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Abstract 

This study looked at the impact of Digital Game-Based Language Learning (DGBLL) and 

Life is Strange 2: Episode One, a commercial off-the-shelf (COTS) video game, on the 

listening comprehension of twelve Swedish Upper Secondary English as a Foreign Language 

(EFL) pupils. Two studies were conducted to answer the following research questions. Firstly, 

how does playing the PC adventure COTs video game Life is Strange 2-episode one affects 

the participants’ listening reception? Second, what are the participants’ opinions regarding the 

usage of COTS games for educational purposes? The Swedish National Test "Ten Journeys of 

a Lifetime" was used as a pre- and post-listening comprehension test in the first study. In the 

second study, eighteen participants answered an open-ended questionnaire regarding whether 

they enjoyed using a COTS game in class and, if so, what they didn't like about it. The post-

test findings revealed that participants received a higher grade and that the great majority of 

them enjoyed playing the video game. If there was one issue that participants had with 

playing COTS games in the classroom, it was that they wished for better equipment in order 

to play the game more successfully. These findings mirrored those of several other studies, 

which demonstrated that DGBLL and the usage of COTS games assisted participants increase 

their post-test scores. 
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1 Introduction 

Over the past few decades, the potential use of video games for educational purposes in 

different subject areas has been proven beneficial, especially in regards to language 

acquisition (Hung et al., 2018). This is attributed to immersive exposure and use of the target 

language (TL), lowered anxiety levels and the motivational factor which follows gaming 

(Hung et al., 2018). As more video games are released, popular games such as Fortnite, an 

online multiplayer video game genre that blends last-man-standing combat with survival, 

exploration, and scavenging components of a survival game, are becoming a more frequent 

way for individuals to spend their free time (Amenabar, 2022 & Fortnite, 2022). On account 

of video games becoming a more prevailing way in which also young people spend their 

leisure time, Digital Game-Based Language Learning (DGBLL) has increasingly received 

attention as an interesting field of study (Alyaz, & Genc, 2016). Technology and its effect on 

education has existed as a field of study since approximately 1950, namely Computer 

Assisted Language Learning (CALL) (Beatty, 2013). However, since CALL entails “...any 

process in which a learner uses a computer and, as a result, improves his or her language” 

(Beatty, 2013), DGBLL, a more focused topic of study around which the subsequent research 

will be centred, focuses on using digital games to aid language acquisition.  

In practice, there is a plethora of genres when it comes to video games, such as 

Massively Multiplayer Online Role-Playing Games (MMORPG), Simulation Games, 

Adventure Games and Role-Playing Games (RPG) to name a few. Within these genres there 

is an abundance of games, especially when Commercial Off-the Shelf (COTS) games such as 

World of Warcraft, Fortnite or The Sims are taken into account (Kronenberg, 2012). COTS 

games, which are games made purely for entertainment and not education, could provide 

students with the tools to be submerged in written and spoken English whilst including a 

motivational factor which could create a break from traditional learning environments (Ersöz, 

2000). Since the Swedish upper secondary school syllabus encourages teachers to seek ways 

to educate pupils via various media to better connect with authentic material which should aid 

pupils’ development of abilities such as reception, DGBLL could provide students with the 

opportunity to interact with authentic speech and writing in the target language (Skolverket, 

2011). Sweden's educational system is also built on democratic principles, and the Education 

Act mandates that schools teach empathy and the capacity to comprehend others (SKOLFS, 

2011:144). The goal of school education, according to the Education Act (2010: 800), is to 
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assist students in acquiring and developing knowledge and values. Ideas like the inviolability 

of human life, individual freedom and integrity, equal worth for all persons, gender equality, 

and human solidarity must be developed and disseminated via education. Because certain 

COTS games focus on themes like these, introducing COTS games into Swedish upper 

secondary schools might be beneficial in teaching these ideals.  

Likewise, teachers that understand and use technology as part of their instruction, 

according to Hubbard (2021), are in demand, especially in relation to the recent Covid19 

pandemic. Computers and related technology have become ubiquitous in our lives and the 

lives of our students outside of the classroom, but as language educators, we must understand 

their role in language acquisition (Hubbard, 2021). Without such a basis, according to 

Hubbard (2021), it is impossible to make informed judgments on how to use technology into 

language programmes to make certain aspects of student learning more enjoyable, efficient, or 

successful. With the COVID outbreak, many classroom language teachers were forced to 

teach online, and as a result, computer-based instruction has recently been more widely used. 

As a result, including DGBLL could be argued to be the next logical step when contemplating 

future schooling. 

Previous research within the field of DGBLL, which has focused on COTS games and 

language improvement in areas such as vocabulary, grammar and communicative fluency, has 

found that the results displayed an improvement on the above-mentioned abilities (e.g., Chen 

& Hsu, 2020; Baltra, 1990; Miller, 2006). Yet, even though studies have exhibited overall 

improvement in several areas within second language (L2) acquisition, few studies have 

focused specifically on the impact of COTS games on participants’ receptive skills. In relation 

to this, even fewer studies have examined DGBLL in a Swedish School setting. On account of 

this gap, the following study aims to research whether playing the game Life is Strange 2 

episode one with Swedish Upper Secondary pupils would have any impact on their listening 

comprehension.   

 

1.1 Aim 

The present mixed-methods study has two aims. First, whether using the COTS game Life is 

Strange 2-episode one in a Swedish upper secondary ESL class might influence the pupils’ 

listening comprehension skills. Second, it aims to identifying the twelve participants’ 

opinions about using DGBLL in their ESL classroom.  



 

3 

 

The following research questions will be addressed:  

1. How does playing the PC adventure COTs video game Life is Strange 2-episode one 

affect the participants’ listening reception?  

2. What are the participants’ opinions regarding the usage of COTS games for 

educational purposes?  

 

2 Historical Overview 

In the following sections, relevant information regarding terminology and historical context 

regarding the terms Listening Comprehension (2.1), Digital Game-Based Language Learning 

(DGBLL) (2.2) and Commercial Off-the Shelf (COTS) games (22.3) will be given.  

 

2.1 Listening Comprehension 

Hearing is the primary physiological mechanism that permits sound waves to be absorbed and 

processed, and it is the most grounded and vital to consciousness of all our senses since it 

occurs in real time, in the present (Rost, 2002). There are crucial distinctions to be observed 

between the phrases hearing and listening, which are commonly used interchangeably in 

everyday English. While sound triggers both hearing and listening, the distinction is mostly 

one of degree of purpose (Rost, 2002). As a result, it may be deduced that hearing occurs 

inadvertently, but listening necessitates purposeful engagement on the side of the listener.  

In the case of listening comprehension pedagogy, the emphasis of teaching in the 

1970s was bottom-up linguistic processing, or the development of learners' capacity to 

recognise words, sentence boundaries, contractions, individual sounds, and sound 

combinations. However, in the 1980s, listening pedagogy changed away from a focus on 

language aspects of understanding and toward the activation of learners' top-down knowledge 

(Hinkel, 2006). Hinkel (2006) states that two different approaches are highlighted within L2 

listening pedagogy. The first emphasises the necessity of integrating listening skills with other 

L2 abilities such as speaking, grammar, and vocabulary, while the second emphasises the 

learner’s use of metacognitive and cognitive strategies to bolster the learning process. 

According to Rost (2002), learners should be given specific objectives, norms, and 

expectations by the settings rather than by the listening process. Language acquisition is 

fundamentally an abstract psycholinguistic process that occurs in concrete social conditions. 
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Nonetheless, even if there are suggestions for how to teach listening, assessing reception 

remains a tough task, because listening is largely a cognitive process that is not easily visible 

by objective metrics (Rost, 2002).  

Within the Swedish National Agency for Education, the English listening 

comprehension curriculum plays an essential role, since it aims to improve "knowledge of 

spoken and written English, as well as the capacity to comprehend information." (Skolverket, 

2011). In Swedish schools, one of the core sections emphasises reception as one of the 

essential elements to be taught. It also states that pupils should have access to spoken 

language, which includes a variety of social and linguistic aspects, as well as writings that 

teach, narrate, summarise, explain, discuss, report and debate, including through film and 

other forms of media (Skolverket, 2011).  

In the topic of listening comprehension research, there are many different subjects 

associated to the concept of reception (e.g Rost, 2002). However, studies in other aspects of 

language learning, such as speaking and reading, have received far more attention than studies 

involving listening comprehension (Graham, 2003). This might be due to the difficulty of 

evaluating reception or the fact that the role of hearing comprehension in language learning 

has been underestimated, resulting in a lack of research and pedagogical attention 

(Vandergrift, 2002). Despite the fact that there are few pedagogical studies on listening 

comprehension, even less studies on DGBLL and listening comprehension exist. As a result, 

this research sheds light on an area that has received little attention. 

 

2.2 Digital Game-Based Language Learning 

Digital Game-Based Language Learning (DGBLL), which is a branching section of Game 

Based Learning (GBL), entails the usage of digital games to teach especially language (IGI 

Global. n.d.). It refers to the integration of games into a learning environment in which the 

game itself is digital and plays some sort of a central role in the education. The digital games 

may be so-called serious games, which are games constructed especially for educational 

purposes, or COTS games which are created solely for recreation (IGI Global. n.d.). The 

expeditious evolution of digital games has caused a huge increase in the interest of playing 

video games and thus the research within DGBLL is all relatively new and can be seen to 

increase from the year 2014 (Amenabar, 2022; Zou et al., 2019). Thus, found previous 

research within DGBLL stems earliest from 1990 according to Hung et al. (2018).  
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 In DGBLL literature, Xu et al. (2020) looked for qualities of English Language 

Learning, methodological elements, gaming characteristics, and linkages between these 

categories. Xu et al. (2020) investigated these challenges in order to have a better 

understanding of how DGBLL has been used in current educational technology settings and 

to emphasise the need of effective game design. The research combed through eight widely 

used databases, uncovering around 2000 documents and producing a full report. More than 

half of the studies examined did not specify the participants' English proficiency level, 

making it difficult to evaluate the efficacy of language learning results. However, they 

discovered that vocabulary is the most commonly used language skill, that most approaches 

were quantitative and used researcher-designed tests, that commercial games had the most 

features of a successful game, and that all good game elements, according to Xu et al. (2020), 

have a stated goal. 

Studies within the field of DGBLL have predominantly researched digital games affect 

on L2 and the majority have used mixed methods. Frequently, both quantitative and 

qualitative methods have been used and the types of data were mostly collected from 

perception questionnaires and learning tests (Hung et al. 2018). Most previous research have 

pointed toward usage of DGBLL in a positive light and have showcased several benefits 

which could come from using DGBLL (e.g., Baltra, 1990; Lai & Chen, 2021; Miller 2006). 

Albeit these favourable effects have been noted, there are few, if any, research regarding 

DGBLL in an EFL Swedish setting.  

 

2.3 The use of Commercial Off-the Shelf (COTS) Games 

Commercial of the Shelf (COTS) games are commercial video games that are aimed at 

providing amusement. Serious games, on the other hand, are games developed particularly for 

learning, with the educational objective of the game being explicit and likely part of the 

design goals from the beginning (IGI Global. n.d.). Acceptance is often replaced with 

suspicion when it comes to implementing COTS games in the classroom (Kronenberg, 2012). 

However, according to Baltra (1990), a hostile environment in the classroom can enhance a 

student's anxiety, which can impede his or her learning. A way to avoid the traditional 

classroom and the anxiety attached to it could, according to Ersöz (2000), be by using COTS 

games in the classroom. In addition, various advantages of utilising COTS in the language 

classroom have been discussed by for instance Baltra (1990). To begin with, COTS games are 
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not focused on language learning through manipulation of grammar or vocabulary, but rather 

on finishing the game's story. Second, players must reveal the game's contents and talents, 

introducing significant discovery learning. This process of needing to, for example, solve a 

problem before learning more about the game boosts motivation. Thirdly, COTS games 

provide opportunity for students to work together in groups. Finally, video games combine all 

four linguistic skills, reading, listening, writing and speaking. Due to these reasons, utilizing 

COTS games in the language classroom could prove beneficial. Hubbard (2021) states that 

listening is one of the most promising areas for integration because multimedia computing 

combines all of the advantages of traditional audio and video with a variety of meaning 

technologies like as text assistance, hyperlinked glossaries, and translations. Presentations 

within games are frequently followed by listening exercises that include comprehension 

questions; some also include entire or partial dictations. As a result, COTS games to teach 

reception, namely listening comprehension, could be a promising step forward. 

Despite the bulk of evidence pointing to the advantages of using COTS games in the ESL 

classroom, there are some disadvantages to consider. For starters, as indicated by Baltra 

(1990), the game's difficulty level may be too severe for some pupils, causing them to lose 

interest in playing the game. Second, the delivery pace of dialogue and subtitles in COTS 

games is rarely adjustable, which might lead to issues with game comprehension. Also, not all 

schools may be able to purchase video games that both inspire pupils and are acceptable for 

their ability levels. Even if the schools were permitted to acquire video games, there is no 

guarantee that they would have or be able to purchase the requisite consoles (PC for 

example). Furthermore, as Baltra (1990) and Chen and Yang (2013) point out, choosing a 

video game that is acceptable for all of the students' different levels of skill might prove to be 

difficult. Moreover, game measurement and recommendations for how students should play 

the game in order to meet the teacher's objectives may have a negative influence on the 

games' appeal (Ranalli, 2008). Finally, designing video games as specialised as necessary to 

include the desired locations may be tough. The game's source code, according to Ranalli 

(2008), might be changed to fulfil the teacher's requests. However, this might take a long time 

for the teacher, and certain game source codes are hard to alter. For these reasons, Chen and 

Yang (2013) suggest that it is critical to select a COTS game that is appropriate for the 

student's competency level, has clear pronunciation, and subtitles to facilitate language 

acquisition. These problematic factors may make selecting a COTS game for use in a 
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language classroom challenging, and even while there is a plethora of COTS games to pick 

from, it might prove difficult for a teacher to find one that meets these requirements. 

Kronenberg (2012) also states that several characteristics must be met in order to 

properly incorporate COTS games into formal language learning scenarios. The game itself 

must be engaging, with well-defined and spaced objectives. Learners of various game abilities 

must be able to play the game without a detailed comprehension of the game mechanics. 

Educators must choose appropriate content to create rich and meaningful media-rich 

narratives that give consumers a feeling of autonomy and choice. Only when COTS games 

are integrated into an educational and pedagogical setting can they reach their full potential, 

which needs scaffolding, appropriate and context-sensitive activities, and mindfully-selected 

games (Kronenberg, 2012). 

To conclude, COTS games may be utilised in ESL or EFL classes to assist students in 

improving their language skills in novel and intriguing ways (Ersöz, 2000). Even though there 

are certain drawbacks to using COTS games in the EFL classroom, such as the game's 

difficulty level, bringing them in might aid students with developing their language skills 

whilst also reducing their anxiety levels and raising their motivational levels.  

 

3 Previous research  

Previous research in the field of Digital Game-Based Language Learning (DGBLL) have 

exhibited a correlation between enactment with video games and improvement in areas such 

as grammar, vocabulary and communicative fluency (Chen & Hsu, 2020; Baltra, 1990; 

Miller, 2006). The following DGBLL research has primarily focused on COTS games. Alyaz 

and Genc (2016), on the other hand, focused on the influence of serious games would have on 

participants. As a result, this study will be reviewed first.  

Alyaz and Genc (2016) conducted a study to investigate educational digital games in 

foreign language teaching, to identify the determining reasons for application failures, and to 

investigate the contribution of a serious game to the development of pre-service teachers' 

professional language skills. The study's sample group included 60 second-year pre-service 

teachers from a Turkish public university's German language teaching department. Adventure 

German-A Mysterious Mission which is a serious role play game (RPG) was selected to be 

used in the study. According to the authors, in comparison to other entertaining COTS games 

this game was deemed to lacked adventure and excitement. To assess the game's contribution 
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to the development of the participants’ language abilities, pre- and post-tests were used as 

well as a game journal and semi-structured interviews to obtain information regarding the 

challenges that pre-service teachers had and their perspectives on the entire process. The 

study's findings indicated that there was a substantial difference in vocabulary size between 

the pre- and post-tests. The game Adventure German-A Mysterious Mission was found to have 

contributed to the participants' success. According to their diaries and in-class interviews, 

participants valued the game as a teacher and as a learner. But, because the texts and 

dialogues were longer, the majority of players reported that certain parts of the game were 

perceived as duller than others. Twelve of the participants cited technology obstacles as a 

source of difficulty, seventeen cited gaming challenges, and twenty-one cited language tasks 

as a source of difficulty. Additionally, according to the findings, the difference in test scores 

between female and male participants (fifty-three females and seven men) was not statistically 

significant. 

Another study, which instead used COTS games conducted by Chen and Yang (2013), 

sought to investigate if DBGLL would have any affect on EFL students’ learning of new 

vocabulary items as well as other language skills. In their procedure, the participants were 

divided into groups of two and required to play the COTS adventure puzzle video games 

BONE 1 and BONE 2 and it was mandatory for the participants to complete a vocabulary pre- 

and post-test. Individuals had 15 minutes to complete the pre-test. Then, individuals were 

asked to cease playing after 1.5 hours and complete a 15-minute post-test after accomplishing 

the temporary goal. The experiment took around 2 hours to complete. The results displayed 

that the participants achieved better scores on the target vocabulary on the post-test and also 

illustrated that they improved their general English ability, listening ability, reading ability, 

and vocabulary knowledge after the gaming sessions. After playing the adventure game, both 

groups acquired new phrases, but there was no statistically significant difference in post-

gaming vocabulary improvements, indicating that the note-taking group did not outperform 

the other. Following this, a survey of 35 college students was conducted to assess their views 

about the adventure game. In the second study, participants were given complete freedom to 

explore the game in their leisure time. After a brief explanation on how to play, the players 

were given sixteen weeks to finish the two episodes. Students said the game helped them 

improve their language skills and motivation, according to the research. Students also stated 

that the game's fascinating design made it enjoyable to play. 
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A more recent study by Lai and Chen (2021) sought to see how virtual reality (VR) 

and personal computer (PC) gaming affects language learners' vocabulary learning and 

emotional perception. The research included thirty Grade 12 high school students who were 

randomly allocated to either the VR or PC groups. The VR group used the Oculus Go to play 

Angels and Demigods, a sci-fi VR visual novel game, while the PC group played the same 

game but without the VR aspects with the main aim for both being to complete the visual 

novel game without consulting any dictionaries or other sources for word meanings. For both 

groups, the game session lasted fifty minutes. To compare their performance, a vocabulary 

translation and recognition pre-test, post-test, and delayed post-test were used, as well as a 

questionnaire to delve into their attitudes regarding their various treatments. In both the 

translation and identification tasks, the findings demonstrated that both the VR and PC groups 

were able to develop word knowledge. In the delayed post-test on vocabulary translation, the 

VR group had a substantially higher mean score than the PC group. According to the survey, 

both groups of students enjoyed playing the visual novel game and were eager to use it to 

learn language.  

Another study authored by Miller (2006) sought to see if gaming pared with 

supplemental material, supportive material and explicit vocabulary instruction prior to playing 

would enhance vocabulary acquisition. The study, which was five weeks long, required the 

participants to once a week for fifty minutes play the COTS simulation game The SIMs. The 

participants were eighteen intermediate adult ESL students who were divided into different 

control groups in which participants obtained mandatory supplemental materials in the first 

condition, voluntary access to supplemental materials in the second, and no supplemental 

materials in the third (Miller, 2006. p.311). Cultural comments about the game, vocabulary 

lists, and instructions on tasks for each gaming session made up the supplemental material. 

When participants used extra materials, as in the first condition, results revealed a statistically 

significant gain in vocabulary and the extra resources were useful in completing the task, 

according to student assessment. It also showed that prior to gaming, explicit vocabulary 

instruction had an impact on vocabulary acquisition.  

Additionality, a separate study which also was based on the game The SIMs reported 

comparable results about vocabulary enhancement following gaming sessions in a study about 

vocabulary learning and the utility of COTS games in the language classroom (Ranalli, 2008). 

The major goal of Ranalli's (2008) research was to see if simulation video games could be 

effectively integrated into the language classroom. Nine L2 students were divided into two 
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groups, one playing the game and the other using extra resources such as gameplay 

instructions and goals for each day's play, vocabulary items, online dictionaries, and cultural 

comments. The participants were also required to do a pre-test and post-test after the gaming 

session to assess their vocabulary understanding of the study's target vocabulary. The 

participants were also asked to rate their experiences with the game in terms of language 

acquisition after the gaming sessions throughout the course of the study's four weeks. They 

were also questioned about their opinions regarding enjoyment of playing the game. The 

findings showed that The SIMs was popular among the participants and many were open to 

the concept of incorporating it into the ESL classroom. The results also showed that COTS 

games may be included into ESL classrooms with theoretical direction. However, there are 

issues in this context that should be examined. For starters, The SIMs simulation computer 

game is unexpected since there are several paths to achieving the teacher's objectives. As a 

result, the target language that the pupils are supposed to learn may be overlooked since the 

player might choose a different path to attain the stated objectives. Bestowing the pupils 

further explicit instructions might fix the problem, but it might also reduce the game's appeal. 

Thus, teaching vocabulary with the SIMs may prove problematic unless the instructor could 

modify the game's source code to make it more appropriate for an ESL classroom, which 

might not be possible for all teachers and might prove time consuming.  

Horowitz (2019) proposed that there could be a link between MMORPG players' 

propensity to speak in the second language in the ESL course. These games provide L2 

learners with consistent genuine contexts in which they are encouraged to utilise English. 

Horowitz's (2019) study's major goal was to see if there was a link between MMORPG 

gamers and their desire to converse in the L2 in the ESL classroom. Many students in a 

formal language school have communication anxiety even before joining the classroom, 

especially when it comes to oral communication. Horowitz's (2019) study included seventy-

six Spanish-speaking college-level ESL students who volunteered to participate. Participants 

had to be over the age of eighteen and used to playing video games to be eligible. Participants 

were asked to fill out questionnaires about their level of anxiety in the language classroom, 

their willingness to communicate in the classroom if given the opportunity, and their 

experiences playing online multiplayer video games, as well as their English usage 

preferences while playing said games. The findings revealed a link between MMORPGs and 

communicative anxiety and readiness to communicate in the language classroom. By 

providing a low-anxiety informal atmosphere, playing MMORPGs reduced students' 
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communicative anxiety and enhanced their readiness to interact in English. Students' 

motivation to play MMORPGs was boosted by delivering compelling content, resulting in 

permanent and genuine environments for students to learn their second language. 

Dungeon Master, which is a Problem-solving game, need meticulous preparation, 

thought, and note-taking. This type of interactive video game might be used to push students 

to master communication skills in an ESL classroom. Baltra (1990), who evaluated Malone's 

(1981) research on what makes video games interesting and what traits motivate players to 

keep playing goes on to explain how the findings of these research might be analysed from an 

educational standpoint. Malone (1981) conducted a systematic study of around 100 people 

while they were playing video games to understand what would inspire them to keep playing 

and what made the game enjoyable. Several things were discovered to boost motivation. The 

most important features discovered were clear goals, frequent feedback, concealed 

knowledge, and unpredictability. These many aspects all provide various opportunities, 

which, according to Baltra (1990), are already present in the ESL classroom. As a result, 

video games might be simply integrated into an ESL classroom.  

Finally, Rama et al. (2012) investigated six L2 learning university students with varying 

degrees of competency in the MMOG World of Warcraft. The students were taught the 

fundamentals of the game and encouraged to play for roughly five hours each week for seven 

weeks. The students' video game conversations were videotaped for future study purposes, 

and they were also asked to write brief diary entries after each gaming session. Throughout 

these weeks, the students were quizzed on their interactions with other players, hurdles, and 

linguistic abilities while playing the game. After investigating these elements, Rama et al. 

(2012) discovered that MMOG WoW supports safe language learning environments, the 

ability to acquire and comprehend communicative contexts, and goal-directed teamwork 

among people with varying levels of English language competence. These findings show that 

MMOG games might be used in the ESL classroom to increase sociability among L2 and 

native speakers while also improving conversational skills in a safe language setting. 

However, a more systematic approach to using MMOG in the ESL classroom is essential for 

the most effective progression of language acquisition with MMOG. 

According to the reviewed sources, DGBLL appeared to aid language cognition in a 

variety of ways, including decreasing anxiety (Horowitz, 2019), giving authentic safe spaces 

to speak English (Rama et al. 2012), offering explicit vocabulary instruction (Miller, 2006), 

and enhancing language usage in certain settings (Rama et al. 2012).  Nevertheless, as 
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previously stated, few studies have been conducted on the influence of COTS games on 

pupils' listening comprehension, and, even fewer in the Swedish ESL classroom in relation to 

COTS games and listening reception.  

 

4 Method  

In this intervention study, both qualitative and quantitative data were collected using a mixed-

method experimental design (Vaus, 2001). The quantitative data was gathered via a pre- and 

post-intervention listening comprehension test. The qualitative data was gathered through an 

open-ended questionnaire in which the participants were questioned about their opinions 

regarding DGBLL and COTS games usage in their ESL class. The following sections will 

further explain the methodology used in this study. 

  

4.1 Participants 

The participants in this study were twelve pupils from an upper secondary school in western 

Sweden. The participants were members of the same EFL class, and were all aged sixteen. All 

of the pupils were performing arts majors. The pupils were scheduled for a total of three 

lessons of English each week, and each lesson was approximately one hour long (see 

Appendix A). All the pupils were required to actively consent to their participation in the 

study by signing a consent form. Before the study began, all of the pupils were also given 

information via a PowerPoint presentation regarding what the study would entail and what it 

would require from them as well as what it would mean for them (see Appendix B). Out of 

twenty-three pupils, nineteen gave their consent to be a part of the study. However, when 

processing the data gathered in the study, seven pupils were excluded from the study due to 

insufficient data and because of high absence from class. This resulted in the final twelve 

participants which this study is based on. Out of the twelve participants, a total of nine 

identified as male whilst three identified as female which can be seen in the following figure 1 

which depicts the gender of the participants, with blue denoting a girl and green denoting a 

boy. 
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Figure 1. 

Participants Gender Identity 

4.2 Material 

The material used in this study was the COTS game Life is Strange 2- episode one. 

Participants accessed the game through the website Steam, and the game was free to play. The 

game consists of five different episodes, but for the following study only episode one, which 

is approximately three to four hours long, was used since it was free to play and deemed time 

efficient. Sean and Daniel, two Hispanic American brothers, are the key characters of the 

game. After the younger brother learns his telekinetic abilities, the two siblings flee the police 

throughout the US West Coast. In the third-person view game, Sean, the player, must make 

crucial decisions as a surrogate parent for Daniel, which will lead to many branchings in the 

story. Throughout the game, the player must make options that lead to alternative stories at 

key points in the game, although the story's essential events remain the same regardless of the 

player's choice, despite the game's multiple endings. While the game has supernatural 

elements, the tale is primarily based on reality, and the developers used the chance to 

highlight current societal concerns such as racism, gun violence, and prejudice (Life is 

Strange 2, 2022). The game is a red-thread narrative, Adventure, Point and Click, Role 
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Playing Game (RPG) in which the player must collect and acquire clues dispersed around the 

environment using a computer mouse or other pointing device to control their character using 

a point-and-click interface. The player can converse with other characters in the games, and 

the player can also hear the main character's inner thoughts. Continuous subtitles accompany 

the game, illustrating both what the characters are saying and what they can accomplish. 

The game Life is Strange 2 was also chosen due to its perceived relatability to the 

students since as it raised currently topical issues, for example police brutality. This was 

deemed to be of importance since the Swedish school curriculum states that ESL classes 

should give pupils “the opportunity to develop knowledge of living conditions, social issues 

and cultural features in different contexts and parts of the world where English is used” 

(Skolverket, 2011). The educational system in Sweden is also based on democratic values. As 

a result, according to the Education Act (2010: 800), Swedish schools must develop empathy 

and the ability to comprehend others (SKOLFS, 2011:144). To overcome xenophobia and 

intolerance, knowledge, open dialogue, and active efforts must be employed. School 

education, according to the Education Act (2010: 800), is to assist students in learning and 

developing knowledge and values. The inviolability of human life, individual independence 

and integrity, equal worth for all human beings, gender equality, and human solidarity are 

principles that education must develop and convey. As a result, the game Life is Strange 2 

appeared timely because it raises issues related to these concerns. The game was also chosen 

in relation to its motivational factor and in relation to its many accolades it has been 

nominated for, one example being the UZETA award for best original screenplay 

(IMDb.com, Life is Strange 2, 2018). Other than the game itself, the students also received a 

walkthrough of the game which was written in the target language (see appendix C). This 

walkthrough was provided to them to make sure that they would be able to advance in the 

game even if they were not accustomed to playing video games.  

For the listening comprehension test an example of a National Test, which was found 

on the University of Gothenburg’s website called ‘Ten Journeys of a Lifetime’, was used on 

both the pre-test and the post-test (Göteborgs Universitet, n.d.). The test was a total of 

fourteen minutes and twenty-eight second and consisted of thirteen questions (see appendix 

D).        
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4.3 Procedure 

The study proceeded as follows: initially, the participants gave their consent to participate in 

the study and were informed about the study and what they would be expected to do. Second, 

data on the gender identification of the subjects was acquired. Third, the participants 

took the pre-listening comprehension test. Thereafter, the game sessions began, lasting a total 

of ten lessons. Following the completion of these ten lessons, the participants completed 

the post-listening comprehension test and a survey regarding their opinions about using 

DGBLL. Finally, the results of the listening comprehension exam were compiled and 

compared, as well as the responses to the questionnaire. Throughout the study, the 

participants were also required to answer a Google Form after each lesson to review how far 

they had proceeded in the game. 

 

4.3.1 Listening Comprehension 

Over the course of the month-long study, the participants were required to play the game Life 

is Strange 2 episode one during their English class. The pupils had three English lessons a 

week, and during two of these the students would play the game Life is Strange 2 individually 

on their school computers1. The students filled in a form/exit-ticket each lesson regarding 

their opinions about the game so far and how far they had gotten in the game. A pre-test post-

test design was used in this study where pupils took the same listening comprehension test 

before and after the treatment, playing Life is Strange 2 across a total of ten lessons. During 

the first lesson of the study, the pupils were given information in the form of a PowerPoint 

regarding what the study would be about, and what it would mean to consent to be a part of 

the study (see appendix B). The remainder of the first lesson revolved around aiding the 

pupils with downloading and installing the game, therefore, the first lesson did not involve 

any gaming. Furthermore, two lessons were spent on performing the pre- and post-test 

listening comprehension. Thus, the remaining seven lessons revolved around gaming.  

 The results gathered were then inserted into SPSS where the different participants 

were given an ID number ranging from one to twelve to ensure their confidentiality. 

Following that, SPSS was used to record information such as the players' gender, how many 

sessions they had attended, and how far they had progressed in the game. 

 

1 Pupils are provided with PCs by the municipality/school for the purpose of aiding education. Therefore, pupils 

do not pay for these computers.     
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4.3.2 Pupils’ Opinions about COTS Games in Education 

The pupils who consented to participate in the study were also asked about their opinions on 

video games in the classroom. As previously stated, this study only had twelve participants 

due to absenteeism. However, when the questionnaire for this component of the study was 

handed to the participants, more than twelve of those who had consented to participate were 

present, enabling for extra comments to be collected for this section of the study. Google 

Form gathered all of the pupils' emails, which were then divided such that only those who 

provided consent replies were used. 

 Several Google Forms surveys were gathered during the study to examine areas such 

as how far the participants had progressed in the game. The following questions were posed 

on one of these surveys: What are your thoughts about playing video games during class? 

And, is there something you do not like about playing games during class? If yes, what? For 

both questions, a total of eighteen responses were gathered, and the responses were 

subsequently categorised into groups to offer a clearer perspective of the responses (see 

appendix F and G). For the first question, two categories were identified based on the 

responses of the pupils. The following categories were: enjoyable and the need for better 

equipment. Due to the pupils' uniform expression of these two groups, they became the sole 

ones. Thereafter, the pupils’ answers were imported into SPSS where charts were constructed 

to aid in the presentation of the categorization and findings.  

 In response to the second question, a total of five distinct categories were identified, 

each based on the areas in which the pupils explicitly expressed. The following categories 

were as followed; need for better equipment, need to socialize, no issues, preference for other 

games and having too little time. Following the identification of these categories, they were 

imported into SPSS and charts were created. 

 

5 Results  

In the following sections, the results accumulated from this study will be presented in two 

subsections: Listening Comprehension Tests (5.1) and Pupils’ Opinions (5.2). In 5.1, the 

gathered material from SPSS and the gaming sessions will be reviewed, and the following 

aspects will be reported on: results of the pre-test and the post-test, followed by a comparison; 
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the number of sessions attended; and gender distribution. Secondly, 5.2, pupils’ opinions 

regarding gaming in a classroom environment will be presented.  

 

5.1 Listening Comprehension Tests 

The results will be presented in the next section in the following format: First, the Pre-Test 

results will be shown in 5.1.1, followed by the Post-Test findings in 5.1.2, and then, a 

comparison of the pre- and post-test results in 5.1.3. In 5.1.4, the number of game sessions 

attended by players will be shown. Finally, in 5.1.5, the gender identification of the 

participants and its impact on the results will be showcased.  

 

5.1.1 Pre- Test Results 

In Figure 2, the pre-test results are displayed in blue bars. On the listening comprehension 

test, the potential scores ranged from 0 to a maximum of 13. On the pre-test the vast majority 

of the participants, eleven out of twelve, scored higher than 6/13 on their results (see appendix 

E). Thus, the plurality of participants scored over 50% on the pre-test. Only one student out of 

twelve scored under 50%, with a result of 5/13. However, only five students received a higher 

score between 10-12/13.  

 

5.1.2 Post – Test Results 

The post-test results are shown in Figure 2's orange bars. When viewing the results from the 

post-test, all of the participants scored over 50%, with a total of ten participants scoring 

between 10-13/13. The gathered results from the listening comprehension tests showcased 

that out of twelve participants, eight of them had a higher score on the second test. 

 

5.1.3 Listening Comprehension Test Results Comparison  

Approximately 67% of the participants had a higher score on the post-test. Nevertheless, the 

degree of how much they had improved varied with the greatest improvement being 5 points 

and the biggest deterioration being -2 points. Figure 2 showcases a chart with the Interview 

ID of the participant and their results on the listening comprehension tests. On this chart, the 

different results are viewed side by side to better be able to see the difference between the 

listening comprehension pre-test (LC1R) and the listening comprehension post-test (LC2R).  



 

18 

 

 

Figure 2. 

Listening Comprehension Results 

 

5.1.4 Attended Sessions 

When reviewing how many gaming sessions the participants attended the number varied 

between a total of three to seven sessions (see Figure 3). Out of thirteen, four participants 

attended 7/7 sessions, five attended 5/7, two attended 6/7 and one attended 3/7 sessions. The 

participants 1, 6, 8 and 10 had the highest rate of attended sessions with a total of 7/7. 

However, only one of these participants, number 1, had an improvement of five points. 

Participants 6 and 8 both had an improvement on one point, whilst participant 10 had a lower 

result of minus one point. Participant 2 and 3 both attended 6/7 times and number two 

increased their result with one point whilst number two decreased their result with minus one. 

Participants 5, 7, 9, 11 and 12 were all present at 5/7 lessons. Pupil 5 had a minus two-point 

difference, pupil 7 minus one point, attendee 9 and 11 both had plus one point and number 12 

had an increase of four points. Lastly, participant number 4 attended 3/7 sessions and had an 

increase of five points. Thus, no correlation could be found between high attendance and 

highly increased results. Figure 3 displays how many gaming sessions the participants been 

attending. On the bottom, the interview ID can be seen, ranging from one to twelve. The 
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stacks show the number of sessions the participant has attended, which could range from zero 

to a total of seven.   

 

Figure 3. 

Gaming Sessions Attended by the Participants. 

 

5.1.5 Participants’ Gender Identity 

In regards to the participants’ gender identity, a total of nine out of twelve identified as girls 

(75%) whilst the remaining three identified as boys (25%). Amongst the participants who 

identified as boys, one of them (participant 12) had a high increase of four points, whilst the 

other two (participant 8 and 9) both had a total increase of one point. Hence, no evident 

pattern could be found in regards of participants gender and difference in results.     

  

5.2 Pupils Opinions about COTS Games in Education 

The outcomes of the two questions presented in the qualitative questionnaire will be described 

in two following subsections. The first one will delve deeper into the results found from 

question one, whilst the other section will focus on results found regarding question two.  
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5.2.1 What are your Thoughts About Playing Video Games During Class? 

The results gathered displayed that the majority of participants reported a good attitude on 

utilising games in the classroom in response to the first question, " what are your thoughts 

about playing video games during class?". A total of 83,33 percent said they perceived using 

COTS games as enjoyable, and several of those who deemed it as such also stated they 

thought gaming made studying more enjoyable. Five of the fifteen pupils who said gaming 

was pleasurable said it was because it allowed them to study in a new and more interesting 

way. One individual stated that playing COTS games during class made them more excited to 

attend class, whilst another stated that it was a fantastic method to improve concentration (see 

appendix F for all the participants answers). Other pupils stated that incorporating COTS 

games in their schooling proved calming for them. Some pupils also conveyed their 

enthusiasm for the gaming activities by saying they "loved" using COTS games during class 

which is shown in Figure 4. Figure 4 depicts the categories created in relation to question one, 

“What are your thoughts about playing video games during class?”. Two categories, 

enjoyable and need for better equipment, are presented and the number of participants in each 

category is shown inside the chart.  

 

Figure 4. 

Pie Chart Count of Themes for Question one.  
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 Despite the fact that all of the pupils expressed some sort of enjoyment in relation to 

COTS games in education, three of the participants mentioned a need for improved equipment 

to better be able to take part of the games. Such equipment as better headphones or need for a 

computer mouse. One pupil additionally stated that their computer was having technical 

issues which resulted with the video game continually closing. To summarise, the vast 

majority indicated enthusiasm for using DGBLL in their language classroom, and while some 

stated a desire for improved equipment, the overall sentiment remained favourable. 

 

5.2.2 Is There Something you do not Like About Playing Games During 

Class? If yes, What? 

In relation to the second question posted to the participants, “is there something you do not 

like about playing games during class? If yes, what?” five categories were found. The 

categories were need for better equipment, need to socialize, no issues, preference for other 

games and having too little time (view appendix G for all of the participants answers). Figure 

5 displays a pie chart which depicts the categories created in relation to question two, “Is 

there something you do not like about playing games during class? If yes, what?”. Five 

categories, need for better equipment, need to socialize, no issues, preference for other game 

genres and too little time were found. are presented, and the number of participants in each 

category is shown inside the chart. 
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Figure 5. 

Pie Chart Count of Question 2 Categories.  

 

A total of five pupils expressed that they could not find any issues regarding using 

DGBLL whilst the remainder of participants expressed certain areas which could create a 

better usage of video games in the classroom. Three participants said they required better 

equipment, such as a controller, and that their PCs weren't up to speed for playing the game. 

Three additional pupils responded that they had no difficulties with gaming in class but 

preferred different game genres. Two pupils also claimed that the allotted time for playing the 

game was insufficient, and that they would need extra time. Despite their opinions, the vast 

majority of the participants in the survey were able to finish the first episode of Life is Strange 

2. Finally, one participant stated that they would like to be able to include more socialising 

into their gaming experience because video gaming culture encourages silence. Nonetheless, 

the participants indicated that they appreciated DGBLL in general, even though some parts of 

how to utilise it in the classroom could be improved.  

 

6 Discussion 

The following study attempted to answer two separate research questions: How does Playing 

the PC Adventure COTS Video Game Life is Strange 2-Episode One affect the Participants’ 

Listening Reception? And, What are the Participants’ Opinions Regarding the Usage of 

COTS Games for Educational Purposes? The study employed the COTS game Life is 

Strange- episode one to examine these topics in a Swedish EFL upper secondary school. The 

following section is divided into four different subsections. The subsections are firstly, How 

does Playing the PC Adventure COTS Video Game Life is Strange 2-Episode One Affect the 

Participants’ Listening Reception? Secondly, What are the Participants’ Opinions Regarding 

the Usage of COTS Games for Educational Purposes? Thirdly, Limitations. And finally, 

Using COTS Games in the ESL or EFL Classroom. 
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6.1 How does Playing the PC Adventure COTS Video Game Life is 

Strange 2-Episode One Affect the Participants’ Listening 

Reception? 

In relation to the research question How does Playing the PC Adventure COTS Video Game 

Life is Strange 2-Episode One Affect the Participants’ Listening Reception?, results 

demonstrated that the majority of the pupils did indeed perform better on the post-listening 

comprehension exam. Correlating with previous studies’ results, such as Lai and Chen (2021) 

and Chen and Yang (2013), which have shown that there has been a transition in the direction 

of improved outcomes when using DGBLL. The findings of this study also revealed that there 

was no clear link between greater outcomes and a certain gender identification, as 

also demonstrated by Alyaz and Genc's (2016) research. The vast majority of people in this 

study identified as female, similar to Alyaz and Genc's (2016) findings, yet there was no 

statistically significant difference in outcomes depending on gender identification. However, 

it is debatable if the findings in this area are reliable since the research may not have been 

able to precisely measure what it was supposed to be testing. Instead, if the individuals were 

more evenly distributed between those who identified as female and male, the results 

might have been more trustworthy, and the same may be said of Alyaz and Genc's (2016) 

findings on gender identity and variations in outcomes. 

Interestingly, this study looked into an area that others had not: how the quantity of 

gaming sessions affected the outcomes. Nonetheless, there was no apparent link between the 

number of sessions and better outcomes. But the above-mentioned sources have not included 

this region, which might be because the players were expected to be present throughout their 

gaming sessions to a higher extent. Because this study was conducted over a short period of 

time and with a small group, it would be interesting to see if the number of sessions 

influenced the outcomes with a larger group over a longer period of time. The number of 

sessions each pupil attended was examined in this study to see if those who attended more 

sessions obtained a better post-test score. But, as previously noted, the data showed that the 

number of sessions had no discernible effect on the outcomes. This might be related to the 

fact that participants progressed through the game at varied rates, meaning that some players 

were able to move further in the game in fewer sessions than others who required more. Thus, 

numbers of sessions might not rightfully be able to predict whether or not a pupil might 

receive a higher score or not. Hence, it might be of interest to investigate why pupils 
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advanced at various rates. This might have been determined by whether or not the participants 

were video game players; if they were, they may have been more familiar with the game's 

layout and thus progressed more quickly. As a consequence, when planning future research, 

assessing sessions as well as how far participants advanced in the game in contrast to their 

past gaming experience would be a more interesting method to examine how each session 

affected the final results. 

Several prior research, including Rama et al. (2012) and Ranalli (2008), have concluded 

that a more systematic approach is required to better integrate COTS games into the 

classroom. However, no such findings could be obtained in this study when the COTS game 

Life is Strange 2 - episode one was used in the classroom. This might be because the game in 

use was more structured around a red-thread plot, requiring less explanation of how the 

students should play in order to accomplish the teachers' objectives.  

Nonetheless, the findings of this study were comparable to those of other studies in that 

the great majority were linked to improved performance after gaming sessions (e.g., Chen & 

Hsu, 2020; Baltra, 1990; Miller, 2006).   

 

6.2 What are the Participants’ Opinions Regarding the Usage of 

COTS Games for Educational Purposes?  

Participants appeared to enjoy playing video games, according to the research evaluated, 

which looked to be a regular occurrence (Chen & Yang, 2013; Lai & Chen, 2021; Ranalli, 

2008; Horowitz., 2019). Correspondingly with Ranalli’s (2008), Chen and Yang’s (2013) and 

Lai and Chen’s (2021) results, when asked what they thought of DGBLL, the great majority 

of participants in this study said that they appreciated utilising it in the EFL classroom. Many 

participants, however, voiced a need for improved equipment, echoing Baltra's (1990) 

comment on the importance of being able to provide pupils with adequate equipment that can 

handle the video games. One participant also enquired as to why their game was continually 

malfunctioning, which is something that also Alyaz and Gencs' (2016) participants mentioned 

as a concern. Twelve of Alyaz and Gencs' (2016) participants stated that the technological 

issues which could come up when gaming was deemed as problematic.  

 According to one of the categories revealed in responses to this survey question, other 

game genres than the one used in this study would be preferred by some of the pupils. As 

stated by the participants in Alyaz and Gencs' (2016) study, as the game's texts and 
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conversations became lengthier, the majority of players thought that certain aspects of the 

game were duller than others. Because the participants in Alyaz and Gencs' (2016) study 

played a serious game, one designed solely for educational reasons, it is possible that certain 

components of the game might be seen as duller because it was not designed for amusement. 

This might be connected to the fact that the participants in this research found the game to be 

dull because it was not in their favourite gaming genre. Contrary, it's worth noting that the 

participants in Alyaz and Gencs' (2016) study were second-year pre-service teachers, so they 

could be more likely than upper secondary pupils to appreciate an educationally focused 

game.   

 

6.3 Limitations 

Despite the fact that this study yielded positive results, there are a few limitations to consider. 

To begin with, even though other researchers have used the pre-test post-test approach before, 

such as Ranalli (2008) and Lai and Chen (2021), there are several areas that may be 

considered problematic. First, since the identical listening comprehension exam was utilised 

twice, the reliability of the pupils' replies is in issue. When pupils take the test for the first 

time, they do it in the manner in which they are required. However, the pupils have previously 

been exposed to the exam on the post-test, which might cause a problem in relation to 

reliability (Vaus, 2001). According to Vaus (2001), testing participants multiple times might 

taint findings because participants may recall past responses and answer questions in a 

consistent manner. Similarly, being familiar with an exam might help you do better. 

Nonetheless, the same listening comprehension test needed to be utilised twice to ensure 

being able to compare results.  

Another issue that might be considered problematic is the absence of a control group. 

Considering previous research, both Ranalli (2008) and Miller (2006) facilitated the use of 

control groups to confirm the accuracy of their findings. Henceforth, using a control group to 

confirm that the students genuinely acquired their new better outcome from playing the game 

Life is Strange 2- episode one might be advantageous. According to Vaus (2001), it is deemed 

of great importance to facilitate a control group since experimental design tackles validity 

difficulties in educational research by utilising control groups that are similarly exposed to 

uncontrolled external events, with the experimental intervention remaining the sole difference 

between the groups. Thus, it would prove easier to see if the group that played the game 
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received greater scores than the control group if a control group did not play the game. 

However, due to a limited number of pupils, this was not possible. A control group would 

have been formed if another class had been able to participate. But, given the small classes, 

this was not considered feasible.  

Moreover, as previously stated, the outcomes of this study indicated improved post-test 

results, implying that the participants' listening comprehension had improved. However, the 

cause for this occurrence is debatable in the case of this study since expecting the gaming 

sessions to be the only basis for their improved outcomes, would be misleading. Since the 

pupils were only exposed to the game twice a week, they may have experienced other aspects 

than the game that may have benefited their listening comprehension. Yet, prior research, 

such as Miller (2006), have also been conducted within a short period of time and have shown 

improved outcomes. As a result, even if the current study was conducted over a short period 

of time, the results should still be considered. It is crucial to note, however, that Miller (2006) 

employed control groups to examine the difference between using additional material and not 

using it, whereas this study did not use any form of control groups. As a consequence of the 

use of control groups, Miller (2006)'s findings may be considered more trustworthy. Even 

though precautions were taken to guarantee that other EFL classes attended by the 

participants outside of the research did not include any components of listening 

comprehension, the pupils' leisure could not be accounted for. As a result, the participants 

may have improved their listening comprehension outside of the gamified classroom. 

Unfortunately, the areas that specifically improved the pupils' outcomes cannot be seen in the 

data since retracing every aspect of the children' leisure would be time intensive and perhaps 

unrelated to the study.  

Another factor to explore in future study is whether or not to include people with 

various educational majors. It's possible that the results of this study were influenced by the 

fact that all of the participants studied performing arts. As a result, it would be interesting to 

observe if the findings of a different set of pupils majoring in anything else would be provide 

other results. Also, because the majority of the participants identified as female, it would be 

interesting to see if a more evenly distributed class would have different results. However, 

previous research performed by Alyaz and Genc (2016) have highlighted that they found no 

evident correlation between gender and results. However, because the participants were 

primarily female (53 women and 7 males), it would be beneficial to have a more evenly 

divided group to get more realistic findings. This may also be claimed for this study, as there 
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were more female participants than male individuals. Nonetheless, the findings of this study 

and Alyaz and Genc (2016) agree that gender had no discernible impact on the outcomes.  

Yet another area to consider is the time period during which this study took place. This 

study, which lasted four weeks, may be deemed short. Nevertheless, previous studies, such as 

Chen and Yang (2013), which only lasted two hours, were able to acquire data that 

demonstrated that DGBLL and the usage of COTS had positive effects. As a result, the results 

of this research should be regarded seriously. 

An equally important aspect to consider is the participants' modest size. The number of 

competitors was decreased to twelve due to absenteeism. A larger sample of participants 

would be required for increased reliability, therefore having a group of more than twelve 

persons would be advantageous in future study.  

 

6.4 Pedagogical Implications of Using COTS Games in the ESL or 

EFL Classroom  

As previously stated, due to factors such as the game's difficulty level, the delivery pace of 

dialogue and subtitles in COTS games, and the fact that not all schools can afford video 

games that both inspire pupils and are appropriate for their ability levels, incorporating COTS 

games into the language classroom may be difficult (Baltra, 1990). So, because pupils have 

varying degrees of competence, selecting a game that caters to the entire class might be 

difficult. Several aspects that games offer that promote motivation, such as clear goals, 

regular feedback, concealed information, and unpredictability, are already present in the ESL 

classroom, according to Baltra (1990). And, as a result, incorporating COTS games into the 

language classroom should not be difficult (Baltra, 1990).  

In this study, a point-and-click adventure game called Life is Strange 2-episode one 

was employed. The narrative in this game was linear, which allowed the instructor to readily 

predict what would happen in the game. Even while the subtitles of certain games cannot be 

changed to help all pupils learn, which according to Chen and Yang (2013) is crucial, utilising 

a streamlined game may help teachers include DGBLL in their classroom. As previously 

noted by Ranalli (2008), utilising the game The SIMs generated some complications since the 

game provided the players too much freedom to explore the virtual world, causing them to 

overlook the target language. Horowitz (2019) further claims that using MMORPGs in the 

classroom creates a low-anxiety environment in which pupils may practise their second 
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language in a motivating manner. However, because MMORPGs like World of Warcraft 

provide a large space for people to interact with, it may be difficult for a teacher to verify that 

the pupils obtain what the instructor desires (Rama et al. 2012; Horowitz, 2019). As stated by 

Ranalli (2008), teacher could choose to give pupils clearer direction of what they are 

supposed to achieve each gaming session, but unfortunately this might result in decreased 

motivation from the pupils. Conversely, teachers would be able to arrange their instruction 

more quickly if games like Life is Strange 2 were used instead in the language classroom 

since the game has a streamlined plot. So, even if the players are given some options, none of 

them affect the game in such a way that the player is fully diverted from the desired target 

language. Players must also explore the virtual environment by clicking and pointing in the 

game, and they must continually acquire information about regions, so pupils may re-click 

them to confirm that they have heard the description and language correctly. This type of red 

thread narrative might make it easier for teachers to organise their lessons from the game 

because there will be no unexpected and unplanned events as in The SIMs (Ranalli, 2008) or 

in World of Warcraft (Rama et al. 2012). Games like The Wolf Among Us, Deponia, and The 

Book of Unwritten Tales are examples of games with a more red-thread storyline. These 

games may also be more in line with the Swedish Education Act (2010: 800), as red-thread 

narratives usually revolve around some sort of storyline, which may correspond to topics that 

Swedish schools should address. These games, as opposed to popular battle royale games like 

Fortnite, may better align with democratic values that should be taught in Swedish schools, 

making them easier to apply in the classroom (Fortnite, 2022). 

 

7 Conclusion 

This study sought to answer the two following questions: How does Playing the PC 

Adventure COTS Video Game Life is Strange 2-Episode One Affect the Participants’ 

Listening Reception? And, What are the Participants’ Opinions Regarding the Usage of 

COTS Games for Educational Purposes? Twelve and eighteen students from a Swedish Upper 

Secondary School took part in this four-week research to obtain answers to these issues. The 

participants were expected to play the COTS game Life is Strange 2- episode one twice a 

week during their EFL classes. A pre- and post- listening comprehension test, which was a 

previous national exam examination in Sweden, were used to determine if the participants’ 

results would alter after gaming sessions. The findings revealed that participants did indeed 
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perform better on the post-listening comprehension test, but there was no correlation 

found with the number of sessions completed. As a consequence, this study emphasises the 

need of determining whether the improved results were indeed due to gaming or due to 

something else. However, the findings of this study are consistent with those of previous 

studies such as Chen and Yang, (2013), Lai and Chen, (2021), Ranalli, 2008, and Horowitz, 

(2019) in that they all present results that mirror the findings of this study, namely, that post-

gaming participants performed better when tested.  

This study also examined the opinions of eighteen pupils from the same class 

regarding the usage of COTS games in the EFL classroom. Participants were asked two 

questions in relation to this. Firstly, What are your thoughts about playing video games during 

class? Secondly, Is there something you do not like about playing games during class? If yes, 

what? The majority of the eighteen participants who responded to the survey expressed 

that the COTS game Life is Strange 2- episode one to be engaging and stated a specific 

incentive aspect that was present while playing the game. This outcome was also consistent 

with past studies, which revealed that participants valued and expressed enjoyment when 

utilising COTS games in an educational setting (Chen & Yang, 2013; Lai & Chen, 2021; 

Ranalli, 2008; Horowitz., 2019). Further, the answers found that if there was something that 

the participants did dislike about using games in the EFL classroom, it was that they would 

prefer better equipment to better be able to play the game or that other gaming genres than the 

one used in this study would be preferred to be used.  

The discussion of this study raises a significant issue concerning some of the study's 

flaws, which should be addressed when future research is planned. A lack of a control group, 

a study conducted over a short period of time, a small number of participants, and whether or 

not to include people with different educational majors are all things to consider. Aside from 

that, the study suggests that if COTS games should be used in the EFL or ESL classroom, 

using red-thread narrative games such as The Wolf Among Us could aid teachers implement 

COTS games in the classroom because these games are based on a linear story, which, unlike 

The SIMs (Ranalli, 2008) or World of Warcraft (Rama et al. 2012), makes it easier to know 

what to expect next in the game and thus be able to better plan lessons around video games. 

Moreover, according to this study, using COTS games in the Swedish classroom would be 

beneficial because COTS games, as opposed to serious games, bring up certain topics that are 

required to be taught under the Swedish Education Act (SKOLFS, 2011:144), such as the 
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inviolability of human life, individual freedom and integrity, equal worth for all people, and 

gender equality.  

To summarise, the findings of this study were positive, and it is possible to argue that 

video games may be used in the EFL classroom to aid students’ learning of listening 

comprehension. Even though there are certain drawbacks to using video games in the EFL 

classroom, such as the game's difficulty level, including them in might help students improve 

their listening comprehension while also providing a different and enjoyable approach to 

teaching the TL. Yet, further research on how to employ video games in the EFL classroom is 

needed before a firm judgement can be formed on their usefulness in the EFL classroom in 

terms of improving pupils' listening reception. Furthermore, additional research into the use of 

DGBLL and COTS games in Swedish EFL classrooms is essential. 



 

31 

 

References 

Alyaz, Y. & Genc, Z. S. (2016). Digital Game-Based Language Learning in Foreign 

Language Teacher Education. Turkish Online Journal of Distance Education, 17 (4), 

0-0. 10.17718/tojde.44375 

Amenabar, T. (2022, March 18). Video games keep getting longer. It’s all about time and 

money. The hardest challenge in modern games may be finding time to finish them. 

The Washington Post. Retrieved from: https://www.washingtonpost.com/video-

games/2022/03/18/game-length-open-world/ 

Baltra, A. (1990). Language through Computer Adventure Games. Simulation & Gaming, 

21(4), 445 – 452. doi.org/10.1177/104687819002100408 

Beatty, K., 2013. Teaching and Researching: Computer Assisted Language Learning. 

Routledge London. DOI: https://doi-org.ezproxy.ub.gu.se/10.4324/9781315833774 

Chen, H.-J. H., & Yang, T.-Y. C. (2013). The impact of Adventure Video Games on Foreign 

Language Learning and the perceptions of learners. Interactive Learning 

Environments, 21(2), 129–141. https://doi.org/10.1080/10494820.2012.705851  

competence. Retrieved from  

Ersöz, A. (2000). Ersoz - Six Games for the EFL/ESL Classroom (TESL/TEFL). The Internet 

TESL Journal, 6(6). Retrieved October 21, 2021, Retrieved from: 

http://iteslj.org/Lessons/Ersoz-Games.html 

Fortnite. (2022, May 5). In Wikipedia. https://en.wikipedia.org/wiki/Fortnite  

Gothenburg University. (n.d). Exempel på uppgiftstyper för Engelska 5. Retrieved on April 

15, 2022, from https://www.gu.se/nationella-prov-frammande-sprak/prov-och-

bedomningsstod-i-engelska/engelska-5-gymnasiet/exempel-pa-uppgiftstyper-for-

engelska -5 

Graham, S. (2003). Learner strategies and advanced level listening comprehension. Language  

Hinkel, E. (2006). Current Perspectives on Teaching the Four Skills. TESOL QUARTERLY, 

40(1), 109-131, Retrieved from: 

https://drive.google.com/file/d/1BIeSLFKv5IGR4ykgqFaSR2eo7BrTKgS1/view 

Horowitz, K., S. (2019). Video Games and English as a Second Language: The Effect of 

Massive Multiplayer Online Video Games on the Willingness to Communicate and 

Communicative Anxiety of College Students in Puerto Rico. American Journal of 

https://www.washingtonpost.com/video-games/2022/03/18/game-length-open-world/
https://www.washingtonpost.com/video-games/2022/03/18/game-length-open-world/
https://doi-org.ezproxy.ub.gu.se/10.4324/9781315833774
https://en.wikipedia.org/wiki/Fortnite
https://www.gu.se/nationella-prov-frammande-sprak/prov-och-bedomningsstod-i-engelska/engelska-5-gymnasiet/exempel-pa-uppgiftstyper-for-engelska%20-5
https://www.gu.se/nationella-prov-frammande-sprak/prov-och-bedomningsstod-i-engelska/engelska-5-gymnasiet/exempel-pa-uppgiftstyper-for-engelska%20-5
https://www.gu.se/nationella-prov-frammande-sprak/prov-och-bedomningsstod-i-engelska/engelska-5-gymnasiet/exempel-pa-uppgiftstyper-for-engelska%20-5


 

32 

 

Play, 3(11), 379 – 410, Retrieved from: 

https://www.journalofplay.org/sites/www.journalofplay.org/files/pdf-articles/11-3-

Article%204.pdf 

http://www.llas.ac.uk/resources/goodpractice.aspx?resourceid=67 

Hubbard, P. (2021). An Invitation to CALL: Foundations of Computer-Assisted Language 

Learning. Asia-Pacific Association for Computer-Assisted Language Learning 

(APACALL) www.apacall.org. Retrieved from: 

https://www.apacall.org/research/books/6/An_Invitation_to_CALL_2021.pdf 

Hung, H-T., Yang, J, C,. Hwang, G-J., Chu, H-C., Wang, C-C. (2018). A scoping review of 

research on digital game-based language learning, Computers & Education, 126, 89-

104. https://doi.org/10.1016/j.compedu.2018.07.001 

IGI Global. (n.d.). Retrieved May 2, 2022, from https://www.igi-

global.com/dictionary/digital-game-based-learning-

dgbl/7628#:~:text=2.,matter%20to%20the%20real%20world.  

IMDb. (2018). Life is Strange 2. IMDb. Retrieved April 15, 2022, from 

https://m.imdb.com/title/tt8364760/awards/?ref_=tt_awd  

Kronenberg, F. A. (2012). Selection criteria for commercial off-the-shelf (COTS) video 

games for Language learning. IALLT Journal of Language Learning Technologies, 

42(2), 52–78. https://doi.org/10.17161/iallt.v42i2.8512  

Lai, K.-W. K., & Chen, H.-J. H. (2021). A comparative study on the effects of a VR and PC 

visual novel game on Vocabulary Learning. Computer Assisted Language Learning, 1–

34. https://doi.org/10.1080/09588221.2021.1928226  

Life is Strange 2. (2022, May 14). In Wikipedia. 

https://en.wikipedia.org/wiki/Life_Is_Strange_2 

Miller, M. H. V. (2006). The SIMs meet ESL Incorporating Authentic Computer Simulation 

Games into the Language Classroom. Interactive Technology and Smart Education, 

3(4), 311-328. https://doi-org.ezproxy.ub.gu.se/10.1108/17415650680000070  

Rama, S. R., Black, W. R., Van Es, E., Warschauer, M. (2012). Affordances for second 

language learning in World of Warcraft.  ReCALL The Journal of the European 

http://www.llas.ac.uk/resources/goodpractice.aspx?resourceid=67
https://doi.org/10.1016/j.compedu.2018.07.001
https://www.igi-global.com/dictionary/digital-game-based-learning-dgbl/7628#:~:text=2.,matter%20to%20the%20real%20world
https://www.igi-global.com/dictionary/digital-game-based-learning-dgbl/7628#:~:text=2.,matter%20to%20the%20real%20world
https://www.igi-global.com/dictionary/digital-game-based-learning-dgbl/7628#:~:text=2.,matter%20to%20the%20real%20world
https://m.imdb.com/title/tt8364760/awards/?ref_=tt_awd


 

33 

 

Association for Computer Assisted Language Learning(24)3. 322-338. DOI: 

10.1017/S0958344012000171 

Ranalli, J. (2008). Learning English with The Sims: Exploiting Authentic Computer 

Simulation Games for L2 Learning. Computer Assisted Language Learning, 21(5), 

441-455. https://doi.org/10.1080/09588220802447859 

Rost, M. (2002). Teaching and researching listening. London: Longman. 

SKOLFS (2011:144), 

file:///C:/Users/idasa/Downloads/Laroplan%20for%20gymnasieskolan.pdf 

Skolverket. (2011). Retrieved from: 

https://www.skolverket.se/download/18.4fc05a3f164131a74181056/1535372297288/

English-swedish-school.pdf 

Vandergrift, L., (2002). Listening: Theory and practice in modern foreign language  

Vaus, D. D. (2001). Research design in Social Research. SAGE.  

What is digital game-based learning (DGBL).  

Xu, Z., Chen, Z., Eutsler, L. et al. A scoping review of digital game-based technology 

on English language learning. Education Tech Research Dev 68, 877–904 (2020). 

https://doi-org.ezproxy.ub.gu.se/10.1007/s11423-019-09702-2Learning Journal, 28, 

64–69. http://dx.doi.org/10.1080/09571730385200221 

Zou, D., Huang, Y., & Xie, H. (2019). Digital game-based Vocabulary Learning: Where are 

we and where are we going? Computer Assisted Language Learning, 34(5-6), 751–

777. https://doi.org/10.1080/09588221.2019.1640745  

 

 

https://doi.org/10.1080/09588220802447859
https://www.skolverket.se/download/18.4fc05a3f164131a74181056/1535372297288/English-swedish-school.pdf
https://www.skolverket.se/download/18.4fc05a3f164131a74181056/1535372297288/English-swedish-school.pdf
http://dx.doi.org/10.1080/09571730385200221


 

34 

 

Appendix  

Appendix A 

Schedule of English lessons during a week.  
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Appendix B 

The PowerPoint presented to the pupils regarding what the empirical study would entail. The 

original version of the PowerPoint included more colour, but this version has been edited to 

better concord with an academic text.  
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Appendix C 

A view of the walkthrough the pupils were provided with. The original PDF walkthrough is 

six pages long and include information regarding what to do in the first episode of Life is 

Strange 2. 
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Appendix D 

The Swedish National listening comprehension test with a total of thirteen questions. The 

included version has been altered to better align with an academic test since the original 

included more creative elements. 
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Appendix E 

A chart with the Interview ID of the participant, as well as their results from the first listening 

comprehension test (LC1R), and their results from the second listening comprehension test 

(LC2R).  

InterviewID                LC1R LC2R 

1,00 7,00 12,00 

2,00 9,00 10,00 

3,00 12,00 11,00 

4,00 8,00 13,00 

5,00 12,00 10,00 

6,00 10,00 11,00 

7,00 8,00 7,00 

8,00 10,00 11,00 

9,00 9,00 10,00 

10,00 11,00 10,00 

11,00 5,00 6,00 

12,00 9,00 13,00 
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Appendix F 

The first question in the survey, " What are your thoughts about playing video games during 

class?" is depicted in this graph. The participants have been numbered on the left side to make 

it easier to distinguish between them. These numbers are not the same as their identifying 

numbers and should not be confused. The replies of the participants may be seen in the 

middle column whilst the right column shows the themes the answers were divided into. 

Q1 - What are your 
thoughts about playing 
video games during 
class? 

Participant 
Answer            Themes 

              

P1 
I think playing on the lesson is something we need more. It's fun because 
we learn things and have fun at the same time. Enjoyable 

P2 
I really enjoy it. Gaming is an intrest of mine, so 
being able to do it during school is a lot of fun.    Enjoyable 

P3 
i think its a nice twist since most teacher are 
against it but its a fun way to learn better english    Enjoyable 

P4 
I think its pretty funny but it was a little bit 
harder today because I forgot my mouse     Need for B.E. 

P5 
I don't mind it, as long as we have 
headphones which i'll also bring next time     Need for B.E. 

P6 
Love the idea, I think it's really nice 
to play a game individually.       Enjoyable 

P7 
Love it, you learn much too when you do 
something you think is fun!      Enjoyable 

P8 
I think it's awesome. It makes people 
more excited to go to class.      Enjoyable 

P9 
Its very fun, you can discuss and 
joke while you’re playing       Enjoyable 

P10 
It's fun to do somethign else 
than just assignments.        Enjoyable 

P11 
It's nice since you can talk with 
your classmates        Enjoyable 

P12 
I think its fun, its very 
relaxing          Enjoyable 

P13 
It's nice a good way 
to concentrate          Enjoyable 

P14 
Why does the game crash 
so much.         Need for B.E. 

P15 
Is fun and a great 
way to learn          Enjoyable 

P16 
Super chill and 
nice           Enjoyable 

P17 
YES oMG wE 
LOVE IT           Enjoyable 

P18 It's very fun           Enjoyable 
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Appendix G 

This graph depicts the second item in the poll, " Is there something you don't like about 

playing games during class? If yes, what?" To make it simpler to identify amongst the 

players, the left side has been numbered. These are not the same as their identification 

numbers and should not be mixed up. In the middle column, the responses of the participants 

can be viewed whilst in the right column the themes are showed. 

Q2 - Is there 
something you 
don't like about 
playing games 
during class? If 
yes, what? 

Participant 
Answer       Themes 

         

P1 no       No issues 

P2 No       No issues 

P3 No       No issues 

P4 No       No issues 

P5 
I like to socialize and you can't really do that because the classroom is so 
quiet and you don't want to ruin someone's gaming experience Need to socialise  

P6 
No I don't think there is much I don't like except that I don't really like 
clicking games. I like more actions but it's still a great game! 

Preference for 
other genres 

P7 
It's got nothing to do with the class itself it's just me being in desperate 
need of a controller 

Need for Better 
Equipment 

P8 I don't like Shaun, he is too mean to Daniel, like come on, he is a child 
Preference for 
other genres 

P9 sometimes you wanna keep playing but you dont have time  To little time 

P10 Sometimes the dialouge is a bit too corny or teenage-y  

Preference for 
other genres 

P11 No, I love playing during class.     No issues 

P12 The computer isn't doing great.     

Need for Better 
Equipment 

P13 That we have way to little time     To little time 

P14 No i really like this game.     BetterEquipment 

P15 Nope i like playing games     No issues 

P16 Nope, I love it.      No issues 

P17 Nothing, love it      No issues 

P18 Not really       No issues 

 

 

 

 


