistic/Language Skills Skills in a virtual 
environment 

Platform Level Time 

Identifying minimal pairs- 
Sound contrasts 
Categorising nouns, verbs, 
adverbs, adjectives 
 

clicking objects, 
moving around 

SL, OS B1/B2 15 minutes 

Skills practised: listening, 
speaking 

 
2.1.6 The Advice Game 

The Giving Advice Game is a simple game to help learners to talk to each other. Players 

take turns to throw a dice and move forward on the board according to the number on it. 

They read the text on the section they have moved to (i.e. I lost my wallet in the supermarket 

today). The other players give advice using the phrases: you should/you shouldn't, you 

ought to/ you'd better, why don't you/ what you can do is …These phrases are visible for 

everyone on the board.  

 

 

 

 

 

 

 

 

 

 

https://youtu.be/vzWGoxHirUA
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Table 7 The Giving Advice Game 

 

 
2.2 Using Mazes for Vocabulary Practice  
 
Mazes can be used from an elementary (A1) level onwards to C1 level (CEFR). They could 

be used as pre-activity for asking and giving directions. This could be practicing phrases 

such as turn right, turn left, walk straight ahead, go back, move on etc. 

Other options for mazes in SL, OS or MC are to recycle or practice specific vocabulary 

such as colours, animals, vegetables, and fruit for example by clicking on a door with the 

image of the item or a question where players have to write the correct response in chat in 

order to move to the next door until they have finished the maze. According to the course 

syllabus and learners’ language skills, the questions required to move on in the game could 

be more complex to answer. And finally, when learners have reached the goal, they may be 

awarded a prize. 

A maze can be played individually, in pairs or – if you set up more than one maze – in 

competitive groups the first group that completes the maze is the winner. An example of a 

very simple maze can be viewed in the video Maze for Vocabulary Practice [6]. A glass top 

on the maze will give the opportunity to follow the person from above and give directions 

from there as this video [7] demonstrates. The mazes as described here can be played in 

SL, OS and MC.  

 

 

 

 

 

 

 

 

The Giving Advice Game 

Learning with entertainment games/ Education Skill-based/ Problem-solving/ Interactive 

Linguistic/Language Skills Skills in a virtual 
environment 

Platform Level Time 

Giving advice: 

Language: You should/you 
shouldn't,  
You ought to/ you'd better,  
Why don't you/ what you can do 
is... 
 

clicking objects, 
moving around 

SL, OS B1/B2/C1 15- 20 minutes 

Skills practised: reading, spoken 

interaction, listening and 

understanding  

https://youtu.be/NkP6jB3DGmQ
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Table 8 Using Mazes for Vocabulary practice 

Using Mazes for Vocabulary Practice 

Learning with educational games /Entertainment Skill-based / Giving and following 
directions/ 
Responding to Quiz questions to move on 

Linguistic/Language Skills Skills in a virtual 
environment 

Platform Level Time 

Vocabulary practice  
Giving instructions, following 
instructions 
Asking for and giving directions 
Language: turn right/ walk 
straight ahead/ go back/ move 
on etc.  
 

Move 
Click on objects.  
Write in text chat 
Follow/give 
instructions in 
voice chat 

SL, OS, 
MC 

A1/A2 
 
B1/B2 

10-15 
minutes 

Skills practised: reading, writing 
(in an elementary version), 
speaking with other people, 
listening and understanding 
(intermediate level.) 

 

2.3 Treasure Hunt and Scavenger Hunt Games 
 
Scavenger hunts and treasure hunts are often confused as they both involve finding 

something. The main difference is that scavenger hunts are focused on collecting things in 

any order, whereas treasure hunts focus on finding one final item or clue to open a treasure 

chest for example. In a treasure hunt, a series of clues lead to “treasure” and this requires 

following a specific order by finding one clue that leads to the next, whereas a scavenger 

hunt can be done in any order. Both can be played in teams, and the team that finds most 

items on the list wins. Additionally, a time limit can be set in which the items have to be 

found or when the scavenger hunt should be finished. Various points could be given for 

different items to be found. There are many variations of the game, and some game 

designers prefer using a combination of all of these types. Rezzing, a bridge with the correct 

answer [8] In the example of the treasure hunt as demonstrated on GUINEVERE Island in 

OS, the players, which can be pairs or teams, have to find the correct response to the 

question to cross the water. They need to click on the letter they consider the correct name, 

which then opens a bridge across the water to enable them to explore further adventures 

until they finally reach King Arthur’s famous Round Table.  

https://youtu.be/UAAe23lk33E
https://youtu.be/UAAe23lk33E
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Figure 5 King Arthur’s Round Table on GUINEVERE Island in OS (Photo: C. 

Schneider) 

 

Given the necessary resources beforehand such as emeralds or diamonds or notecards 

packed in boxes etc. to hide, learners can team up and easily create treasure and scavenger 

hunts for each other.   

 

2.4 The Alien Spaceship Quest 
 
In contrast to treasure and scavenger hunts, quests could be defined as an adventure 

journey toward a goal. Some quests have been developed for the GUINEVERE Project on 

their Minecraft server such as sending people out on an expedition. One example of an 

adventurous quest provided on the GUINEVERE Minecraft Server involves an alien 

spaceship which has crashed into some mountains. There are four parts to the quest, but it 

does not matter if learners only finish the first or first two steps. 

Learners are asked to find out as much as they could about what happened, and this 

leads in turn to an audio report and then a written news report. There are 8 or 9 villagers 

around the spaceship which look like village people but are actually bots (see also chapter 

3.6.1 Pedagogical Agents in Action). If you step on the plate next to them, they will give you 

information in text chat about what they observed. Learners are asked to look for these 

villagers and find as much information as they can get from them. Such information could 

be: “I was fast asleep, but I heard a noise! When I opened my eyes, I saw a huge flash of 

light. I Ieapt out of bed and looked over at the mountain; there were flames everywhere. I 

heard that the librarian’s son has a new bow he was trying out, maybe he shot down the 

spaceship.” The quest could be organised as competitive task in which participants work 

together in different teams or pairs. The notes taken by the participants, as well as the news 
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reports they create, could be shared in Google Docs or on Padlet to collaborate on reports 

and documents. Online whiteboards like Twiddla could also be used by students to add 

comments or drawings.    

 

 

 

Figure 6 Villagers in front of the Alien Spaceship questioned by explorers (Photo: C. 

Schneider) 

 

Learners take notes and keywords to be used in the creation of later news. The next step is 

to go into the spaceship and look for the captain’s log. 

 

Figure 7 Inside the Spaceship on Guinevere Minecraft (Photo: C. Rainbow) 

 

Having found the Captain’s log, this takes the learners to a portal which leads them to the 

base station of the mothership. When arriving at the base station students discover that the 

mothership has already gone, but they receive a teleport to Mars, where they create a base 

for the mothership to come back. On Mars, students receive a note to build a shelter, grow 

seeds and a transport system to keep safe until the mothership comes back to them. 



25 
 

Table 9 Treasure Hunt/ Scavenger Hunt Games and Quests 

 

Treasure Hunt/ Scavenger Hunt Games and Quests 

Learning with educational games 
/Entertainment 
Learning through game creation 

Competitive/ Collaborative/ Discussion-based/ 
Project- based  

Linguistic/Language 
Skills 

Skills in a virtual 
environment 

Platform Level Time 

Adding lines to a poem, 
song 
Identifying clues,  
Recycling vocabulary  
Making suggestions, 
negotiating, agreeing and 
disagreeing.  
Language:I think we need 
to… Are you sure? Why 
don’t we check… You are 
right. Let’s try this one. …. 

Move, 
Find hidden objects 
Click on objects to open 
them 
Write in text chat 
When working in pairs or 
teams activate group call 
(MC activate Discord group 
call) 

SL, OS, 
MC 

A1/A2 
 

B1/B2 

10-15 
minutes 
 
For the quest 
in MC more 
time will be 
needed! 
Depending 
on the level 
and 
complexity of 
the task it 
might take  
90 minutes 
 

Skills practised: reading, 
writing, spoken interaction, 
listening and 
understanding  

 

2.5 The Sixty Seconds Talk  
 
To prepare the talk, each learner is given some phrases with discourse strategies such as 

agreeing, disagreeing, keeping the floor, changing the topic, interrupting etc. Learners take 

turns to click on a board or box which then displays a random topic the student has to talk 

about for sixty seconds while the other learners try to get in as many of their discourse 

strategies as possible as the speaker is talking. The topics can be anything like holidays, 

sports, favourite food, hobbies etc. This game helps to raise awareness of how such 

strategies are used differently in diverse cultures. In German people tend to listen quietly to 

somebody talking whereas in the English culture it may be considered rude when someone 

does not express any acknowledgement or appreciation when somebody is talking. 

 

Table 10 The Sixty Seconds Talk  

The Sixty Second Talk  

Learning with educational games /Entertainment 
/Studying games as cultural artefacts 

Collaborative/ Discussion-based/ Narrative 

Linguistic/Language Skills Skills in a virtual 
environment 

Platfor
m 

Level Time 

Practising storytelling 
Using discourse strategies like turn taking, 
agreeing, disagreeing, interrupting, 
referring to something that has been said 
etc. 
 Language: Sorry, I am not sure if you are 
correct here, 
Would you mind that .. 
Would you agree that … 

Click on objects  
 

SL, OS, 
MC 

 

B2/C1 

10-15 
minutes 
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Sorry to interrupt, but …   Are you sure? 
Why do you think…  
How interesting! Unbelievable!  
My word!  

Skills practised: listening and 
understanding the spoken interaction  

 
2.6 Puzzles 

Crossword puzzles in which the solver deduces words suggested by numbered clues and 

writes them into vertical and horizontal boxes are popular in 2D learning environments. 

Jigsaw puzzles in which the player has to reassemble a picture that has been cut into a 

number of irregularly shaped interlocking pieces can easily be adapted to 2D and 3D virtual 

learning environments. Jigsaw reading puzzles can simply be created as competitive tasks 

in which learners work in teams or pairs. Each team is given different parts of a story they 

have to reassemble to get the full story in the right order. Puzzles can be effective as in-

between activities.   

2.6.1 The Comics Puzzler 

 
Figure 8 How to play the communicative game “The Comics Puzzler”(Photo: Ton 
Koenraad)  
 

The Comic Puzzler Game, designed by Ton Koenraad for the NIFLAR [9] project on OS is 

an example for an interactive board game that fosters negotiation skills. The game can be 

played in pairs or teams with the aim to find a consensus about the order of pictures to 

create a storyline. Instructions are provided next to the game. To start the game, players 

click to play. Teams exchange views on the most plausible content of the comics blank 

image. They report their final opinion by each handing in a notecard. When players agree on 

their picture sequence, they can check the ordering guesses by clicking on request for 

http://www.niflar.eu/
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checking and get feedback from the system whether their sequencing was correct. Comic 

Puzzler Game Video [10]. 

 
Table 11 The Comics Puzzler Game 
 

The Comics Puzzler Game 

Learning with entertainment games / Learning 
with games (informally) 

Collaborative/ Discussion-based/ Describing/ 
Narrative 

Linguistic/Language Skills Skills in a virtual 
environment 

Platform Level Time 

Negotiation, consensus finding 
Language: It looks like… Here 
we have… I think …Exactly… 
possibly… what do you think? I 
don’t know…. Perhaps…that’s 
the order I have got at the 
moment… if we requested a 
check this time… I am not sure!  
.. yes I agree…. How about… 
 

Moving objects on 
a board, 
Moving  

SL, OS B1/B2/C1 20-30 
minutes 

Skills practised: listening and 
understanding, spoken 
interaction, reading instructions. 

2.6.2 3D Tangrams 

Tangrams are ancient, originally Chinese puzzles, made up of seven movable geometrical 

shapes, which are put together to form new shapes and designs. In ancient China, 

Tangrams were designed to test one’s intelligence, especially one’s flexibility of thinking 

because there were many alternative correct answers (Jiannong Shi, 2004). Later Tangrams 

were used as entertainment tools rather than for psychological tests (Allan, 2015). The 

purpose of the puzzle is to use all seven pieces to create a picture or design. The ancient 

rules dictate that the pieces must lie flat, they must touch, and they are not allowed to 

overlap. 

http://youtu.be/vYmFsf8nBVc
http://youtu.be/vYmFsf8nBVc
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Figure 9 Language Corner on Guinevere Island with a Tangram created by C. Rainbow 

(Photo: C. Schneider) 

 

More ideas on how to create fun activities with tangrams can be found here [11]. 

The 3D version of the Tangram Game as in Figure 9 was created for virtual learning 

environments as a pair work activity. While one player gives instructions on where to place 

the shapes, the other player puts them together accordingly. Another activity would be to 

instruct a partner how a specific tangram picture has to be placed whereas the partner 

creates such image.   

 

Table 12 Tangrams 

 
Tangrams 

Learning with entertainment/ educational/ 
Learning about games 

Skill based/  Discussion/ 
Competitive/Collaborative 

Linguistic/Language Skills Skills in a virtual 
environment 

Platform Level Time 

Giving instructions 
Put the green shape next to/ 
above/under/ left/right …. 
 

Moving objects, 
circulating objects, 
Moving the avatar  

SL, OS A2/B1 15  
minutes 

Skills practised: listening, 
understanding, speaking 

 

 

 

 

http://www.fun-stuff-to-do.com/tangram.html
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2.6.3 Building a Tree-House 

 
Figure 10 Building a Tree-House on EduNation in Second Life with Tina, Carol, Gwen, 
Letty, Hazel, David, Barbara (Photo: C. Schneider) 
 
 
Building a tree house is similar to the Tangram Game. The purpose of the game is to guide 

a team or a partner to build a new treehouse from the pieces lying about, simply by giving 

instructions on what to do. The activity could be arranged competitively so that two or three 

teams (or pairs), depending on the size of the class, compete to re-build the broken tree-

houses. Each team or pair chooses a volunteer to move the scattered pieces into place, 

whereas other team members give directions.  

The building team or volunteer must follow the instructions exactly because if the 

instructions given are wrong or if the partner does not understand them it might slow down 

the process of the reconstruction of the house. Notecards will provide learners with useful 

vocabulary to support them with giving instructions. It is important that the learner who is 

following the instructions has the virtual environment skills to move objects, turn them 

around, lift them up or put them down. The team or pair that manages to rebuild the house 

first wins a prize.   

The lesson recording [12] of a German lesson in SL indicates that the language was 

not the major problem the learner struggled with, it was rather the virtual environment skills 

such as moving or turning an object that was lacking in this case. It is, therefore, useful to 

check both language level as well as virtual environment skills. The following video contains 

the setup of building a treehouse and some feedback from peers [13]. 

Cooperative building activities can be quite motivating as they are creative, especially 

for young learners who love to build. A suitable activity in Minecraft would be to ask students 

to work in pairs or teams where one pair/team gives the other pair/team instructions to 

https://www.youtube.com/watch?v=HxFtjGkeVtc
https://youtu.be/51HloyIahD4
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rebuild something from a picture using one block at a time, so the other team is building 

what the partner or team describes.  

A competition-based activity in Minecraft could be that teams redesign a well-known 

building such as the Eiffel tower. Teams will be asked to document their building with 

pictures and write a report or record the activities. The team that finishes first wins a prize.   

 
Table 13 Building a Tree-House 
 

Building a Treehouse  

Learning with entertainment/ Educational Competitive/ Skill-
based/Collaborative/Interactive 

Linguistic/Language Skills Skills in a virtual 
environment 

Platform Level Time 

Giving instructions 
Language: Pull the house to the 
ground, turn it upside down. 
Move the wall on the left, a little 
further to the right …. …. 
 

Moving objects, 
circulating objects, 
Moving the avatar  
 
 
 
 
Create  
Building blocks 
using material from 
the Inventory  
 

SL, OS,  
 
 
 
 
 
 
MC  

B1/B2 
 
 A2 if clear 
vocabulary 
structures 
are given 
and have 
been 
practised  

20 
minutes 

Skills practised: listening and 
understanding, spoken 
interaction 

 
2.7 Quizzes 
 
There are numerous quiz shows on TV presented every day in all kind of formats of which 

some have become quite popular for private entertainment and in the classroom. The classic 

format allows you to test knowledge in a variety of areas. An interesting modification would 

be to get learners involved in the quiz design process and have teams to create quizzes to 

be solved by other teams of learners. The areas touched in the quizzes can range from 

testing grammar, vocabulary or special areas of interest, covering history, geography, music, 

wildlife and whatever topic is relevant for the learners. 

The moving chairs on GUINEVERE Island  are scripted in such a way (see Figure 24) 

that the person sitting on it moves up for each correct response given. As soon as a person 

takes a seat, a window pops up on the screen with the first question and a choice of 

responses of which only one is correct (Figure 24a). Players can work in teams and 

negotiate the correct answer to move up. The fastest team with most correct responses wins 

a prize. The questions can be changed into different languages and quiz questions 

according to students’ level and needs. The questions will all be saved in a database on 

GUINEVERE Island. Depending on the language level and subject of questions they will 

take more time than very simple questions, especially when pairs or teams are negotiating 

the correct answer.    
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Figure 11Quiz Chair on GUINEVERE Island (Photo: C. Schneider)  

 

Table 14 Quizzes-the Quiz Chair 

Quizzes- the Quiz Chair  

Learning inspired by game/Learning with 
entertainment / Learning with educational games  

Competitive/ Questions and Answers/ 
Collaboration (when working in teams)  

Linguistic/Language Skills Skills in a 
virtual 
environment 

Platform Level Time 

Vocabulary revision,  
grammar revision, where learners have to 
fill in missing words (adjectives, 
prepositions, correct tense or verb form) 
Testing knowledge of other subjects like 
math, Geography, cultural differences etc. 
i.e. Name the highest mountain in 
Germany, 
How do people greet each other formally 
in Dutch? Which explanation of the 
Pythagorean Theorem is correct? 
Depending on the level of questions and 
whether learners team or pair up, 
negotiating the correct answer will take 
extra time and require a higher level of 
language skills.  

 
Move and click 
on quiz chair 
Click the 
correct 
answer, when 
done, click on 
>next  
 
 

SL, OS 
 

A1/A2 
 

B1/B2 
 
C1/C2 

10-15 
minutes 
 
 
15-20 
minutes 
 
 
 
 

Language skills practised: reading, 
understanding at the elementary level, 
spoken interaction, listening and 
understanding for intermediate level and 
advanced level 

 

2.7.1 Quiz Show – Guess Who? 

Quiz shows are well known and very popular on TV. Depending on the curriculum or 

language level of students it can be a fun activity in a 3D virtual environment. One option is 

for a History CLIL (Content and Integrated Learning) lesson that the player gets information 
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on a notecard to prepare his/her role. Other students take turns to find out who the person 

is. In a 3D virtual environment, you can change outfits according to the time in history. There 

should be a certain number of questions allowed (10 would be enough) to find out who the 

person is. The teacher could design specific fields the players should ask questions about 

which could be prepared by the learners before the well-known historical person is being 

interviewed. The student playing the role of the historical person gets some prompts and 

links on a notecard about the person he/she is representing and changes looks and outfits 

accordingly. Learners must find out through the interview who this person is.   

Alternatively, the students have to ask questions that require only yes and no answers. 

There are many ways how this activity could be varied. The following video shows a 

sequence from a German lesson, where one learner switched into the role of Pipi 

Langstrumpf [14]. Such quiz shows could also be performed in Minecraft, where kids could 

play Spider-Man or Kratos (God War 4) and will be interviewed by other kids for example.   

 

Table 15 Quiz Show – Guess Who?  

 
Quiz Show – Guess Who? 

Learning with entertainment games/ Learning 
within games, learning within games 

Question and answers/ Guessing activity/ 
Narrative 

Linguistic/Language Skills Skills in a virtual 
environment 

Platform Level Time 

Asking and answering 
questions. 
Language: Were you born in …  
Did your father sail around the 
world? Are you rich? Are you 
still alive? 
 

Moving,  
Providing and 
wearing props 
according to the 
outfit of the 
famous person 
Change outfit 
 

SL, OS, 
MC 

B1/B2/C1 15-20  
minutes 

Skills practised: listening and 
understanding, spoken 
interaction  

 
2.8 Taking a Class Photograph 
 
In chapter 2.2 we explained how to give directions through mazes. However, there are 

numerous other ways of giving directions or instructions like asking to make a class 

photograph. 

The linguistic skills practiced in this activity are giving and following instructions. The 

learner who is going to take the picture has to give the other group members directions 

where and how to stand, which might be quite challenging in a 3D virtual learning 

environment as it involves moving and getting into the right position. The language practiced 

is giving directions such as: move further, turn around, move back, walk behind, one step 

further, move next to etc. Apart from practicing specific language skills, learners also train 

their virtual skills such as moving around in an immersive 3D virtual learning environment, 

https://www.youtube.com/watch?reload=9&v=AIGWiwDzJ6k&t=188s
https://www.youtube.com/watch?reload=9&v=AIGWiwDzJ6k&t=188s


33 
 

turning the avatar to the front view and moving closer to another person to stand next to, 

behind, or in front of each other. 

Learners take turns to take a group picture which can be displayed prominently for 

everyone to see on a board. This activity could be done at a fairly elementary level (A1/A2) 

and could be extended to an intermediate (B1/B2) level.  

 

Table 16 Taking a Class Photograph 

Taking a class photograph 

Learning from games/ Learning within 
games 

Skill- based/ Describing/ Interactive 

Linguistic/Language Skills Skills in a virtual 
environment 

Platform Level Time 

Giving directions/ practising 
prepositions. 
 Language:  move further, turn 
around, move back, walk 
behind, one step further, move 
next to 
 

Moving around, 
turning the avatar 
to the front view. 
Take a snapshot 

SL, OS 
MC 

A1/A2 
B1/B2 

15 
minutes 

Skills practised: listening, 
understanding and speaking 
 

 

2.9 Changing Outfits and Looks 
 
In this activity, all learners change their outfits and looks. They could appear as animals or in 

fancy clothes, as old or young people and take a class photo at the end when everybody has 

dressed up as shown in the video [15]. Learners could vote for the best outfit, and the winner 

gets a prize. Apart from the language practice giving advice, asking for help, learners also 

learn how to change their outfits, how to move around, how to save their new and old outfits 

and how to make a snapshot. 

 
Table 17 Changing Outfits and Looks 
 

Changing Outfits and Looks 

Learning with educational games/ 
Learning inspired by games/ Learning 
within games 

Competitive/ Skill- based/ Discussion- 
based/ Collaborative/ Interactive 

Linguistic/Language Skills Skills in a 
virtual 
environment 

Platform Level Time 

Giving advice, asking for help, 
giving instructions 
Language: Where can I find…Why 
don’t you… Open your inventory…  
I think you are wearing two outfits… 
How do I save my outfit?... I lost my 
hair, can you help? 
 

Move, 
Select and open 
boxed outfits, 
Change outfits, 
Save outfits,  
Take a snapshot 

SL, OS A2 
B1/B2 

20 
minutes 

https://youtu.be/5_S0sDcPOfc
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Skills practised: listening, 
understanding, spoken interaction 
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2.10 Choose an Outfit for your Partner 
 
In pairs, students choose clothes for each other. It must be a totally new outfit. The following 

discourse strategies will be practised: negotiating, agreeing, disagreeing, making 

suggestions, making and receiving compliments. The phrases that could be used for this 

activity should have been practised prior to the task. It will be helpful to provide notecards 

with a list of useful phrases. 

Learners visit a boutique in SL, or on G GUINEVERE Island, where they work in pairs 

to choose a new outfit for their partner. This could be for a special occasion like a ball, a 

party or a boat trip. Give a reason for choosing this specific outfit and why you think it suits 

your partner. The partner can accept your choice or argue against it and if all is agreed, 

finally change outfits. Partners then change roles to choose a new outfit. Each pair takes a 

photo in their new outfits to be displayed in a photo gallery later on padlet [16] for example. 

All pairs show up in their new clothes meeting the other group members and explain why 

they like their outfit. Other group members comment and make compliments. Making and 

receiving compliments can be quite difficult in some cultures.  

 
Table 18 Choose an Outfit for your Partner  
 

Choose an outfit for your partner 

Learning about games- studying games 
as cultural artefacts 

Discussion- based/ Collaborative/ 
Describing/ Interactive 

Linguistic/Language Skills Skills in a 
virtual 
environment 

Platform Level Time 

Negotiating, giving a reason, 
agreeing, disagreeing, making 
suggestions, making and receiving 
compliments 

Language: Oh, look at the green 

dress, isn’t it gorgeous? 
It would really suit you!   
Do you think so? 
Actually, I prefer something more 
casual, like a T-shirt and a pair of 
trousers.  
OK, how do you like the striped T-
shirt and the leggings? This would 
look nice on you.  
Are you sure? Etc.  

Skills practised: listening and 
understanding,  spoken interaction 

changing 
outfits, 
saving outfits 
taking 
snapshots 

SL, OS B1/B2/C1 45 
minutes 

  

https://padlet.com/
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2.11 The Opinionator 
 

 
Figure 12 Using an opinionator on EduNation in SL with Carol, Ann, Hazel and Letty to 
demonstrate people’s opinion in a pie chart (Photo: C. Schneider) 
 
Opinionators can be used at any level depending on the communication and language skills 

of the learners.  At an elementary level they can be used as polls, where the facilitator 

makes a statement like “The lesson today was easy”/ “You need more grammar practice”/ 

“Next lesson we will go shopping in Boutique Renoir”/ “We will go on a scooter race”. At A1 

or A2 level (CEFR) learners do not have to state their opinion in a sentence. They can use 

the opinionator as simple polls where they just move to the pie parts strongly agree, agree, 

neutral, disagree and strongly disagree. At a more advanced level learners can verbalise 

their opinion on a given statement like in the YouTube video [17] “Social networking sites are 

harmful “. Learners are then asked by the facilitator to move to the area they consider as the 

appropriate answer and give a reason for their choice.  

At a fairly advanced level in a business class, for example, learners could prepare a 

pitch of a product or invention they want to advertise and sell. Other students would then 

argue to agree or disagree, which could foster an elaborate conversation at a high level 

(C1/C2). The opinionator used in the video has been created and sold on the marketplace in 

SL. In the following video, Carol Rainbow demonstrates how to create a different kind of 

opinionator in OpenSim [18] which can easily be rebuilt and scripted for other languages.   

 
 
 
 
 
 
 

https://youtu.be/TfSR9AcuLUM
https://youtu.be/pf44YEdJchY
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Table 19 State your opinion/ making a poll 
 

State your opinion/ making a poll 

Learning with educational games Discussion-based/ Skill-based/ Narrative 

Linguistic/Language Skills Skills in a virtual 
environment 

Platform Level Time 

At an elementary stage, the 
facilitator could read out simple 
statements according to 
learners’ language level so they 
can just move to the space, 
agree, disagree without having 
to articulate their opinion.  

Moving  OS, SL A1/A2 10 
minutes 

Stating opinion, agreeing, 
disagreeing, giving reasons for a 
statement made or found on a 
notecard. 
 

Moving, opening a 
notecard to read a 
statement, clicking 
on a sphere to 
listen to the 
statement 

SL, OS B1/B2/C1 15 
minutes 

Skills practised: reading, 
speaking, listening 

 
2.12 Gap filling Activities/ Warm-ups  
 
I often found when teaching that there are times – either at the beginning of a session to get 

learners emotionally into the right mood, in the middle of a session to give learners time to 

relax after a maybe challenging task or at the end of a lesson, when there is still time left, but 

not worth to start a new task. They are best played in a circle around a campfire for 

example. 

2.12.1 The I Spy Game 

This is a simple guessing game for young learners which can be easily set up at any time as 

there are no extra props or tools needed. To play the game a minimum of two players is 

required. Otherwise, there is no limit on numbers. Unless the game is just played for 

leisure, “I spy” helps the educator to assess children’s perception and observation abilities 

and can be used to expand vocabulary and teach young children about letters, names, 

shapes, and objects. In this game, the player uses the phrase “I spy with my little eyes, 

something that is blue” or something that starts with the letter “b” or something that a person 

next to me is wearing. If nobody guesses the object, the player can give a hint which could 

be the object is huge, small, above your head, something you are wearing etc. Each player 

takes turns to guess. The one who found the solution will be next to think of a new object. 

You should put a time limit or a limit of questions. 
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2.12.2 The Word Chain Game  

There are some varieties of this game which can be played by any age group. Students are 

sitting or standing in a circle. After the field of the theme has been agreed upon, one student 

volunteers to start. The theme could be types of fruit, animals, names etc.   

The second person will have to repeat the chain and add a new, unique word that has not 

already been used, i.e. apple, pear…. all words have to be recited by the next person in the 

circle until the chain stops at the first person. The chain is broken when a player cannot find 

a new word or cannot recite the chain correctly.  

The chain can be repeated with different categories or different rules to make the 

game more challenging. It is a great activity when learners are new in the group and try to 

get to know each other and remember people’s names. The person to start with would give 

her name and add an adjective that matches the first letter of her name. I am Claire, and I 

am clever, I am Tim, and I am tough etc.  

To make the game more competitive, the game continues when a person makes a 

mistake, but the person has to leave the game and sit outside the circle.  

Another variant of the game is to start each word with the letter that ends the word before.  

i.e. tree – email – love- exit … etc. You can decide to use nouns only or verbs or adjectives 

to make it more challenging. From my experience, it is easier for the learners not only to say 

the word but also write it so that others can see the words written in text chat.   

2.12.3 Musical Chair 

The Musical Chair is an internationally wide spread fun game that tests movement and fast 

reaction in a 3D virtual environment. To play the game at least four people are required. 

There need to be seats arranged in a circle, one fewer than the number of people playing. 

Players line up outside the circle of seats while the facilitator is in charge of playing music or 

singing a song. When the music begins, the players move in a circle around the chairs. As 

soon as the music stops, the players must immediately find a seat, but one player will not 

find a place to sit. For the next round another chair is removed from the circle. The game 

continues until one player remains. 

2.12.4 Colour Blocks 

The 3D colours game is a fun activity for young learners which has been set up at 

GUINEVERE Minecraft. There is a pyramid building with coloured blocks most of which are 

white. Only six blocks are yellow, navy blue, light blue, orange, black, pink, green and 

purple. The facilitator calls a colour and learners run to find the correct colour. If there are 

more than six users in the group, the ones who get to the right colour first could score a 
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point, if there are 6 or less, just the first to arrive gets the point. Simply a fun way to practice 

colours in MC, OS or SL. 

2.12.5 Teapot 

“Teapot” is a game involving homonyms which are words that sound or are spelt alike but 

have different meanings. Players work in pairs to think of a “Teapot” and decide each on a 

specific meaning taking turns in describing it:  

Player 1: You can eat my teapot. 

Player 2: You need my teapot when you make a chair. 

Player 1: You need my teapot for baking. 

Player 2: You cannot eat my teapot …. etc.  

The homonyms chosen were “nut like in hazelnut – and nut-like in nut and bolts.  

 

Using homonyms will also make a good activity for reflections on perceptions.  

The facilitator asks the learners to think of the image of a nut – any image of a nut they have 

in mind. Then the first questions might start “what kind of nut?” Don’t respond, just remind 

the students to think about their image for a while. After a few minutes, you ask the students 

to describe their nut, and it is amazing what different results you get, some describe a walnut 

or hazelnut and others bolt and nuts. It is a good activity to help learners reflect different 

perceptions and that they cannot always take for granted that what they say is perceived by 

others in the same way.  

2.12.6 True or False Game 

There is a list of questions to follow, which can be syllabus related or everyday questions for 

example Einstein’s brain was kept in a jar for some years after he died, and you have to 

mark ○ true or ○ false. The series of questions could be worked on in teams or pairs. Teams 

who get 60% wrong get sent down into a pit in GUINEVERE Minecraft. 

 

Table 20 Warm-ups – Gap Fillers 
 

Warm-ups – Gap Fillers  

Learning with entertainment games Skill-based/  Fun/ Competitive  
Linguistic/Language Skills Skills in a virtual 

environment 
Platform Level Time 

Recycling vocabulary  
Asking and answering questions 
(Musical Chairs no language 
required!) 

Moving  
 

SL, OS, 
MC 
 

A1/A2 
 

10 
minutes 

Skills practised: listening, 
understanding and speaking 
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3. Defining Role-Plays and Simulations 
 
Roleplays 

Amstrong (2003) Mawer and Stanley (2012) consider roleplaying and action games as the 

most popular and highly motivating games among students. Amstrong states that “In role-

play participants assume a specific role, enter a simulated scenario and behave as they 

expect they should in the circumstances” (2003, p.6).  Falconer (2014) understands role-

plays as situations in which learners take on the role profiles of specific characters or 

representatives of organisations in an artificial setting. In Falconer’s view, role-play is 

designed primarily to build a first-person experience in a safe and supportive environment. 

Much of the learning occurs because the learning design requires learners to explore and 

articulate viewpoints that may not be their own.  

Role-plays can be remarkably heterogeneous; they may be very simple (such as role-

playing a telephone call) or complex (designing and running a company). The reality of the 

scenario and its linkage to personal experience is also flexible – from a shipwreck 

experience to a classic job interview, for instance (Amstrong, 2003, p.6). The application of 

role-playing in tourism and hospitality teaching as Amstrong (2003) describes, compares 

well with role-play in language teaching. Depending on the level of language skills, simple 

role-playing, such as telephone calls, checking in at a hotel, booking a ticket, asking for 

instructions or planning a holiday trip are very popular as a motivating and effective way to 

prepare the language learner for real-life situations. 

Immersive 3D virtual worlds are a special asset to simulate ‘real life’ situations as they 

can easily be set up without much effort. For example, a hotel lobby, a ticket office, an 

airport check-in or a shopping centre can replicate real-life situations or places, which could 

not be replicated as easily in a classroom situation.  As students are actively engaged in 

role-playing, “they can take an active part in their own construction of knowledge” 

(Amstrong, 2003 p.7). Furthermore, Amstrong (2003, p.6) emphasises “Role-play is a 

participatory and experiential learning method that emphasises ‘learning by doing’. A student 

may learn the theory of interviewing employees, for instance, but role-playing the interview is 

a valuable practical application of that theory.” Another positive aspect of role-playing is that 

it encourages students and helps build their confidence, especially when working in a virtual 

learning environment. As students usually are very proud of their performance, it would be 

an extra highlight if they created a video of the role-play they were involved in to take home 

as a souvenir. Creating their own documentary video would be beneficial as digital skill and 

useful experience to be added to their portfolio. 
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Simulations 

The boundaries between games and simulations are occasionally overlapping as described 

by Whitton (2014)  

“While simulations are, in themselves, not necessarily games, there is a huge 

overlap between the two areas, and the term simulation-game is typically used to 

describe a simulation that has game characteristics (for example, a flight simulator 

with explicit goals and scoring) or games that are themselves simulations“  [pp.145-

146]. 

Whitton considers  

“Computer simulations [as] closely related to digital games, although they are not the 

same, and provide a way in which to create a digitally authentic learning environment 

because the simulation accurately mirrors reality. Games, by contrast, use reality as 

starting point, adapting it to make the game more fun, making it less like reality but 

more engaging” [pp.145-146].  

Falconer (2014) defines simulations as any means of creating replications of the real world 

for the purpose of analysis, skill development, research and learning. They provide 

opportunities for interactive engagement with complex environments representing scaled 

versions of real-world events. Simulations are often utilised in situations that are too 

dangerous or too costly to set up and experience in a real-life situation such as accidents, 

explosions, fires and more. They are useful when the real system cannot be engaged, 

because it may not be accessible, or it may be unacceptable to engage, or it is being 

designed but not yet built, or it may simply not exist. Simulations are used in technology for 

performance optimisation, safety engineering, testing, training, education, and video games. 

Often, computer experiments are used to study simulation models.  

Feinstein et al. (2002) criticise the inconsistency of “using words like simulation, 

games, role-playing, gaming, and symbolic modelling” in different works where simulation is 

often used as an umbrella term for various activities. This mix up of terminology is certainly 

confusing, though the publication and its references are fairly old in regards to rapid digital 

developments. Feinstein et al. would probably take a different perspective as regards to 

virtual worlds today. However, this does not impair the impact of their findings.   

 

3.1 Task-Based Learning 
 
Task-Based learning (TBL) approach is grounded on learners’ experiences with the target 

language personalised and relevant to them.  Each lesson follows specific structure based 

on five stages as demonstrated in the TBL learning Cycle Figure 13.TBL is used in 

communicative language teaching where “a task is an activity where the target language is 

used by the learner for a communicative purpose (goal) in order to achieve an outcome” 
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(Willis, 2002, p.27-36).  Essential in a task-based approach is that the teacher doesn’t pre-

determine what language will be studied, the lesson is centred about the completion of a 

central task and the language studied is determined by what happens as the students 

complete it. Learners are obliged to use all their language resources during the various 

stages of the task rather than practising pre-selected items such as grammar, adjectives, if-

clauses etc.   

Course activities should be designed to allow a great variety of learning styles or a 

combination of learning techniques to provide significant experiences for the individual 

learner. 

 
Figure 13 C. Schneider adapted from Willis (2007) 
 

The course referred to in Figure 13 could serve as a model for your TBL course design. It 

was based on a German course designed for learners in SL aged 18+. The language level 

was B1/B2 (CEFR). The course was scheduled for ten weeks, with a 90-minute unit per 

week. Extra tools were provided for preparation, discussion and sharing productions, such 

as Google Docs, Skype, Padlet, YouTube, Audacity, Movie maker and Camtasia.  The 

course aims were to equip learners with the knowledge and skills to: 

- find and apply resources relevant to their learning tasks 

- assess and value people ‘s learning experiences  

- improve their language skills in the field of their interest 

- collaborate and interact with other students to practice oral and written 

communication skills 

- explore new ways of learning 

The learning objectives were that successful learners achieved the following: 

- initiate and sustain conversations in-world 

- comprehend messages from peers and react accordingly 
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- understand the main idea when listening to or evaluating reports or videos 

- read and comprehend materials written for native speakers, when the topic is familiar 

- write short notes and reports 

- restate and summarize material for the benefit of the group.  

The course was designed to give learners of German the opportunity to practice their 

German in international teams to discuss different topics of interest, solve tasks, practice 

German with games and sketches, and watch, analyse and discuss video recordings 

produced during the course. The course structure followed the same pattern as 

demonstrated in the TBL Learning Cycle Figure13.  

 

Pre-task: Introduction in plenary for all group members. The facilitator introduces the topic 

and gives students clear instructions on what they will have to do during the task stage and 

might help the students to recall some language that may be useful for the task.  

 

Task: Students complete a task in pairs or teams using the language resources they have 

available while the teacher monitors the tasks and offers support and encouragement.  

 

Planning: Students prepare a short oral or written report to inform the class what happened 

during their task and can ask the facilitator for advice as regards to language or any other 

question.  

 

Report: Students report back to the class orally or provide the written report. The facilitator 

chooses the order of when students will present their reports and may give quick feedback 

on the content.  

3.1.1 Tour Guides  

Guided tours are used to show people around a factory, an office, a museum, a town or any 

place of interest. The guide does not necessarily have to be a physical person behind an 

avatar.  Setting up a tour guide in an immersive 3D virtual environment could follow a TBL 

approach. According to the language studied, learners are introduced to the 

city/town/country/desert/forest/ mountain to plan their tour guide. There are lovely places to 

visit like Paris in 1900 or Berlin in the 20ties in SL where people have to wear authentic 

clothes of the 20ties to access the sim.  

The task could be to create an advert, a brochure with places of interest including 

pictures and description of the sights. Learners could also make a video or interview people 

at the place(s) visited. In a German B1/B2 level class on Virtlantis in SL learners collected 

information about a German town to be visited in advance and prepared specific sights to 
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guide their peers around the place which included a visit to a church, renting a bike to move 

through the city and explaining the history of the places visited. Everyone had great fun, 

even when group members suddenly got lost and had to be teleported back to the site. 

Depending on the number of students the activities could be carried out in pairs or small 

teams of 3 or 4 students.  At an elementary level, learners could just visit a place, take 

pictures, share them and write a short report. At a more advanced level learners could talk 

about their experiences, describe the place they visited and make a brochure to invite 

people to visit this place. Alternatively, students could create a travel magazine to attract 

people to visit a specific area which could be presented on Google slide share or Padlet.   

 

Figure 14 Teleport Station on GUINEVERE Minecraft in the rain (Photo: C. Schneider) 

 

From the Teleport Station on Guinevere Minecraft learners can teleport to various places 

such as the Village, the Jungle, Llama land and more. Before students go on their 

adventure, they are asked to pick a book from a chest that is placed there. This book is a 

kind of journal in which students report the type of places they visited, describe the scenery, 

what kind of vegetation they see, creatures or mobs they met.  

Learners create a photo album of places visited and take notes. They could use 

Google Slides or Padlet to display their photos with captions and present them in class. 

 

Table 21 Tour Guides 

 
Tour Guides 

Learning with entertainment games/ 
educational games/ studying games as 
cultural artefacts/ using games as stimulus 

Collaborative/ Skill-based/ Task-based/ 
Discussion-based/ Reporting/ Describing 

Linguistic/Language Skills Skills in a virtual 
environment 

Platform Level Time 

Reporting, 
 Giving instructions, Giving 
information, 
Describing a place 
Language: Follow me.. turn 

Moving,  
Teleporting 
Taking snapshots 
Create documentaries 
(journal MC) Notecards 
SL 

SL, OS, 
MC 

B1/B2/
C1 

15-20 
minutes 
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(left/right) at the building in front 
of me…  
You’ll find more information in… 

Audio reports  
Photo galleries (SL, 
Google, Padlet)  

Skills practised: listeningng and 
understanding, spoken 
interaction  

 

3.1.2 Collaborative or Competitive Building  

Learners love building in 3D immersive virtual environments, giving them the opportunity to 

play with their creativity for example by producing a spaceship or any other build in MC, SL 

or OS. Whitton (2014) states “Much of the value of game-building is, however, in the 

collaborative aspects, particularly for the development of skills such as creativity, lateral 

thinking, teamwork and problem-solving” (p.126). Building could include the creation of 

entire games or artefact creation such as building and sharing of in-game artefacts and 

objects, which could be set up as competitive task where students work in teams or pairs to 

create a vehicle, or a spaceship for example and the team who finishes first or whose 

vehicle functions best wins a prize. Another task could be to build the ideal classroom 

carried out as either competitive task or as a collaborative activity where everyone 

contributes to the solution of a perfect classroom. The latter requires negotiation skills such 

as making suggestions, agreeing, disagreeing, compromising.  

Further options for a collaborative task are to ask learners to create the interior of a 

house. One team/pair creates the living room, the other team/pair the kitchen and another 

team/pair the dining room or bedroom depending on the number of students in the class. 

Each team/pair documents their creation to advertise the house for selling. They write an 

advertisement to present the house on the web for which they can use Google docs or 

Padlet. A great example of collaborative building in an immersive 3D environment was the 

experience of rebuilding the Stanton Drew Stone Circles, south of Bristol (Liz Falconer, 

2014). 

The task was to construct a replica of Stanton Drew great circle in SL in less than 3 

hours. The instructions received were to agree on an overall project leader and then split 

into teams who had different tasks and responsibilities each. Team 1 was to make the 

wooden posts and distribute them to the builders. Team 2 had to “dig” the henge and think 

about how they could construct a ditch and bank by building them rather than risking 

damage by sinking the ground in SL. Team 3 had to measure up and work out the placing of 

the wooden posts in the concentric circles and build them. So once a team's task was 

complete, they would be expected to help out the other teams. Although there was no 
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communication between the three teams it was amazing how they all managed to reach the 

goal within the time given. As having been part of the planning team it struck me how 

hierarchies had changed.  None of the team members helped the other teams in producing 

poles and walls whereas the production teams were eager to help to finish the build as 

shown in the video [19] The excellent result of a replica of the Stanton Drew stone circles left 

everyone with pride and astonishment.    

 

Table 22 Collaborative or Competitive Building 

 
Collaborative or Competitive Building 

Learning with entertainment games/ Llearning 
within games/ Learning within games/ 
Developing supportive and collaborative 
learning activities 

Competitive / Collaborative/ Skill- based/ 
Task-based/ Discussion- based/Interactive 

Linguistic/Language Skills Skills in a virtual 
environment 

Platform Level Time 

Agreeing, disagreeing, making 
suggestions, negotiating. 
Language: Were shall the lamp 
go? How can I move this item? 
Where can I get? Why don’t 
you.. ? Any suggestions?   

Moving,  
Building  
providing 
artefacts and 
placing them 

SL, OS, 
MC 

B1/B2/C1 Less or 30+ 
minutes 
 
depending 
on the 
complexity of 
the task. Skills practised: listening and 

understanding, spoken 
interaction  

 
3.1.3 Snow Dogs – Maths 

Snow Dogs is game that has been designed for mathematical education.  

The aim is to learn fractions through the game where the students have to order the snow 

dogs according to the fractions. For example, the dog with the ½ sign is bigger thus stronger 

than the dog that has the ¼ sign and so it has to be set in front. Learners move the dogs by 

using the controllers that are close to each Husky dog.  There are 5 dogs thus 5 signs of 

fractions that the students have to place into the right order from the biggest to the smallest 

to get the sled started and slide to the end of the race course. However, if the Huskies are 

not put into the right order, then the avatar that rides the sled falls into the snow because the 

sled is not stable, and the dogs cannot pull it. Before the students actually start playing the 

game they first have to warm up to the concept of fractions by first watching some videos on 

how fractions function in our lives, then chop logs of wood into pieces to get the idea how 

fractions function and finally chop a watermelon into 2,3,4,5 ...10 pieces. Thus, they acquire 

the information about fractions prior to the actual Snow Dog [20] game.   

 

 

 

 

https://www.youtube.com/edit?o=U&video_id=j4oQvy9DlAU
https://youtu.be/Fb3kvyFs2h8
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Table 23 Snow Dogs - Math 

 
Snow Dogs - Math 
Learning with entertainment games/ Learning 
within games/ Learning within games/ 
Developing supportive and collaborative 
learning activities 

Competitive / Collaborative/ Skill- based/ Task-
based/ Interactive 

Linguistic/Language Skills Skills in a 
virtual 
environment 

Platform Level Time 

Basic vocabulary 
Language: sit, stand, run, move the 
husky further down/ up  
Research and background information: 
Where do huskies live, what kind of 
training do they need? Etc  

Moving,  
interacting with 
objects 
opening and 
reading 
notecards,  
providing 
notecards, 
typing in chat 

SL  B1/B2/C1 Less or 30+ 
minutes 
 
depending on 
the complexity 
of the task. 

Skills practiced: reading and 
understanding, listening and speaking 

 
3.1.4 Coordinate System – Maths 

This game is suitable for Math education in primary and secondary schools. The game aims 

at teaching the coordinate system by enabling learners to play with some shapes on a 

coordinate system that has an X- and Y-axis, which is also visible on the z-axis. There is a 

robot whose name is Mr. “Pi” and when touched it gives a problem to be solved on the 

coordinate system, for example, “move the triangle -3 squares on the X- and -2 on the Y-

axis”. There are shapes that can be altered by the use of controllers in front of the 

coordinate system and can be attached and moved on the coordinate system axis. After the 

task is solved correctly, Mr. Pi provides another task. If the solution is wrong, the learner is 

required to play again. There is a board with instructions on how to play the game and how 

to use the controllers to move the objects on the coordinate system. The game can be 

played in Turkish and English. When the language is changed all the controllers and the 

tasks supplied by Mr. Pi are changed into English.     

Table 24 Coordinate System - Math  

 
Coordinate System - Math 
Learning with entertainment games/ Learning 
within games/ Developing supportive and 
collaborative learning activities 

Competitive / Collaborative/ Skill- based/ Task-
based/ Interactive 

Linguistic/Language Skills Skills in a 
virtual 
environment 

Platform Level Time 

Agreeing, disagreeing, mathematical 
vocabulary 
Language: Move, right, left, up, 
down, turn, axis    

Moving,  
Touching,  
providing 
artefacts and 
placing them 

SL, OS  B1/B2/C1 Less or 30+ 
minutes 
 

https://www.youtube.com/watch?v=ng0CEpM1ytg
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Skills practiced: reading and 
understanding, listening  and 
speaking 

depending on 
the complexity 
of the task. 

  
3.2 Experiential and Situated Learning  

 
Rainbow and Schneider (2014) see experiential learning as reflective, active involvement in 

games such as role-plays. This could be ordering food in a restaurant, checking in at a hotel, 

checking in at the airport, making complaints and similar scenarios in a 3D immersive virtual 

environment making language learning experientially. Interviews with business language 

learners, people looking for jobs or learners hoping to get into university are powerful, 

realistic and easy to manage rehearsal opportunities. A recording of the applicant’s mock 

interview can be studied and discussed, and verbal techniques can be improved (Rainbow 

and Schneider, 2014). Learners are encouraged to reflect their experiences as regards to 

performance and use of language by giving feedback to their peers. 3D immersive virtual 

environments are opportune places to try out a huge number of roles, tasks and situations, 

where failure is not important as learners can revise their performance any time and as often 

as they wish.  

This indicates that 3D immersive virtual environments allow learners to experience 

dangerous situations which they would not be likely to do or want to do in the physical world 

like experiencing a plane crash, a fire or being imprisoned for example (Rainbow and 

Schneider, 2014). 

In her talk on experiential and situated learning Falconer (2014) identified three kinds 

of situational learning: Socialisation, Visualisation and Imitation. She emphasised how 

important it is to immerse into the 3D virtual environments and experience them, as it is hard 

to understand virtual learning without experiencing. Falconer’s findings are based on Lave 

and Wenger (1991) who argue that “learning should not be viewed as simply the 

transmission of abstract and decontextualized knowledge from one individual to another, but 

a social process whereby knowledge is co-constructed; they suggest that such learning is 

situated in a specific context and embedded within a particular social and physical 

environment” (Rainbow and Schneider, 2014). Whitton (2014, p.126) points out that “the 

ability to explore a virtual environment, and discover the places, people and challenges that 

lie within is a way in which to stimulate curiosity [which] is one of the core motivational 

aspects of computer games”. 

As regards to socialisation 3D immersive virtual worlds give access to situated learning 

as it is a place for anyone from anywhere to meet socially, chat, dance, make music and 

more as the drumming circle [22] shows.  

Falconer (2014) considers Visualisation as a major factor in learning in a 3D virtual 

environment where it is possible to walk through molecular cell structures or be in the middle 

http://youtu.be/TZP54zcZQfc
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of a tornado without danger. Finally, Imitation is what we are learning in the physical world 

like for example in a language learning context such as going shopping with a group of 

learners and rehearse buying clothes to familiarise with the experience.  

3.2.1 Climate on our Planet 

The aim is to learn about the climate conditions and plantation of specific regions in Turkey 

[23]. The game is designed to practice and apply the information learned in the social 

sciences lesson The information presented in the game only refers to regions in Turkey. The 

game is played in Turkish, inside a garden where you can find a hut with instructions how to 

play the game. The learners/avatars can get into the hut and see the question on a board 

and see different options to click and choose from. The questions are like “What is the 

climate and plantation of the Black Sea region of Turkey in the spring?” Then the learners 

have to click on rain and forest separately, the climate conditions and the plantation in the 

garden change according to the choice of the learners. If they choose rain and forest the 

garden turns into a forest where it rains. This way learners can virtually experience and 

visualize the information. Some visual information can also be found on the walls in the hut 

regarding the agricultural activities in the region mentioned, for example when the Black Sea 

region is clicked on the pictures turn into “tea”, “corn” and “hazel nuts”, which are the main 

products of the region.   

 

Table 25 Climate on our planet 

 
Climate on our Planet 
Learning with entertainment games/ 
Learning within games/ Developing 
supportive and collaborative learning 
activities 

Competitive / Collaborative/ Skill- based/ Task-
based/ Discussion- based/Interactive 

Linguistic/Language Skills Skills in a virtual 
environment 

Platform Level Time 

Basic Vocabulary about climate 
and plantation 
Language: adjectives and nouns 
Weather: rain, snow, dry, humid, 
cloudy. dusty, fog, temperature 
etc.   

Moving,  
providing artefacts 
and placing them, 
touching/ clicking 
boards 

SL, OS  B1/B2/C1 Less or 30+ 
minutes 
 
depending on 
the complexity 
of the task. 

Skills practiced: reading, listening, 
understanding and speaking 

  

https://youtu.be/0my24UMrpj4
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3.3 Role-play in Teaching 
 
Feinstein et al. (2002, p. 735) define role-play as  ”acting out the role of a character” 

interacting with other characters in a particular situation or fictional setting. In SL there are 

specific role-play (RP) sims for almost every imaginable genres to choose from, such as 

fantasy, medieval, historical or training based RP to rehearse a specific situation to prepare 

for future performance.  RP sims in SL normally use text instead of voice and usually have 

their own set of rules, and some sims even offer classes in their style of role-playing. A text-

based role-play can be quite beneficial for language learning as it helps to improve writing 

skills and can be somehow ‘richer’ in giving background information and expressing 

thoughts (Falconer, 2014). However, it needs quite a bit of practice to gain the skills to 

communicate appropriately in text, and certain rules should be established to guarantee a 

good flow of conversation (Schneider, 2014). Essential for the preparation of RP whether it 

is text or voice-based is to follow some standard stages typical for setting up a role play or 

simulation: 

1. Consideration of number of participants (providing enough roles for individual characters – 

some interchangeable in case students would not turn up to the session) 

2. Choice of venue (in-world)  

3.  Brief summary of the scenario 

4. Briefing prior to the actual role-play (to acquaint participants with the situation and 

environment).  

5. Setting up the rooms, providing the props 

6. Decision on using voice, text or both 

7. Action 

8. De-briefing 

Instead of choosing the characters for the students, facilitators could have their students 

choose the characters they want to perform in the RP.  Learners with advanced language 

skills (C1/C2) could even design a whole RP scenario in teams and the class then vote one 

scenario to be played. This procedure can be very engaging and motivating as the team has 

ownership on their play. Collaborating in a team fosters interaction and helps to improve 

communication skills in the target language. However, this method could also be fairly time-

consuming.  

Having used a number of RP scenarios in teaching German in immersive 3D virtual 

environments, experience has shown that learners feel safer in their performance when they 

have a script to refer to compared to freely spoken dialogues – especially at A2-B1 level. A 

template for a lesson plan and storyboard can be found in the Appendix. The following 

chapters demonstrate RP used in language teaching.   
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3.3.1 At the Airport 

An airport scenario is fairly simple to set up in any 3D immersive virtual learning environment 

such as SL or OS. It can be created with a few boxes on any skybox or empty sandbox. The 

advantage of setting up such scenario in a 3D virtual environment is that it cannot be 

realistically replicated in a physical classroom. 

The following machinima [24] taken at the Airport Check-in demonstrates a dialogue 

between a passenger and the flight attendant. The two characters who volunteered for the 

RP had a script to read from.  

As suggested in section 3.3 learners at elementary level (A2/B1) could create a 

dialogue applying the vocabulary from previous lessons and read the text from a script.  

More advanced learners (B2/C1/C2) could improvise their dialogues. The more advanced 

the learners are, the more complex the dialogues will become. The check-in scenario could 

be extended by a problem situation like a passenger forgot his passport at home/ 

somebody’s hand luggage was stolen/ the luggage has not arrived at the target airport.  

While the learners are acting out the dialogues, the rest of the class observes the 

performance and provides feedback. Alternatively, observers film the dialogue and the video 

serves as basis for discussion and feedback.  

 
Table 26 Scenario at the Airport  
 

Scenario at the Airport 

Learning with educational games/ 
Learning inspired by Games /Learning 
within Games- informal learning 

Skill- based/ Discussion-based/ Problem- 
solving/ Collaborative/Task- based / 
Describing 

Linguistic/Language Skills Skills in a 
virtual 
environment 

Platform Level Time 

Practice dialogues using 
appropriate vocabulary for 
the situation.  
Language: Where can I… 
How much… Can I see your 
ticket, please…  
Skills practised: listening, 
understanding and speaking. 

Move around  
provide objects 
(suitcase/ 
passport/ ticket).  
screen capture 

SL, OS, 
MC 

A2/B1 
 
 

45 minutes 
including 
preparation 
time. 

Improvise dialogues using 
appropriate vocabulary for 
checking in 
Skills practised: listening, 
understanding and speaking 

Move around  
provide objects 
(suitcase/passp
ort/ ticket). 
screen capture 

SL, OS, 
MC 

B2/C1/C2 30 minutes 

Problem-solving  
negotiating, making 
suggestions, questions and 
answers 
Skills practised: listening, 
understanding and speaking 

Move around  
provide objects 
(suitcase/ 
passport/ ticket). 
screen capture 

SL, OS, 
MC 

C1/C2 30 minutes 

https://www.youtube.com/edit?o=U&video_id=SwAWfiNMZNc
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3.3.2 At a Restaurant 

Restaurant scenarios are very popular for practicing real-life scenarios in a kind of protected 

area. The setups can range from the actual invitation for Dinner as in the example shows 

[25] to choosing a meal and ordering it. Learners practice to order different kinds of food in 

the target language, polite ways of asking the waiter and responding to requests. The 

learning objective of this role-playing game is to apply standard phrases appropriate for 

dialogues that are likely to occur when ordering a meal or drink in a restaurant. At a 

beginners’ level (A2/B1) learners could either be given a scripted dialogue or could write 

their own short dialogues from a list of given phrases typically used when ordering a meal in 

a restaurant.  

The dialogues scripted by the learners should be discussed with the facilitator prior to 

the actual role-play or could be spoken impromptu with more advanced learners (Level 

C1/C2). The learning experience could be extended to making complaints i.e. the meal was 

too cold/ too hot/too spicy, there was a fly in the soup, a worm in the salad, the service too 

slow – anything you can think of. There is no limit to the fantasy of learners when 

complaining about things that went wrong as long as the complaints come across in a polite 

manner according to the culture of the target language/ country.  

Learners not involved in the actual role-play could be asked to record the session, give 

feedback and discuss the performance. 

 

Table 27 Scenario at a Restaurant  

 

Scenario at a Restaurant 

Learning with educational games/ 
Learning inspired by Games/Learning within 
Games- informal learning/ Studying games 
as cultural artefacts 

Skill- based/ Discussion-based/ Problem- 
solving/ Collaborative/Task-based / 
Describing/  

Linguistic/Language Skills Skills in a virtual 
environment 

Platform Level Time 

Practice dialogues using 
appropriate vocabulary for 
the situation. 
Language:  Excuse me, can I 
order, please 
I’ll have a glass of red wine, 
please. 
I’d like a coffee, please.  
Would you like a desert?   
Can we have the bill, please 
 
Skills practised: listening, 
understanding and speaking. 

Move around, 
take a seat,  
move/provide 
objects 
 

SL, OS, 
MC 

A2/B1 
 
 

45 minutes 
including 
preparation 
time. 

Improvise dialogues using 
appropriate vocabulary for 

Move around  
provide objects 
 

SL, OS, 
MC 

B2/C1/C2 30 minutes 

https://youtu.be/ZEU2K9130Bw
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ordering a meal in a 
restaurant. 
Skills practised: listening, 
understanding and speaking 

Making complaints. 
Language: Sorry, the soup is 
cold/ the meat is only 
medium done, I prefer it well 
done! 
Waiter, there is a fly in my 
soup! 
 
Skills practised: listening, 
understanding and speaking 

Move around  
provide objects 
 

SL, OS, 
MC 

C1/C2 30 minutes 

 
3.3.3 Checking in at a Hotel  

Checking in at a hotel can be dealt with in any language on any level.  At beginners’ level it 

is necessary to provide learners with vocabulary and phrases needed to play the role as a 

guest booking a room, asking for information, making phone calls or writing emails prior to 

the actual RP. The aim is to practice and apply standard phrases appropriate for dialogues 

that are likely to occur when booking a hotel room. At beginners’ level (A2/B1) learners 

create short dialogues to carry out the RP, whereas more advanced students will just need 

the basic information about the scenario and characters and elaborate further phrases 

(Schneider, 2014).  

Activities like the hotel check-in are embedded in an experiential activity, while learning 

is an outcome of taking part in the activity and have meaningful interactions, building 

knowledge and understanding. By choosing a role play as a game-like activity, the learners 

are forced to apply all their language speaking skills to help develop their knowledge. To 

provide learners with a different perspective, Kapp & O’Driscoll (2010 p.96) suggest 

extending learners’ experience to experiment with roles they don’t normally experience, like 

experencing with different gender or race. Transferred to the hotel check-in scenario the 

guest could invite a friend to the scene to practice the role of the receptionist.   

The following role-play was designed for learners of German with language skills 

between A2 and B2 Level (CEFR) and was carried out in voice chat. Apart from the 3D 

immersive learning environment of SL other means of communication were utilised such as 

Facebook, Google + and Google Drive to prepare the role-play. Learners worked in small 

groups and chose a delegate in each group to send an email to the hotel prepared by the 

group.  Such emails included asking for information about the time of arrival and departure, 

type of room required, reception closing times, special offers/packages, guided tours on 

offer, internet availability/access, equipment in the rooms, car park, shuttle from the train 

station to the hotel, children and pets. The facilitator functioned as receiver of the emails and 

responded to each group.  
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After having collected all the necessary information, teams of learners created a short 

dialogue to check in at the hotel. A nice souvenir for learners was to have their performance 

filmed. 

 

Table 28 Checking in at a hotel  

 

Checking in at a hotel 

Learning with educational games/ 
Learning inspired by Games/Learning 
within Games- informal learning 

Skill-based/ Discussion-based/ Problem- 
solving/ Collaborative/Task- based / 
Describing/  

Linguistic/Language Skills Skills in a virtual 
environment 

Platform Level Time 

Practice dialogues using 
appropriate vocabulary for the 
situation.  
 
Skills practised: listening, 
understanding and speaking. 

Move around 
=walk, sit, click to 
open doors, walk 
upstairs and 
downstairs 

SL, OS, 
MC 

A2/B1 
 
 

45 minutes 
including 
preparation 
time. 

Improvise dialogues using 
appropriate vocabulary for 
checking in 
Skills practised: listening, 
understanding and spoken 
interaction 

Move around  
provide objects 
(suitcase/passport
/ fill in a form). 
screen capture 

SL, OS, 
MC 

B2/C1/C2 30 minutes 

Problem-solving  
negotiating, making 
suggestions, questions and 
answers 
Language:  
I'm sorry to bother you, but... 
Maybe you forgot to... 
I think you might have 
forgotten to... 
Excuse me if I'm out of line, 
but... 
There may have been a 
misunderstanding about... 
Don't get me wrong, but I think 
we should... 
“I’m sorry to say this but I am 
really quite 
upset/angry/disappointed … 
I’m sorry but I’d like to make a 
complaint about … 
How can we fix this? 
Do you have any thoughts on 
how we could proceed? 
Is there anything that can be 
done to improve the situation? 
Could you help me with …? 
 
Skills practised: listening, 
understanding and spoken 
interaction, reading, writing 

Move around  
provide objects 
Facial 
expressions (in 
SL) shock, 
anger etc. 
screen capture 

SL, OS, 
MC 

C1/C2 30 minutes 
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In the “crazy hotel” scenario a number of unpleasant features were implemented such as an 

outdoor toilet, rats running around at the reception desk and in the rooms. There was a 

ghost floating around in the attic and bloodstains were found in one of the rooms. Some 

furniture was missing in the bedrooms and the showers were also outside the hotel. Enough 

opportunities for practicing either written or spoken complaints. The GUINEVERE Movie 

Studio provides opportunities for small role-plays to be set up. The GUINEVERE Project 

provides four islands: 1. GUINEVERE- Orientation, 2. Tintagel for Meetings, games and 

Role-Play, Team-up for Team games, Aedificare, the sandbox where teachers can build 

their games. Additionally, there is the GUINIVERE Movie Studio which provides 

opportunities for small role-plays to be set up. 

A checking-in scenario as described in checking-in at a hotel could easily be arranged 

in the GUINEVERE Holdings – a dodgy Holiday Company based here. Possible roles could 

be a receptionist, a manager and various guests (maximum 12 which could work in pairs). 

The holiday company offers its guests some coffee before they register (form filling) and 

choose their cabin from the photos. 

 

 
Figure 15 Movie Studio on GUINEVERE OS Island- Pictures with Cabin Descriptions. 
(Photo: C. Rainbow)  
 

Cabin 4 looks perfectly alright from the pictures, a lovely bed, small bathroom, dining room, 

lounge and TV – what could go wrong? The receptionists have to manage the people – 

maybe swap cabins, offer to return money – whatever it takes! The manager must intervene 

– he may do cabin visits etc. 
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Table 29 Movie Studio – Role-Play Scenarios  
 

Movie Studio – Role-Play Scenarios 

Learning with educational games/ 
Learning inspired by Games/Learning within 
Games- informal learning 

Skill-based/ Discussion-based/ Problem- 
solving/ Collaborative/Task-based / 
Describing/  

Linguistic/Language Skills Skills in a 
virtual 
environment 

Platform Level Time 

Practice dialogues using 
appropriate vocabulary for the 
situation.  
Socializing chit chat 
Discussing pros and cons 
regarding the choice of cabin 
Form filling 
Following instructions 
Skills practised: listening, 
understanding and spoken 
interaction 
Reading and writing. 

Move around.  
sit, 
provide objects 
move objects  
drink coffee 
Screen capture 

SL, OS, 
MC 

A2/B1 
 
 

45 minutes 
including 
preparation 
time. 

Improvise dialogues using 
appropriate vocabulary for 
choosing a suitable cabin 
 
Skills practised: listening, 
understanding and spoken 
interaction, reading, writing 

Move around,  
sit, provide 
objects 
move objects,  
drink coffee 
 
screen capture 

SL, OS, 
MC 

B2/C1/C2 30 minutes 

Problem-solving  
Negotiating, making 
suggestions, agreeing. 
Disagreeing, questions and 
answers 
Language: Making Complaints 
I’m sorry, but I’d like to make a 
complaint about… 
I'm sorry to have to say this 
but... 
There appears to be a problem 
here … 
I'm sorry to bother you, but... 
Maybe you forgot to... 
I think you might have forgotten 
to... 
Excuse me if I'm out of line, 
but... 
There may have been a 
misunderstanding about... 
Don't get me wrong, but I think 
we should... 
“I’m sorry to say this, but I am 
really quite 
upset/angry/disappointed … 
 
Skills practised: listening, 
understanding and spoken 
interaction, reading, writing 

Move around,  
sit, provide 
objects 
move objects,  
drink coffee 
 
screen capture 

SL, OS, 
MC 

C1/C2 30 minutes 
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3.4 Simulations 
 
Kapp (2014) states that learning with games and simulations is often confused with 

gamification. Kapp (2014) and Falconer (2014) identify as one of the key characteristics of a 

simulation that people don’t take part in the play in the form of interaction. Unlike in a role-

play, simulations use pre-set scripts. A simulation is used to demonstrate effects that could 

not be simulated in a physical environment like an explosion or car crash as this would be 

too dangerous as people might get hurt. In a simulation learner can experience and practice 

in a controlled risk environment (Kapp, 2012). A simulation may contain game elements, but 

the focus is on a realistic experience for the learner, and the advantage is that simulations 

can be re-used any time.  

In a scenario like the accident simulation described in the following chapter (3.4.1) the 

distinction between role-play and simulation becomes blurred as soon as the scenario is 

extended. In the example, there is an investigation carried out after the accident and more 

characters get involved, such as the police or insurance investigators, witnesses and others. 

This way the scenario can become a mix of both simulation and role-play. 

3.4.1 Preparing an Accident Simulation 

Outline of the Explosion accident scenario: there are two people standing by the LPG store 

lighting cigarettes. One person working in the neighboring paint store, one person near the 

bottom of the gangway leading down to the boats. The accident takes place in summer. 

There is a 19kg propane cylinder outside the store, which is fairly old and gets repeatedly 

refilled as necessary. The cylinder has not been properly maintained for years. The valve 

has been damaged in the past and has recently begun to leak slowly. Propane is 1.5 times 

heavier than air, and so the gas has built up at floor level in the store. There is no ventilation 

to the store and a gap of about 1 inch at the bottom of the door. The gas has mixed with air 

at ground level just outside the door and is now within its explosive range. Two employees 

go outside for a smoke, ignoring the no smoking warning near the gas store. One throws a lit 

match to the ground, and an explosion occurs. The roof is blown off, along with the door, 

and holes and buckling are visible to the walls of the store. The person who threw the match 

is standing next to the door and suffers the worst injuries – a blow to the head from the door 

coming off and burns from the fireball that follows it. Her companion isn’t hit by flying debris 

from the explosion but is burned by the fireball. The person working in the next-door paint 

store suffers moderate burning to head and neck. The person at the bottom of the gangway 

isn’t physically injured but hears the explosion and sees the fireball and suffers from serious 

shock as Falconer (2014) explains in the video [26].The actual simulation can be initiated by 

artificial intelligence agents. In this case, crush test mannequins were used for the simulation 

https://www.youtube.com/watch?v=ipuAkVzQV1M&feature=youtu.be
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as they should be differentiated from all the other avatars. This helps learners to get a 

distance to the accident and not become personally upset as if this happened to a real 

person or avatar. As Falconer points out in the video, the dummies could be scripted in a 

way that they would interact with each other and could respond to questions by a doctor or 

by a witness after their injury. An accident investigation could be carried out after learners 

had witnessed the accident. Learners could be given forms to fill in as regards to their 

observations of the accident, or they could be asked by the police what they observed.  

3.4.2 Health and Safety 

An example of good practice in implementing a 3D immersive virtual environment 

simulations is the lesson about safety at work which was part of a course curriculum during 

the CAMELOT project. The simulation is based on a situation where an accident is caused 

by a workman smoking a cigarette in an area, where smoking is prohibited, which resulted in 

an explosion  [27]  Although the teacher could have taken her students to SL for the real live 

experience, she preferred to work on the basis of demonstrating the simulation on video in 

the physical classroom. The lesson aimed to practice accident investigation skills note taking 

and writing an accident report, with a particular focus on speaking and writing skills. 

Students role-play an accident investigation in groups of three in the classroom, where one 

student acts as the health and safety officer, whereas the two other students act as 

witnesses. The health and safety officers are to  prepare a set of questions to interview the 

witnesses:  

● What happened? 

● When did the accident happen? 

● Who was involved in the accident? 

● Did the worker follow the standard operating procedure? 

● How did the worker get injured? 

● Did the workers carry out the first aid at the site? 

● Were there other people who saw the accident?  

 The teacher who delivered the lesson was very enthusiastic about her students’ 

engagement and performance, as they not only had fun but also learned a lot from the 

simulation which fitted well into her teaching curriculum.  

There are two different approaches to use simulations in the classroom as demonstrated in 

chapters 3.4.1 and 3.4.2. Whereas in the first instance learners were actually on the spot 

and watched what happened “live”, the other scenario was provided via video.   

 

 

 

https://www.youtube.com/watch?v=xA-jPtJq2dQ&feature=youtu.be.
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Table 30 Simulations – accidents – safety at work 

 

Simulations – accidents – safety at work  

Learning with educational games/ 
Learning inspired by Games/Learning 
within Games- informal learning 

Skill- based/ Discussion-based/ Problem- 
solving/ Collaborative/Task- based / 
Describing/ Reporting  

Linguistic/Language 
Skills 

Skills in a 
virtual 
environment 

Platform Level Time 

Investigation – asking and 
answering questions, 
interview   
Language: When did the 
accident happen? Where 
were you when it 
happened?  
How many people were 
around? Were there any 
warning signs? Can you 
describe what happened? 
First..then … and after 
that? 
 

Move to a safe 
part in the virtual 
environment 
 
Props and 
costumes 
(police/fireman) 
 
Animations to 
hold somebody 
bent down  

SL, OS, 
MC 

B2/C1 
 
 

45 minutes 
including 
preparation 
time. 

Skills practised: listening, 
spoken interaction, reading 
(forms – health and safety 
regulations) writing (taking 
notes, report writing)   

 
Natural disasters such as earthquakes, tsunamis, or tornados that are not predictable to 
happen in the physical world and would be dangerous to experience, can be simulated and 
experienced safely in a 3D immersive virtual environment. Such an experience can be very 
powerful as the following video in a 3D virtual learning environment with a group of students 
shows. 

Learners had to put on a HUD (head-up display) for the real experience [28] to get 

sucked up by the tornado and be thrown all over the place and thus fully experience the 

damage and power of a tornado where people would probably not have survived in the 

physical world. You can purchase such a tornado HUD or any kind of weather condition for 

some Linden Dollars at marketplace in SL. The following video shows such an  animation if 

you wish to set up your own ‘weather experience ’ [29] in your secure area with your 

learners.  

The learning could be informal but could also be part of a curriculum in a CLIL 

supported learning context like a Geography lesson for example with the topic How to save 

our planet? or in a lesson discussing specific weather conditions around the earth. 

In the session about tornados, learners could exchange their thoughts on their experiences, 

how it felt to be tumbled about and where such catastrophes are likely to occur and what 

measures can be taken to protect yourselves. Learners can work in groups to write a report 

https://youtu.be/WrIFDl9Gaus
https://www.youtube.com/watch?v=yRcxeTJkSUg
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about their experience and extend their report on what their contribution would be to saving 

the planet.  

 
Table 31 Tornado/ Weather Experience 
 

Tornado/ Weather  Experience  

Learning with educational games/ 
Learning inspired by Games/Learning 
within Games- informal learning 

Discussion-based/ Collaborative/Task-
based / Describing/ Reporting  

Linguistic/Language 
Skills 

Skills in a 
virtual 
environment 

Platform Level Time 

Language skills: Sharing 
experience, describing what 
you saw 
I felt like …  
I was afraid I’d …  
I thought I’d never come down 
again…  
I was afraid that…  
I could not ….  
I wanted to…. 

 

Use a HUD 
Move around 
 
  

SL, OS  A2/B1 
 
 

30 minutes  

Skills practised: Spoken 
interaction, Writing (taking 
notes, reporting)  

 
3.4.4 Kladderadatsch 

In 2014 Lingua TV [30] launched a competition to find the funniest German word for which 

“Kladdaradatsch “won the first prize which was an iPad.  Kladderadatsch means that 

something is falling apart with a big bang, a mess or shambles. The production of the video 

was conducted on behalf of the CAMELOT Project in 3D immersive virtual environments in 

SL, making use of  “The Six Learnings” (Lim, 2009) on Bowness Island [31] The video 

demonstrates how a house falls into pieces [32], which could happen through an earthquake 

for example or other catastrophes.  

Facilitators should explore Bowness Island and before taking learners there decide 

which of the six learnings should be explored further. The Learnings described in the 

curricular design framework provide examples of each of the Six Learnings (Lim, 2009) 

through the teleport destination.  Like in chapter 3.4.3 learners can work in groups to write a 

report about their experiences.  

 

3.5 Interaction as Digital Learning Experience 
 
In the examples described so far learning is focused on interaction where the use of the 

target language is more important than using the correct grammar. As mentioned in the 

introduction fun is a great trigger for motivating learners and engaging them in a game- like 

https://www.linguatv.com/#framework
http://maps.secondlife.com/secondlife/Bowness/84/141/32
https://youtu.be/A7J3sbH9q08
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activity through experimenting, discovering and interacting with their fellow students and the 

environment. The importance of social presence can be identified in the following examples 

where learners are encouraged through group interactions and mutual support, which results 

in increased motivation (Miller & Conrad, 2009; Wheeler, 2005; 2010). It is also notable that 

learners perceived as shy in the physical classroom often open up in a 3D immersive virtual 

environment (Schneider, 2016). In other words, given the opportunity for collaboration, 3D 

immersive virtual environments seem to encourage social interaction and people’s 

willingness to share more personal information than face-to-face (Miller & Conrad, 2009; 

Schneider 2016) just like people do on social networks such as Facebook and others (Boyd, 

2011, p. 52). 

Schell (2015) developed the idea of a game being an experience where the designer is 

responsible for creating that experience. The role of teachers is to make the experience of 

language learning interesting and worthwhile for the students. It is important for the teacher 

as well as for the game designer to incorporate the idea of community which can be 

established through working in teams or pairs.  

These findings are underpinned by a Dutch teacher in the TILA project, observing the 

interaction between his 15-year-old Dutch students and a group of 13-year-old English 

students communicating in German in a 3D virtual game competition (TILA 2013-2015) [33]. 

The Dutch and English students teamed up in fours – 2 Dutch and two English learners in 

each team, collaborating in German. The course aim was to practice adjectives, imperatives, 

giving and receiving instructions and asking and responding to questions in German. The 

activities included: identifying famous people, collecting letters to identify a famous German-

speaking musician, building a bridge collaboratively, finding the correct ingredients for a 

typical German or Austrian recipe and finally a quiz testing the pupils’ knowledge about 

Germany. 

The English teacher had selected a group of 8 students in the physical computer room 

to log into 3D Virtual Worlds to create their own avatars, the other learners who were not 

involved in the game watched their peers on the computer screens in the computer lab. The 

teacher was present in both, the 3D virtual world and the physical classroom, whereas the 

Dutch teacher supervised his students from the computer lab in the physical classroom, 

only. The Dutch teacher observed that one of his shyer students had totally changed in this 

game. He became actively involved, gave orders, instructing others what to do and 

interacted with native speakers of German. The Dutch teacher resumed that the activities 

were very successful from a communicative point of view. Despite the difference in language 

level and age between the Dutch and the English learners of German they all were actively 

involved, interacting in a foreign language for a full hour, meeting other people and carrying 

out all kinds of unknown tasks.  

https://youtu.be/hv53Yd-NAEg
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It is interesting to note that both the English and Dutch students were eager to 

exchange personal data and were keen to keep in touch and even visit each other physically 

in their countries. The students also took the opportunity to practice their German by asking 

the native speakers present in the 3D virtual environment about their background, such as 

German football teams, food and drinks, practicing the words they knew. Both teachers in 

England and in the Netherlands were happy with the results. As a follow-up, the English 

teacher recorded her students to give feedback about their experience which was extremely 

positive. It even changed the students’ mind to continue with German in the next grade 

instead of taking French. 

 

3.6 The Use of AI’s for Communication and Interaction in 3D Virtual Environments 
 
Based on the assumption that spaces created in 3D immersive virtual worlds are often 

deserted after a project, or a learning event is completed, the idea is to make use of such 

learning spaces created in SL, OS or MC and offer them for autonomous, self-directed 

language learning by employing non-player pedagogical agents (NPCs).  These NPCs could 

fulfill different functions, like helping the learners to improve their language skills for example 

by providing them with learning materials, which offer a variety of activities, including 

collaborative exchange through voice and text chat. 

Veltsianos (2011) characterizes pedagogical agents as “virtual characters employed in 

digital environments for instructional purposes” seeing these characters presented as 

teachers or tutors that emphasize on the content. Research has shown (Baylor & Kim, 2008) 

that animated pedagogical agents have a positive effect on learning outcomes. Saleeb & 

Dafoulas (2013, p. 127) identify three modes how pedagogical agents can function: the 

reflexive, where the bots react to sensory data, the reactive, where the bots respond to 

different situations and the reflective, where a bot gives alternative solutions. 

Ideally, a series of scenarios could be provided and stored in holographic platforms 

(holodecks) (Saleeb. & Dafoulas, 2013) to be rezzed by learners according to their specific 

preferences, language levels, and needs. Such scenarios include scenes like an airport 

check-in terminal, a travel agency, a holiday resort, a hospital, a bar or restaurant, an art 

gallery or museum, a boutique, or hotel check-in. The activities are aimed at practicing 

typical situations that might occur in a foreign country. 

The benefits of interacting in such learning scenarios are, that learners can carry out 

the activity autonomously in their own time. With all the NPCs actively involved, learners 

immerse in a lively interactive learning experience. On Guinevere Island, learners can 

interact with an NPC inside the castle asking for information. In a hotel or restaurant scene, 

learners can interact with the receptionist to ask for facilities or order food and drinks in a 

restaurant, or be guided through the rooms in the castle by a guide. 
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The aim of such activities with NPCs is to provide learners with a variety of patterns to 

practice phrases and vocabulary to apply in a specific scenario context and communicate 

effectively.  

Giving learners minimal guidelines only will help them more than being given detailed 

didactic instructions, as they learn rather from the environment and the immersive 

experience (Kapp & O’Driscoll, 2010). This approach has been set into practice in the 

GUINEVERE Team-Up Island on OS.  The role of the learners in this activity is to organise 

their own learning autonomously and carry out the tasks intuitively where only some 

instructions are given on notecards.  

The scenario design follows the experiential principles as identified by Kapp and 

O’Driscoll (2010), allowing learners to interact with NPC agents in the 3D immersive virtual 

environment. The hotel receptionist (NPC) uses voice, and her questions and responses are 

also displayed in local chat. This activity forms part of further activities in which one NCP is 

animated to guide the guest(s) through the hotel with informative notecards about the 

various facilities in the rooms, a barkeeper next door who is offering drinks in the hotel bar, a 

dog that is walking in and out of the hotel and rats running around in the hotel lobby. Hence, 

the whole scenario becomes very interactive even though there might only be one learner 

present.  

The learning activity described demonstrates the interaction with lifelike NPC 3D 

characters as reactive pedagogical agents and illustrates the affordances of 3D immersive 

virtual worlds. Learners interact using audio, text chat and other resources such as 

(notecards, audio files, and quizzes to improve their language skills in reading, writing, 

listening and speaking (Saleeb & Dafoulas, 2013).    

Veltsianos (2011) claims that pedagogical agents help learners to feel stimulated, 

motivated and comfortable in a 3D virtual learning environment and gain regarding memory 

and understanding.  Additionally, language learners feel less pushed to produce correct 

responses compared with a facilitated learning session (Abbasi & Kazi, 2014; Writers, 2012). 

Learners act towards a goal which they can experiment in, fail and try again as often as they 

wish to, in order to gain the desired objective, which can be achieved more safely and 

confidently than in a physical environment. (Kapp & O’Driscoll, 2010 p.70-72;(Kapp, 2013). 

Heidig & Clarebout (2009) came to some interesting results in their research with the 

question:  Do pedagogical agents make a difference in student motivation and learning? As 

their research was not merely done in 3D learning environments, not all their findings can be 

transferred. However, it is interesting to note the discussion of the effectiveness of the 

pedagogical agent in relation to its design.  
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3.6.1 Pedagogical Agents in Action  

NPCs, or chatbots, provide a natural language interface to their users. Their design has 

become increasingly sophisticated and their use adopted in education, commerce, 

entertainment and the public sector. A good example is the design of the III Magnifico Bar at 

Virtual Prato in Second Life [34] created by Kaylee West at Monash University, Prato, Italy. 

The idea was to introduce international students to Prato, familiarise them with the town and 

the University before coming to Italy. The scenario looks familiar and realistic like you would 

expect at a typical Italian bar.  

At the entrance of the bar you find information about a Hud (Head-up-display) your 

avatar needs to wear in order to display your ‘wallet’ which can be used to 'purchase' various 

items around the island; some by directly clicking on the item, others by engaging in 

conversation with the NPCs in Italian at various locations of Virtual Prato. The HUD also 

provides a link with access to an online Italian dictionary. There is a range of objects as 

shown in Figure. 40 where you can click on to listen to vocabulary embedded within the 

relevant object and see the name of the object in Italian. The bots involved in the scene are 

a cash register attendant and two waiters, allocated to different tables in the café. One of the 

waiters greets incoming guests with Buongiorno. An old man is animated to enter the café, 

order a coffee and then leave again after a while.  

The learner will find notecards with tasks like Go to the waiter and order a cappuccino. 

Pay careful attention to what the waiter says. Once you have got your cappuccino, ask what 

kind of croissants they have.  You will need to use your virtual wallet on the Virtual Prato 

Hud to pay for your order. 

Another task would be to sit down at the high table and order a meal. The waiter will 

come across to take your order. After you have received the food and drink, you can hear 

the Italian pronunciation and learn what each item is in English.  

You then could take a selfie-photograph of you and the meal and share it with your 

classmates or friends. Outside the bar, you’ll find a scooter to take a ride through Virtual 

Prato, visit the cathedral and other places of interest. A map of Prato is also provided in the 

HUD. There are numerous artificial agents around in SL one of which is Bob. Some bots like 

Bob the Talking Monkey on Virtual Ability Island in SL are set up to entertain people and Bob 

is even programmed to speak a few other languages than English.> Here [35] you can see 

Bob in action. 

The main function of the chatty monkey is to involve people new to SL in small talk and 

practice communication with them to help them familiarise with the chat function. Bob has 

been placed prominently at the orientation path of Virtual Ability Island [36] greeting visitors 

and involving them in a chat, which helps to enhance the learning experience in an 

http://maps.secondlife.com/secondlife/Monash%20University/184/88/23
http://maps.secondlife.com/secondlife/Monash%20University/184/88/23
https://youtu.be/3rTerSvX2y0
http://wiki.secondlife.com/wiki/Virtual_Ability
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interactive and playful way. When interacting with Bob, the four learning domains cognitive, 

social, emotional and dextrous, as identified by Chase & Scopes (2012) can be applied.  

Emotionally, Bob demonstrates a supportive character (Falconer & Frutos-Perez, 2011) as 

he shows empathy and even gives advice. When Letty told him she had fallen into the water, 

Bob did not seem able to react to physical emotions like cuddles and was not programmed 

to give directions, one of the eleven archetypes identified by Kapp & O’Driscoll (2010).  

The more Letty engaged with Bob, the more meaningful the conversation became. Some of 

his reactions made her feel she was having a realistic conversation, even though Bob never 

pretended to be anything else than a bot. He used some skillful discourse strategies and 

could even speak German and a little Spanish. When developed further Bob could be used 

for practising specific language skills, providing the necessary facilities to enhance model 

interaction (Kerly et al., 2006). 

Learners can be asked to keep a diary of their individual experiences with bots to 

share with the class and discuss their experiences with other learners. You might want to 

create your own NPCs characters that can give out objects or hints when touched which can 

easily be scripted. Alternatively, you can have your students create their own chatbots who 

can be trained to respond to comments and questions. To turn your NPCs into chatbots with 

artificial intelligence, visit pandorabots.com [37] to get a free account (McQueen, 2018). 

 

Table 32 Pedagogical Agents in action  
 

Pedagogical Agents in action 

Learning with educational games/ 
Learning inspired by Games/Learning within 
Games- informal learning 

Discussion-based/ Collaborative /Task-
based / Describing /Reporting  

Linguistic/Language Skills Skills in a 
virtual 
environment 

Platform Level Time 

Language skills:  
Vocabulary, learning and applying 
new phrases.  
  
Depending on the task, scenario 
and students’ language level there 
can be simple question and answer 
activities up to sophisticated 
conversations or even discussions.  
 

Use a HUD 
Move around 
Voice Chat 
Text Chat 
Operate Notecards 
Driving a scooter 
Clicking on objects 
 
  

SL, OS 
(some of 
these skills 
are 
available in 
MC, but 
not all) 

A1/A2 
B1/B2 
C1/C2 
 
 

10 minutes 
 
30 minutes or 
more when 
tasked based  

Skills practised: Spoken interaction, 
Reading, Writing (taking notes, 
reporting)  

 
 
  

https://www.pandorabots.com/botmaster/en/home


66 
 

4. Reward Systems 
 
 “Rewards are the way the game tells the player “you have done well” (Schell, 2015 p. 220). 

There are several common types of rewards categorised by Schell (2015) such as praise, 

points, prolonged play, completion, expression, a gateway, resources and status. In other 

words, rewards are what the players receive for successfully completing a game or winning 

over other players. This can be the satisfaction of having solved a puzzle or finding the 

treasure in a treasure hunt  or other prizes which could be buttons, ribbons, medals or 

certificates. Another option is to let your students earn privileges, like permission to live in a 

house (McQueen, 2018).  Alternatively, you could create a money system and stores for 

students to buy things or any other bonuses the learners would enjoy (McQueen, 2018). 

Whitton (2014) identifies numerous different ways theorists have classified rewards in 

games, one of which is Hallford (2001) who describes four categories of rewards based on 

the design of role-playing games (Whitton, 2014; p.99). Schell (2008) uses these categories 

in his classification including the type of reward for each: 

 

Rewards of glory – Rewards that are associated with prestige and self-affirmation gained 

from completing the game i.e. finishing a level or beating a particularly tricky opponent or the 

game telling you that you have done well. This could also be offered through praise by the 

teacher or other characters playing or talking. This type of rewards can be overlapping with 

rewards of sustenance.  

 

Rewards of sustenance – Players can be given points that might be a pathway to other 

rewards. Players may be given the ability to prolong the game, or enter a new part of the 

game, or be given the opportunity to increase play time, extra life or virtual money that can 

be spent etc.   

 

Reward of access - The ability to access new areas within the game.  

 

Rewards of facility -The ability to do things that the player could not do before. This can be  

intra-game, such as learning a new spell, or extra-game, such as unlocking a new mini-

game (Whitton, 2014 p.100) 

 

Punishment can also be seen as part of the reward system as it can increase the enjoyment 

that players get from games. For example, when giving players the chance to risk terrible 

consequences, this can make success more valuable (Schell, 2015, p.223). Other ways of 

punishment could be through discouraging sound effects or a message “missed” or “you can 

do better”, or it could be shortened or even terminated play like “losing a life” or “Game 
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over”. Schell (2015, p.222) claims that punishment needs to be well balanced in a game and 

resumes that “everyone likes to be told they are doing a good job”. When designing games, 

it is important to consider the time when to give a reward and the amount of rewards to be 

given that is different for every game.   

5. Findings and Discussion 
 
Several years ago, it was still a vision of the future to attend an event that was completely 

performed by Artificial Intelligence bots. There is no doubt, as demonstrated in chapter 3.6.1 

that NPCs or bots can be used as pedagogical agents to interact effectively in learning 

activities with students, embodied as avatars, in an immersive 3D virtual learning 

environment. The growing application of pedagogical agents in all kind of areas and their 

influence on learning, the relationships between agents and learners and the agent’s role 

need to be researched further.  

The idea to provide language learners with a choice of holodeck scenarios, equipped 

with a variety of pedagogical agents is a great step into the future and would help language 

facilitators to provide extra learning scenarios outside the regular classroom and give 

learners the opportunity to experience genuine learning scenarios to practice their language. 

Such scenarios could also be used in addition to physical classes.  

By using ideas from face-to-face situations and transferring them to 3D immersive 

virtual language learning, we displayed an amazing array of games, mazes, treasure hunts, 

quiz games, role-playing games, board games and simulations. We also demonstrated with 

numerous examples, how such games could be applied to the 3D virtual language 

classroom. 

The models described in this paper show plentiful examples of good practice that 

indicate how important it is to get learners actively involved in the learning process. The 

major benefits of immersive learning in 3D virtual environments are that they focus on 

knowledge construction through interaction, they provide unique learning experiences, 

support collaborative learning and produce genuine tasks preparing for real-life situations 

(Saleeb & Dafoulas, 2013). According to Falconer & Frutos-Perez (2011) engaging in ‘lived 

experience’ as described in this paper would not be possible in the physical classroom. 

“Games can bring joy and delight to learning, but only if entered into in a spirit of play. We 

need to make learning playful, and playful learning acceptable for everyone” (Whitton, 2014, 

p.190). 
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APPENDIX I  TEMPLATE for LESSON PLAN  

Lesson Plan/Task Description 
 

Target Language 
 

Turkish/German/ Flemish/Dutch/French/Italian /English/other: 

Theme/Topic 
 

At a restaurant, at the bank, making friends, planning a holiday…  

Task Description/ 
Aims /Objectives  
 

What is expected from the learners? How is the task related to the 
learning goals of the syllabus/unit/lesson? How do the learners 
prepare for the task; how do they work on the task? Specifying 
learning goals for all interlocutors. Goals might be different for 
participating groups, e.g. related to language level. However, it is 
fundamental that relevant goals are set for all task participants.  

Language Level & 
Descriptors 
 

Language Levels to be determined according to CEFR Levels A1, 
A2, B1, B2, A2-B1 etc. by Specific Descriptors “can do statements”. 

Outcome/Product 
  

What should learners produce? A complaint letter to the 
management, produce a language piece, specifications of the final 
product. 

Classroom 
Procedure 

● Time 
needed 

How does the role-play task support the classroom or self-study 
activities related to the task? Does the teacher record the session? 
What are the teacher roles? What are the students ’activities? What 
additional materials, and support are needed? Provide a reasonable 
estimation of preparation, performance and evaluation time. Are 
preparation, performance and evaluation carried out during class 
hours or in self-study?  

Assessment 
Criteria 
 

Include the CEF descriptors for the assessment of the task 
result/performance. 
A rubric prepared according to expected outcome. 

Reflection 
 

How are learners stimulated to think about their learning, add results 
to their portfolio, self-evaluate if they met the initial aims and 
objectives. Describe procedures like a discussion with the class and 
additional materials needed such as a digital document for students 
to say something about the performance and tasks.  

Adaptations  <describe which elements of this planning were changed on the 
basis of piloting and practice experiences>  
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APPENDIX II  Template for a Storyboard 

Procedures Comments 

Who is available to act? 
 

List of names:  

Who is responsible for choice of 
venue / lights / ambience or sound 
effects/background music/stills etc. 

Roles: Who is doing what? 
List of names: 

 

Characters/costumes needed for 
example old man, child, dog, 
crocodile, girl, clown etc. 

List of characters and actor 
avatar names: 

 

What props are needed 
For example broom, chairs, a glass of 
champagne, chairs, a bunch of 
flowers etc. 

A list of props with the 
name of the person 
responsible for them: 

 

Scenes 
Scene 1 
Scene 2 

Choice of the place to film 
and a person responsible 
for finding them and getting 
permission for filming:  
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Table 1 Board Games 
 
 

Board games  

Learning with educational games / Entertaining 
/Informal learning within games/inspired by 
games 

Competitive/ Skill-based/ Describing 
/Guessing/ Question & answers/ 
Collaborative/ Interactive 

Linguistic/Language Skills Skills in a 
virtual 
environment 

Virtual 
environmen
t 

Level Time 

Future tense talk – making a 
future tense sentence 
Making predictions: What will 
you do in a year’s time? What 
will the weather be like 
tomorrow? 
Where will you be this time 
next year?  

Moving on the 
board 
 
Throwing a 
dice 

SL, OS, MC A2/B1 15-20 
minutes 

Skills practised: spoken 
interaction, listening and 
understanding, reading. 

Giving reasons or making 
excuses 
 

Moving on the 
board 
Throwing a 
dice 

SL, OS, MC B1/B2 20-30 
minutes 

Skills practised: spoken 
interaction, listening and 
understanding, reading 

Simple present – how often do 
you…? cut the grass/ ride a 
bike etc. /every day, often, 
sometimes, never. 
Question and answers 

Moving on the 
board 
Throwing a 
dice 

SL, OS, MC A1/A2 15-20 
minutes 

Skills practised: spoken 
interaction, listening and 
understanding, reading 

Storytelling by creating a story 
from words randomly given on 
a board, i.e. Thursday, Happy, 
When, Helicopter, Duck, Art 
Director, Run, Carefully. 
 

Clicking on the 
board for new 
words 

SL, OS; MC B1/B2/C
1 

30-45 
minutes 

Skills practised: spoken 
interaction, listening and 
understanding, reading 
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Table 2 Spinner Games 
 

  

Spinner Games 

Learning with entertainment/ Educational /Inspired by 
games 

Skill-based/Competitive/ 
Guessing/ Question & Answer/ 
Narrative 

Linguistic/Language 
Skills 

Skills in a 
virtual 
environment 

Platform Level Time 

Vocabulary practice 
reading/writing/speaking  

Clicking on the 
pointer 
Moving around 
 

SL, OS A1/A2 15 minutes 

Questions and answer 
game for practising 
grammar, i.e. if-clauses. 
What would you do if 
-  You were locked in an 
elevator? 
- You found 100 dollars. 
  

Clicking on the 
pointer 
Moving around 

SL, OS B1/B2 20 minutes 

Skills practised: reading, 
and understanding, 
listening, speaking  
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Table 3 Out of the Box 
 

Out of the Box 

Learning with entertainment/ educational /inspired 
by games/  

Competitive/Skill Based/ Narrative 

Linguistic/Language Skills Skills in a 
virtual 
environment 

Platform Level Time 

Vocabulary/ sentence 
practice  
Building simple sentences to 
review vocabulary.  
 

Moving around 
opening the 
cube adding it to 
the inventory 
 
Click on an item 
 

SL, OS, 
MC 
 

A1/A2 20 
minutes 

Skills practised: 
writing/speaking 
reading/listening 
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Table 4 Dominoes 
 

Dominoes 

Learning with entertainment/ educational/ Inspired 
by games/  

Competitive/Skill-based/  

Linguistic/Language Skills Skills in a 
virtual 
environment 

Platform Level Time 

Practising prepositions: 
 on top of, behind, left, right 
in front of, underneath  
Giving instructions:  
Could you please put the 
cube in front of the yellow 
bear. 
Practising colours:  
Yellow, blue, brown, white … 

Moving around 
Click on an item 
Move items 

SL, OS, 
MC 
 

A1/A2 10-15 
minutes 

Skills practised: speaking 
reading/listening 
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Table 5 Preposition Practice with Geometrical Forms 
 

Preposition Practice with Geometrical Forms 

Learning with educational games Skill-based/ Describing / Competitive  

Linguistic/Language Skills Skills in a 
virtual 
environment 

Platform Level Time 

Giving instructions, practising 
prepositions: next to, between, on 
top, left, right, in front of, behind, 
under 
Language: 
Put the pyramid to the right of the 
sphere, put the cylinder under the 
pyramid, put the pyramid under the 
cube etc.  

Moving objects, 
Moving around  

SL, OS 
 

A1/A2 
 

15 
minutes 

Skills practised: listening, 
understanding and speaking 
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Table 6 Minimal Pairs 
 

Minimal Pairs 

Learning with educational games/ 
entertainment 

Skill-based / Describing 

Linguistic/Language Skills Skills in a 
virtual 
environment 

Platform Level Time 

Identifying minimal pairs- 
Sound contrasts 
Categorising nouns, verbs, 
adverbs, adjectives 
 

clicking objects, 
moving around 

SL, OS B1/B2 15 minutes 

Skills practised: listening, 
speaking 
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Table 7 The Giving Advice Game 
 

  

The Giving Advice Game 

Learning with entertainment games/ Education Skill-based/ Problem-solving/ Interactive 

Linguistic/Language Skills Skills in a 
virtual 
environment 

Platform Level Time 

Giving advice: 

Language: You should/you 
shouldn't,  
You ought to/ you'd better,  
Why don't you/ what you can 
do is... 
 

clicking objects, 
moving around 

SL, OS B1/B2/C1 15- 20 
minutes 

Skills practised: reading, 

spoken interaction, listening 

and understanding  
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Table 8 Using Mazes for Vocabulary Practice 
 

Using Mazes for Vocabulary Practice 

Learning with educational games 
/Entertainment 

Skill-based / Giving and following 
directions/ 
Responding to Quiz questions to move 
on 

Linguistic/Language Skills Skills in a 
virtual 
environment 

Platform Level Time 

Vocabulary practice  
Giving instructions, following 
instructions 
Asking for and giving 
directions 
Language: turn right/ walk 
straight ahead/ go back/ 
move on etc.  
 

Move 
Click on objects.  
Write in text 
chat 
Follow/give 
instructions in 
voice chat 

SL, OS, 
MC 

A1/A2 
 
B1/B2 

10-15 
minutes 

Skills practised: reading, 
writing (in an elementary 
version), speaking with other 
people, listening and 
understanding (intermediate 
level.) 
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Table 9 Treasure Hunt/ Scavenger Hunt Games and Quests 
 

Treasure Hunt/ Scavenger Hunt Games and Quests 

Learning with educational games 
/Entertainment 
Learning through game creation 

Competitive/ Collaborative/ Discussion-
based/ Project- based  

Linguistic/Language 
Skills 

Skills in a virtual 
environment 

Platform Level Time 

Adding lines to a poem, 
song 
Identifying clues,  
Recycling vocabulary  
Making suggestions, 
negotiating, agreeing 
and disagreeing.  
Language:I think we 
need to… Are you sure? 
Why don’t we check… 
You are right. Let’s try 
this one. …. 

Move, 
Find hidden objects 
Click on objects to open 
them 
Write in text chat 
When working in pairs or 
teams activate group call 
(MC activate Discord 
group call) 

SL, OS, 
MC 

A1/A2 
 
B1/B2 

10-15 
minutes 
 
For the 
quest in MC 
more time 
will be 
needed! 
Depending 
on the level 
and 
complexity 
of the task it 
might take  
90 minutes 
 

Skills practised: reading, 
writing, spoken 
interaction, listening and 
understanding  
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Table 10 The Sixty Seconds Talk 
 

The Sixty Second Talk  

Learning with educational games 
/Entertainment 
/Studying games as cultural artefacts 

Collaborative/ Discussion-based/ Narrative 

Linguistic/Language Skills Skills in a 
virtual 
environment 

Platfor
m 

Level Time 

Practising storytelling 
Using discourse strategies like turn 
taking, agreeing, disagreeing, 
interrupting, referring to something 
that has been said etc. 
 Language: Sorry, I am not sure if 
you are correct here, 
Would you mind that .. 
Would you agree that … 
Sorry to interrupt, but …   Are you 
sure? Why do you think…  
How interesting! Unbelievable!  
My word!  

Click on objects  
 

SL, OS, 
MC 

 
B2/C1 

10-15 
minutes 

Skills practised: listening and 
understanding the spoken interaction  
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Table 11 The Comics Puzzler Game 
 

The Comics Puzzler Game 

Learning with entertainment games / 
Learning with games (informally) 

Collaborative/ Discussion-based/ 
Describing/ Narrative 

Linguistic/Language Skills Skills in a 
virtual 
environment 

Platform Level Time 

Negotiation, consensus 
finding 
Language: It looks like… 
Here we have… I think 
…Exactly… possibly… what 
do you think? I don’t know…. 
Perhaps…that’s the order I 
have got at the moment… if 
we requested a check this 
time… I am not sure!  .. yes I 
agree…. How about… 
 

Moving objects 
on a board, 
Moving  

SL, OS B1/B2/C1 20-30 
minutes 

Skills practised: listening and 
understanding, spoken 
interaction, reading 
instructions. 
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Table 12 Tangrams 
 

Tangrams 

Learning with entertainment/ educational/ 
Learning about games 

Skill based/  Discussion/ 
Competitive/Collaborative 

Linguistic/Language Skills Skills in a virtual 
environment 

Platform Level Time 

Giving instructions 
Put the green shape next to/ 
above/under/ left/right …. 
 

Moving objects, 
circulating objects, 
Moving the avatar  

SL, OS A2/B1 15  
minutes 

Skills practised: listening, 
understanding, speaking 
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Table 13 Building a Tree-House 
 

Building a Treehouse  

Learning with entertainment/ Educational Competitive/ Skill-
based/Collaborative/Interactive 

Linguistic/Language Skills Skills in a virtual 
environment 

Platform Level Time 

Giving instructions 
Language: Pull the house to 
the ground, turn it upside 
down. Move the wall on the 
left, a little further to the right 
…. …. 
 

Moving objects, 
circulating objects, 
Moving the avatar  
 
 
 
 
Create  
Building blocks 
using material from 
the Inventory  
 

SL, OS,  
 
 
 
 
 
 
MC  

B1/B2 
 
 A2 if clear 
vocabular
y 
structures 
are given 
and have 
been 
practised  

20 
minutes 

Skills practised: listening and 
understanding, spoken 
interaction 

  



86 
 

Table 14 Quizzes - the Quiz Chair 
 
 

Quizzes-  the Quiz Chair  

Learning inspired by game/Learning with 
entertainment / Learning with educational 
games  

Competitive/ Questions and Answers/ 
Collaboration (when working in teams)  

Linguistic/Language Skills Skills in a 
virtual 
environment 

Platform Level Time 

Vocabulary revision,  
grammar revision, where learners 
have to fill in missing words 
(adjectives, prepositions, correct 
tense or verb form) 
Testing knowledge of other subjects 
like math, Geography, cultural 
differences etc. 
i.e. Name the highest mountain in 
Germany, 
How do people greet each other 
formally in Dutch? Which explanation 
of the Pythagorean Theorem is 
correct? 
Depending on the level of questions 
and whether learners team or pair up, 
negotiating the correct answer will 
take extra time and require a higher 
level of language skills.  

 
Move and 
click on quiz 
chair 
Click the 
correct 
answer, 
when done, 
click on >next  
 
 

SL, OS, 
MC 
 

A1/A2 
 
B1/B2 
 
C1/C2 

10-15 
minutes 
 
 
15-20 
minutes 
 
 
 
 

Language skills practised: reading, 
understanding at the elementary level, 
spoken interaction, listening and 
understanding for intermediate level 
and advanced level 
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Table 15 Quiz Show – Guess Who? 
 

Quiz Show – Guess Who? 

Learning with entertainment games/ 
Learning within games, learning within 
games 

Question and answers/ Guessing activity/ 
Narrative 

Linguistic/Language Skills Skills in a 
virtual 
environment 

Platform Level Time 

Asking and answering 
questions. 
Language: Were you born in 
…  
Did your father sail around 
the world? Are you rich? Are 
you still alive? 
 

Moving,  
Providing and 
wearing props 
according to the 
outfit of the 
famous person 
Change outfit 
 

SL, OS, 
MC 

B1/B2/C1 15-20  
minutes 

Skills practised: listening and 
understanding, spoken 
interaction  
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Table 16 Taking a Class Photograph 
 

Taking a class photograph 

Learning from games/ Learning within 
games 

Skill- based/ Describing/ Interactive 

Linguistic/Language Skills Skills in a 
virtual 
environment 

Platform Level Time 

Giving directions/ practising 
prepositions. 
 Language:  move further, 
turn around, move back, 
walk behind, one step 
further, move next to 
 

Moving around, 
turning the 
avatar to the 
front view. 
Take a snapshot 

SL, OS 
MC 

A1/A2 
B1/B2 

15 
minutes 

Skills practised: listening, 
understanding and speaking 
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Table 17 Changing Outfits and Looks 
 

Changing Outfits and Looks 

Learning with educational games/ 
Learning inspired by games/ Learning 
within games 

Competitive/ Skill- based/ Discussion- 
based/ Collaborative/ Interactive 

Linguistic/Language Skills Skills in a 
virtual 
environment 

Platform Level Time 

Giving advice, asking for help, 
giving instructions 
Language: Where can I 
find…Why don’t you… Open 
your inventory…  
I think you are wearing two 
outfits… How do I save my 
outfit?... I lost my hair, can you 
help? 
 

Move, 
Select and open 
boxed outfits, 
Change outfits, 
Save outfits,  
Take a snapshot 

SL, OS A2 
B1/B2 

20 
minutes 

Skills practised: listening, 
understanding, spoken 
interaction 
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Table 18 Choose an Outfit for your Partner 
 
 

Choose an outfit for your partner 

Learning about games- studying games 
as cultural artefacts 

Discussion- based/ Collaborative/ 
Describing/ Interactive 

Linguistic/Language Skills Skills in a 
virtual 
environment 

Platform Level Time 

Negotiating, giving a reason, 
agreeing, disagreeing, making 
suggestions, making and 
receiving compliments 

Language: Oh, look at the green 
dress, isn’t it gorgeous? 
It would really suit you!   
Do you think so? 
Actually, I prefer something more 
casual, like a T-shirt and a pair of 
trousers.  
OK, how do you like the striped T-
shirt and the leggings? This 
would look nice on you.  
Are you sure? Etc.  

Skills practised: listening and 
understanding,  spoken 
interaction 

changing 
outfits, 
saving outfits 
taking 
snapshots 

SL, OS B1/B2/C
1 

45 
minutes 
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Table 19 State your opinion/ making a poll 
 

State your opinion/ making a poll 

Learning with educational games Discussion-based/ Skill-based/ Narrative 

Linguistic/Language Skills Skills in a virtual 
environment 

Platform Level Time 

At an elementary stage, the 
facilitator could read out 
simple statements according 
to learners’ language level so 
they can just move to the 
space, agree, disagree 
without having to articulate 
their opinion.  

Moving  OS, SL A1/A2 10 
minutes 

Stating opinion, agreeing, 
disagreeing, giving reasons 
for a statement made or 
found on a notecard. 
 

Moving, opening 
a notecard to 
read a statement, 
clicking on a 
sphere to listen to 
the statement 

SL, OS B1/B2/C
1 

15 
minutes 

Skills practised: reading, 
speaking, listening 
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Table 20 Warm-ups – Gap Fillers 
 

Warm-ups – Gap Fillers  

Learning with entertainment games Skill-based/  Fun/ Competitive  

Linguistic/Language Skills Skills in a 
virtual 
environment 

Platform Level Time 

Recycling vocabulary  
Asking and answering 
questions 
(Musical Chairs no language 
required!) 

Moving  
 

SL, OS, 
MC 
 

A1/A2 
 

10 
minutes 

Skills practised: listening, 
understanding and speaking 
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Table 21 Tour Guides 
 

Tour Guides 

Learning with entertainment games/ 
educational games/ studying games as 
cultural artefacts/ using games as 
stimulus 

Collaborative/ Skill-based/ Task-based/ 
Discussion-based/ Reporting/ 
Describing 

Linguistic/Language Skills Skills in a virtual 
environment 

Platform Level Time 

Reporting, 
 Giving instructions, Giving 
information, 
Describing a place 
Language: Follow me.. turn 
(left/right) at the building in 
front of me…  
You’ll find more information 
in… 

Moving,  
Teleporting 
Taking snapshots 
Create 
documentaries 
(journal MC) 
Notecards SL 
Audio reports  
Photo galleries (SL, 
Google, Padlet)  

SL, OS, 
MC 

B1/B2
/C1 

15-20 
minutes 

Skills practised: listeningng 
and understanding, spoken 
interaction  
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Table 22 Collaborative or Competitive Building 
 

Collaborative or Competitive Building 

Learning with entertainment games/ 
Llearning within games/ Learning within 
games/ Developing supportive and 
collaborative learning activities 

Competitive / Collaborative/ Skill- based/ 
Task-based/ Discussion- 
based/Interactive 

Linguistic/Language Skills Skills in a 
virtual 
environment 

Platform Level Time 

Agreeing, disagreeing, 
making suggestions, 
negotiating. 
Language: Were shall the 
lamp go? How can I move 
this item? Where can I get? 
Why don’t you.. ? Any 
suggestions?   

Moving,  
Building  
providing 
artefacts and 
placing them 

SL, OS, 
MC 

B1/B2/C1 Less or 30+ 
minutes 
 
depending 
on the 
complexity 
of the task. 

Skills practised: listening and 
understanding, spoken 
interaction  
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Table 23 Snow Dogs - Maths 
 

Snow Dogs - Math 

Learning with entertainment games/ 
Learning within games/ Learning within 
games/ Developing supportive and 
collaborative learning activities 

Competitive / Collaborative/ Skill- based/ 
Task-based/ Interactive 

Linguistic/Language Skills Skills in a 
virtual 
environment 

Platform Level Time 

Basic vocabulary 
Language: sit, stand, run, move 
the husky further down/ up  
Research and background 
information: Where do huskies 
live, what kind of training do they 
need? Etc  

Moving,  
interacting with 
objects 
opening and 
reading 
notecards,  
providing 
notecards, 
typing in chat 

SL  B1/B2/C1 Less or 30+ 
minutes 
 
depending 
on the 
complexity of 
the task. 

Skills practiced: reading and 
understanding, listening and 
speaking 
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Table 24 Coordinate System - Maths 
 

Coordinate System - Math 

Learning with entertainment games/ 
Learning within games/ Developing 
supportive and collaborative learning 
activities 

Competitive / Collaborative/ Skill- based/ 
Task-based/ Interactive 

Linguistic/Language Skills Skills in a 
virtual 
environment 

Platform Level Time 

Agreeing, disagreeing, 
mathematical vocabulary 
Language: Move, right, left, up, 
down, turn, axis    

Moving,  
Touching,  
providing 
artefacts and 
placing them 

SL  B1/B2/C1 Less or 30+ 
minutes 
 
depending on 
the 
complexity of 
the task. 

Skills practiced: reading and 
understanding, listening  and 
speaking 
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Table 25 Climate on our planet 
 
 

Climate on our Planet 

Learning with entertainment games/ 
Learning within games/ Developing 
supportive and collaborative learning 
activities 

Competitive / Collaborative/ Skill- based/ Task-
based/ Discussion- based/Interactive 

Linguistic/Language Skills Skills in a 
virtual 
environment 

Platform Level Time 

Basic Vocabulary about 
climate and plantation 
Language: adjectives and 
nouns 
Weather: rain, snow, dry, 
humid, cloudy. dusty, fog, 
temperature etc.   

Moving,  
providing 
artefacts and 
placing them, 
touching/ clicking 
boards 

SL  B1/B2/C1 Less or 30+ 
minutes 
 
depending on 
the 
complexity of 
the task. 

Skills practiced: reading, 
listening, understanding and 
speaking 
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Table 26 Scenario at the Airport 
 
 

Scenario at the Airport 

Learning with educational games/ 
Learning inspired by Games /Learning 
within Games- informal learning 

Skill- based/ Discussion-based/ Problem- 
solving/ Collaborative/Task- based / 
Describing 

Linguistic/Language Skills Skills in a 
virtual 
environment 

Platform Level Time 

Practice dialogues using 
appropriate vocabulary for 
the situation.  
Language: Where can I… 
How much… Can I see your 
ticket, please…  
Skills practised: listening, 
understanding and speaking. 

Move around  
provide objects 
(suitcase/ 
passport/ ticket).  
screen capture 

SL, OS, 
MC 

A2/B1 
 
 

45 minutes 
including 
preparation 
time. 

Improvise dialogues using 
appropriate vocabulary for 
checking in 
Skills practised: listening, 
understanding and speaking 

Move around  
provide objects 
(suitcase/passp
ort/ ticket). 
screen capture 

SL, OS, 
MC 

B2/C1/C2 30 minutes 

Problem-solving  
negotiating, making 
suggestions, questions and 
answers 
Skills practised: listening, 
understanding and speaking 

Move around  
provide objects 
(suitcase/ 
passport/ ticket). 
screen capture 

SL, OS, 
MC 

C1/C2 30 minutes 
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Table 27 Scenario at a Restaurant 
 

Scenario at a Restaurant 

Learning with educational games/ 
Learning inspired by Games/Learning within 
Games- informal learning/ Studying games 
as cultural artefacts 

Skill- based/ Discussion-based/ Problem- 
solving/ Collaborative/Task-based / 
Describing/  

Linguistic/Language Skills Skills in a virtual 
environment 

Platform Level Time 

Practice dialogues using 
appropriate vocabulary for 
the situation. 
Language:  Excuse me, can I 
order, please 
I’ll have a glass of red wine, 
please. 
I’d like a coffee, please.  
Would you like a desert?   
Can we have the bill, please 
 
Skills practised: listening, 
understanding and speaking. 

Move around, 
take a seat,  
move/provide 
objects 
 

SL, OS, 
MC 

A2/B1 
 
 

45 minutes 
including 
preparation 
time. 

Improvise dialogues using 
appropriate vocabulary for 
ordering a meal in a 
restaurant. 
Skills practised: listening, 
understanding and speaking 

Move around  
provide objects 
 

SL, OS, 
MC 

B2/C1/C2 30 minutes 

Making complaints. 
Language: Sorry, the soup is 
cold/ the meat is only 
medium done, I prefer it well 
done! 
Waiter, there is a fly in my 
soup! 
 
Skills practised: listening, 
understanding and speaking 

Move around  
provide objects 
 

SL, OS, 
MC 

C1/C2 30 minutes 
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Table 28 Checking in at a hotel 
 

Checking in at a hotel 

Learning with educational games/ 
Learning inspired by Games/Learning 
within Games- informal learning 

Skill-based/ Discussion-based/ Problem- 
solving/ Collaborative/Task- based / 
Describing/  

Linguistic/Language Skills Skills in a virtual 
environment 

Platform Level Time 

Practice dialogues using 
appropriate vocabulary for 
the situation.  
 
Skills practised: listening, 
understanding and 
speaking. 

Move around 
=walk, sit, click 
to open doors, 
walk upstairs 
and downstairs 

SL, OS, 
MC 

A2/B1 
 
 

45 minutes 
including 
preparation 
time. 

Improvise dialogues using 
appropriate vocabulary for 
checking in 
Skills practised: listening, 
understanding and spoken 
interaction 

Move around  
provide objects 
(suitcase/passp
ort/ fill in a 
form). 
screen capture 

SL, OS, 
MC 

B2/C1/C2 30 minutes 

Problem-solving  
negotiating, making 
suggestions, questions and 
answers 
Language:  
I'm sorry to bother you, 
but... 
Maybe you forgot to... 
I think you might have 
forgotten to... 
Excuse me if I'm out of line, 
but... 
There may have been a 
misunderstanding about... 
Don't get me wrong, but I 
think we should... 
“I’m sorry to say this but I 
am really quite 
upset/angry/disappointed 
… 
I’m sorry but I’d like to 
make a complaint about … 
How can we fix this? 
Do you have any thoughts 
on how we could proceed? 
Is there anything that can 
be done to improve the 
situation? 
Could you help me with …? 
 
Skills practised: listening, 
understanding and spoken 
interaction, reading, writing 

Move around  
provide objects 
Facial 
expressions (in 
SL) shock, 
anger etc. 
screen capture 

SL, OS, 
MC 

C1/C2 30 minutes 
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Table 29 Movie Studio – Role-Play Scenarios 
 

Movie Studio – Role-Play Scenarios 

Learning with educational games/ 
Learning inspired by Games/Learning within 
Games- informal learning 

Skill-based/ Discussion-based/ Problem- 
solving/ Collaborative/Task-based / 
Describing/  

Linguistic/Language Skills Skills in a 
virtual 
environment 

Platform Level Time 

Practice dialogues using 
appropriate vocabulary for 
the situation.  
Socializing chit chat 
Discussing pros and cons 
regarding the choice of cabin 
Form filling 
Following instructions 
Skills practised: listening, 
understanding and spoken 
interaction 
Reading and writing. 

Move around.  
sit, 
provide objects 
move objects  
drink coffee 
Screen capture 

SL, OS, 
MC 

A2/B1 
 
 

45 minutes 
including 
preparation 
time. 

Improvise dialogues using 
appropriate vocabulary for 
choosing a suitable cabin 
 
Skills practised: listening, 
understanding and spoken 
interaction, reading, writing 

Move around,  
sit, provide 
objects 
move objects,  
drink coffee 
 
screen capture 

SL, OS, 
MC 

B2/C1/C2 30 minutes 

Problem-solving  
Negotiating, making 
suggestions, agreeing. 
Disagreeing, questions and 
answers 
Language: Making 
Complaints 
I’m sorry, but I’d like to make 
a complaint about… 
I'm sorry to have to say this 
but... 
There appears to be a 
problem here … 
I'm sorry to bother you, but... 
Maybe you forgot to... 
I think you might have 
forgotten to... 
Excuse me if I'm out of line, 
but... 
There may have been a 
misunderstanding about... 
Don't get me wrong, but I 
think we should... 
“I’m sorry to say this, but I 
am really quite 
upset/angry/disappointed … 
 

Move around,  
sit, provide 
objects 
move objects,  
drink coffee 
 
screen capture 

SL, OS, 
MC 

C1/C2 30 minutes 
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Skills practised: listening, 
understanding and spoken 
interaction, reading, writing 
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Table 30 Simulations – accidents – safety at work 
 

Simulations – accidents – safety at work  

Learning with educational games/ 
Learning inspired by Games/Learning 
within Games- informal learning 

Skill- based/ Discussion-based/ Problem- 
solving/ Collaborative/Task- based / 
Describing/ Reporting  

Linguistic/Language 
Skills 

Skills in a 
virtual 
environment 

Platform Level Time 

Investigation – asking and 
answering questions, 
interview   
Language: When did the 
accident happen? Where 
were you when it 
happened?  
How many people were 
around? Were there any 
warning signs? Can you 
describe what happened? 
First..then … and after 
that? 
 

Move to a safe 
part in the virtual 
environment 
 
Props and 
costumes 
(police/fireman) 
 
Animations to 
hold somebody 
bent down  

SL, OS, 
MC 

B2/C1 
 
 

45 minutes 
including 
preparation 
time. 

Skills practised: listening, 
spoken interaction, reading 
(forms – health and safety 
regulations) writing (taking 
notes, report writing)   
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Table 31 Tornado/ Weather Experience 
 

Tornado/ Weather  Experience  

Learning with educational games/ 
Learning inspired by Games/Learning 
within Games- informal learning 

Discussion-based/ Collaborative/Task-
based / Describing/ Reporting  

Linguistic/Language 
Skills 

Skills in a 
virtual 
environment 

Platform Level Time 

Language skills: Sharing 
experience, describing what 
you saw 
I felt like …  
I was afraid I’d …  
I thought I’d never come 
down again…  
I was afraid that…  
I could not ….  
I wanted to…. 
 

Use a HUD 
Move around 
 
  

SL, OS, 
MC 

A2/B1 
 
 

30 minutes  

Skills practised: Spoken 
interaction, Writing (taking 
notes, reporting)  
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Table 32 Pedagogical Agents in action 
 

Pedagogical Agents in action 

Learning with educational games/ 
Learning inspired by Games/Learning within 
Games- informal learning 

Discussion-based/ Collaborative /Task-
based / Describing /Reporting  

Linguistic/Language Skills Skills in a 
virtual 
environment 

Platform Level Time 

Language skills:  
Vocabulary, learning and 
applying new phrases.  
  
Depending on the task, 
scenario and students’ 
language level there can be 
simple question and answer 
activities up to sophisticated 
conversations or even 
discussions.  
 

Use a HUD 
Move around 
Voice Chat 
Text Chat 
Operate 
Notecards 
Driving a 
scooter 
Clicking on 
objects 
 
  

SL, OS, 
MC 

A1/A2 
B1/B2 
C1/C2 
 
 

10 minutes 
 
30 minutes or 
more when 
tasked based  

Skills practised: Spoken 
interaction, Reading, Writing 
(taking notes, reporting)  

 
 
 


