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INTRODUCTION

Scholars researching the use of games in second language acquisition have long-
recognised the importance of the teacher in facilitating language learning through
games (Miller and Hegelheimer 2006; Peterson 2013; York et al. 2021). However, the
precise roles that the teacher plays in game-based language learning are currently
under-researched (deHaan, 2021; Thanyawatpokin and York, 2021; York et al. 2021).
This pending research program investigates the role of teachers in game-based
language instruction in Higher Education Institutions (HEIs) in mainland China and the
UK. The proposed presentation will focus on methodological and theoretical issues in
the early phases of this proposed project, which aims to understand why teachers use
or do not use digital games to teach language.

Attitudes, knowledge and experience of digital game-based learning are likely to be
culturally specific. China has a regulatory environment that has been very hostile to
digital games (Golub and Lingley 2008; Liboriussen, White and Wang 2016;
Szablewicz 2020), and a longer tradition that has seen play as anathema to education
(Martin and Song 2021). On the other hand, Chinese game companies have frequently
turned to educational games as a means of selling games and game consoles as ‘learning
machines’ (Liao 2016, 286). These factors are likely to create a unique context for the
development or deployment of educational games.

Several researchers in game-based learning have warned against the assumption that a
well-designed educational game can be deployed without any guidance from a teacher
(e.g. Anderson et al. 2008; Caftori 1994; de Haan 2021; Halverson 2005; Kirriemuir
and McFarlane 2006; Miller and Hegelheimer 2006; O’Neil, Wainess and Baker 2005;
Peterson 2013; Ray and Coulter 2010; Thanyawatpokin and York 2021; York 2019,
York et al. 2021). Teachers perform several important tasks in game-based learning
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environments, including selecting appropriate games and scaffolding learning through
pre- and post-play tasks that direct learner attention. Teachers who understand the full
potential of games as educational tools, are committed to using games to their fullest,
and are knowledgeable about different sorts of games are more likely to be effective in
this ‘pedagogical mediation’ (Reinhardt 2019) or ‘ludic language pedagogy’ (York et
al. 2021). There is some evidence from non-language learning contexts that teachers
with little experience of games or game-based learning tend to use games in a limited
way, as a means of making drill exercises more fun (Takeuchi and Vaala 2014) or ‘more
as a springboard to learning, than a means of learning in themselves’ (Beavis et al.
2014, 577). Apart from lack of knowledge of games and game-based learning, teachers
may also be sceptical about the effectiveness of games as teaching tools, and this may
undermine their ability to make the most of the games (Gaudelli and Taylor 2011).
Clearly, understanding the knowledge, attitudes and experience of teachers is an
important first step in deploying games in a classroom context.

This project uses the theory of reasoned action as its theoretical framework (Fishbein
and Ajzen, 2010). This theory proposes that people form an intention to behave in a
certain way based on their beliefs about that behavior. These beliefs relate to their
attitude, perceived norms, and perceived control. People will act upon their intention
to behave so long as these beliefs remain in place when the opportunity to behave is
presented. This model has been widely tested and found to be highly predictive of
human behavior in a range of contexts. It has been used not only to predict behavior
but also to design interventions that increase or decrease the likelihood of the target
behavior by changing relevant beliefs.

Based on the research gap identified above and the theoretical framework of reasoned
action, our research questions are as follows:

1/ What are the relevant beliefs that determine teachers’ decision to use or to
not use digital games to teach language?
la/ What differences in relevant beliefs exist between teachers of
different languages (Chinese versus English)?
1b/ What differences in relevant beliefs exist between teachers from
different cultures (China versus UK)?
1c/ What differences in relevant beliefs exist between teachers located
in institutions in different countries (China versus UK)?

To answer the above research questions, we will follow a standard methodology in
theory of reasoned action research for measuring beliefs and intended behavior. The
presentation will discuss theoretical and methodological issues in using this approach
to understand why teachers in China and the UK do or do not use digital games to teach
language.
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