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The Relationship Between Language Self-Evaluation and Attitudes
Toward Intercultural Acceptance Among International Students

Naoko Kotake

Abstract

This study hypothesized that international students with higher
self-confidence in their Japanese- and English-language abilities would
show greater proactiveness in intercultural interactions with Japanese
people and other international students compared to students with lower
self-confidence. The study also theorized that these language-confidence
differences would influence the formation and development of attitudes
toward intercultural acceptance.

To examine these hypotheses, a questionnaire survey was conducted
with 52 international students. The results revealed that students with
higher self-confidence in their language abilities tended to feel less anxi-
ety about intercultural contact and were more likely to view intercultural
acceptance as an opportunity for personal growth and enrichment.

The survey-score differences between international students who were
more confident of their language skills and students who were less confi-
dent were more pronounced for items reflecting a positive attitude to-
ward intercultural acceptance, such as recognizing its value for self-de-
velopment, than for items reflecting a negative attitude. These findings
suggested that, while a lack of language confidence did not necessarily
lead to a negative attitude toward intercultural acceptance, students with
greater language confidence were more inclined to embrace cultural dif-
ferences as beneficial and meaningful experiences.
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HARZED MRS & AL VEEOREE LD
B EHIZONWT

— HAREOT 7t MEICEEB LT —

G B R

Phonetic Realization of Compound Vowels and Hiatuses
in Japanese and Spanish

—Focus on the Japanese Accent Nucleus —

Miyuki Takasawa

Abstract

This study aims to identify key aspects that Japanese learners of Span-
ish should pay attention to when acquiring the rhythm of the Spanish
language. The focus is on how native Japanese speakers pronounce Japa-
nese words that contain vowel sequences similar to those in Spanish,
which are phonemically classified as hiatuses and influence rhythmic
units. In particular, this study examines how the pronunciation of these
vowel sequences is influenced by pitch movements, such as rising and
falling pitch (accent nucleus), and compares these with Spanish utter-
ances. The results reveal that pitch movements have relatively little ef-
fect on the duration of vowel sequences in the speech of native Japanese
speakers. This suggests that although Japanese vowel sequences and
Spanish vowel hiatuses may appear similar in terms of vowel succession,
Japanese vowels tend to maintain greater autonomy due to their lower
susceptibility to prosodic factors such as pitch movement.
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Shakespeare and Emotions: Desire and Fear

Akiko Ikeda

Abstract

Humans are constantly driven by desire and fear. While desire is not
strictly an emotion, it has historically been linked to passion and treated
as such. Fear, often seen as the most primitive emotion, compels avoid-
ance, whereas desire draws individuals toward perceived rewards or
sources of satisfaction. Shakespeare’s plays offer striking explorations of
both emotions, showing how they influence human behavior, shape pow-
er dynamics, and drive key conflicts. This paper examines the interplay
of desire and fear through Angelo and the Duke in Measure for Measure
and Macbeth in Macbeth. Both plays reveal how desire and fear, when
unchecked, can distort human behavior and lead to downfall. These emo-
tions resonate deeply with audiences because they are universal, shaping
our own decisions and struggles. The ambiguous ending of Measure for
Measure underscores the consequences of unacknowledged desire, while
the relentless fear in Macbeth feels hauntingly real, reminding us of the
emotional forces that govern both fiction and life.

Desire and fear: these are the two emotions by which all life in the world
1)
is governed.

As an American scholar, Joseph Campbell suggests, humans are constant-
ly driven by desire and fear. Strictly speaking, desire is not an emotion. His-
toricall;/; however, it has been closely associated with passion and treated
similarly. Scsi)entific and psychological perspectives have distinguished be-
tween the two, with contemporary research viewing desire as something that
arises from emotions and propels individuals toward action. For instance, if
I deeply admire Taro (emotion), | may want to talk to him and build a clos-
er relationship (desire). In short, emotions and desires are intricately linked.

Meanwhile, the contemporary philosopher Martha Nussbaum identifies
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fear as the most primitive emotion, one th4a}t requires no sophisticated rea-
soning, unlike emotions such as compassion. To feel compassion, you must
notice someone else’s suffering, then, considering that suffering, try to re-
lieve it. Fear, on the other hand, is an instinctive response to perceived dan-
ger, triggering an urge to escape or avoid threa§s>. Virologist Shigetaka Kato
similarly notes that humans, like animals, experience an innate fear of the
unknown, particularly in the face of unpredictable threats like infectious
diseasés). Common triggers for fear include “darkness or loss of visibility of
surroundings,” “h)elghts and flying,” “social interaction and/or rejection,” and
“death and dying.” While fear compels avoidance, desire functions in the
opposite way: it draws individuals to perceived rewards or sources of satis-
faction. However, as modern writer Robert Greene observes, desire often
leads to paradoxical outcomes “the more one chases an object of desire, the
more elusive it becomes
Shakespeare’s plays provide striking explorations of both emotions,
showing how they influence human behavior, shape power dynamics, and
drive key conflicts. Measure for Measure examines how desire intertwines
with authority and control, while Macbeth presents fear as a force that both
motivates and destroys. In both, Shakespeare reveals the tension between
these primitive emotions, illustrating how they dictate human choices and
their consequences. This paper explores desire in relation to power in Mea-
sure for Measure and fear as a destructive force in Macbeth, based on how
Shakespeare dramatizes these emaotions to reflect deeper truths about human
nature.

On Desire

If thou W|It make a man happy, add not unto his riches but take away
from his deswes

Nearly all men]gan stand adversity, but if you want to test a man’s charac-
ter, give him power.

Desire is a constant phenomenon in human life. It manifests in primitive

34



Akiko Tkeda

forms, such as hunger, thirst, and sexual impulse, as well as in more socially
constructed pursuits like fame, wealth, and power. As soon as one desire is
satisfied, another arises, making desire an ever-present force that rarely
leaves us. Psychiatrist Neel Burton says that we are so used to our desires
that we are not conscious of them except when desires are very intense, or
there are conflicts among them Though desire can be a vital force of moti-
vation and creativity, its intensity can also lead to suffering or moral failure.

Religious or philosophical traditions across cultures have long grappled
with the power of desire. In Hinduism, it is descriged as “great symbol of
sin” and “destroyer of knowledge and self-realization.” Buddhism considers
desire, particularly lust, the root of all suffering; and four of the seven dead-
ly sins of Christianity—envy, gluttony, greed, and lust—are deswes These
warnings underscore a shared belief: unchecked desire can derail self-con-
trol, spiritual growth, and moral clarity.

Philosophers have also tried to categorize and understand desire. The an-
cient Greek thinker Epicurus divided desires into four kinds: natural and
necessary (such as for rest, safety, and sustenance); natural, but non-neces-
sary (pleasure and comfort) ; vain (wealth and fame) ; and unattainable (like
|mmortaI|ty) While Epicurus aimed to cultivate peace through managing
desires, Eastern philosophy often advocated for their transcendence. Gauta-
ma Buddha’s path to enllghtenment or nirvana, was defined by the freedom
from all forms of cravmg

The very word desire traces back to the 13th century, meaning “a craving
or yearning,” especially for possession or sensual pleasure, and derives from
the old French word deS|r Pozzobon links it further to the Latin de-sidera,
which “expresses movement, a tension between two poles: on one hand, the
body, with its real impulses and drives towards sensual pleasure; on the oth-
er hand, the aspiration of consciousness towards something missing or
distaﬁt."

During the Renaissance, desire began to be portrayed more positively in
the arts, particularly in depiction of love, beauty, and sensuality. Yet it re-
mained entangled with passion, a force both admired and feared. In Stoic
philosophy, for instance, some thinkers condemned desire as a path to irra-
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tionallg)ty and suffering, while others accepted it as a natural part of being
human.

The 19th-century German philosopher Arthur Schopenhauer saw the
world as driven by a fundamental will, essentlally, by desire, and identified
sexual impulse as its most powerful form Shakespeare captures a similar
idea in Troilus and Cressida, where Troilus reflects on the limits of action in
the face of boundless longing: “the will is infinite and the execution con-
fined, that the desire is boundless and the act a slave to limit” (3.2.78- 79)
This line reflects the tension between what we want and what reality allows,
a tension central to both literature and life.

In modern psychology, studies by Dacher Keltner show that power exac-
erbates this dynamic. Those in positions of power tend to push people in one
of two directions: either toward abuse and self-serving behavior, or toward
benevolence and the great good In the absence of self-awareness and re-
straint, desire can become a vehicle for domination, exploitation, and
self-deception.

A good example of this can be found in Measure for Measure in the form
of Angelo, a prime example of a Shakespearean character embodying evil
hypocrisy. Thought to be written after 1602 and before 1604, Measure for
Measure was performed on December 26, 1604, as a part of the Christmas
celebration at court It is labeled as one of Shakespeare’s “problem plays”,
because the story and characters tend not to satisfy the audience.

Angelo is assigned as deputy of the Duke, who mysteriously left the mor-
ally corrupt city of Vienna. He is known for his strict nature. He upholds a
rigid ideal of moral purity, holding himself to the highest standards of both
religious faith and legal conduct. Then, wielding his power as deputy, Ange-
lo strictly enforces the morality laws. As a lesson to the residents of the city,
Angelo sentences Claudio, who slept with his fiancée Juliet and got her
pregnant out of wedlock, to death. Angelo embodies how power changes a
person or how power can reveal one’s hidden nature. In fact, the Duke, who
initially had doubts about Angelo, confides to the friar that one of the rea-
sons why the Duke left Vienna was to test Angelo’s nature: “hence shall we
see, /If power change purpose, what our seemers be” (1.3.53—522). In other
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words, we’ll see if he is what he truly seems to be or if power changes him.

Claudio’s sister, Isabella, who is about to join a convent, begs Angelo to
spare her brother’s life. Commanding the absolute power afforded by the
Duke, however, Angelo shows neither mercy nor empathy, simply stating
that it is just to enforce the cruel law. Isabella then begins to plead to Heav-
en, rationally and passionately. (2.2.115-124) Angelo then senses a change
and admits that he is attracted to her. Professor Sir Jonathan Bates suggests
that “her reason—nher power of linguistic persuasion—inflames his desire.”
It is not due to herﬂt);eauty or chastity, “but because he loves to see her mind
and tongue at work.” Whatever the reason, Angelo tells Isabella to come
back to his office the next day. When Isabella returns, he begins to open up
to her about his feelings, indirectly at first, but he ultimately tells her bluntly
that he loves her and wants to sleep with her in exchange for her brother’s
life. Of course, he is using love here as a disguise for his desire or lust. Stage
performances usually show Angelo touching Isabella and not hiding his de-
sire. Of course, Isabella refuses and chastises him.

Isabella Hal! little honour to be much believed,
And most pernicious purpose!
Seeming, seeming! | will proclaim thee, Angelo; look
fort:
Sign me a present pardon for my brother,
Or with an outstretch’d throat I'll tell the world aloud
What man thou art. (2.4. 149-154)

Now, revealing his nature, Angelo replies thus:

ANGELO Who will believe thee, Isabel?
My unsoil’d name, the austereness of my life,
My vouch against you, and my place i’ the state,
Will so your accusation overweigh,
That you shall stifle in your own report
And smell of calumny. I have begun,
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And now | give my sensual race the rein:

Fit thy consent to my sharp appetite;

Lay by all nicety and prolixious blushes,

That banish what they sue for; redeem thy brother
By yielding up thy body to my will;

Or else he must not only die the death,

But thy unkindness shall his death draw out

To lingering sufferance.  (2.4. 153-166)

How easily this can resonate when we think of someone in power at a
company or organization who abuses their power today. We can easily find
articles or descriptions in the news about sexual predators in power who be-
haved the same way.

Meanwhile, the Duke has been in town in disguise as a friar and watches
the course of events. Seemingly virtuous Angelo, in fact a power abuser and
a sexual harasser, has an ex-fiancée named Mariana. With the help of Mari-
ana and the Duke disguised as a friar, Isabella is saved from sleeping with
Angelo. In the darkness, Angelo takes Mariana, confusing her with Isabella,
into his béa. In the end, the Duke reveals his identity, calls out Angelo’s sin
and condemns him to death. The Duke relents after hearing the pleas of
Mariana and Isabella. In the last scene, Isabella reunites with her brother
Claudio, Angelo marries Mariana, and the Duke asks Isabella to be with
him, but she doesn’t reply.

The audience is left sitting with moral ambiguities and no satisfactory
ending. The actions of the Duke in particular offer room for ambiguity. To
begin with, it doesn’t seem socially acceptable to on one hand assign Angelo
to serve as deputy, while on the other not only observe, but also control the
whole course of events. Moreover, there are several occasions where the
Duke could have revealed himself earlier and inform Isabella that her broth-
er will be spared. This would have reduced the emotional burden borne by
Isabella and Mariana. Finally, the most inexplicable and unpleasant behavior
occurs when he asks Isabella to be with him: “What’s mine is yours and
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what is yours is mine” (5.1.534). It is questionable why he would even ad-
mit that he is attracted to Isabella in the same way Angelo does, knowing
she is about to take her vows as a nun. Another point is that Angelo develops
a sense of guilt, whereas the Duke does not. Moreover, he feels he has saved
Isabella and is personally responsible for a happy outcome. Professor Paula
Cohen suggests his deviant behavior is connected to a compulsion for sur-
veillance and control, and the delay in revealing himself shows his lack of
empathy for the other charactezres)s. The last scene surely shows how the Duke
lacks consideration for Isabella’s feelings, focusing only on his own desire.

As briefly mentioned earlier, the way Angelo and even the Duke behave
towards Isabella would be considered sexual harassment today. Harassment
is everywhere in the modern world, but that doesn’t mean that all instances
are recognized as such, as incidents incrzgasingly become apparent in accor-
dance with people’s growing awareness. This also applies to changes in
stage direction of the last scene of Measure for Measure: In recent produc-
tions of the play, Isabella rarely takes the Duke’s hand as a sign of accep-
tance of his proposal. In a recent Royal Shakespeare Company production
(2019), Isabella even shows despair in the last scene. By today’s standards,
the Duke would be diagnosed as a mild psychopath, which while usually ac-
counting for only 1%ng the general population, can make up upwards of 4%
of organization leaders. They violate the emotions, rights, or dignity of oth-
ers without hesitation. They unscrupulously harm people. At the same time,
they are confident and present themselves unflinchingly, and they are likely
to be in positions of power.

If we are attracted to someone, we generally show restraint in our behav-
ior in order to take his or her reaction into account. However, mild psycho-
paths, who lack such empathy or consideration, often force others to behave
as they want, sometimes even convinced that this is what the others also
want. In the case of the Duke, he may fantasize that Isabella reciprocates his
feelings or believe he has a right to bring about what he considers ‘a happy
ending’ through his proposal. After all, he ‘saved’ her. As we see, power
sometimes leads people to behave similarly to Angelo or the Duke. Are you
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confident you would not behave like them if you acquired power? Regretta-
bly, there is the likelihood that you would, given the countless examples
demonstrating how power or status change people.

On Fear

Who hath desires must ever fearful be; )
29
Who lives in fear cannot be counted free.

The ancient Greek philosopher Aristotle, who reduces the world to pairs
of opposites, states that fear lies opposite of confidence. He defines “fear as
pain at the seeming presence of some imperlging bad things, combined with
a feeling that you are powerless to ward it off.” As societies developed, fear
came to play a central role in religious and mythological narratives. For ex-
ample, fear of divine punishment or supernatural forces influenced moral
and ethical codes.

The word fear (n.) finds its origin in the Old English feer, meaning “ca-
lamity, sudden danger, peril, sudden attack,” which itself is derived from the
Proto-Germanic *feraz or danger Fear as an emotion, describing a “state
of being afraid, uneasiness caused by possible danger” seems to have devel-
oped by the late twelfth century As we approach Shakespeare’s era, many
health specialists state that fear is an emotion rooted in an uncertagr;n future
that includes some evil or dangerous aspects, which are hard to avoid. Many
health guides addressmg the emotions indicate that “fear is an emotion
based in the future For example, the English Anglican clergyman Tomas
Rogers (1576) sees “fear as being ‘an opinion of some Evyll coming to-
wards us’,” while Jean D’Espine (1592) descrlbes fear as being ‘caused and
engendered by reason of some imminent danger Over time, science and
reason began to challenge superstition and religious dogma, looking for the
source of fear and spearheading the view of fear as something that could be
understood and overcome through reason. Meanwhile, the contemporary
cultural historian Tiffany Watt-Smith states: “fear has come to be seen as the
most primal, most fundamental of human emotions,” introducing different
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sorts, such as dread, worry, anxiety and terror, to the English Ianguagsz.
Nussbaum points out that fear can be “not just primitive, it is also asocial”,

“connected to, and renders toxic, other problematic emotions such as anger,
disgust, and envy

Fear is a powerful and pervasive theme in the shortest Shakespearean
tragedy, Macbeth, which is thought to have been written in 1606 A year pri-
or The Gunpowder Plot took place, in which Catholic extremists tried to
blow up the Houses of Parliament and kill King James to replace him with a
Catholic monarch. It is commonly understood that Shakespeare wrote this
play with King James in mmd James came to reign over England and Scot-
land in 1603 after the death of Queen Elizabeth I, who had no husband or
children to succeed her. James was so interested in supernatural phenomena
that he published a book called Demonology.

Why is it believed that there are ties between Macbeth and King James?
First, the play takes place in Scotland. James was born in 1566 and became
King of Scotland in 1567 when he was just a year old, after the forced abdi-
cation of his mother, Mary Queen of Scots. His early reign was dominated
by regents, but once he took power, James worked to strengthen royal au-
thority and stabiliz%)Scotland, which had been plagued by noble rivalries
and religious conflict. Second, there are three witches playing a significant
role in the play, which could be construed as a flattering nod to the supernat-
uralism-obsessed king. The witches even tell their prophecy to Banquo,
Macbeth’s close friend whom Macbeth later betrays and murders, that “thou
shalt get kings.” King James in fact had claimed to be a descendant of Ban-
quo, so the play endorses this bellef Finally, Macbeth is a play about a
failed treasonous plot. Banquo’s son escapes from the murderers just as
King James escaped The Gunpowder Plot

Macbeth is one of Shakespeare’s most fearful protagonists. His behavior
nearly embodies Campbell’s quote at the start of this paper, although his ac-
tions are driven more by fear than desire. Had it not been for Lady Macbeth
or the witches, | am not convinced he would have ever had the ambition to
become king. His brutal path to the throne seems to be driven by fear of
prophecies, unknown power, and illusions. Even if he had had the desire to
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become king, he seems to fear his own desire.

Macbeth, a general of King Duncan, meets three witches on the way
back from battle together with fellow general Banquo. The witches prophe-
size that Macbeth will be Thane of Cawdor and then king in the future and
that Banquo’s descendants will be kings. With this, the witches disappear.

1 Witch Hail, Macbeth! Hail to thee, Thane of Glamis!

2 Witch Hail, Macbeth! Hail to thee, Thane of Cawdor!

3 Witch All hail, Macbeth, that shalt be king hereafter!

Banquo Good sir, why do you start and seem to fear o
Things that do sound so fair? (1.3.48-52)

As Banquo suggests, the prophecy startles Macbeth. Why is he startled?
What is he scared of? Did the disgusting witches sense Macbeth’s hidden
desire or latent discontent? The future king is initially fearful of the dark de-
sires they awaken in him. Macbeth, who is currently the Thane of Glamis,
does not understand why the witches mention Thane of Cawdor, though he
will be appointed to the position by King Duncan immediately after the en-
counter with the witches. The king then decides to visit and stay at Mac-
beth’s castle. Later, Macbeth writes a letter to Lady Macbeth, telling every-
thing about the prophecy. She devises a plan to make it come true. However,
at this stage, the mere idea of killing Duncan makes Macheth experience
fear as a physical reaction:

My thought, whose murder yet is but fantastical,
Shakes so my single state of man

That function is smothered in surmise

And nothing is but what is not (1.3.141-4)

With King Duncan at his home, Macbeth tries to avert the plot. He be-
comes more fearful, obsessed about its potential failure. However, Lady
Macbeth will not let him. Knowing her husband’s soft nature, she encourag-
es Macbheth’s enthusiasm, using strong language to persuade him. Macbeth
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forces himself to commit the crime as if doing so will ward off his fears.
Macbeth could have chosen another way if he had had his own will, but he
follows the witches’ prophecy and his wife as if that were the only path for
him to follow. After committing the murder, Macbeth cannot rest. He thinks
he hears a voice crying: “Sleep no more! Macbeth does murder sleep”
(2.2.36-7).

The newly crowned King Macbeth now fears that his sinful deed will be
discovered. In addition, he fears another prophecy, that Banquo’s descendant
will be a king, which Banquo also heard with him. He subsequently tries to
have Banquo and his son killed. The murderer gets Banquo, but Banquo’s
son escapes. One murder leads to another, and Macheth knows there is no
going back. He says he has come so far to the river of blood and either re-
turning or continuing forward is “tedious” (3.4.138-40). As the 17th-centu-
ry clergyman Nicolas Coeffeteau pointed out, fear is prompted by the antici-
pation of an evil that is not %esent, but to come; so when it is present, it is
not fear, but “a mere heaviness.”

Macbeth and Lady Macbeth organize a banquet to present themselves as
calm and powerful following Duncan’s murder, and to reinforce their grip
on the throne. However, Macbeth is paranoid about the ghost of Banquo at
the banquet, likely tormented by guilt. In fact, Macbeth hallucinated about a
dagger before Duncan’s murder and now, he sees Banquo’s ghost. These vi-
sions can be signs of his inner turmoil or inability to escape the fear that
stems from his guilt, as he becomes increasingly haunted by his actions.
Macbeth’s fear and paranoia leads to his isolation. He also comes to be more
fearful of losing his power. As this intensifies, he becomes more tyrannical
and ruthless. His inability to manage his own fear drives him into a down-
ward spiral, losing his humanity and peace of mind.

This is when he decides to see the witches again, who offer three prophe-
cies:

1. Beware Macduff, the Thane of Fife.
2. No man born from a woman will ever harm Macbeth.
3. Macbeth will remain undefeated until Great Birnam Wood comes to
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fight him.

Intent on killing Macduff, Macbeth raids Macduff’s castle and kills his
family, although Macduff himself had already fled to England where Dun-
can’s son, Malcolm, resides. Eventually, Macbeth fights Malcolm’s army,
feeling safe until he receives a report that Birnam Wood is moving forward.
Meanwhile, Lady Macbeth has been sick and walks in her sleep, confessing
their crime unconsciously, before she dies. The following are Macbeth’s fa-
mous lines on hearing the report of Lady Macbeth’s death:

She should have died hereafter.

There would have been a time for such a word.
Tomorrow, and tomorrow, and tomorrow,
Creeps in this petty pace from day to day

To the last syllable of recorded time,

And all our yesterdays have lighted fools

The way to dusty death. Out, out brief candle!
Life’s but a walking shadow, a poor player
That struts and frets his hour upon the stage
And then is heard no more. It is a tale

Told by idiot, full of sound and fury,
Signifying nothing (5.5.16-27).

These are the words of a man who pursued brutal deeds driven by fear,
perhaps also desire, and who now feels tired and empty. As many point out,
Macbeth and Lady Macbeth do not speak after the banquet scene and we
don’t see them together on stage again. Although Macbeth needed to consult
Lady Macbeth on every detail for the first crime, Macheth changes subse-
quently and doesn’t need her counsel, but that of the witches instead. By the
time Lady Macbeth is gone, Macbeth seems to be numb to fear, saying: “I
have almost forgot the taste of fears.” (5.5.9)

In fact, Lady Macbeth and Macbeth seem to switch roles or aspects over
the course of the play. Lady Macbeth initially appears fearlessly, goading
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timid Macbeth who fears the unknown witches with prophecies into the
murder. After killing Duncan, Macbeth externalizes his fear through vio-
lence, while Lady Macbeth internalizes or represses her own fear and guilt,
which eventually leads to her own breakdown. Her sleepwalking scene,
where she tries to wash imagined bloodstains from her hands shows how
deeply ingrained her fear and guilt have become, eventually leading to her
tragic end.

In the last scene, Macbeth learns that Macduff was born by Cesarean sec-
tion, which at the time was not considered a natural form of birth. In Shake-
speare’s era, women didn’t survive a Cesarean section and the procedure
was not performed on living women. The procedure was considered the way
to remove g)baby from a woman’s dead body. Dead women weren’t consid-
ered women. So this addresses the second prophecy: No man born from a
woman will ever harm Macbeth. As the third prophecy: Macbheth will re-
main undefeated until Great Birnam Wood comes to fight him, had already
been realized, Macheth feels he is doomed and is killed by Macduff. Even-
tually, Malcolm declares peace and becomes the new king.

This paper has examined the interplay of desire and fear through Angelo
and the Duke in Measure for Measure and Macbeth in Macbeth. Angelo,
who initially appears as a figure of strict morality, surrenders to his desire
for Isabella, exercising power and control over her. Yet his downfall is or-
chestrated by the Duke, allowing Angelo to be punished publicly and ulti-
mately marrying ex-fiancée Mariana. Angelo is a good example of how one
tends to liberate desire more easily after gaining power. However, the Duke,
whose calculated manipulation reflects a disturbing inability to recognize
the feelings of others, still remains a more extreme case. He embodies a
kind of “mild psychopath,” who is confident with his power and behaves
selfishly without realizing it. He disguises his own desire or personal satis-
faction as benevolence, ultimately imposing his will on Isabella without
considering her autonomy or happiness. He just doesn’t notice how awk-
ward or disagreeable his behavior is.

Meanwhile, Macbheth’s trajectory is dominated not by desire alone, but al-
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so by all-consuming fear. Whether or not he initially desires the throne, fear
becomes the driving force behind his actions after encountering the witches
and their prophecies. This internalized fear propels him into a spiral of vio-
lence, each murder feeding the next, leading ultimately to his own self-de-
struction. In Macbeth, fear transcends from a mere reaction to an external
threat and becomes the force that reshapes the character from within.

Both plays reveal how desire and fear, when unchecked, can distort hu-
man behavior and lead to downfall. These emotions resonate deeply with
audiences because they are universal, shaping our own decisions and strug-
gles. The ambiguous ending of Measure for Measure underscores the conse-
quences of unacknowledged desire, while the relentless fear in Macbeth
feels hauntingly real, reminding us of the emotional forces that govern both
fiction and life.
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Transformation of Nature Worship and Its Mediators:
The Work of Oshi in the Oinusama Worship

Eri Kato

Abstract

This paper explores the evolving role of “oshi,” the religious mediators
and practitioners who have long supported the worship of “oinusama,”
sacred wolf deities believed to protect against misfortunes and anxieties,
as well as the transformations of the oinusama faith itself. Throughout
history, oshi have adapted the role of oinusama to the changing times,
providing spiritual comfort to people. Their close relationship with ordi-
nary people has been crucial to the continuation of this faith. This paper
argues that in the modern era, oshi demonstrates a commitment to ad-
dressing contemporary anxieties, particularly those related to ecological
crisis and the emotional bonds people form with pets. The oinusama
worship thus remains highly relevant today, offering spiritual support to
individuals navigating the uncertainties of modern life, especially in re-
lation to environmental and animal welfare concerns.

&I

HARGII RIS EEIZH S, BHARIZBW TS i 5B
FELE T MDD THRINTE 72, FEORERI % 1L % B
BEODL L) WP EMEDOD & HATEE ) DT IIPMEWONR E 2

51



ST EF NAIRER A LTS F S ARG HEE LB, E 7
HERBL, ZRICTAS ) LT 50EE2 ARBMGELTEZ0TH %,
LA L. WGUEEOEMRAL - #Rlik, R, SERHERESEL2 k5
T, ZLOBEKDEDbN, A% OBRICHT 2 RBo&IEAHEILL Two
7zo ZRUIHEG, HAREMD T4tamiEs v, EREAER SR
720 Eidv iz, BURICB W CTEEAES ARICEORISE, EBROMEED
HHEULT 2T HAGBWZNE T 5 ARBICHEBIZ. ABEHK - B)
W OMBREEFWIET ET, O THEAESNDL L) ->T05b,

COX) BBED S, AR TIRARICBIT 2 AREIORELIZE L 3
RWEFZR B L. BREWOHWERIL T L ORI LT, Wil
IWELTE7-00%, & ICHRICBI2EMICESZ Y TTHLMIZT
b ZOHHIE LT, REHEHAEZIY T 5, R, R
#B - HHETZAE Ly BRX % BE R 2R L AR N O G 1L (BERS 929 A — b
V) INTEICAETE S %0 AVBIZRITHNICHES & HEZ SN, HL A SINERE
MoOBHE LTSN, BREOSREE @R LTE 7, BEDARE
PRBEFEOHRT, A4 H IMELTE [Buas TEM] 2 fkrh
THY, HHOFEHZHZE L TWb, 29 LB - BRI
L0, WEHSEIEHARICBT 2 BRGNSV DL LTEHIC
3 %,

ARCix, RS MALICBT 2 BEAE SO, Mo BT T AT -
TH A N TORFELR EITMA. 2024 FE0 S EMICEZE P EHKL TE
B A CTH O N ERO ST OREBEL T2, Bl 2024 25
2025 4E 12 A 1F T 4 [l (2024/3/28-29, 2024/5/7-8, 2024/7/31-8/1, 2025/
3/19-20) 17o7z0 &t 17 ZOMHLERE LHICHR, SHEE>SHEID
REDOH N 28720 AT, L TOAMALE RS 2/ LT
Who FRERIHICOERTREICLSML. [HOWE] 2L TI3s5
BgEatTo720 TNOHOMEIY RSB H5BED SR ERE ST OXNR L
LTwb,

52



ok B

DT olr Cilmz DTV, F9, BLAZEFENEXLTELR
RO T I 2 =7 4 DFERN - LW ER L COEHOHNF
BRAL. TORBEGSHT 5o RIS, REHBMEAH S 02 I L
TBVAZEEWNZEDI ) IREDOEREETEZON, TOBEE
JEHRIIC 72 &% RIS, BICH S 25, B om0
FBMOHNCFOFEIHIC L > TBVRAS FEUWSED L) RxEZ2H9 1CF
ST e EBLT b,

1. KEfEseEd ORI I 1 =7 « Ok & B

AREHITIE, BLas TFEMZHAK - #iRF LT 2Rt IC BT 5
Wik I 2 =7 1 OEERE - LW ERZEBIT 5, L IEMOHNT
TH Y. FATEBLL o 2E TN RAAETH S [ (B
L IZEHT %,

1.1 RSt OBEEN T =

HE, RSB OFTTE S 2 3% 1013 L2 120 AL TH Y,
ZOREVMILOBIRETH 50 BB Z Pl &3 2780 - 41
923 227 4 OREREY 7 HIZoWnTIS  OHRI ST S,
I X, Atk oal R < RooHn 1T IREEISH 2 & ShTwb,
ZARTIEY< b7 VDSEFEO, ZOHMICREZZM L7252 5.,
FN [ ] EVIHIHBOHRKE RS20 29 LAZFED X, T T3
BV THHERINDSEZ N ER 2 W O35 TH Y ILFHENRBEE R &0
B FEROWIENSFAE L T2 B2 RIES 5.

ZRIFMRICAZ E, FHNII 2257 1 OFFEIZ L YV HEIC R 5, 736
FICIFRERREOW M % 20T, M OATIE S TR 2 5 I ZE L
IEfEz2oNTEBY. TONRIIEFRMAILFHEMRBEE M. 1A
WEHE GAEEHEROY E o TV EER LTV, FHIAS
THZOEFMEIRHE Ly 1234 SFIITRPEEHIC X 0 B O FE 2T H

53



Mo BRAFEACIT I A0 LA EHEBL & AR S L, BB O T & LCit
fEL. WIE - A LD, BOANED D b SRS N DI E 572,
HBASBVE 2> & BRI o 77T RHRICA D & FT LW HIFIZ Z ot
COFERITD L D17 5o 1605 412 IZHIBEO M X % Bl % 2 HITH O
BRI XL BEE ST, IS ORI 7 B & KRR LT
BEbI. BHEOIEED b & B0 L LTOMEST 4Bl
Nrze %700 TTFEHUICIZHER ORI T b A FTAREA & 4 ). BH—T
CHAE S I RIS S 1T T2 S BT BI O — KL
Y LCHRIEL 7.

WIEHERT B . BORF LA % [ O B A &+ 5 BI5GB % 16
HF LI, BRI T ER A PR 2T X AR E D, 4
01 B (LB AR S 1720 OSEEE, H A RS T 7
(LEBE, 72 & 2 BRSSPI b B BALO IR & b 3B L
THY. DERORL ST, BHE. B L o 7R R % B
ERIE L7 IS £ 70, AMLBEBOR OB S 21 TR L L
CORBIC TR S, 1874 451013 TR ~ 2SS s, 208,
Wt DB A D b & T 1957 EACBAED [REEEEIEL] 1284,
SHAHIZE-T V5,

2 LABERR S bh s & 510, MBI, BT B 25,
ZDREVEROHTEERER AL OMb ) & &% ks sk B
WA TRTE 2 TR RIES 2 AT 5. IO L&,
BOMM, = LCHITE IR EM% B Gt S 2 ST REREbE
GATE, BREMSIZONT, S bOREHE b O THEIER,
BACREMAMETDH ) . HIRT I 225 1 & T RHE R L
Twhe BB, BAEORBIIMIFC BT, B EORHE TR
Th N4, HEORHABET HEETH Y. (] 2 SIHERT
Wb, RFTHZNITH- T BB T 2502 BWTid [
& T 2L TR LTw S,

54



ok B

12 e i3
WG, BURTIR—ITE BT WD LS 2 20, TGS
e A 0 KU 2 AR 035 Bl B TSR Il S4BT 2 LY 7
ATl o 7o MRTORIE. 1B5E (URSEAL LIFENS) 22 &
S, GobTBBRE L ERT B L. HADHREM AT R L7258
HIEBRFEOEHTH ). I TORLER 2110 & 2 EHE O
Fafat, MRABOILFAEMON TS BHED &5 U5 % kAL
U7 B AT H e e ISR IE, LIS Tl LVMBFT 247 4
X =T PENDE 72D, YEHFIZWDW SR S WA TIE v,
PR DOEREDHFLT, INTIEBIT L, BCIRMEHOES Leklr. 7%
ROBEHLBAOHE, EOWSHEEMET, Ak DS LICE b
S5C&E. THLAADELICHGREBEE. TORRIIHFN R BEBRED
B K oA v £T—] L bERSNL,

st A IS b S EIHIL O BT S % 72, WS & 6 Ao I 5
BN AEREHE R L E L ORI S N7, B0 % o
B ERRD AT A S - TH D, BRE LCIIMOME BT — T, B
e LCHREBD o, FIILCRRIEI Ay, 2 5103w s
FBH Y EHI - R E B o TV 7z, EIRTOEEIASE b B A
Tholz& EINLHLFRRIZIE. 1 ADMEEIAY 500~2000 P OFEH (E#)
FHY LT LR SN TH Y., I ORFEINC BT RE A RE %
B LTt L Lesh, b L7 Wi LU 0 27t S B0
A LY REIICIES < ORI Z OREMEIE L v, KA1
RN ENT Voo END, ZORE, #0225 1 13Wd
L. BIcB W CTIEFHIL 2 &R O N2 MISICHEAET DA E 7o T
%o

BWAE, HHINCIEB L Z 30 40MAAB Y. AR LB,
FH A S, W B TR R R LCw b, MoRE
ZORIEH E HARTRE CHERS L2 b 00, HiiidS  OWEIRRIE

55



LRIIBEZOWMFHICH 2o T WD, T2 HABETH, L0iihk
2L OMAEIZINZ T D, BORS T EZHOLEFEZEEHICE > TV,
EHETOREZEOHMMORLAAEL. 2o bt cothdi L iz o
kL WAT L CTHROEDICH 72 5H b Vb, ML TOEBORMIFHLT
HDOTIE L, —BDONA LD B EHRD I B 2 EOMEE -
SHIZBWTHIHBMLTWAI L ZRLTWAEEL LI,

BHERAT Tl BRI 2 FIRICDO W TESHERNOR ST 2175 72
FORE, TRSLL K EAFELTINSG] L voZEENS  HHh
Wi 2720 [SEMOTREN, WESALEEFTIEHFTE, B
DI BEEDSHIT 720 MESALFTET I EAERIMO TS0 T, TF)
WHBHYZ) ] LVIFEDH o7z, INLHOBEMENHIE, BIFEEORMTH
FliSAhEE X L MRS, BlLART S 2RO fEL LTI LT3
ZERIDPDVZ D T LIRS NAHFRITIE, HE LA
WY OEEICHEDY ., ZLORA, G TOITIELMHIHFLT
WEEW)FUEDRD Lo HINEIED TRIREOMETR, € ORIK & KAt
CRFHERDTRED DL LDz,

F72. EENICHIROBNFERED S, 1 AOMEIREO M % s
THZEBBLL v, RUEEAMAIZIIR 30 A0 ETE L THBY
SEDVFE—EENIEEL TV, 29 LoEHIE,. SEE 1 L i
R AR ELEAN LR T VHETH D, B, EHEOT A -V T —

IZBWTH, BITK- 2BICERN LT M2 RS, 0 TR
2L TN AWA, BICHETH S EHHAT 5B H o7 LdbTh
EERF Y B VIAE L SN B M TH 525, #MEFLOMEIICE L T,
HE R FEL LTl S N A BN D 5,

) L-BLART S, MBS L BAOFRIAED T ST
& 72 R RIC Il E T o TR OETOR %Gk &, st
SNEHRIIEDo TEEKOERICL LA H 57255, HHEILIC
FARHON 4 & RS TRFEDR DL MEDNL L EIUIHEO G

56



ok B

BRI BT 2 BRI 07,

RE AL 2 bl 320 I 2 =7 113, BEERCILEOERHE
WHRLOD, STt E LTEBLTYWS, 2OHWFETH 206,
RHEE LTORENIMA, BERBAFOL TR LA EZITWAL LI
WAL, MEiT A2 2 kT Twah, 29 LziiiBw T, R
A OENE 2T ER-W I FZHENERERDL, ko Ax
WCHERAFAEE V) F A RIEE 5,

2. BLHIEDEE

HiEiCR72 & 912, HEILOBMIBEGE, L8, MhEZ% &SRR FEH
DEBZVEVRDPLZLL TE 2 TR EEML. Tom#ED
WNREPR SO SEADFEME U THEF ST S 72, RSt
DBVRIIEMIE, EDXH I L TERILDOWICHEI L 25545 HIZE
2 ECTHEFFSNTE72Dh AHITIE, BRI IEMOELWEEL,

ZORET—H L TR TS 73BT O W TRibE L T & 72l 2 BEBLS % o

21 ZR>FFAIEZFDA A=

RE RO R L 2 &, BHHELO [Behd ] 3=k + 47
ITHb, HRIZBITA [F4 53] OBRIIHEMTH A7, KEITIE
FTZOBEREFWMICL 72V, HWT, 4D IPMBRENL L H 1Tk
STeER. EDLH)ITEMHPZILLODIEE > T o 72ONIZEIT T <,
FTAT N IOGFENLMED T TH S, HARFIBICIZERMIZ =K >
%4 #1 3 (Canis lupus hodophilax) & =% %1 I (Canis lupus hattai) ®
QFEDOFT I IPERLL T END, =R rdtHh IEARM, WE,
JUZ, TV 4 A 3 AbiEICAER L T, Yk o 314 1889 4F
EISHEIR L. =R o447 313 1905 F I B o HBRFEIFE S, Th
PR3 5 b 00, MR L7\ OFSEHTH Do + 44 3 AT
ROTEMINMET 5720, ZOMIRIE I ARSI OBREE - $ESHEN & WK

57



L7zk&Nhb,

=R VA I DEWFN R XTI oW T ﬁ‘ﬁ%(ﬁ‘/‘“(%f_o
W7eE DM Tld, =k 4+ H I AV, L7-FE (Canis hodophilax) 7 D 7>,
NA ATkt IOWifE (Canis lupus hodophilax) D%, X7 F 724 T
4 X (Canis lupus familiaris) & [{] Uiz DOV THAEm SN TE 72,
SARVAFHIFMBLTED, FLELRLEON TV L7290, A
MLTELOPERERE S NS, LHL 21 HHLIZA - TH S DOHFZEIS
knE, =RV IFH IFRERE NI LAEHTHY ., F2A
IAREFRLELMETHD LV BFBETVD, 2oL ITHOX 5 EHAE
PO ZITHEmIN TV D MIREFICHES S, T A A A IR
R TN T b oz,

T A INCFEFOLLIWEEL. OARSZHILLSBRSNTBY, Zodinr
NHIZHIER RN L > TEMRMEDS R NG, - H I %2 AZE) el
AL LTRiCEED D H UL, SICFED - MBI E LTEET 5
ZARDIFLET B 7oL 2 [ A4 A 3] LI 5 KEGiE. Aok
EOFTREE R T A IOFTH M2 D, A ESTZD L
ZUMEEEZMZONLZ LR, L LAMIIIREYREITTINEL LW
INETHY, A+ A I T HMFBN LT 2EBTH250L LTHIS
nz,

T A IEAMOBMBREE T LOENICLLE, HROBWRS EF
R VBB CIAZeBBE & 5 D &, 4 4 X5 TR 2R A7 AE
EEINTE, 473 2O [KA] 5 E T2 2 LA
RROFEEICHT SN TB Y, BREZE L THEHINTE I LH ) »
ﬁ‘;{go

HARIZBT 24+ 7 I OFEN 2GHlL. (R0 % RHER IS8T 25
BRI O SOIR & BHEAAE DV T 0B Z L5, BEHODLMERICL -
TERENTE S WERHEDRE, FASIE CIAREE I8 L 2 BBk
KPEFAL. RRICESTIAXI, YA, 47 vy bvos RBAEHYIC

58



ok B

LBVEMHERIO 4 0REREL L THRANLMETH > 72 ShOOEWE
WETAAFH 3. AMHAICE o THRRFD ML LTOEKERHO
Ll HEOREL BEELNIHT IR LR Tvnozbn)
ZZTH5bo

AREHH D WA I ED S BV S TEMIZ, 4 I AR
SNBRENLEPTH L. ZORBMORFIZOWT, Mok CclidH
RUFEOWEREXY < N7 75 V7 I3 MHROBETHWA F 7 328,
IEFICHYHICENE L 2L W) EHIFES N TV S, Y b X VizED
BEICESEZT XA A IFINOMELCiEs L)@l dNhb,

22 BRIEDBVHIETOIFE

HRHT O HARME S Tld, BERFEEDVLZHE HOTWiz0, 1EWOFY
MENITFAIDAA=TVIE, ZLDALIL > THMNGEXZ E %>
Tz, EEEMt Tk, 29 LZERODEICHFV RV, Ax 0diE
DRERPIAT B MEBIITONTE Iz, hThH, #HlliAd+T+ 7 3I0
AR A S CIRAT T 5 C LIEEELRBRBEOOLOTH Y, BRZ-BIES
R LB E R LI 2 LT BIEEORFELES LOREENIS

15)

B ik, BUUTHD BEFFEOME L TEM STV 525, Lk
UK, ZOMRRIIEREL., BiIRSLEHRToME LTHTBTHIL G
MEND X)W oTze REHE LTRIE LT ICBWTIE, BELSH
B3N %L, BHTFEME LTOBVAS Fid, HliEGEEORRIIINE
FTLPRBRDITOL & THBENEINLLEND - T2D7,

LA ON TR FEDFEADMRD TS . FFIZ 1657 4D [HIED KK ]
TRIHORPEIBI L, ZHOEFEEZ LT 2L, KFIIHENRZRT
Hotze Flw MHEDPSLWALTELAERIZE 5Tk, RAIS BN A 295
LU TELTANEREICBIT 2 BHDREALMETH 720 TD L) %
HAEGHEDORZIIH L, K (HHViE+ 44 3) AAKOKENBR TR Z

59



THSELEMER, B S DITHET 2 HEEMEDS, A4I12& 5T [BiK ]
R (Y] ORYEBEDONLEZBND, T TIZHRRZZLHITHAEIIZ
BWTE, KA+ H IOXFBERTH 72720, 2T LHEROD &,
BB FHKKRRG - BERRT 2N 2 20 E L CTHRRE N, )L EW
SNEOTH b,

19 HARBEOHATRELZIL I OWHATIZ, B S TEMICH
BREREGZHEREE oz WITERL Y A4 I8 o TR & E R OXF
LTHY, BASEICEHT M@ Z Lo 2RI, 80 - RIEE
BOLDOLZELTHELTWR, HRIZBIFZ2I L7 ORYOIATIE
1822 AEICHERR S M. 1858 4F 12 id [ZRB O K T & L CaENZ &G AL
KU7z0 MREIAR RBHEPFAERT. ZLOANLDIICE ST 29
L7AZDOP T, BYRAZFIZTELEUNIEN-72LEZ5NTWS,
HBEFF A INALITRITEETOVTZONIIOVTIE, REEMZB W
TR R % b 72 5 FHAEL ST & 722 LRI B b
FAHIBMEETL2HWTHLIENS, A+ D IOMEEHBLL
TMOEEE 2 RBIT, el VI MmN Lzt AbNb, ZDX
I, B OB BRS R BN BRI LR ). BuRad EEMIE
EREIT E W) D72 bTRIET A X9 Ik - 72,

FEL Bwad Fid, 02 ZICH T2 A4 ORERLRELIC
IBET B, ELIHRMEEZ M 5T o7z, 1858 4D AE Y
3L 7 OmATIE. FFE ISR S N8B 7 B SR & 5 BIEECR OB
GEER Y, EYYE & R ICERBERO BRSOV TR I NS L)
X7 o720 HBIFE, SAEANDRARTH /2 HZEHNV— FOIRIZE D, [4
K| ELTOIL IANORMAENIZIAA > Tz 2D X)) IR
OHT, ILIE [7TAYAI] REEHENR. MPBLHROLEE L
THw LN, REMEMNORSIAICINY AT NZ 07 b THREI N/, Z1L
Ty ZZ2TOHOAT A IPMEHET 2 L) ARBWFEPERED SN,
RHEIZBNT [TERO=F I A INT AV AMZBIT S Lozt

60



ok B

BSIEE o Fre ZOME, T47 I 2AMEETHBVASFE, SMIBH
W LA 2 AE R D REEAE & L C AR S AL, B BRI AR o Ao
ERBRIC BT, A% ICHI AL 2 %25 2 720CTh b

PLEDE 10, BUbS FISAT 2 UL, BT E oRA - SOIL
RIITIE CTERRICER L TELD, ZORIEICIIAN L DREIZEDIRD
LV HIDA—EBLTHOONE, 29 Lok, REMIBIFS
FLRASE 1 7 FEVR DV OB X 5 X RIS, BIICHZ L D15, A4 0
BV Ao TV < AT, Ao o HusHE 2 D IR N & OB % BRI 52 L
TELZEICHRERALTVWEEEZOND,

TR EARIONC 20 & 5 12— A4 (EHI0ICIZ T & i LT e
Do /NE (2008) 1E. AZENEINIET - TAEHX BT 236128 L <.
BRI B £ Tt BN & 2 3P I 6 T 2 BAERAT O LA, (SO
SRR L OB MRS R LT R 2R AW S LT B,
BRI D% & 2 M L A2 L TRz 7 b 0 & AT B
IMECEIUE, COBRICBVLT, BEEE L REERD L, EI0RH
WBARTE L b1, ARG LOMHKEZT22EbH ). [HORLHA
BIBIAR) % 5E0C X 72,

FH DT - R IHRA T, WA 2T 2725 Ch <, bLAMH
A % 3 2 % BRRPELC X 5 B A o 720 % BIREE [ALASHIE &
Uil & i 7= 540, SR OMIi% 58 Ul OEES IR SN, 2
K, BN 4 L ORAOT TR ESERIEFHATD Do TET
Liote, Fh. FHAEAMOZENOBIE, (BRI 0 b
5 [HEIA] WC. BEIHHREBRDO TS, BATIEbhot, F&
DORFIHIRZ L o Tz, RUOBK L VIEESZ > T ENDL, ®EL
DERIED L D BN D5 AbEVAL v hvh] LFLI Chb0m
DA, —MIARE S NS £ 5 BHES SEEFANOHRIZE £ F 5T
R 2 48 2 IR & DB AR S LT GBRICBWC, AsH
D& DBTHL & & o TEFANSINT X722 E259 hA5E Do

61



FHEL OB 72513, TBEO X9 | L dBES ML HREoH T, it
BWoON%OH %2 OFHRIMNTE 72, 29 LIZBEHOHCFELR—fFo A%
EXFEZHEAQTE 20622, HHOANRRHNCZIMHEICHEL, IS
CTHVRITIIKRERTRLaL F#ITRE, I LD BN KB
IS BFAENEEALTELEERONL, BWAZTHEMARMEL T
E TR R BRI, N4 DEF EOAZOMHEGBE L2 &I
L0, EFREILIRRDOH T ZIF ARSI, FWE L Tkt &
HAMRREZEBLTCEDOTH L, Mllit#Hh 2oL T2EE8D
EDRIZEDPNTEZEEPOTBRLRERES L, Boh s IEM0OL
BEFRRE LR CETMANLERN DV EDTH 7T EHREIN G,

3. BROBVHDIEHFFUERIHD

21 I BAE, HAOREZ 1T ANEMA L. e HIELEDb ) KH
DOEIZTLT R L AZ W% 5 W IZ &AL 7z SR BERELT 1B
B ATH2AWEHERT S X 9122 0. HAROEBELIZEARIE OIS
HEMICAN, WERISE 7 2 F Y THIET A L9 10k o72 ZOIMRICE
W, RS OBVAS TEME. E0XH)IBfLL. FFoH
VR A2 T 23 L TW 2 D, BB O TIXMIAI X 2 Mtk o545
R, HHHEILTOSFEFHIT OWEENCAEH L TE XL TAIZV,

31 BHRAELOHRE

F90E, FWAREASFEAT T 2R HEE [RINAT] 22U, 20%REN
BOBMICERT 5. [RMAZT] 13 1993 SEOAITILLR, 4EIC 2 105847
ENTEY, MELEDIHLE > THREEZIT-> TV 5D, aElX. fitk<
EHENOEY), BEE R ETIERG SN TBY. 2 OSHEEO H Il
NBbOTHD, BRNERSEIDEY ., ML E BB R RO
L BRI SEEINCE T 2 %8, MBI 284Ut oHmE -
AL S ST S 2 UM ST 232 L E R Tw b,

62



ok B

[RMAT] CBIRE N HRH ., OES LIHOh 5 FMOk
Ay HISITHRAT WAR AR, BP0 A& O AR, 2 L CTilfiio
HERE, T —<P kb Tnb, 21 THHIEDDIE, HEAAND
BLAS, HANDEBOAZELD A v t— T Thb, ZNEHET D
Pk LTy BTS2 S 8BRS TV 2 39 4 TR 45
FoN B, SO A, BIEORBLHY A &\ 5 A<,
HARIE W TR B NEI o T B, & X2 [, BAKETF &
BLEFA bl (B Ofps 07 IR TuES] &
Vo 7s 5 % BHMAEEMMEL ) b Hw bR s, FELBHELA
Tdb L)L LRPILZENTBY, T2 EHFICE->THKREZ Y
ERAAEL LCRU SE2 0075, 70, 63 5 CBIShbsmmE
OFETIE, BUROWHAZIBI 5 A4 D [22H0%R] ~OFHA
Bbo [LORBHZCEEES S, BUNEE BHOV/7E X, HAIC
it NS T2HbLbETATLEE N, BHRIEIDVAENLL 2L LN
FHAN, HLTHLOENERT IR ) FFhEFECTIS0ET ]
L BT VWA, S0k I [RMAZIT] 1213, FABNICH
EBIXEED A v e VHAD SRS BRE AT B,

AR S LT W7 TRINA ORI Tl HEEE O =16
BEARD £ 5 ERT WD, [H7FORMTRET = L 2T X Vo,
e vioTh AL DMRTH D, HARDERIE. ANl hPREkE
DMD Y E OB, B AT OR e FAABE LI L 5T VD &
Silbh s, 20BN E LT, [COBMAEHY - HlEE Lo, 4
YL MO GOEE ko TV AR5 THE] LBERT VD, &
I L7zt 3L, WAt N2 S OMOATERO M) S 2 Mtk L
CHoTELTLRELT S,

EHICHE 60 FICHBMEINAMATOFLFETIE, P OTHERBRONT VX
B e A A A e LTk ok 4 3 AR L7 = & L BIE
Tk Y A % BNC L B EEAAEI LA 5 T 5 BRSNS LTV 5,

63



FFFHE L2 SIHIEIS, ZLTERRISH . BARNORELIRY KD,
INHPHEI LTWITIERVOD, TN EZ AT LIZEN [(BBhMA]
BEPLOTRFBIRTIELZVWTLL I N ? ] LD HNTED, By
SEN. HRORBEMEELE2 5 1T, BRI ELRITAE L ED
FHRTVS S EAVRBSND . IO EWBBEOTAI DT 4 I Of
THENHIE, NCHREEANOHARZWERT L0255, s [’
MA7ZF] OFFHILET 2 D13, AMOE AL HARBRE L OB1) 217
A EED Ay L=V THY, WaklZZ ) LB@Z LD D& LT
REZ R LTwh,

EUR AL IE A 2 DS ERICHET 2SR L T b MithiZE LA
BWNICHELTEY), HTofELE Yy —t v ¥ —IdHRREICOWTD
HHETO T 7 5%2RMETH2EELEHEZHSTVWE, Z2I2iE, HMo A
Yo7 Ars—=70%—) FEEHLTBY, Bl — FORNR, #FE
WOEERICHT M 2B REBE L CVWE, HELY Y-ty -0
B, FICHITHERICE > TEE SN CTEZELLH ). #Hie 2 0H
BbAS v 7L L THboTEZ, BEIIIHITO— N TH 2 ks
VI —REBO TV, THIIHEE Y Y — X v ¥ —IIBI 2 BREHTE
AR D HRBE R OO VWTE 2 L 2RRT A5 9,

HEEY Y —t vy —id, BEBSERLARUE, KMOBWElSELR L,
SESEFREEHE AN MEEMNICHEL TwD, 728 21X [
=7 L NOAEERBRT B0k LESN T 0 ST AT BINER
ORI L, IHOES LEERBRT L2 LATE 2, #EIZIE, +F
HINCGEL o2 ETHIFINELIAE U REEMEEL T —~ & Lo
ML SN TVwE, ZOMBA TP D TERERDTENIISH - 724+
A I OIS 725 L2 EEBPEEIZOWT, EBIQINE R & 200 %
WD D Lo I NED bz,

DX BHENE 2 U T, G TIERHEN R BB T 2 ARk E
BLRASEFNOEMON S A L-FOPRESI N TS, EHIX 1

64



ok B

CAFbITA Ry MEBIIL 7N L ZORBICA ¥ 5 ¥ 2 —%hTo 7o
BBIERO L) IZHE-> TV D, [ADRDHENR T, Hdfilthzwv
ABRZATHOT, TEBITIFD - L HREMNE ) BEEEE-> THIT7:
WEBESTWE L, TAGEE, JRETHEHELOANY 2D F L7z,
ARV MDOFTA FEAD, WBELORETIHOBYWOES LIZHEL)s
BRETVLEFFLTVWE L, COFTFHREHIEALLS, ADEWLE
BLTWIZWHIERICR>TLE ). FLOHICRVWHRREAKL 7
WEYDHTHWE L] TOFEPLILRLL LI, HROL DA,
FRCTFE THRIE T E AR LN D 2 2 A ZRODTEY, T8k
OHREBNN L TERRE LIAL RN T WS, #HEHEINTIEZ ) Lz A4
D=—RBRBEENELDZONTEDIZ,

M DLMEER Y Y —L v ¥ —DFEHIEB VRS TEMWELZ 5 A%
WKLo T Vo TBY ., ZOWENE. BREDIEDOEERARZ 5%
FHE R LTV D, BREMES BB OMREL L CRIMLT 2308
W, BULRASFEMIE. b E2EZ AL DORZIIHF D Fo> TnB D7,

32 Ny bDEHOWE

R ORI OEE & L C—BRHZOOERy NI 550
72 FftE. A4 0B - Xy bE2EHLOWY IR ) DOH b, Hit
K. HROMAALEIC B 2802 ANIEMETH 5, 728 2 1IEWH
ME O FgtE (ZE) e Xy o b AD 25T % it
ILEIEZEZ LL v, ARIZBWT, Xy MIALERICHLAATIELRS
BV EV) KPR RONTEY . AEBWIHERGITE DLV K
HWhHbHLEND, LTz, WRIZH MR HEETH - TH P ITH
DA O X 9 G S MDD B HBMRE AT, Xy MRS TIT &R
A&y MAELESEZEZBVET I LBEIRL, BBEIRS
ZLd B, Ko THIHLEIDS, FEBICRy M EoRESREIELTE
IOV TIEEIRTH %,

65



DLMRICA D . HALEDRY MHT B EZ T IEA X CEILL T
BAEOHATE. [Ry PAE] LIHERSIEERY b O Z 72
2023 4E I 1T O KA ST B AR 1590 HEE STH D, g
FAEDREORBEAT (14355 A) % LA ECTH B, =0 LS %k
BObE, Ry M AREO—HERE D APME TS E ISR %
BTS2 LAEMOELE K LT, [Ry Mith] 2 [~y
W] B ERAT MRS RRS HD X ) 1o TR,

BT DB % 47 5 AL O TR 7 B3 AT SRS LTV v b
DO, AL b5 A, <y b T ONHEIT S B ORI KB
DATER AL, TS X U O RIES  E O LB SN2 £ 5
2o TV B R D . <y b AT OME o TV A, 125
Ca—2ffor@llHC, bEbE—HOBHEN [Buast] # Lo
AR 2 T 7 0B, REBITL B L ko2 0HE o Th o 72
FNDBATFTA T EIFonb 4 L TEREZENTSET LA A
B, WG A THREHETHS [Bunast (h4n3)] &
MEDNXy h 7 =L E#ODF [Ry M) FETHZROLLTELD HE
W a70] O [BORSEEHET TV =2 b HEAMGL . =
DOFEZRAEL-EHICE AL, MU THEILO A A — Y ZEIKIC
Gy IS > TELT FOF 2 — RS 72 b D Thoree £ MO
MBS T 50, [20F % CRERHLOBMEERLTLES
LS M fE R 4B 0 . TR R LT B 72, B
WOFEREA B 720D MLk 2 L OGRS S e ) EdBe 2L
COHFEEAHM LR E LT, 2011 41213 10 H AU ED Xy b EMES
B Z B I2F o 72,

SEDBUBEFENY N AT CRAAFRICE, Bl OB

FR5 BRHADHRAA D7 L W LA TELESD, Ll

IR OME D 55 2 E 2Lz, 2L EEI T2 v 5 Y
2T, [y FAREICHERT 5 & 5 12750 7 OO 7207,

66



ok B

[ROZITF AN OD ik d b L, itk BERE b WA AS, #EIL
DEEFRY O72DIE Ry OZIFANEVLE] 7 EDRId%E  FHrhtiz,
L2 L. EBEONHEOLZHICOWTHEN ) FAEEZITH) LR R LFEL R
XTE, ZIERY FOLDIHI S C L 2 LEBERF VA LB ICT
22 LETERCHEELOBETH D,

BHMESD L, KO LD BBEHLORY &) IZOW TR, B
FHHL [EHH IRy P2 BT NE MRSV D EHWT, T %o
BB RENATIT S X9 Hio TR L] itk ziins, ZotFH <
ZHZD TAPEWICEDL ST, RENATL - BIAT 5 & vo 72l
MEEIIENEFE L2 WS D] 720, A ROEHYL [ KTITSLhho7z]
FOMLTRI-7E DI Lo, L, Buin Tt t4k
o i % Mo TR B> TERBEEE 2 2W A DRAVR L, ZoME
EBEHCHEE S L oo, ThaES LT 57, [HEo
AR D BILIC D, Buvo X)) [ER] EH0Thons, KL
Kb LIRS E, FOHEHIE R TlE LM 7o 72 &
BIAL 72 TOEHIZ, izl o TEEENE DV ZBIRIZBVWTD,
HOWMDOANADELAIZFEVIRB I & T 58843, 3F & HERISHEEL.
A DREZIH LTBVRE E0 SRR 3V TROE G 2T & 2o
EHHICHELELHD2ES9,

B, BRICBI2BLASIORHIIOVTEL SHLNELY Y
— F2IY) EiF7ave REEBEE TRy SO E 2T 72 Lwv ) Rl
DAY HCa—Thd, ZOFME. FETHVOEBELEY 432 7T
FEOHLTIREREZFIEWD Z LI LT RIIHRELDOZ LIZNS T
7205, ERTREZH > TW720T, [F-KkE2fnin] EABELRAFED
THRHE LT Y2V —THER- B AT v 795 [ZOFITRELZH,
By BIEIUA 7 HEHEAVE, MOTIZ LA ARCO TR &S
Fro BREED S [ % T2 BISMBEEV A 7555 Ly S 0T340
DR ) & BB SN, [RIED &b LR AT RARL 2o 72

67



ATT, TYH, HE2Uo72H2 LTWT, H2BM. BEAIEE S %h o7,
WhHhWBREET) = DI THEHETERVIRETH - 2 LHHZ 2T
FL7 [T HERKTHAICLEDZLHVFEFIILTHIFLI] &R
ECHREL. BIEMALZ L2 PDIz, AWIZZOROIEIIELAT [V
V=V (FERR V)] L L7z,

TNERICAZTHL LIESIE, BT O->& 02 LIKKRAZD, M
VERA BN ) R ETFEREE, BIFZI I ho7cEbH o7, L
LEWIL—F—LDHEVdH D, PEIIET D ERFBOHTITZLL
TR EREDLEHDICHRY, A0SR TEL LI ko7 [MBAD
A CIEERMIZT S EHE L TWAEDT, BHIZIZBELZ LWEZITORIZ
W2 2ZDT, EEE TORBEIZHEZZ W] & nw) 2 ET, —fIZE
LiZUHT1IEHORSHICHEINIBIFIATo 720 [RIVIBE 24 %
HRETET, 20550 OREMIZL O L THEEV o ITWIZEE TII L,
WWPElWIEFEE Z 9 28, B biERehbs e ov, —LTL S
CEREBRRPHZTEILVWEE S TS, BRERMELS, BuhsFin
I HEEDT D EFWT, YR INDLEETHS LI, LTy b
DERHEWMRICE>TIELWE B TBHVICITE E L] Rk~
DBRICAY OEMELDH V. ZOREZIZ, ﬁwméi®%ﬁﬁ%6hf
Who [BH Y 0EH, IVIEHRBEEZ TV TrbWwe ) ozl &,
o TBALEN 726, VDAL D ELF TV DIEMN L. Rk
WiFh &, Eo EMBRITIVIC [ ) RLKRZL] EFoTINTVWED
ZEES ] LML RIS TRP o F oz, TOREIZE
Ty Bz Fid, BH#TFTHOREHLTL AL, IR VDL
G RIbERFSTINTVS L W) RLEE 5 R BHEAEL DT,
CORED XL IRy FOREISLEFHD S N3P R kv, BICE
WTIE, Xy PEENTIR B BRI EIHRRER & v o 7RI, T LWEH
HoOHER EZBET—RICHDILCHOND L) ITh o T&E 72, 2016 4
DOFEFHMFEETIE [y oG a | RO EDE LTHEITFS

68



ok B

2L OXFREFEDLITENS D, Ry P OEMICE T 5 ERME.OD
BEONIDPNRZ L. Tl 722Ny NOMEEZMO Lol LTH,
HIEHARDOB X 25 iz 1 T Sk Mk Loy b2fFE LTS
LEINTBY., T DL A, RASTHYOMEALOHE BT 50
S B Do WbBBRY by gy FTRES N KOS IE. AT H%
FEARRBLC X > TEIE S 755 Eﬁ%&%$%%260X7#*<&
STBY., ROBEREIZKE SN DV i%%ﬁt&w#%f&éo
ﬁﬁﬂ&oﬁNVFE%:EBTuk%ﬁéﬁéﬁﬁ%W%“ﬁT Rtk
FTHENRB) ETHEBEL SV 29 LI2ALIZ, KofdHE, it
Xy FHOFALE FHDTICIZV SRR WES S,

29 L2k A S, BWE#EROWIER E %8 LT, BHHEZ~OHH
AL BN ORE LS RO ST b, LA LFAKERZ, Xy bADBw
WCHF DR M 2L 2 OBEEDFr T LA 5, ROy
FOHHFE, FDOLI BLORYFTE LToORELIHS> THWDLDTIE AR
W

ARECTHRTE72 X512, B IBRBEHFT O AT %2 A
NTBY., T4 L B OHFHIC S T EIIRMAYIC M )T 2 v Tn
bo TNOHOEALICIX, B HKETA L. ARBROMFHICEE 2 %&H %
HIFTHIZLEWTHLMTH S ENOER. T A OWZE TR
ENTW D L) IS D ELF G &) T D 525, FEFICA4OH %
DORGIZHFEVIRB) ETHMM7-bDOEER DL, TS SFSTFLER
WEZVEHIHT, BURICBIT2B0WRE Fid, ARE AR L
B2, Ry M2 T NAMBEE LTHiRBNE2EDHICE STV,

TED

BRI L, BBGE, (LB, B L Wo 22 X T ST RFEROEER
2T ZORMOBNTBREREM L2 MR L TS 720 K B
s SRR & AGRE R B MR L AL S OO

69



BROWARENELLZCNT, [BREFE ] FENS 2R REE LT
s, A2DOLOWDFTE %> TE72e TOX) BEMIMILL,
FENTELHTRIIE, —BOALITEW2 SEMN 22 T & /M
DFAENRELFLELTVEES ), [BBOAy 2T —] LIHEhb
BMOFEICE > Ty BRI FIRFROZBILIZIE L. N4 DREEF] X
ZFAGHE L TEEZRFTTE DT,

ZLTHRICBV T, HE LM OMGEY I & DOZALISIPIG L 2248
SEAZHEITTEY, ZORHMEBVR I TEMIBUCADOARLRIEL AIZ
WMo TWD, LY bIF, BFEMEL W AR LRITHMICE DA 9
ETHREER, FRO—BEABREND LI ho72Xy bew) fFlEx
ZAFTAND LBITIE, WO N 2 125 D iR A ERTwn b, D
FEEEFZ BRI IEWESEDEMOTEHICEZ 5N H. Sk
LR BT T EEZ OGNS, TOREMICIE. 5B EDHELEHFET
WX 720,

AR
AREWCEL, ERELTHIZHY T LHBLOEROER. #EhoBEik.
ZLTSHEZEORRIC, LIVEBHPLETI§, 1 VI Ea—0BEE2RS
B EZIFLZE o L RBETFR. WWIRAER. SIER. BHARRKRC. &
CHELBELETFET, 4 REPUARICIE, WEFHNEL-TICBRHZVWA
PPnizZ iz, 2BOA—NVEIZBWTH, BlZHWIZE£TTEICS
ﬁwtt%ibtoé%ku§<®ﬁktorﬁ%k¥§mttéiLt;ak‘
DX YBEHEPLETES,
i
1) SARIES NUFEEN : HALOBREZES] (BAH#. 20154F). 3-4 H,
2) C O L oA O BRI RE, GRS T IS RO s AL o HP
WAL S N &L BRI AL B OV 5 SR A A ) [l
M Lo B ERFZE] HHER. 2018 2 BEICLTWwb,
3) MR (3w s L Sh oRFgE] CURRIBAR. 1993 4F). 91 H,
4) WINRFEAE S [ o L ApEgE] (L)AL, 2000 4E). V

70



ok B

H,
5) 7 (1993 4F). 72 H.
6) Ak (20154F). 19 H,
7) #A (20154E). 21 H,
8) B (1993 4F). 205 H.

9) FFHIZXBHEHY FA, 2024/3/28,

10) AEERE THELZ2HROF 7 I OBENREE] [HARBREMSMRE] 45
65 & 35, 2012 4F, 225 H,

1) AR (20124F). 229-230 | : #4RERE [7 =~ A4 2 2B X OB4]
CRRRZ MR, 2001), 15-16 H,

12) “PEKE TR ZoLREEEER M) (BUSEME,. 1992 4), 183 H.

13)  ZENEF DRORME - KB omZE] ORI E. 2000 48),
203 ; 237 Ho

14) P (1992 4F). 88 Ho,

15) /MEEET [+ 7 I 0] Ghriitt, 2014 48), 22-37 H,

16)  HHME [t 4 3R - REE O CBIR] (f oA 2024 4F) .
41 H,

17)  SEiG PRERIEE : I VIR THz 1] (W #E 787, W1 H AT H L
2005 4F). 62 H,

18) P& (1992 4F). 44 Ho

19) /A (2014 4F). 85 Ho

20) FEHIZXHBEWY A, 2024/5/8.

21) HEFIZX HEIEMY FRA. 2024/3/29.

22) N FUN—134 s —4y P ETHLEEWRETH 5, http//musashimi-
takejinjajp/category/bushumitake/ (ZM 20254 8 H 31 H),

23)  [RMAZT] #6453, 20254E3 H. 8 H,

24)  [®INAZZF] 835, 19944511 H. 4 H,

25) [RMAZT] %60 5. 202343 H. 6 Ho

26) HEFICX HBEMY AL, 2024/5/8,

27) MR [FR 0D O WA fnT & RO H6GH - BEEEHE [A
LM OBRY 3By b eta] (FUEIE. 2008 45,

28) HEFHIZX BB EMY PAE. 2025/3/20,

29)  HEHSTHHEN T [A720010 [Byvia S £ T [Buhs ]
ZARE ARy F 7 — AEHIC L 2BOGIETE L] (2011 AEEEARAIITE 3 3E) . (feel
NIPPON) {&Eh#HtH 4 »7—% 4 7, https//feelnippon.jccior.jp/projects/

71



detail php?id=0526 (£ 2025425 H 31 H),

30) EHFE MEHARR L BOUED 5 &2 IHEE# O B IEE IO W T—a
W2 NS ] PRIERR B Zemmte) 45 41 5. 2017 4, 135 Ho

31) ®H (2017 4F). 135 H.

32) HEFIT X BB EHY HAL, 2024/5/8,

33) HEFIT X B ESHY HA, 2025/1/3,

34) 2023 EBUET. &M OR 87% 0 RKRMEFHE LTV D & 3Nb, —fitt:
HEANY b7 — Flips [R5 A4 E R H EERA D GO TR X,
2023 4F) o

35) AR (NXv F¥ay I TREEN TV KL DD R) ORI
DWZEIEZ D5, LLF%25#12 L7, RSPCA (Royal Society for the Preven-
tion of Cruelty to Animals), Pedigree dog breeding in the UK: a major wel-
Jare concern?, 2008 4 : D.L. Bannasch fi, “Dog breed differences in the ac-
cumulation of deleterious variants,” Canine Medicine and Genetics, vol. 8,
2021, pp.1-12, https://doi.org/10.1186/s40575-021-00105-6. H AR D HAH 12D\
TIRKHEE [ReBT 03 - <~y M@ oR) (1 H# M, 2010
) HREL V.

72



The Potential of Digital Video Games as
Autonomous Learning Tools for ESL and EFL
Acquisition: An Exploratory Literature Review

Mikio A. Brooks

Abstract

The growth of video games in educational settings has raised interest
in whether they can foster autonomous language learning and what prin-
ciples and practices make them suitable self-learning tools. This article
reviews the literature to determine how digital video games may foster
autonomous English language learning among students of English as a
Second Language (ESL) and English as a Foreign Language (EFL). Al-
though classroom instruction continues to serve as the foundation of lan-
guage education, educators increasingly seek supplemental resources
that encourage learner initiative. Adopting a broad range of scholarly
sources, this exploratory review investigates the theoretical and psycho-
logical underpinnings through which video games systematically moti-
vate individuals to pursue second language proficiency independently.
Positioned in vivid and text-rich virtual contexts, learners practice lan-
guage in low-anxiety scenarios, thereby engaging in both implicit and
explicit vocabulary acquisition, which can lead to improved comprehen-
sion and provide authentic ways to communicate in the digital environ-
ment. The research emphasizes the importance of continuing to evaluate
the educational, pedagogical, cultural, and linguistic benefits of video
gaming and digital games. While video games can encourage autono-
mous practice, efficacy in ESL and EFL settings is contingent upon edu-
cators’ pre-screening video games, examining, analyzing, and evaluating
their content, and providing pedagogical scaffolding for their learners.

Part I: Introduction

Video games are a cultural and technological phenomenon that is accessi-
ble to people from different backgrounds, ages, and geographical locations.
In recent years, educators and researchers have shifted their interest toward
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digital games and have begun to regard them as a resource for education,
skill acquisition, and language development. In the context of ESL and EFL,
the interaction in digital environments, its interactivity, and its context-rich
nature have received significant attention. The growth of video games in ed-
ucational settings has raised interest in whether they can foster autonomous
language learning and what principles and practices make them suitable
self-learning tools.

Given the need for a broad range of strategies in ESL and EFL classroom
settings and the incorporation of different forms of digital interactivity in
contexts for acquiring English, there is an evident urgency to explore other
possible options. Acquiring a second language is generally viewed as a vital
means to access opportunities in education, jobs, and international exchang-
es. However, examining alternative strategies for language learning besides
traditional language learning is deemed beneficial and vital. To that end, re-
searchers advocate that commercial and educational video games provide
realistic, low-pressure language practice and motivation and can encourage
interaction among people from different countries. According to current lit-
erature, the use of video games can improve vocabulary memorization,
communicative proficiency, and motivation.

The present paper aims to review relevant literature on video games as
autonomous language learning tools in ESL and EFL and address the fol-
lowing research questions: How effective are digital video games as autono-
mous tools for ESL/EFL acquisition? What guiding principles and second
language acquisition frameworks can be informative to help us understand
this research question? What can educators do to further enhance the inte-
gration of video games in language learning environments? By analyzing
existing studies and theories surrounding the use of digital games in lan-
guage acquisition, this paper seeks to highlight the advantages and limita-
tions of using video games as educational tools. Additionally, it will explore
how these games foster learner motivation, engagement, and autonomy
while pinpointing effective strategies educators can implement to maximize
their impact in ESL/EFL classrooms. Ultimately, the goal is to provide a
comprehensive overview that addresses the effectiveness of video games
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and lays out actionable insights for practitioners in the field.

This exploratory paper will also discuss the implementations and limita-
tions found in empirical studies. The limitations include the need for more
genre-specific analysis, assessment, and evaluation instruments that can
measure the language growth of students engaged in digital game-based
learning (DGBL) and a greater number of longitudinal studies. Thus, this
review study aims to explain how and when video games are used in ESL
and EFL education. In addition, it provides ideas for students, educators, and
curriculum developers on ways in which video games can be used meaning-
fully to help ESL learners, and it can act as a resource that teachers and stu-
dents can incorporate into current EFL classes and extracurricular learning.

This paper integrates empirical studies, theories, and literature reviews
from various researchers, journals, and book chapters in educational linguis-
tics, game-based learning, and CALL in ESL and EFL education. To reach a
comprehensive and critical discussion, this paper compares empirical re-
sults, critiques theories, and synthesizes various studies that address the ben-
efits of video games in ESL/EFL learning, the effectiveness of particular
games like multiplayer online games and narrative-based games, and moti-
vational strategies such as Self-Determination Theory and Ddérnyei’s L2
Motivational Self System.

Results indicate that video games can enhance vocabulary acquisition and
comprehension and provide authentic ways to communicate in the digital
environment. Multiplayer online games offer authentic interaction between
learners and native speakers, and narrative-based games foster contextual
vocabulary learning and motivation. Despite this, video games have certain
drawbacks that need further research. There is a limited number of formal
evaluations to accurately analyze video games, which may not fully capture
the development of language proficiency over time. Moreover, digital game-
based learning (DGBL) poses a challenge to those who do not have Internet
access.

To address the topic effectively, this paper consists of the following sec-
tions: Part Il describes the motivational theories behind the potentiality of
video games in second language education, game-based learning theories,
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and self-determination theories. Part 111 details the applications of video
games and their affordance in ESL classrooms for language exposure and
skill development. Part 1V discusses the motivation and engagement factors
of video games in language learning, including intrinsic and extrinsic moti-
vation, flow theory, and immersion. Part V summarizes the challenges and
limitations of applying video games for language learning from the peda-
gogical, technical, and technological perspectives, including their effects on
learning progress and learners’ attitudes. Finally, Part VI describes the po-
tential for future research and applications of video games as autonomous
language learning tools, and Part VIl summarizes this paper and ends with
concluding remarks.

Part 11: Theoretical Frameworks in Digital Game-Based Language
Learning

Close examinations of the theories underlying digital game-based lan-
guage learning can show how motivation and cognition can result in effec-
tive language acquisition. In the context of forward-thinking ESL education,
it is imperative to understand the theories in place. Moreover, language edu-
cators must understand how learners develop their drive and engagement to
utilize digital games effectively. The next part of this paper will examine
various psychological theories on motivation and autonomy, exploring how
these principles can be applied to digital ESL game-based learning.

Self-Determination Theory

Deci and Ryan’s (1985) Self-Determination Theory (SDT) identifies
three key psychological needs that foster intrinsic motivation. It has emerged
as an influential theoretical perspective in motivational dynamics in digital
game-based language learning in ESL/EFL contexts. SDT maintains that
people are intrinsically driven to develop, progress, and integrate new expe-
riences into their sense of self. This theory highlights the importance of sat-
isfying the three fundamental psychological needs, which include compe-
tence, autonomy, and relatedness, in order to promote intrinsic motivation
(Alsadoon et al., 2022) .
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Autonomy, which addresses learners’ freedom and decision-making
during language learning, is found to be a vital element. Games, through
customizable controls and choice of tasks, support individual student learner
autonomy by appealing to different learner needs. Therefore, the ability to
customize various settings—such as selecting the game activity and con-
trolling the game’s progression and speed—is considered important (Kha-
toon et al., 2023). Games may also be selected and modified in such a way
that learners’ varying degrees of language fluency and levels can be ad-
dressed. Hence, to some degree, learners are able to actively choose what
they would like to learn or focus on. Consequently, SDT scholars note that
autonomous learners demonstrate better language gains than those placed
under greater teacher direction (Majdoub, 2021; Khatoon et al., 2023). By
affording learner choice, video games may foster a greater sense of individ-
ual learners’ motivation in their language learning. Moreover, this autono-
mous engagement may foster an individual’s capacity for self-direction,
which is a key asset in post-educational environments.

Competence pertains to the need to feel effective and capable of master-
ing tasks and challenges (Cheung & Ng, 2021). The psychological need for
autonomy alludes to the desire to feel in control of one’s own actions and
choices and to have a sense of volition and agency over one’s life (Jeon &
Lee, 2023). The psychological need for relatedness refers to the desire to
feel connected to and supported by others, as well as to experience a sense
of belonging and community. In the context of game-based learning, compe-
tence is enhanced through well-designed challenges and feedback mecha-
nisms. Games that offer clear objectives, incremental difficulty adjustments,
and immediate feedback on performance can enhance a sense of accom-
plishment among learners (Syifa et al., 2024).

The concept of competence within SDT addresses learners’ ability and ef-
fectiveness in learning ESL/EFL. Through instantaneous and effective feed-
back received immediately after an action or move by the learner, games can
enhance learners’ sense of competence. For instance, these immediate re-
sponses enable learners to monitor their performance during gameplay and
track their language skill progression, enabling them to make immediate
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corrections. The feedback mechanism, built into digital games, reinforces
language learners and allows for skill refinement (Khatoon et al., 2023).
Some studies support the positive effects of game-based learning in the ar-
eas of vocabulary knowledge, grammar ability, and overall language profi-
ciency for language learners (Syifa et al., 2024; Khatoon et al., 2023).
Adaptive games, which may be set by the educator or by the student learner
himself, offer a variety of levels and tasks that, although appropriately chal-
lenging, will not demotivate players because of their overwhelming difficul-
ty. Thus, as games may allow learners to feel successful in terms of their
personal competence in mastering their English vocabulary and grammar
skills, they foster sustained motivation (Majdoub, 2021). However, some
researchers have noted that poorly designed games may provide the learner
with too few cues that would help them learn. Games may not have ade-
quate scaffolding that learners would benefit from, and thus, they will not be
able to apply their current knowledge and competence, or may not develop a
high level of competency, to motivate them to learn further or deeper in
ESL/EFL contexts. Consequently, care has to be taken to choose games that
will suit learners’ learning objectives and goals to facilitate student motiva-
tion in language learning (laremenko, 2017).

The last SDT component that is discussed is relatedness. Relatedness con-
cerns learners’ desire for social interaction with and belonging to other
members of a group. A game may be an effective tool for improving motiva-
tion, as learners often play with peers (Peterson, 2010; Lan, 2020). Online
multiplayer role-playing games or collaborative simulation games may en-
courage a sense of connectedness in learners because they may play or col-
laborate with others on the Internet, especially if they are not in an offline
social or physical environment (Peterson, 2010). Learners may feel they
belong as they play games together, thus sharing their enjoyment of the
games and feeling camaraderie with their partners (Lan, 2020). Some re-
searchers posit that students are inclined to make friends who enjoy the
same video games as they do (Peterson, 2010). This sense of connection
enhances students’ communication in ESL/EFL contexts through coopera-
tive team play and sharing with others; as such, students are motivated as
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they do not wish to disappoint their teammates. Relatedness is also seen as a
motivator, increasing learners’ likelihood to enjoy and wish to play in a col-
laborative environment. Therefore, games may be viewed by learners as
motivating. However, it is important to note that game-based learning may
pose motivational challenges if game learners do not have adequate digital
literacy or a social network to play online with (Khatoon et al., 2023).

Dornyei’s L2 Motivational Self System

Dornyei’s L2 Motivational Self System posits that the ideal L2 self (the
representation of the language capabilities that one would ideally like to
possess) is a strong motivating factor for language learning (Parsayi &
Soyoof, 2018). This theory suggests that learners with a clear and compel-
ling vision of themselves as proficient L2 users are more likely to be moti-
vated to achieve their language learning goals (laremenko, 2017). When
learners envision themselves using the L2 in meaningful and personally rel-
evant ways, they are more likely to invest the necessary effort and per-
sistence to achieve proficiency.

Researchers in the field also offer additional insights into how video
games can promote self-learning in ESL/EFL. The L2 Motivational Self
System is a framework that explains how learners’ perceptions of them-
selves, their ideal selves, and their ought-to selves influence their motivation
to learn a second language (Syifia et al., 2024; Vahlo et al., 2022).

The ideal L2 self refers to the image that language learners have of them-
selves when they have successfully learned the target language (Al-Ramahi
& Smadi, 2015). It represents their aspirations, goals, and the kind of person
they want to become through language learning (Dérnyei & Al-Hoorie,
2017). Video games offer learners the opportunity to step into different roles
and identities, allowing them to visualize and experience their ideal L2
selves in a virtual environment. The ideal self can strengthen their motiva-
tion to learn the language by making the abstract goal of language proficien-
cy more tangible and relatable (Parsayi & Soyoof, 2018).

The identity construction element of video games allows the players to
identify themselves as a particular avatar and thus supports the notion of the
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“ideal L2 self” by building a picture of the learner’s future in an English
language context. Players in video games can express themselves by experi-
menting with various identities without fear of judgment, reducing the barri-
er to risk-taking behavior during communication (Rankin et al., 2006).
Thus, they can potentially imagine what it is like to be a proficient user of
English and practice communicating with this identity within the video
game (Parsayi & Soyoof, 2018).

In-game feedback and gaming challenges support the idea that learners
are sustained by the process and the immediate rewards of language profi-
ciency, which relates to motivational feedback in Dornyei’s model (Maj-
doub, 2021). Similarly, role-playing and multiplayer video games involve
language use, often driven by storyline quests and challenges, allowing
learners to rehearse their perceived ideal selves as English language speak-
ers. As a result, motivation is facilitated due to the rehearsal of the ideal self
and the integration of goals with language tasks (Rankin et al., 2006). The
competitive nature of video games can encourage autonomous personal
goals in language use when gamers across the globe collaborate toward
common objectives, mirroring the vision, action, and self-regulation cycle
described in Dérnyei’s theoretical model (Alrajhi, 2020).

The ought-to L2 self refers to learners’ perceptions of what they think
they should be like in terms of language proficiency based on external ex-
pectations and obligations. (Dérnyei & Chan, 2013; Teimouri, 2016) Video
games can help learners internalize these external expectations and align
them with their personal goals, thereby increasing their motivation to learn
the language. Moreover, self-efficacy increases as learners successfully han-
dle L2 and proceed to the games (Alrajhi, 2020). This increase in self-effi-
cacy may happen because video games create the appropriate atmosphere to
learn new information and be involved in the game’s motivations (Parsayi
& Soyoof, 2018).

Game-Based Learning Principles
Reviewing the fundamental principles behind digital game-based lan-
guage learning unveils how cognitive, motivational, and engagement factors
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foster ESL learning. These basic concepts are paramount for developing
game mechanics to create immersive, valuable, and entertaining digital en-
vironments that support effective language acquisition. Incorporating these
basic principles in innovative approaches to language education emphasizes
their essential role in shaping future strategies.

Game-Based Learning (GBL) refers to the use of games to achieve edu-
cational outcomes. Unlike gamification, which adds game-like elements to
non-game contexts, GBL leverages the full structure of games—including
narrative, mechanics, and interactivity—to support learning (Gee, 2003).
Digital Game-Based Language Learning environments align with language
learning theories and principles by creating interactive, immersive, and mo-
tivating contexts (Esteban, 2024). Games can offer learners a safe and sup-
portive environment for experimentation and exploration and improve cog-
nitive and higher-order thinking skills (Celestini, 2021). In addition, digital
games provide rich contextual cues, opportunities for interaction, immediate
feedback, and goal-oriented tasks. Thus, games have been observed to foster
learning through scaffolding and facilitating safe, immersive environments,
immediate feedback, and language negotiation through interaction and col-
laboration (Andersson, 2022).

Games incorporate elements of active learning, self-regulation, fun, and
social interaction (Ruiz et al., 2024). They can also create immersion and
flow, which enhances learning (Abbott, 2020). With the right selection of
video games, educators can provide their students with engaging learning
opportunities that facilitate knowledge retention and develop critical think-
ing skills (Alrajhi, 2020). By allowing learners to navigate through chal-
lenges at their own pace, providing immediate feedback, and promoting a
sense of accomplishment, digital games align with motivational principles,
thereby enhancing the overall language-learning experience (Esteban,
2024).

Cognitive benefits
Various studies have focused on the cognitive advantages of interacting
with digital games in language learning. Results demonstrate that interaction
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with 3D Role-playing Games (RPGs) creates language-filled learning envi-
ronments that may benefit vocabulary recall, reading comprehension, and
conversational language production. Empirical findings reveal that interac-
tions during gameplay enhance vocabulary recall by about 30% and increase
language output in interactions with peers and Non-Player Characters
(NPCs) (Rankin et al., 2006).

The combination of narration and dialogue in games can create context
for reading comprehension tasks, ultimately leading to intentional and inci-
dental language learning (Rubio-Alcald et al., 2023). Consequently, digital
games are not merely recreational tools but sophisticated platforms that cat-
alyze cognitive enhancement while simultaneously accelerating the intricate
process of language acquisition.

The provision of feedback within gameplay encourages rapid comprehen-
sion and awareness of mistakes. Correcting oneself in response to instant
feedback benefits learners and promotes autonomy (Peterson, 2010). How-
ever, poorly designed games and poor feedback loops may frustrate and dis-
engage learners (Peterson, 2010).

The cognitive benefit of games and LTM (Long-Term Memory) vocabu-
lary recall has been evidenced in various studies. Research has shown that
new word recall is maintained by large percentages of learners of various
ages for extended time periods due to repeated exposure, motivation to in-
teract and learn vocabulary, and active learner engagement (Rubio-Alcala et
al., 2023). In a recent longitudinal study, 94% of surveyed participants
claimed they recalled narrative vocabulary in their active language use (Ru-
bio-Alcala et al., 2023). Studies point out that recall from isolated lists or
repeated rote memorization has low rates and does not encourage learners to
create meaningful links between new words and associated scenarios.

Vocabulary presented through narratives and gameplay tasks, such as
problem-solving, character identification, or game objectives, is highly
memorable (Rubio-Alcala et al., 2023; Rankin et al., 2006) . Games that fo-
cus on narratives provide various situations for recalling and applying words
introduced at various intervals throughout the game (Rubio-Alcala et al.,
2023). The more active engagement of learners in these types of activities
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and the lack of pressure during gameplay improve memory recall rates (Ru-
bio-Alcala et al., 2023).

In terms of language learning, digital games may enable cognitive skills
and strategies that require learners to reflect, re-evaluate, and implement ef-
fective self-regulating strategies. These skills aid in long-term word recall,
effective production, reading and listening skills, and autonomy. Research
indicates that language learners using games regularly are more adept at
solving problems and using strategies within gameplay to accomplish objec-
tives, but only games using a positive feedback cycle foster an effective
learning progression (Chik, 2014).

Gaming has been shown to influence the development of metacognitive
and language learning strategies. Research suggests that frequent gamers
have higher vocabulary recall rates, moderate gamers place next highest,
and non-gamers have the lowest recall rates of the three groups (Chik,
2014) . Analysis of gameplay activities revealed that many gamers regularly
tracked their progress, set personal goals, re-evaluated methods, and actively
sought improved strategies throughout game progression, a feature not com-
monly found when learning languages through formal settings (Chik, 2014).

Immersion in Massively multiplayer online (MMO) games and Virtual
Reality (VR)/simulations activates and develops certain cognitive and so-
cial skills such as problem-solving, LTM memory and vocabulary recall, de-
cision-making, and collaboration (Peterson, 2010; Lan, 2020). Language
learners immersed in collaborative tasks and scenarios may demonstrate
heightened comprehension and vocabulary recall when interacting in target
languages within digital games (Peterson, 2010; Lan, 2020). These studies
demonstrate the benefits of higher-order cognitive skills for language learn-
ing processes in immersive digital games.

VR/simulation environments offer the benefit of authenticity within prob-
lem-solving situations, rapid decision-making using target languages, and
engagement with dynamic interaction (Lan, 2020). Studies have demon-
strated that problem-solving tasks and interactions in the target language are
superior in video games when compared with listening to spoken language
in simulations or classrooms (Lan, 2020). These features enable learners to
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apply the immediate knowledge of target languages during gameplay activi-
ties and interaction, thereby providing immersive training within real-world
scenarios (Lan, 2020).

Incidental vs. Intentional Learning

Several studies have investigated incidental and intentional vocabulary
learning within digital game-based language learning contexts. These two
learning approaches differ based on how vocabulary is learned, and games
offer the potential for both. Incidental learning typically occurs through the
acquisition of vocabulary that appears within the context of gameplay with-
out an explicit focus on language learning. In contrast, intentional learning
emerges from activities directly targeting language practice, such as vocabu-
lary quizzes or translation challenges. The effectiveness of each strategy re-
lies on the game’s ability to integrate game mechanics effectively with lan-
guage learning objectives.

Role-playing games and massively multiplayer online role-playing games
are often used to illustrate how incidental vocabulary learning can take place
by introducing new vocabulary within meaningful contexts that learners fre-
quently visit. Research by Rankin, Gold, and Gooch (2006) revealed that
intermediate and advanced English language learners achieved up to a 40%
gain in vocabulary through learning from non-player characters within the
game environment. In addition, their study revealed that words introduced
frequently within meaningful social interactions resulted in more accurate
memory recall of learned vocabulary. Huang and Yang (2012) conducted a
study where they showed that lower-achieving, less-experienced EFL learn-
ers were able to improve their performance through incidental learning in an
online multiplayer game. The results of their research indicate significant
positive differences between the pre-test and post-test for experimental par-
ticipants and prove that incidental learning can be effective in game-based
environments. Although these studies demonstrate the positive contributions
of incidental learning, future research must investigate the retention rates of
vocabulary learned incidentally and how this knowledge applies to re-
al-world language use.
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Quantitative research suggests the benefits of intentional language learn-
ing through game-based activities. Huang and Yang (2012) showed that in-
tentional language learning in a game setting improved vocabulary, especial-
ly for the younger, inexperienced participants. This increase might be in part
because intentional tasks in games provide a structure that helps learners
maintain focus and stay motivated. Furthermore, since learners actively en-
gage with game-based tasks to construct a deep conceptual understanding of
vocabulary, they are able to stay motivated for extended time periods. In-
creased game-based engagement might lead to increased learning motiva-
tion as well. Moreover, Alyaz and Genc (2016) reported that participants’
vocabulary improved significantly during game-based tasks. Therefore, both
intentional and incidental activities have a strong potential for positively im-
pacting language learning in games. Intentional learning within games can
provide meaningful engagement with vocabulary for learners; however,
these tasks often depend more on learner motivation and engagement.

This concept also applies to fairness in learning opportunities presented in
a game. Because incidental learning depends on learners’ vocabulary recall
of words within the game, which any game learner is exposed to and capa-
ble of interacting with, this type of vocabulary learning creates equal oppor-
tunities for all game learners regardless of individual differences or charac-
teristics, such as low- versus high-ability learners. Research by Rankin,
Gold, and Gooch (2006) reports that intermediate and advanced learners
are willing to send more chat messages and engage in more conversations
within the game context than in a traditional classroom context. Specifically,
participants sent more than twice the number of chat messages in a gaming
condition, suggesting that learners can generate greater conversational out-
put in game-based interactions. The efficacy of intentional communicative
tasks outside the game, using the vocabulary that was introduced and tasks
such as answering vocabulary quizzes that require intentional concentration
and engagement, would depend on the motivation and attention of individu-
al learners. On the other hand, incidental learning would allow all learners
to learn effectively rather than disadvantage individuals with varying levels
of interest or motivation. These findings emphasize that game-based learn-
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ing positively impacts motivation by maintaining interest and increasing
time spent in the game. In terms of game-based learning effectiveness, indi-
vidual learner differences, such as gaming interests or personality, might be
a problem that creates unequal chances of language learning.

Both incidental and intentional learning have been demonstrated to have
significant value in the learning process and are worth considering when de-
signing or evaluating digital games. Gamification is essential for motivating
game learners to learn vocabulary over an extended period intentionally; this
motivation allows incidental learning to occur frequently, ultimately im-
proving long-term memory recall. These elements enhance learners’ enjoy-
ment and motivation by providing extended interactions and repeated expo-
sure to vocabulary learning. Peterson (2010) also reported that Massively
Multiplayer Online Role-Playing Games (MMORPGS) provide motivating
contexts because they combine authenticity and immersion, resulting in
more natural language and better incidental vocabulary learning. Because
intentional learning tasks are inherently different from incidental learning in
that they may not have the immersive effect of gameplay, they require a
higher level of sustained focus. Thus, future researchers must address how
to bridge the gap between gamification and incidental or intentional learning
for differing digital competency levels, such as participants with limited dig-
ital gaming experiences.

The current evidence reveals the dual effect of vocabulary development
for both incidental and intentional game-based language learning. By com-
bining these two constructs, games appear to create an inclusive environ-
ment with tremendous potential. However, more research is needed to ad-
dress the variability between learner engagement in the context of intention-
al versus incidental learning strategies in game-based interventions. This
topic culminates in recognizing how digital games can combine incidental
and intentional vocabulary-learning strategies. It provides a backdrop to the
later chapters of this review that explore further concepts, which together
outline a future research framework for digital games.
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Part I11: Types of Games and Their Applications in ESL/EFL Acqui-

sition

Digital games can provide immersive and interactive contexts for lan-
guage learning and authentic situations for vocabulary development, com-
prehension, and communication. The effectiveness of video games as a tool
for ESL/EFL acquisition is not solely determined by the medium itself but
rather by the learning context, activities, and specific game genres employed
(Li, 2020). A wide array of game types, ranging from commercially avail-
able entertainment titles to custom-designed educational games, present
unique affordances for language learning (Pornsakulpaisal et al., 2023).
Through different game types and game applications, this section investi-
gates the opportunities for autonomous, culturally embedded, and intriguing
language learning. Within the broad spectrum of innovative language teach-
ing, this section deals with digital gaming strategies that can contribute to
making language learners more fluent, confident, or knowledgeable.

The effectiveness of 3D RPGs and MMORPGs in autonomous language
learning has been studied extensively because they provide immersion, thus
allowing effective and real conversational practices and vocabulary devel-
opment. 3D RPGs and MMORPGs games can increase language production
during gameplay and vocabulary comprehension (Rankin et al., 2006;
Casan-Pitarch, 2018). Learners in Rankin, Gold, and Gooch’s 2006 study,
who played these games, increased their vocabulary knowledge by 40% and
their chat-based language production within the game by 100%. Positive
outcomes like this suggest that learners’ communication and interactions in
these games increase their ability to use new vocabulary actively, and learn-
ers might remember this vocabulary because it becomes associated with the
context of the game (Rankin et al., 2006). This finding would support the
theoretical notion that communication is crucial to developing L2 fluency,
particularly in authentic environments outside of the classroom. However,
this research suggests that prior gaming experiences may increase vocabu-
lary knowledge (Rankin et al., 2006), implying that gaming experiences
may mediate autonomous language learning. This implies that not all games
can be used the same for all learners, and that educators need to consider the
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individual when designing language learning activities to complement video
game usage.

Furthermore, due to the use of narrative, which provides game-based goal
orientation, 3D RPGs and MMORPGs can improve reading, writing, and
oral fluency in language learning, increasing learners’ confidence in English.
Advanced-level English learners reported a feeling of increased confidence
because of the increased language learning (Rankin et al., 2006). The re-
sults of this study suggest that learners can enhance their language profi-
ciency and increase their self-confidence. It also means that the use of RPGs
and MMORPGs in game-based autonomous language learning motivates
the learners to keep playing (Rankin et al., 2006), implying that learners
will be using the L2 more effectively. However, it is important to note the
differing degrees of confidence and proficiency among learners. Learners
who do not feel confident with technology may have varying experiences
from those who do (Casafi-Pitarch, 2018), suggesting that more research
must be done to determine appropriate scaffolds to optimize the gameplay
and maximize their individual language gains.

Another study investigated multiplayer online role-playing games
(MORPGs) used to learn new vocabulary with elementary school learners.
The learners were asked to engage with the narrative tasks and perform in-
game collaborative tasks, reinforcing new vocabulary with player interac-
tions. The findings of this study suggested that even with minimal gaming
experience and low academic achievements, language learners can acquire
and use new vocabulary (Huang & Yang, 2012). Not only was there a sig-
nificant difference between the pre-test and post-test for the acquisition of
new vocabulary, but these gains proved the value of MORPGs in developing
receptive and productive lexicons in the learners’ minds (Huang & Yang,
2012). However, it may be important to note that even though learners en-
joyed using these games for their learning, they used video games outside of
education for leisure only approximately twice as often as for their learning,
leaving room to explore effective strategies for motivating young language
learners to not only enjoy language learning outside of the classroom but al-
so to incorporate them more in their day-to-day video gaming experiences.
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Adventure games, known for their engaging plots and immersive con-
texts, have demonstrated benefits for vocabulary acquisition (Chen et al.,
2020). Learners actively involved in these games encounter new words in
context, enhancing retention and comprehension (Lee, 2022). The opportu-
nity to encounter idioms through digital platforms may promote learning
outside of the classroom in many ways (Ahmed et al., 2022) . Moreover, ad-
venture games present opportunities for students to experience narratives,
problem-solving, and critical thinking within the target language (Chen &
Hsu, 2019).

Sandbox and simulation games, such as Minecraft, have also been used to
create authentic contexts for vocabulary learning in high school students, for
instance. Bilanti et al. (2022) used Minecraft adventure maps to learn new
words and noted that learners not only had fun in this type of learning con-
text (over 60% of the participants enjoyed the activity), but they also found
this activity significantly less difficult than traditional vocabulary learning
activities. The researchers also found that using a game designed for leisure,
rather than simply being an educational game, may provide motivation as
well as decrease the difficulty of vocabulary acquisition. English language
teachers in this study felt that the content, language, and presentation of the
Minecraft adventure maps were strongly appropriate in regard to vocabulary
instruction in high schools (Bilanti et al., 2022), which might be useful
when implementing Minecraft in language classrooms, especially when it
comes to its availability. This is a commercially used game that would prove
useful for students to use on their own, at their own time, and at their own
pace, without the pressure to succeed by external motivation, but intrinsical-
ly.

Clear goals, challenge-driven features, customized difficulty levels, and
useful feedback loops are key motivational elements in the design of educa-
tional games (Casafi-Pitarch, 2018) . These features, alongside attractive de-
sign, varied tasks, appropriate challenge levels, and interesting character
identities, promote learner engagement and interest (Casafi-Pitarch, 2018).
All of these features ultimately increase creativity and imagination, thus re-
taining the learners’ attention for longer periods, helping with both their lan-
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guage development and critical thinking skills.

Video games can support learners in their L2 vocabulary acquisition
through their ability to provide immersion, game-based goal orientation
through narrative tasks, and reinforcement of the acquired vocabulary
knowledge through player interactions. However, we do not know what the
most effective game genre for language learning is, and for which areas
within language learning these genres prove most beneficial. Furthermore,
we do not have the appropriate methodology available to bridge this re-
search gap, mostly due to the highly varied profiles of video game players in
regard to genre preferences.

Language Exposure and Input

Language exposure via digital games and their robust possibilities will be
explored in this section. Vocabulary acquisition and comprehension skills
development are achieved via interactive and contextualized input in these
games. As immersive gaming environments facilitate meaningful and sus-
tained language exposure, a crucial element for autonomous learning, it is
emphasized. Innovative ESL learning strategies are explored as a component
of the broader investigation.

When used with meaningful repetition, digital games provide more op-
portunities to interact with the vocabulary to acquire better vocabulary
depth, allowing the vocabulary words to transfer more effectively from
short-term to long-term storage. The learning of vocabulary can be im-
proved as learners perform a series of meaningful interactions with these
words within a meaningful context (Peterson, 2010). Also, digital games
encourage deeper-level vocabulary processing because they are inherently
contextual and have more interactions to reinforce the use of each word to
enhance their recall and retrieval. The combination of repetition and mean-
ingful context, which creates the learners’ experience while playing a digital
game, generates and motivates learners to revisit the vocabulary to encour-
age both short- and long-term memory retention.

Digital games can expose learners to domain-specific language. Not only
do they increase the language range to new general-use words, but they also
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increase the range of words that do not usually appear in textbooks or class-
rooms (Sinar et al., 2024). These words include items and phrases like
“credits,” “assist,” and “errand,” to name a few, that are utilized within
game environments to allow learners to communicate with each other and
complete the given tasks. For instance, in-game currency may have one
name, say “credits,” and this type of game can expose the learner to a new
method of expressing in-game currency. This varied exposure increases their
active and passive vocabularies by providing an additional method for re-
al-time recall and recognizing more vocabulary words as the opportunity
presents itself.

Comprehension Skills

Digital games offer a unique opportunity for creating comprehension
skills and language acquisition by incorporating the game content into read-
ing, listening, writing, and speaking skills through a variety of engaging
methods. Digital games can provide learners with authentic and compelling
contexts that encourage them to interpret and deduce meaning from varying
sources to help improve reading and listening comprehension. In-game texts
and conversations must be understood by players to fully comprehend the
game’s plot, goals, and tasks, thus enhancing reading skills (Snigdha &
Debnath, 2024) . As for listening skills, these are enhanced through the need
for players to listen to in-game dialogues and conversations to obtain im-
portant information, comprehend the plot, and successfully complete game
objectives (Snigdha & Debnath, 2024).

The repetition of the need to interpret instructions, understand the plot,
and participate in spontaneous exchanges with players and non-player char-
acters during gameplay ensures that comprehension skills development can
be generalized to authentic language scenarios, facilitating language learn-
ers’ ability to interact successfully in real-world contexts. Through repeti-
tion, it was revealed that words that were interacted with more than five
times in-game during social interactions were learned with 55% accuracy or
higher (Rankin et al., 2006). Due to the variance and inconsistency in chal-
lenges offered by games, if comprehension development is limited to singu-
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lar repetitions of material, learners will lack the necessary tools to develop
further. Also, while this method builds comprehension, the vocabulary
learned and its context may not always be generalized. Consequently, it
may also be necessary to incorporate more traditional instructional methods
to ensure a well-rounded comprehension skill set.

Social, collaborative elements within digital game-based learning envi-
ronments enhance comprehension skills, necessitating learners to negotiate
meaning in real time. Learners are challenged to understand what is said and
interpret its implications, thereby enhancing their listening comprehension
skills. However, they are also encouraged to interpret language via reading
and learn to react appropriately, both of which reinforce the learner’s com-
prehension skills. These elements ensure that comprehension is learned on
multiple levels, and their benefits can transcend the game context to enable
successful real-life communicative interactions. As hypothesized through
Active Learning theory, by applying this element to the learning process,
students’ overall attitudes toward learning the target language may improve
as engagement in such activities is reinforced (Saha & Singh, 2016). Coop-
erative learning promotes language engagement as it forces learners to ana-
lyze clues to understand the plot and work together as a team to solve prob-
lems in an attempt to develop successful learning approaches. Through the
interpretation of written and spoken clues and participation in a collabora-
tive setting, both receptive and productive language components will be uti-
lized to strengthen comprehension skills to achieve learning goals. Many of
the more widely used methods of language instruction lack such narrative
elements and active learning situations, often forcing learners into repetitive
activities. These approaches fail to enable learners to retain vocabulary and
grammar through memory alone or provide learners with different learning
styles the chance to adapt individually and meaningfully. Using narra-
tive-rich games engages learners more actively, leading to higher-order
thinking and increased learner retention. Future modifications to curricula
can explore the development and incorporation of gaming elements in tradi-
tional language learning approaches, which will be beneficial in establishing
a holistic and comprehensive language learning method.
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At the university level, results collected through multiplayer online game-
based instructional intervention saw improved English comprehension in all
participants when completing specific, collaborative IT-related tasks
(Miduta, 2023). This included participation in coding tasks in-game, result-
ing in a 20% improvement in technical vocabulary utilization (Maduta,
2023). Through the process of collaboration and comprehension via specific
IT scenarios, the participants further reported being more confident when
using English inside and outside of the game environment, such as in aca-
demic presentations and other professional scenarios (Maduta, 2023). It
would, therefore, be beneficial to further refine and adapt games to focus on
specific, niche vocabulary and scenarios in the interest of helping learners in
particular professional fields. However, this is limited by the wide variance
in learners at a university level in terms of experiences and academic abili-
ties. Consequently, many participants required scaffolding, and further in-
vestigation is needed in adapting digital game-based interventions to high-
er-ability language learners at this level. In addition, due to the small sample
size, this study must be considered within the context of its limits and the
need to address scalability.

Through a comparison of learners of EFL using video games in sin-
gle-player and multiplayer capacities, it was revealed that multiplayer or
MMOG players generally perform better than single-player game users in
both productive and receptive vocabulary tests (Sundqvist, 2013). The pos-
itive outcomes for multiplayers are attributed to the unpredictable, interac-
tive, and communicative gameplay inherent in multiplayer environments.
These qualities demand that the player comprehend and respond to what
they are hearing and reading, and, in terms of vocabulary improvement, they
require the player to negotiate, persuade, and engage in other communica-
tive tasks. These tasks, and the need for communicative ability in general,
are limited in the single-player game versions where many scenarios are
scripted (Sundqvist, 2013). In addition to the increased use of varied lan-
guage functions in multiplayer games, such modes facilitate learners to en-
gage in real-time interactions with international peers, thus requiring them
to develop a deeper understanding and interpretive ability (Sundgqvist,
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2013). However, getting all players to actively engage and collaborate poses
its own issues, particularly with non-gaming ESL learners who might lack
confidence in language and socialization skills. There is a possibility that
these learners may be intimidated in collaborative environments. Conse-
quently, such concerns would need to be considered and accounted for when
designing an effective multiplayer intervention that caters to various person-
alities, abilities, and goals.

Narratives, goals, and feedback are integral components of digital game
design that have been credited with promoting comprehension skills. If
meaningful context and immediate feedback are incorporated into a video
game design, learners are able to self-evaluate their comprehension through
the provided input and further develop strategies to continue monitoring the
message and its implications to effectively follow the plot and achieve goals
(Esteban, 2024). In the communication context, the self-evaluation and
comprehensive strategies ensure that individuals can better anticipate the
communicative purpose and intentions behind each message, allowing for a
more comprehensive interpretation of meaning and improved responsive-
ness. In addition to developing these comprehension skills actively, learners
in digital game-based situations can gain confidence through a meaningful
narrative with effective reward mechanics that reduce communication anxi-
ety and increase their willingness to engage actively with language (Este-
ban, 2024). Digital games can also reduce apprehension, as there are no
time constraints and communication is limited to virtual interactions, conse-
quently ensuring increased learner confidence, reduced anxiety, and a will-
ingness to communicate in the target language (Esteban, 2024). In contrast
to more formal methods of instruction, digital games have consistently per-
formed better when developing comprehension skills in the oral-aural as-
pects of language learning (Esteban, 2024). Furthermore, digital games
have been consistently shown to be more effective in the long-term mainte-
nance of communication skills, though game designs that seek to aid in de-
veloping comprehension skills in EFL learners still require improved atten-
tion to learning goals.

In conclusion, digital game-based language learning methods provide an
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opportunity to comprehend and interact with the target language more au-
thentically and meaningfully. However, the effectiveness of digital games is
also dependent upon consideration of issues such as access, consistency, and
broader application. These limitations must be considered for effectively in-
tegrating digital games within any intervention to maximize learner progres-
sion with comprehension skills.

Part 1V: Motivation and Engagement

The importance of understanding the underlying reasons that motivate
language learners’ use of digital language learning tools is key to exploiting
their full potential. Examining different motivational forces, such as intrinsic
and extrinsic motivation, and the conditions for flow in language learning,
sheds light on why language learners use game-based environments for au-
tonomous learning. By allowing learners to navigate through challenges at
their own pace, providing immediate feedback, and promoting a sense of ac-
complishment, digital games align with motivational principles, thereby en-
hancing the overall language-learning experience (Esteban, 2024).

Intrinsic vs. Extrinsic Motivation

Intrinsic motivation, characterized by performing an activity for inherent
satisfaction rather than external rewards, is crucial for self-directed language
learning. Digital games inherently foster intrinsic motivation by offering en-
gaging narratives, challenges, and opportunities for exploration and discov-
ery (Esteban, 2024). The gamified nature of digital games for language
learning taps into learners’ intrinsic motivation, fostering a positive attitude
toward the language acquisition process (Esteban, 2024).

Intrinsic motivation is also enhanced by the positive emotions that gam-
ing experiences often inspire as a result of a sense of achievement, thereby
encouraging learners to communicate in English with a greater sense of
self-efficacy and confidence. Research supports that in many cases, the
games were able to significantly boost student motivation, such that partici-
pants in one study reported feeling more confident and improved usage of
English (Rankin et al., 2006). However, not all learners can experience
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these positive emotions or feelings of accomplishment from the same game,
and there is thus room for improvement in catering to learners’ varied needs
to achieve effective motivation.

The alignment of game designs with motivation theories, such as
Ddrnyei’s L2 Motivational Self System or Self-Determination Theory, can
help explain why learners are compelled to seek out tasks in the game world
and persist in them despite potential difficulties. According to these theories,
game learners become motivated to continue improving their L2 English
skills when the psychological needs for autonomy, competence, and related-
ness are fulfilled through gameplay (Majdoub, 2021). With autonomy pro-
vided through a game learner’s choices, challenges that give a sense of com-
petence, and social scenarios that help build relatedness, learners are more
likely to be intrinsically motivated to improve their English language skills
in order to progress in their game experiences. However, little is currently
known about the applicability of these concepts in varying game environ-
ments to learners of different English proficiency levels or from diverse cul-
tural backgrounds.

Not all gamers respond equally well to the experiences that a video game
may have to offer, and aspects such as varying skill levels and experience in
gaming, comfort with technology, and personality can significantly influ-
ence motivation. For example, some learners may respond to a multiplayer
game with great enthusiasm, while others may perceive it to be too difficult
and discouraging (Majdoub, 2021). Depending on a gamer’s personality,
they may either enjoy this group aspect of gaming or be too uncomfortable
in social situations to feel intrinsically motivated. The challenge for game
developers is to construct game experiences that can motivate learners with
a wide variety of skills, knowledge, attitudes, and needs.

Many digital games incorporate external (extrinsic) motivators to stimu-
late engagement in gameplay, such as points, rewards, and levels. These ex-
ternal motivators encourage learners who are less interested in English to
participate and perform in gameplay activities. Empirical data reveal that
these rewards in a game can improve engagement, particularly in competi-
tive or cooperative contexts, by encouraging learners to perform more activ-
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ities (Majdoub, 2021). In many cases, these rewards were valued by the
learners, as the feedback can help direct their efforts toward behaviors more
beneficial to language learning, such as persistence, goal-setting, and
self-monitoring.

Although extrinsic rewards are often effective, the motivation they gener-
ate is usually less enduring than the intrinsic motivation that originates from
within the individual. If learners do not have a chance to develop intrinsic
motivation and are only driven by external motivators such as rewards, then,
in most cases, once these are no longer present, motivation fades. Peterson
(2010) points to the long-term benefits of internal rewards, explaining that
they help create lasting motivation because they encourage people to want
to learn and pursue activities and maintain momentum when difficulties are
encountered.

A digital game can support meaningful language learning in a motivation-
al and encouraging environment by including intrinsic and extrinsic motiva-
tors. Extrinsic rewards can provide useful initial feedback and momentum to
learn, but they are not enough on their own for lasting learning outcomes,
and they can eventually lose their motivational power once they are no lon-
ger rewarding the learner (Peterson, 2010). If learners can develop intrinsic
motivation, then their continued engagement with the English language can
extend to settings outside the educational environment.

One method through which digital games motivate language learners is
social interaction, which can simultaneously act as an intrinsic and extrinsic
motivator, depending on learners’ perceptions of its usefulness and enjoy-
ment. Cooperative games provide an opportunity to communicate through
gameplay and authentically achieve game objectives with friends. They of-
ten require collaboration, communication, and the development of a sense of
group identity, and these cooperative games can have positive consequences
for practical communication skills (Al-Ramahi & Smadi, 2015). In this
case, the games helped promote idiom recall, pragmatic awareness, and
communication competence through social engagement. Participants felt
they learned from negotiating and co-constructing meanings while engaging
in gameplay activities. This collaboration and negotiation are more natural
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in the context of a game where cooperation is often necessary for success.

Intrinsic motivation for games to have lasting effects, along with the use
of extrinsic rewards to achieve focus and engagement in video game tasks,
contributes to game design in ESL (English as a Second Language). The
question here is not which works better: extrinsic or intrinsic rewards; rath-
er, it should be asked which contributes more to gaming tasks and learning
over a short versus over a long span.

Flow Theory and Immersion

Flow theory, which has been heavily researched in digital game-based
language learning, suggests that a learner’s immersion in a digital game may
affect their focus as they spend longer periods engaging with game content.
Csikzentmihalyi’s (1990) concept of “flow” describes a state of deep im-
mersion and enjoyment in an activity. While immersed in the activity, indi-
viduals have reported the experience of “flow,” feeling focused and more
involved in an activity when the difficulty of that activity suits the user’s
skill level. For instance, a game-based VR English course, compared to a
classroom environment, can motivate learners to remain immersed for lon-
ger periods, which may have positive effects on language retention. The
more immersed learners are, the longer the focused attention periods and the
higher the rates of language acquisition will be (Lan, 2020). Nevertheless,
developers need to ensure that the levels set for the game are appropriate for
learners, as tasks that are too difficult may lead to frustration, while tasks
that are too simple may cause boredom. When this happens, the feeling of
flow in digital games may be reduced or cut short, negating the impact of
flow and negatively affecting learners.

For flow experiences to occur, the game-based environment needs to in-
volve suitable tasks with immediate feedback and appropriate challenges,
allowing learners to become fully engaged and process more English con-
tent over long periods of time. Experimental findings demonstrate that flow
states motivate learners to use the language and actively benefit them in ma-
ny ways. Immersive game mechanics such as game narratives and real-time
problem-solving often encourage learners to interpret information quickly
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and respond accordingly. Games with these elements provide positive feed-
back in relation to language acquisition, helping learners to feel successful
when using the target language (Lan, 2020). Furthermore, learners become
active in immersive gaming experiences as they need to make important de-
cisions to solve problems, interact with other users, and communicate effec-
tively. On the other hand, flow experiences can be harder to elicit in digital
game-based learning due to learners’ varied experiences and preferences
with digital games. To make such experiences more attainable, learners may
require supportive interventions that encourage immersion and help them
achieve flow.

Furthermore, dynamic digital games can lead learners into flow states
and, therefore, may facilitate their language acquisition as they build resil-
ience to continue with a game-based task despite linguistic difficulties. This
claim can be supported by previous findings, where it was demonstrated that
when game-based learners were in a state of flow, they would return to a
difficult game task and attempt to improve and reach the goals set by the
game, even if they were unsure whether they could successfully complete
the task. In addition, these learners showed a willingness to repeatedly at-
tempt tasks and refine their work, demonstrating motivation in the face of
linguistic challenges. The learners’ willingness to try demonstrates the
game’s effectiveness in guiding them to continuously try new strategies
without any extrinsic motivators (Lan, 2020).

Immersion can provide feedback within the gameplay, helping the learner
to feel more in control as they can monitor and rectify their attempts, facili-
tating autonomy in game-based language learning (Lan, 2020). Neverthe-
less, more research is needed to determine how much digital game-based
immersion aids linguistic awareness and supports effective feedback, as
learners are not necessarily provided constructive feedback on their lan-
guage use.

Immersion can support the acquisition of new languages when language
skills are integrated into the flow of gameplay. A game’s narrative, charac-
ters, and setting immerse learners in a meaningful cultural context, where
the target language is the medium through which they advance and explore.
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In this context, the gameplay mechanic of in-game interactions facilitates
the implementation of synchronous oral production in the use of vocabulary
and language structure (Zahari et al., 2020). This type of game-based expo-
sure can also offer the benefit of helping learners process language faster
and retain more information. This happens as players are able to familiarize
themselves with particular menu features or gameplay interactions, which,
in the long run, increases fluency in the use of language, vocabulary, and
structures within games. However, it is plausible that certain aspects of
gameplay or the user interface may not be straightforward for learners unfa-
miliar with games, causing irritation and potentially reducing motivation to
engage and learn within digital game-based learning environments. If this
situation arises, a possible solution would be to implement tutorials or pro-
vide learners with a step-by-step guide to ensure that all learners receive
equal and maximum support.

Another example of how immersion may promote ESL learning is the
way in which the experimental nature of digital games allows learners to ex-
periment freely with language. This may be done to convey meaning, to
solve a task, or to communicate within the game or between players.
Through testing the boundaries of language, learners can gain greater con-
trol of communication as they encounter varying game scenarios and devel-
op new communication strategies (Bakels et al., 2024). Game immersion
also encourages reflection by providing feedback to learners regarding their
actions and vocabulary choices. Reflection can benefit metacognition by re-
minding learners of the appropriate responses, thus improving vocabulary
retention and increasing learner awareness. However, the constant repetition
of information in games may also become boring and not offer long-term
benefits regarding engagement and retention. To prevent this, games need to
be immersive by containing a wide array of challenges and situations, re-
quiring learners to adapt and develop their knowledge of language use.

Some findings indicate that certain genres of games may be more benefi-
cial for ESL learners than others. For instance, some adventure games allow
learners to gain significant experience in their respective fields by providing
opportunities for learners to acquire high-level vocabulary and complex sen-
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tence structures in different contexts (Zahari et al., 2020). Games that do
not allow much communication or language usage may prove to be less ben-
eficial to ESL learners. More research on different game genres needs to be
considered for future studies to investigate the role of each in ESL learning.

Game-based learning aims to incorporate both entertainment and educa-
tion through play. These elements play a role in flow-promoting design, as
fun factors are usually what motivate learners to be immersed in games for
long periods of time, while the pedagogical benefits facilitate learning and
language acquisition. Balancing entertainment and education may be chal-
lenging since most entertainment elements can lead to competition and neg-
ative experiences; hence, designers of digital games need to be very careful
that neither facet of the design hinders learning.

However, not all learners manage to enter flow states in games. For the
learner to be in a flow state with a game, the challenges, level, difficulty,
and tasks need to match their individual ability level. For example, the
MMORPG (Massively Multiplayer Online Role-Playing Game) genre tends
to create a state of flow for learners at intermediate- and advanced ESL lev-
els while it provides a challenge for beginners. Games are often too compli-
cated or time-consuming, and for this reason, are generally unattractive for
learners who are inexperienced in video games. Learners will often give up
on these types of games if difficulty levels are not adequately scaffolded
(Peterson, 2010). A lack of flow may occur because games with high de-
grees of difficulty can discourage novice players, especially if they struggle
due to a lack of adequate scaffolding.

Another crucial issue regarding digital game-based flow experiences is
that this phenomenon may only be available to a certain level of learners.
Intermediate and advanced-level learners with basic gaming knowledge are
the most likely participants to succeed. For instance, many beginners may
struggle or fall behind because the in-game tasks can be overwhelming for
their linguistic abilities, which can diminish their attention. This disengage-
ment happens because beginners are likely unaccustomed to playing these
digital games and struggle to follow basic game rules, which hinders their
learning from them (Peterson, 2010). This statement highlights that digital
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game-based learning should not be relied upon as the only method for lan-
guage learning if we aim to accommodate learners from diverse back-
grounds.

Another potential advantage of immersion that positively contributes to
flow states and language acquisition in digital games is the implementation
of gamification elements. Gamification mechanisms may create increased
opportunities for players to receive rewards, earn points, and unlock badges,
all of which are highly motivating for gamers and contribute to their sense
of enjoyment within the game’s flow. The provision of immediate feedback
also contributes to gamification and can support learning, engagement, and
game flow.

Gamification has the effect of providing instant feedback and rewards;
therefore, learners find it relatively easy to correct their mistakes (Majdoub,
2021). It helps create game immersion, as learners can see their mistakes
and correct them by receiving the right answers as instant feedback, allow-
ing them to keep going in the flow of the game and to stay immersed, learn-
ing language through practice. It helps learners become more motivated to
try the games and improve their language skills while in flow (Majdoub,
2021). However, the external reward process is not sufficient alone to en-
sure that the learner will be immersed for long periods of time, as learners
may perceive it to be a non-achievable reward within the games and thus
may be uninterested in playing the game, and may have poor vocabulary re-
tention or production.

The cultural aspect of digital games is also important, especially in terms
of how they can promote immersion. Playing video games with culture at
their core helps learners learn about new worlds and cultures, as they are
generally very immersive and full of culture. This is true in some digital
games, as they promote cultural diversity. For example, in the game Civili-
zation V, learners explore the cultures of 25 different countries and are of-
fered the opportunity to study new nations and world cultures from around
the world. Other games, like Grand Theft Auto V, instruct learners about
American culture, traditions, behaviors, and lifestyles (Galvis, 2015).
Learners may have fun learning about different cultural differences within
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these digital games. This integration of cultural elements is more beneficial
to marginalized students, as video games, set within authentic cultural con-
texts, promote a feeling of identity as players explore and interact with cul-
tures represented in these games (Galvis, 2015). However, cultural and po-
litical nuances must be carefully considered for digital games to promote
cultural immersion effectively; otherwise, they can have the opposite effect
on students, leading to exclusion and alienation (Galvis, 2015).

Most video games present language tasks within some cultural setting,
which also fosters linguistic competence because these scenarios enable stu-
dents to acquire vocabulary, cultural nuances, and appropriate responses that
enhance their communication skills (Galvis, 2015). In this way, learning
and retaining knowledge more effectively is possible as learners make
meaningful associations and build connections between cultural cues, tasks,
and experiences (Galvis, 2015).

Video game implementations for language learning help support listening,
spelling, and overall reading skills. In a small-scale study, participants bene-
fited from implementing a task-based game that included tasks with differ-
ent levels of difficulty that involved storytelling and tasks that contained lis-
tening comprehension elements (Parsayi & Soyoof, 2018). Video game
tasks provide multi-sensory modalities for learning and recalling newly
learned words and phrases. As video game tasks are often embedded in
complex storytelling, the learner is asked to solve in-game problems and
challenges by utilizing what they are being taught in the game. There needs
to be an exploration of the best types of multi-modal gameplay to utilize in
diverse populations of language learners, as well as the implications and im-
pact the combination of modalities might have.

Part V: Challenges and Limitations

Despite the potential benefits, numerous challenges and limitations must
be considered when implementing video games for ESL/EFL acquisition.
Examining the real-world obstacles to implementing digital game-based lan-
guage learning reveals key barriers that must be surmounted for effective
use. These barriers include technological difficulties, perceptions about
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gaming and learning through this medium, and evaluation difficulties. Fur-
ther, the need to overcome them must be acknowledged to ensure the suc-
cess of new approaches.

Challenges with technology and affordability: One of the most commonly
reported problems is a lack of technological access or dependable Internet
connections, especially in marginalized areas (Guerrero, 2011). The “digital
divide,” where not all students have access to the necessary technology, is
another critical impediment (Ying-wei & Milikich, 2023). Accessibility to
technology and robust Internet connectivity is a prerequisite for incorporat-
ing English language learning through digital gaming. Moreover, hardware
for game consoles or personal computers can also be expensive, and indi-
viduals who are students may not have the financial flexibility or autonomy
to purchase them on their own. In order for the games to function, users
must also purchase the software, which comes at an additional cost. Certain
games also call for periodic software updates, meaning Internet accessibility
is imperative to play them or store data on a cloud service.

Focus on comprehensive skills and lack of development in productive
skills: The immersive nature of video games can lead to a focus on receptive
skills (reading and listening) at the expense of productive skills (speaking
and writing) (Newcombe & Brick, 2017). While games can effectively en-
hance listening and reading comprehension, opportunities for speaking and
writing are often limited (Azman & Dollsaid, 2018). Even though digital
games can offer an environment where players can read and listen to the tar-
get language, it is important to remember that speaking and writing in the
target language are equally important aspects of language acquisition.

Rico et al. (2015) reported that learners are more confident in gaming
experiences related to vocabulary and listening. However, when asked about
their comfort levels related to speaking and writing, the learners demonstrat-
ed far less improvement in their productive language skills. Qiao (2020)
observed that commercial and educational games tend to prioritize reading,
listening, and vocabulary more than developing oral or written communica-
tion skills. Without intentional tasks geared toward these skills, learners may
fall short of the desired communicative competence in speaking and writing.
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It is important that games are equipped with tasks that are specifically
geared toward enabling learners to develop the skills necessary to present
information orally or in writing about their gaming experiences.

Even if learners have sufficient time to engage in digital games, the de-
velopment of productive skills still benefits from supplementary learning
tasks to reach optimal fluency gains. Learners often fall short of displaying
fluency in speaking or writing unless their exposure to English through digi-
tal games includes intentional and persistent opportunities for output and
production (Rico et al., 2015).

Learners focusing on the game itself and less on the language: Many
studies have found that players are more engaged with the game itself than
the language contained within it, reducing the focus on language skills (Kh-
iem, 2023). Data from focus groups and interview sessions provided by
Chik (2014) revealed a dominant tendency to focus on learning the game
more than communicating, using, and acquiring the target language. Partici-
pants stated that technical issues and game strategy had higher precedence
than language learning in-game experiences. Learners often focus on strate-
gies that enable them to win games rather than improve their fluency. To
achieve meaningful language gains, tasks and activities must be designed
with intentional language objectives to augment and enhance what learners
already do in digital games.

Cognitive overload: deHaan et al. (2010) found that high interactivity in
games can actually increase cognitive load and hinder vocabulary recall,
suggesting that game complexity must be carefully balanced with learning
objectives. Furthermore, multitasking while gaming—such as simultaneous-
ly playing and learning game mechanics—can lead to cognitive overload,
diminishing the learning experience (Tran, 2023). Complicated game inter-
faces can also limit L2 learning, while unappealing visuals can deter experi-
enced gamers. These studies suggest that the design of games must be care-
fully considered to avoid overwhelming learners.

Perceptions of video games for learning language: Learners’ perceptions
of video games as a medium for learning can significantly impact their ef-
fectiveness (Alrajhi, 2020). Some learners may view integrating gaming in-
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to formal education as inappropriate (Alrajhi, 2020) . Thereby, they may not
engage fully with the learning experience. Such perceptions may stem from
concerns about the content of some games, which learners consider inappro-
priate and negatively affect their attitudes toward using video games to en-
hance language learning (Alrajhi, 2020). Moreover, the diversity of game
types and varying degrees of difficulty may be challenging for participants
who do not often play video games. Those unfamiliar with specific video
game genres may also be at a disadvantage in using video games for L2
learning.

Teachers’ beliefs and attitudes can significantly impede technology inte-
gration in language classrooms, highlighting the importance of addressing
these perceptions to foster effective implementation of digital games (Guer-
rero, 2011). Many instructors lack confidence in their ability to integrate
games successfully, and their perceptions regarding game value, complexity,
and alignment with pedagogical goals influence adoption (Guerrero, 2011).
Such perceptions can also be affected by limited or nonexistent access to
technological support, lack of technical knowledge, or time constraints,
which can hinder the successful implementation of technology-based lan-
guage learning activities (Guerrero, 2011). It is also difficult for teachers to
implement innovative ideas, such as using technology and video games, due
to existing curricular frameworks or curricular requirements that must be
covered (Guerrero, 2011).

One of the primary challenges is the need for teachers to develop a nu-
anced understanding of how to effectively select, adapt, and integrate video
games into their curriculum (Alrajhi, 2020). Instructors must also be able to
align the game content with specific learning objectives and carefully moni-
tor and evaluate student progress to ensure that the game-based activities
contribute to meaningful language acquisition (Umamah & Saukah, 2022).
Some issues include inappropriate content in some games that may impact
learners’ attitudes toward the potential of video games to enhance language
learning (Alrajhi, 2020).

Moreover, it is crucial to consider the specific challenges teachers en-
counter when incorporating video games into the curriculum, which include
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selecting games, integrating them into pedagogical practices, and evaluating
students’ learning outcomes. Integrating video games in educational settings
can promote learning and interaction in the learning process (Alrajhi, 2020).

Need for locating or creating supporting materials for learners: Multiple
studies emphasize that games alone may not be sufficient to support autono-
mous language learning. Enayat and Haghighatpasand (2019) and Ranalli
(2008) highlighted that pedagogical supports and supplementary materials
were key to enhancing learning outcomes. Such outcomes can be achieved
through instructional scaffolding and providing guidance. Simultaneously,
this discussion alludes to the fact that educators and instructors themselves
may have to engage in the game to become aware of the challenges, me-
chanics, and, more importantly, the language used within it. However, edu-
cators may not always have the time to thoroughly review content and iden-
tify cultural elements or vocabulary that could be challenging for their En-
glish language learners.

Region-specific language settings and accessibility to English: Educators
need to be aware that, depending on the region or country in which a game
title is produced, published, and distributed, it may or may not come with
English-language accessibility. This could be due to the hardware, the soft-
ware, decisions made by the developing company or distributor, and copy-
right issues. This also means that the availability of options such as subtitles,
text size, and even voiceovers may be limited or simply nonexistent (Alra-
jhi, 2020). Educators should take into account the technical aspects of im-
plementing a game in the classroom or assigning it for students to play inde-
pendently at home.

Part VI: Research Gaps and Future Directions

Since the domain of digital game-based language learning is continuously
changing, a critical discussion of shortcomings and innovative applications
is vital for more effective ESL and EFL strategies. Following previous dis-
cussions, the following section provides a pathway to further inquiry and
implementation in the broad context of autonomous language acquisition.
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Research Gaps

The existing research on digital game-based learning points to several
gaps that prevent an effective understanding of games as autonomous tools
for ESL and EFL acquisition. For example, current research lacks adequate
genre-specific and longitudinal tools to measure language learning gains. As
Peterson (2010) and Tsai and Tsai (2018) mention, although many studies
on computer-assisted language learning (CALL) exist, very few of them
deal exclusively with the attributes of digital games. Validated and
genre-specific tools are required to measure vocabulary retention, pragmatic
skills transference, and communicative competence. In particular, the effec-
tiveness of digital games over time is lacking, and the current research on
them tends to show short-term learning outcomes that diminish the validity
of their findings.

Genre-specific assessment tools are required to differentiate between
what skills can be improved with different digital game genres. In Peterson
(2010), it can be seen that the educational efficacy of each game genre has
not been properly studied since there is no concrete information on whether
MMORPGs are more beneficial than narrative-driven RPGs in vocabulary
retention. Further research is required, as this information could enable edu-
cators to select a particular genre that would be more appropriate for their
learners and for different learning outcomes. In order to recommend and
justify the use of particular game mechanics or a particular game, a deeper
understanding of each genre is required. In addition to the genre, it is im-
portant to bear in mind the platform (PC, console, mobile device) on which
the game will be played, and these aspects have not been deeply analyzed in
current research on digital game-based language learning.

Another methodological aspect to be considered is the preponderance of
short-term, pre- and post-test studies that have prevailed in the field. Tsai
and Tsai (2018) remark that while the existing research shows short-term
learning, mostly in vocabulary and pragmatic skills, it has not shown wheth-
er these gains translate to long-term retention or lead to real-life use. It can
be stated that current research is lacking since it cannot provide any infor-
mation about whether these gains translate to long-term language skill ac-
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quisition and lead to a lasting enhancement of communicative ability or
whether they are temporary and limited to gaming situations. The question
of long-term language learning gains through digital game-based learning is
still unclear in the research, and further attention should be given to it in fu-
ture research.

In this sense, it is worth adding that current research has not demonstrated
whether language gains acquired in virtual environments, either long-term
or short-term, translate into spontaneous communication skills outside the
virtual setting. Peterson (2010) agrees that, although games allow for au-
thentic language exposure and use, this does not mean that learners will be
able to recall or use the learned language in other situations. In other words,
digital game-based learning has demonstrated potential benefits for lan-
guage learning, but current research cannot demonstrate that language gains
transcend the gaming scenario and have the potential to improve language
skills in broader contexts.

Furthermore, there are major gaps in the literature regarding the broad
generalizations of the benefits of digital games as an autonomous tool for
language learning, since game genres are seldom distinguished and com-
pared with each other. According to Rudis and Posti¢ (2018) and Peterson
(2010), different types of games benefit different learners. For example,
MMORPGs can provide ample opportunities for interaction and improve
vocabulary and grammatical knowledge, but narrative-driven RPGs would
provide the required context input and a situation where contextual vocabu-
lary learning can occur. Moreover, it is necessary to compare games played
on different platforms (PCs, consoles, mobile devices) as they all have very
different characteristics that may cater to different learners.

It is also worth mentioning that current research on digital game-based
language learning lacks proper experimental research to differentiate which
learning elements are particularly beneficial and what can be improved. Due
to the scarcity of comparative research, it is currently unknown whether
gains can be attributed to game design or to a broader genre. Syifa et al.
(2024) and Tsai and Tsai (2018) share the idea that even when digital
games are proven to facilitate significant gains in vocabulary learning, they
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have not been able to identify the causes of such benefits. They add that re-
search on specific game components is currently not available. For example,
a meta-analysis indicates that repetition, problem-solving, and social inter-
action are three factors that affect vocabulary learning in games; however,
such components are not studied as isolated factors within a broader gaming
experience. Without this information, researchers cannot make specific rec-
ommendations on the design of educational curricula. Further research is re-
quired to evaluate whether specific individual components impact language
development meaningfully.

Another gap in the literature refers to the research methods applied, as
current research on digital game-based language learning tends to provide
results based on participants’ self-reported perceived learning outcomes in
games, usually concerning pronunciation and vocabulary knowledge. Ac-
cording to Rudis and Posti¢ (2018), learner-reported vocabulary gain has
emerged as an important factor, along with improvements in pronunciation,
in determining the effectiveness of games for language learning, although a
deeper understanding of the reasons for that result is still required. In the
same sense, Tsai and Tsai (2018) agree that learner perceptions have often
been used as a measure of digital game-based language learning, particular-
ly vocabulary retention and learner attitudes. One of the problems with this
tendency is that the available research relies only on what the learner per-
ceives as learned and thus cannot present objective evidence. This is a flaw
since self-report data can lead to the overestimation of the effects of the
game on learners. The learner’s perception of his own learning outcomes
may not correlate with his actual achievements in games or real-life scenari-
os. Furthermore, if learners have positive perceptions of their achievements
but, in fact, their performance is poorer, such circumstances should raise
questions about the validity of the learners’ perceptions. Self-assessment of
gaming outcomes needs to be triangulated with other, more objective mea-
sures of language skills to increase the validity of findings. In future re-
search, there is a need for research studies that include both quantitative
(survey-based) and qualitative (interview- and observation-based) studies,
allowing for the large-scale analyses required to build up a reliable picture
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of the efficacy of digital games for autonomous language acquisition.

The last of the areas where gaps are perceived in the literature concerns
motivational dimensions, as Dornyei (2005) discussed in his L2 Motiva-
tional Self System and Self-Determination Theory. The available research
in this area has not adequately addressed the impact of motivational factors
and their underlying processes. According to Peterson (2010) and Syifa et
al. (2024), motivational factors are rarely investigated, particularly those
involved in gaming situations. As a reminder, in Self-Determination Theory,
learners are motivated to play digital games based on three intrinsic drives:
competence, autonomy, and relatedness. It can be seen that in current re-
search, variables such as autonomy in game-based learning have been mini-
mally studied. Furthermore, the concepts of “ideal L2 self” and “ought-to
self” may vary among the different digital game genres, and to date, the
available research has not addressed these differences. Future research must
consider incorporating motivational research from second language acquisi-
tion studies to evaluate the impacts of motivational factors on lan-
guage-learning achievement within different digital game environments.

Language learning literature rarely addresses concerns such as game ad-
diction, exposure to inappropriate content, or cyberbullying in digital games.
These factors can significantly impact learners’ well-being and motivation.
Future studies should incorporate ethical frameworks and examine the psy-
chological effects of prolonged gaming in the context of language learning.

To sum up, some gaps were observed in the available literature, which
shows the necessity of addressing these aspects in future research. There-
fore, a clearer comparison between game genres and between platforms is
needed. Such an analysis will help identify what game genres and on which
platforms are more adequate for ESL and EFL acquisition, or what aspects
of game-based learning must be improved or discarded. Likewise, more lon-
gitudinal studies are needed to evaluate how durable the benefits of digital
game-based language learning are in the long term. Considering motivation-
al aspects in game-based learning also proves useful, as they motivate learn-
ers and encourage them to persist over time. In addition, more research with
mixed methods is needed to validate the research better and to have both
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quantitative and qualitative perspectives.

Future Research Directions and Considerations

Future research should focus on identifying specific design features of
games that contribute to language learning rather than studying each game
type as a separate entity (Tran, 2023). Additionally, the underrepresentation
of beginner and advanced learners in current studies suggests a need to ex-
plore the potential of digital game-based second language learning for these
groups (Tran, 2023).

Digital games have the capacity to motivate and allow learners to
self-manage the experience in any place at any time. However, autonomy
alone is not always sufficient, and learners often need to be provided with
additional instruction or guidance. Godwin-Jones (2014) suggests that the
most significant language learning gains come about through the many ac-
tivities completed outside the gameplay. Educators and language teachers
should consider that video game learners could benefit from a combination
of instruction and practice.

Educators, parents, and students alike need to understand the impact of
choosing a game. Although games are often given ratings based on age ap-
propriateness, many factors must be considered. Some of these factors are
the specific content of the game, the maturity of the player, and whether the
game contains violence, sex, or substance abuse. This can, to some degree,
help determine if a particular game title is age-appropriate for the individual
in terms of content; however, these labels do not indicate the types of litera-
cy skills a title might help foster for English language learners.

One potential idea for researchers in this field would be to identify, col-
late, and evaluate digital games designed specifically for language learning
and carefully investigate how games could help foster autonomous language
learning. Working with gaming developers and publishers, language educa-
tors could also cross-reference vocabulary items or grammatical structures
with a specific game title that learners will likely encounter and make rec-
ommendations based on the CEFR scale from A1 (beginner) to C2 (mas-
tery). Although gaining access to scripts, interface details, narrative details,
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and visually displayed content from game developers and publishers would
be a hurdle, if these details were available, the pragmatic language presented
in the game could be analyzed based on readability or comprehensibility. As
digital games are primarily designed for entertainment purposes, language
educators must attempt to critically pre-evaluate the content and cultural
values embedded within these games for learners. This information could
also be used to develop tailored language-learning materials, activities, and
assessments that align with curriculum objectives and pedagogical princi-
ples, bridging the gap between entertainment and education.

Parents, educators, and language learners could be informed about the
types of language and literacy skills digital games offer. Additional analyti-
cal information and data may help overcome some negative associations
with video games. By understanding the elements of the game that have ed-
ucational potential, instructors can adapt a game to the curriculum and in-
structional objectives in ways that will best benefit learners. In essence, it
would be advisable for language educators to help create an analytical
framework for reviewing and analyzing games in terms of criteria such as:

- Linguistic difficulty

- Reading load (amount of reading)

- Age appropriateness

- Whether collaboration or competition models are used

- Cultural content

- Learning styles

- Whether implicit or explicit language learning is part of the game

- User-friendliness

- Cognitive load

- Adaptability to autonomous learning or classroom use

- Game genre

- Difficulty in mastering the game

- Length of the game/number of hours to complete the game

- Information regarding English language accessibility options available

Game developers could also collaborate with language teachers or educa-
tional researchers to incorporate language learning theories into game design
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(Ghani et al., 2019). This would ensure the game’s educational value and
make it more engaging and motivating for learners (Setyadharma et al.,
2020).

To summarize, the efficacy of video games as a tool for ESL/EFL acquisi-
tion is multifaceted, offering substantial opportunities for language learning
advancements when these games are thoughtfully incorporated into educa-
tional practices. Future research should focus on integrating digital games
within both formal and informal educational contexts, assessing their effec-
tiveness as supplementary resources or as primary tools for language in-
struction. Such an approach necessitates exploring pedagogical strategies
that harness games’ interactive and immersive qualities to develop engaging
and effective learning experiences.

Part VII: Conclusion

This exploratory literature review attempts to examine the extent to which
digital games can facilitate vocabulary acquisition, communicative compe-
tence, and sustained learner motivation, which was evaluated as the primary
objective, with theoretical frameworks and empirical studies being used to
guide the analysis. The author aimed to highlight how games foster learner
autonomy and engagement through a systematic review of current research
and integration of key models such as Self-Determination Theory and
Ddrnyei’s L2 Motivational Self System. Dynamic, engaging environments
that substantively support language learning are offered by video games—
particularly multiplayer online and narrative-driven genres—as demonstrat-
ed by the analysis of both quantitative and qualitative evidence. Learners are
not only introduced to context-rich vocabulary and pragmatic language use
through these digital tools, but critical dimensions of motivation and auton-
omy essential for effective acquisition in diverse educational settings are al-
so addressed, the research shows.

The findings of this study point out the enormous potential of video
games as effective tools for English as a Second Language (ESL) and En-
glish as a Foreign Language (EFL) acquisition, particularly in enhancing
vocabulary and pragmatic language skills. The immersive and interactive
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nature of digital gaming environments facilitates repeated exposure to new
vocabulary within meaningful contexts, thereby promoting long-term reten-
tion and deeper cognitive associations that surpass traditional learning meth-
ods. Interactive digital games provide authentic opportunities for vocabulary
development, incidental and intentional learning, and the cultivation of com-
municative and metacognitive skills. For instance, multiplayer and
role-playing games facilitate immersive interactions with peers and
non-player characters, doubling language output and significantly improving
vocabulary retention. Cognitive and linguistic processes are further en-
hanced through contextualized repetition and immediate feedback, while
competence, autonomy, and relatedness—key motivational drivers identified
in psychological theories—are supported by collaborative and narrative ele-
ments. Engagement and academic achievement are boosted, and gamified
educational approaches foster self-regulation and adaptive learning strate-
gies. Learners from various backgrounds have reported increased enjoy-
ment, reduced language anxiety, and a heightened willingness to communi-
cate in English when exposed to these innovative learning environments.
However, outcomes are not uniformly distributed across all demographics,
and the effectiveness of game-based interventions depends on factors such
as prior gaming experience, digital literacy, and access to technology.

A critical reflection on the reviewed research acknowledges several key
limitations that currently constrain the full realization of video games as
mainstream educational tools in second language learning. The most promi-
nent challenges include the absence of robust and longitudinal assessment
frameworks, insufficient analysis of different game genres, and persistent
disparities in access caused by the digital divide. Many studies rely on sub-
jective self-reports, focusing on measured outputs, such as vocabulary recall
or chat frequency, at the expense of evaluating broader communicative com-
petencies or long-term retention. The digital infrastructure required for ef-
fective implementation is unevenly distributed, with underprivileged learn-
ers and educators facing systemic obstacles that undermine the potential
benefits of gamified approaches. Additionally, integration efforts are ham-
pered by teacher training and a lack of consensus on evaluative criteria for
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educational games, while the context-specific nature of many language
gains raises questions about their practical applicability beyond the virtual
environment.

Several avenues for further investigation and the continued advancement
of digital game-based language learning are highlighted when looking at the
future of this work. An urgent need exists for developing and validating
multidimensional, longitudinal, and genre-specific assessment instruments
that can accurately capture the diverse outcomes associated with different
types of games and learning objectives. Additionally, in order to fully use
the potential of digital games in second language acquisition, it is essential
to explore analytical frameworks for evaluating digital games in terms of
their linguistic and cultural content, as well as their capacity to adapt to var-
ious learning environments and learner profiles.

While video games are not a panacea for all challenges in second lan-
guage education, their thoughtful and research-informed integration offers
considerable promise to complement conventional instruction, address
learner diversity, and inspire further inquiry at the intersection of digital
technology and language pedagogy. The careful design, equitable imple-
mentation, and sustained critical evaluation of game-based tools can signifi-
cantly enrich the landscape of autonomous language learning, paving the
way for more inclusive, engaging, and effective educational experiences in
the future.

References

Abbott, D. (2020). Intentional Learning Design for Educational Games: A Workflow
Supporting Novices and Experts. https://edtechbooks.org/ux/11_intentional_learn/
pdf_router/print

Ahmed, A. A. A., Widodo, M., Komariah, A., Hassan, I., Sukmana, N., Ali, M. H.,
Abbas, A. K., & Rohi, A. (2022). Assessing the Effects of Gamification on Devel-
oping EFL Learners’ Idiomatic Knowledge: Do Attitudinal Factors Contribute to
the Learning of the Idioms with the Game? Education Research International,
2022, 1. https://doi.org/10.1155/2022/2482570

Alrajhi, A. S. (2020). English Learners’ Perceptions of Video Games as a Medium for
Learning and Integration into the English Curriculum. MEXTESOL Journal, Vol. 44,
No. 4, 2020. DOAJ (DOAJ: Directory of Open Access Journals). https://doaj.org/ar-

116



Mikio A. Brooks

ticle/263f9ca0baa84cadac4h1240d699f5d4

Al-Ramahi, R. A. A., & Smadi, A. (2015). Video games and English idioms: Toward
effective learning. American International Journal of Contemporary Research, 5(1)
, 109-117.

Alsadoon, E., Alkhawajah, A., & Suhaim, A. B. (2022). Effects of a gamified learn-
ing environment on students’ achievement, motivations, and satisfaction. Heliyon, 8
(8). https://doi.org/10.1016/j.heliyon.2022.e10249

Alyaz, Y., & Genc, Z.S. (2016). DIGITAL GAME-BASED LANGUAGE LEARN-
ING IN FOREIGN LANGUAGE TEACHER EDUCATION. The Turkish Online
Journal of Distance Education, 17, 130-146.

Andersson, S. (2022). Japan University EFL students’ experience, attitudes, and per-
ceived effectiveness of watching gameplay for language-learning purposes. The
JALT CALL Journal, 18(3), 412-443. https://doi.org/10.29140/jaltcall.v18n3.764

Azman, H., & Dollsaid, N. F. (2018). Applying Massively Multiplayer Online Games
(MMOGs) in EFL Teaching. Arab World English Journal, 9(4), 3-18. https://doi.
0rg/10.24093/awej/vol9no4.1

Bakels, J.-H., Dolkemeyer, L., Hochschild, B., Lukman, C., Scherer, T., Schotten, R.,
& Wiese, A. (2024). Remarks on Video Game Analysis. Freie Universitait Berlin.

Bilanti, E., Susilawati, E., Suhartono, L., Salam, U., & Rezeki, Y. S. (2022). Develop-
ing a Minecraft adventure map to support eleventh grade senior high school students’
vocabulary learning. IDEAS Journal of Language Teaching and Learning, Linguis-
tics and Literature, 10(2), 1379-1393. https://doi.org/10.24256/ideas.v10i2.3000

Casafi-Pitarch, R. (2018). An approach to digital game-based learning: Video-games
principles and applications in foreign language learning. Journal of Language
Teaching and Research, 9(6), 1147-1159. http://dx.doi.org/10.17507/j1tr.0906.04

Celestini, A. (2021). Serious Games in Higher Distance Education. Canadian Journal
of Learning and Technology, 46 (3) . https://doi.org/10.21432/cjlt27965

Chen, H. H.-J., & Hsu, H.-L. (2019). The impact of a serious game on vocabulary
and content learning. Computer Assisted Language Learning, 33(7), 811-832.
https://doi.org/10.1080/09588221.2019.1593197

Chen, H. H.-J., Hsu, H.-L., & Chen, Z. H. (2020). A study on the effect of adding L1
glosses in the subtitle of an adventure game for vocabulary learning. Interactive
Learning Environments, 31(4), 1889-1905. https://doi.org/10.1080/10494820.2020
.1863233

Cheung, S. Y., & Ng, K. Y. (2021). Application of the Educational Game to Enhance
Student Learning. Frontiers in Education, 6. https://doi.org/10.3389/feduc.
2021.623793

Chik, A. (2014). Digital gaming and language learning: Autonomy and community.
Language Learning & Technology, 18(2), 85-100. https://scholarspace.manoa.ha-
waii.edu/bitstreams/db53391f-ff59-4804-a40b-569026fbf67a/download

117



Csikszentmihalyi, M. (1990). Flow: The Psychology of Optimal Experience. New
York (HarperPerennial), 1990.

Deci, E. L., & Ryan, R. M. (1985). Intrinsic Motivation and Self-determination in
Human Behavior. New York: Plenum. https://doi.org/10.1007/978-1-4899-2271-7
deHaan, J., Reed, W.M., & Kuwada, K. (2010). The Effect of Interactivity with a
Music Video Game on Second Language Vocabulary Recall. Language Learning &

Technology, 14, 74-94.

Dornyei, Z. (2005). The Psychology of the Language Learner: Individual Differences
in Second Language Acquisition. Lawrence Erlbaum Associates Publishers.

Dérnyei, Z., & Al-Hoorie, A. H. (2017). The Motivational Foundation of Learning
Languages Other Than Global English: Theoretical Issues and Research Directions.
Modern Language Journal, 101(3), 455-468. https://doi.org/10.1111/modl.12408

Dornyei, Z., & Chan, L. (2013). Motivation and Vision: An Analysis of Future L2
Self Images, Sensory Styles, and Imagery Capacity Across Two Target Languages.
Language Learning, 63(3), 437-462. https://doi.org/10.1111/lang.12005

Enayat, M. J., & Haghighatpasand, M. (2019). Exploiting adventure video games for
second language vocabulary recall: a mixed-methods study. Innovation in Language
Learning and Teaching, 13, 61-75.

Esteban, A. J. (2024). Theories, Principles, and Game Elements that Support Digital
Game-Based Language Learning (DGBLL): A Systematic Review [Review of
Theories, Principles, and Game Elements that Support Digital Game-Based Lan-
guage Learning (DGBLL): A Systematic Review]. International Journal of Learn-
ing Teaching and Educational Research, 23(3), 1. Tresorix Ltd. https://doi.
0rg/10.26803/ijlter.23.3.1

Galvis, H. A. (2015). Laying the foundations for video-game based language instruc-
tion for the teaching of EFL. HOW, A Colombian Journal for Teachers of English,
22(1),107-122.

Gee, J. P. (2003). What Video Games Have to Teach Us About Learning and Literacy.
New York: Palgrave/Macmillan.

Ghani, M. T. A., Ramli, S., Hamzah, M., & Daud, W. A. A. W. (2019). Providing a
Digital Game-based Learning for Non-Native Arabic Speakers: A Need Analysis
Study for the Development of Mobile Application Digital Game. International
Journal of Academic Research in Business and Social Sciences, 9(6), 11-23.
https://doi.org/10.6007/ijarbss/v9-i6/5917

Godwin-Jones, R. (2014). Games in language learning: Opportunities and challenges.
Language Learning & Technology, 18(2), 9-19. https://scholarspace.manoa.hawaii.
edu/bitstreams/e3aa61be-1569-45e6-8969-58ffdeb81089/download

Guerrero, H. A. G. (2011). Using Video Game-Based Instruction in an EFL Program:
Understanding the Power of Video Games in Education. Colombian Applied Lin-
guistics Journal, 13 (1), 54-70. https://doi.org/10.14483/22487085.2931

118



Mikio A. Brooks

Huang, B.-G., & Yang, J. C. (2012). A multiplayer online role-playing game for inci-
dental vocabulary learning. Conference Proceedings of EUROGRAPHICS Educa-
tion Program, 25, 561-567. https://library.apsce.net/index.php/ICCE/article/down-
load/881/821

Taremenko, H. B. (2017). ENHANCING ENGLISH LANGUAGE LEARNERS’
MOTIVATION THROUGH ONLINE GAMES. Information Technologies and
Learning Tools, 59 (3), 126-133. https://doi.org/10.33407/itlt.v59i3.1606

Jeon, J., & Lee, S. (2023). Teachers’ use of motivational strategies in the synchronous
online environment: A self-determination theory perspective. Education and Infor-
mation Technologies, 28(9), 11963-11986. https://doi.org/10.1007/s10639-023-
11656-1

Khatoon, S., Thaheem, M. U., & Shah, U. R. (2023). Exploring the impact of gamifi-
cation on language learning performance among intermediate college students: The
role of motivation, engagement, and self-reliance. Pakistan Languages and Human-
ities Review, 7(2), 284-295. http://doi.org/10.47205/plhr.2023 (7-11) 24

Lan, Y.-J. (2020). Immersion, interaction, and experience-oriented learning: Bringing
virtual reality into FL learning. Language Learning & Technology, 24 (1), 1-15.
https://scholarspace.manoa.hawaii.edu/bitstream/10125/44704/1/24 1 10125-
44704.pdf

Lee, S. (2022). Factors affecting incidental L2 vocabulary acquisition and retention
in a game-enhanced learning environment. ReCALL, 35(3), 274-289. https://doi.
0rg/10.1017/s0958344022000209

Li, J. (2020). A Systematic Review of Video Games for Second Language Acquisi-
tion. In P. Sullivan, J. Lantz, & B. Sullivan (Eds.), Handbook of Research on Inte-
grating Digital Technology with Literacy Pedagogies. 472-499. IGI Global Scien-
tific Publishing. https://doi.org/10.4018/978-1-7998-0246-4.ch021

Miduta, G. (2023). Exploring language learning in multiplayer online games at uni-
versity level. Journal of Information Systems & Operations Management, 17(2),
151-161. https://web.rau.ro/websites/jisom/Vol.17%20N0.2%20-%202023/
JISOM%2017.2_151-161.pdf

Majdoub, M. (2021). Motivating and engaging ESL students using gamified learning.
International Journal for Infonomics (1J1), 14 (1), 2053-2058. https://doi.org/
10.20533/iji.1742.4712.2021.0213

Newcombe, J., & Brick, B. (2017). Blending Video Games Into Language Learning.
International Journal of Computer-Assisted Language Learning and Teaching, 7
(4), 75-89. https://doi.org/10.4018/ijcallt.2017100106

Parsayi, F., & Soyoof, A. (2018). Video Games: The Interface Between Language
Learning and Storytelling. International Journal of Pedagogies and Learning, 13
(2), 103-118. https://research.monash.edu/en/publications/video-games-the-inter-
face-between-language-learning-and-storytell

119



Peterson, M. (2010). Massively multiplayer online role-playing games as arenas for
second language learning. Computer Assisted Language Learning, 23(5), 429-439.
https://doi.org/10.1080/09588221.2010.520673

Pornsakulpaisal, R., Ahmed, Z., Bok, H. G. J., Filho, C., Goka, S., Li, L., Patki, A.,
Salari, S., Sooknarine, V., Yap, S. W., & Moffett, J. (2023). Building digital escape
rooms for learning: From theory to practice. The Clinical Teacher, 20(2). https://
doi.org/10.1111/tct.13559

Qiao, W. (2020). Game-Based language learning in ESL classrooms: Effective inter-
ventions and influences on students’ vocabulary acquisition, communicative compe-
tence and writing [Doctoral dissertation, Kyoto University]. https://repository.
kulib.kyoto-u.ac.jp/dspace/bitstream/2433/253374/1/ynink00941.pdf

Ranalli, J. (2008). Learning English with The Sims: exploiting authentic computer
simulation games for L2 learning. Computer Assisted Language Learning, 21, 441-
455.

Rankin, Y., Gold, R., & Gooch, B. (2006). 3D role-playing games as language learn-
ing tools. The Eurographics Association. https://diglib.eg.org/bitstreams/fad1d68f-
b783-4919-94¢0-620ab0b10d7a/download

Rico, M., Agudo, J. E., & Sanchez, H. (2015). Language learning through handheld
gaming: A case study of an English course with engineering students. Journal of
Universal Computer Science, 21(10), 1362-1378. https://core.ac.uk/download/
pdf/304879942.pdf

Rubio-Alcala, F., Hadjistassou, S., & Ferrero-Rodriguez, M. (2023). Study of English
self-learning perceptions throughout video games of narrative and fantasy. Linguo
Didactica, 2, 89-104.

Rudis, D., & Posti¢, S. (2018). INFLUENCE OF VIDEO GAMES ON THE ACQUI-
SITION OF THE ENGLISH LANGUAGE. Verbum, 8, 112-128. https://doi.
0rg/10.15388/\Verb.2017.8.11354

Ruiz, J., Sanchez, A. D. V., & Figueredo, O.R. B. (2024). Impact of gamification on
school engagement: a systematic review. Frontiers in Education, 9. Frontiers Me-
dia. https://doi.org/10.3389/feduc.2024.1466926

Saha, S., & Singh, S. (2016). Game based language learning in ESL classroom: A
theoretical perspective. ELT Vibes: International E-Journal for Research in ELT, 2
(3), 20-34.

Setyadharma, V. P. P., Iryanti, E., Hidayatulloh, 1., & Nugraha, N. A. S. (2020). De-
signing of English challenge mobile game application as the media of English lan-
guage learning. Journal of Engineering and Applied Technology, 1(1), 30-42.
https://doi.org/10.21831/jeatech.v1i1.34756

Sinar, T. S., Zein, T. T., Huszka, B., Yusuf, M., Maharani, P., & Sanjaya, D. (2024).
Learning English literacy through video games: A multimodal perspective. Journal
of Curriculum and Teaching, 13(1), 102-118. https://doi.org/10.5430/jct.v13n1p102

120



Mikio A. Brooks

Snigdha, S. S., & Debnath, A. (2024). Influence of Video Games on Children’s En-
glish Language Learning: A Case of Bangladesh. EIKI Journal of Effective Teach-
ing Methods, 2(1). https://doi.org/10.59652/jetm.v2i1.165

Syifa, A. M., Musyahda, L., & Segoh, D. (2024). Systematic literature review: DOG-
BL in enhancing EFL students’ motivation. Journal of Education and Learning
(EduLearn), 18(2), 544. https://doi.org/10.11591/edulearn.v18i2.21156

Sundqvist, P. (2013). Categorization of digital games in English language learning
studies: Introducing the SSI model. In L. Bradley & S. Thouésny (Eds.), 20 years
of EUROCALL: Learning from the past, looking to the future. Proceedings of the
2013 EUROCALL Conference, Evora, Portugal, 231-237. Research-publishing.net.

Tran, D. K. (2023). Digital Games and Second Language Learning among Tertia-
ry-level EFL Learners: A Critical Review. EIKI Journal of Effective Teaching Meth-
ods, 1(2). https://doi.org/10.59652/jetm.v1i2.9

Tsai, Y. L., & Tsai, C. C. (2018). Digital game-based second-language vocabulary
learning and conditions of research designs: A meta-analysis study. Computers &
Education, 125, 345-357. https://doi.org/10.1016/j.compedu.2018.06.020

Teimouri, Y. (2016). L2 SELVES, EMOTIONS, AND MOTIVATED BEHAVIORS.
Studies in Second Language Acquisition, 39 (4), 681-709. https://doi.org/10.1017/
s0272263116000243

Umamah, A. & Saukah, A. (2022). Digital Game-Based Learning (DGBL): The
Voice of EFL University Students and Teachers. PASAA. Vol. 63, 1, Article 11.
https://digital.car.chula.ac.th/pasaa/vol63/iss1/11/

Vahlo, J., Tuuri, K., & Vlisalo, T. (2022) . Exploring Gameful Motivation of Autono-
mous Learners. Frontiers in Psychology, 13. https://doi.org/10.3389/fpsyg.2022.
825840

Ying-wei, C., & Milikich, N. (2023). An Analysis of How COVID-19 Shaped the
Realm of Online Gaming and Lesson Delivery. arXiv (Cornell University). https:/
doi.org/10.48550/arxiv.2304.06102

Zahari, A. S., Rahim, L. B., Nurhadi, N., & Aslam, M. (2020). A Domain-Specific
Modelling Language for Adventure Educational Games and Flow Theory. Interna-
tional Journal on Advanced Science, Engineering and Information Technology, vol.
10, no. 3, 999-1007. http://dx.doi.org/10.18517/ijaseit.10.3.10173

121






RE - BOGERREOFEIZBITA B 5247 7]
(X AT ICHT 54 A —T OfE)

Exploring Students’ Views on “Male Care” and “Female Care”
in Early Childhood and Teacher Education Courses

Mai Kominato

Abstract

This study examined gender stereotypes in “male care” and “female
care” among first-year childcare and teaching students. It explored their
perceptions of care, associated professions, and care content. The findings
revealed that “male care” was broadly associated with qualities such as
“hard” and “fast,” whereas “female care” evoked more nuanced images,
such as “long,” “soft,” and “heartfelt.” Professional affiliations also
diverged, with “male care” being associated with educators and caregivers
who emphasize physical tasks and career guidance, and “female care”
being associated with nurses and counsellors who highlight emotional
support and gentleness. To foster competent care providers, it will be
recommended to integrate educational interventions, such as lectures on
stereotypes, to encourage students to critically examine their own gender-
related biases in care. Acknowledging these biases has benefits for
professional practice and broadens students’ career perspectives, which
mitigates self-imposed limitations. Open dialogue on these biases within
the training curriculum may be paramount for cultivating a more equitable
and effective care system for future generations.
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D\ FEROBSEEROE L RO TLI I WD EZER 5N D, Lah> T,
WE LGRS ARG OF O P TIR, FEFHGHSGDAT L
FEATICMEGIBEIEMEY, ThIZOWTIH L EwmE TR Y
ZHBLT, HORBMIZBITIZZZOMY IZAO EonF 2 EHTES
IV BT LT ZLEIRETHA) EEXONL, OB RIHE)
TiEH 20, MEFERHEFOEEAEICBVTL ) LAY #A % HhE
Ao T 2 Lid, TRPLOHRITBTT TR K- 248 EL
TUBLANOIREZ LD FHRFESE TV EDIIBELRILTHY, T
OCWTIEHEEZIR 5 LB RREZFOMT LY ) BT TR I T
Z3HMIIESTHENZMIE o THEERTVHEZES TV ET
DO—WE%D I BDTIE LN EEZ B,

i

1) AFOWTIEAEGBEDOFRRICE 5 &, 2023 4E DO EFHEFR A0

120 T, 202240 126 £ ) & S H12WA L7ze mimfbicB L Tid, ®BER

FHROTF—2128 2 L, 2015 275 EAL (128%) 250~14 A1

(125%) = LMYy, 2o HEL2SETL TV 5,

A (2024) AR5 4 (2023) AITEYRESLAE A #dEat (M) ot
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gaikyouR5.pdf
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Translation in Japanese of Andrés Bello’s
Gramatica de la lengua castellana: Part 8

Ryo Tsuchiya

Abstract

Gramatica de la lengua castellana destinada al uso de los americanos
(Grammar of the Castilian language for the Americans’ use) is a great
masterpiece of Andrés Bello (1781-1865), the Venezuelan humanist,
which has had tremendous influence on the history of Spanish philology
and linguistics. This undoubted fact prompted the author of this article to
translate the work into Japanese with notes, and so far, he has completed
several chapters of the treasure, which was written originally in Spanish
in 1847.

In this eighth article, the texts of the entire ‘Chapter 12: Augmentative
and diminutive nouns’ and a few opening paragraphs of the ‘Chapter 13:
On pronouns’ have been translated into Japanese with accompanying
notes and annotations for further discussion.

The road to the perfection of this task remains lengthy and challenging,
as the masterpiece of Spanish grammar contains 50 chapters and numer-
ous notes by Bello himself.

.
AL, AR VEBFERIZZOZER T, XAXTLTOLANT YV FL
Z + N1 3 (Andrés Bello 1781-1865) #% 1847 4RI HRR L 72 Gramadtica de
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la lengua castellana destinada al uso de los americanos ([7 2 1) 1 KBED
NAOFEPIZINT72h AT 4 =) YB3kl DV [ A7 40—V v Bkl
OHAFEROE IR TH 5. AfTIE, FHFED [ 123 : BIKAH & i
INZE] S [E13F  RAFIZOVWT] 0231 HiFTEIRBT S, &K
LHIZBWT, BEXOBRTLEIAHAVGNNII wERbNIS L X
#EEOHE L FARC, $3EI ([ ) K& EhrE0EHI 2L LT 5,
B, BAHPHCTHD [HRAT 4 =) viliscik] oEEERICE L Tk
s (D) 225 (7) F ToREE SRS NI,

1)
128 BERAE L Hi/N44E] (Nombres aumentativos y diminutivos)

206. H o L HAEEDOFNIEKERL, -az0/aza. -on/ona. -ote/ota. -isi-
mo/isima Ty 72& ZIERD X ) BRSO N5, gigantazo/gigantaza (K
ELN) . sesiorén/sesiorona (Ei5M Y & [ANW]). grandote/grandota (1%
MT2) . dulcisimo/dulcisima (KEH W), gEOBEKRT HE T2 35
RIS % 728, picaronazo/picaronaza (L ATH L THEV) DL HIT,
ZOOMRSHERCERZZGEDH L. BB, MEERRLIINV-T 2T
W B -isimo/isima DIERFETHD HFEIZOVWTIE, BETHMICE) .

207. -on OFRTFTHD LKL, 72 & 2L cigarron O %), mu

rallon (BREZRIERE) . lanzon (KHE) O X 912, RIS, R T LD E
2)

FOLFENEEZLLEND 5,

208. fBIZH. rico (BFH [D]) B 5 ricacho 4% (D)), vivo EE4&
&L L7) 55 vivaracho GERDR\Y), nube (E) 5 nubarron (BE),
bobo (Bh7 [A1) 205 bobarrén X bobalicon (/37 - FdalF%e [A]),
mozo (HIE) 25 moceton (FEORVHFE) P END L 512, [on
EHA] R ORI REEL B 5o
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209. HERFEIZIE, gigantazo OSHTHWH) R Lbrote (57IEVE4E) 12K,
LB L), M THDEDEZOBENADENDL Z LD E% v, T2,
vivaracho ® X 9\ R, pobreton (K FHZ % [N]) R bobarrén ®
I BERH ) OBFRGVIIMbALEbE v, ThHDERIIET,
Vo HHOBlEE EA TV 72012, XOBEWIUAL IZHvILE
WODER, —TBOFEFHIT BT, murallon R lanzon D £ HZZFH) Vo
BlezEThnwIiddh i)z, LEITFIWROEREL HHLY A,
anadon (HEDVZR) R islote UNG) IZHROND LI IZ, ZOHOEKRE
X2WBZ LD D,

210, b o L LA E OB W /NFEIX, -¢jo/eja. -ete/eta. -ico/ica.
<llo/illa. -ito/ita. -uelo/uela TH%. L L. TOREKFEIZLTLD
— B EWVI) DT TIERL, 72E 2R flor (b)) 225 IR%E L 72 florecilla
X2 florecita, mano (F) D HIREL 72 maneci;a)‘ pez () MHIREL
pececillo R pececito. ave (B) 7 HiRA: L7 avecica. avecilla. avecita.
autor (FEH) B OIRA L7z autorcillos autorcito. autorzuelos dolor (i)
25 IRA: L7z doloreillo % dolorcitos libro (GEEE) 2 5IRA: L 72 Librejo %
Libritos jardin (B2) 7 BIRA L 72 jardinito. jardinillo. jardincito. jar-
dincillo. viejo (GEE W72 [AN]1) 5 S IR4E L 72 viejecico. viejecillos vie-
Jecito\ viejezuelo. vejete. vejezuelo. ciego (EH® [AN]) 7 LR L 72
cieguecillo. cieguecito. cieguezuelo. ceguezuelo. piedra (fFi) » B IR 4
L 7z piedrecilla. piedrecita. piedrezuela. pedrezuela. tierno (F5H\»)
B IRAE L7z tiernecillo. tiernecilo. ternezuelo DHINS%H % o

211, B T2352% 3hOHiNFEbH b FIEL THD L ato/ata,
el/ela. éculo/écula. iculo/icula. il. in. ola. eco/oca. ucho/ucha.

ulo/ola. dsculo/tdscula 3% %o kOB & L TIE, ciervo (¥ 71) DLk
H L7z cervato (-3 7). don (~8k - ) 7 BIRE L 72 doncel (i - 24)
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dama (@A\) 7 HIRHE L7z damisela (G- 7208, mole (ERTHEIWD
) MOHIRE L7z molécula (53F) red (K) 7 HIRAE L7z reticulo (H8IR
HKR) . parte GR5) H BIRAE L 72 particula Bk T) . tambor (K H
SIRAE L7z tamboril UNKSE) . peluca (02 5) 7 BiRAE L7z peluquin (G
GHhOB), bandera (M) 7> HIRA L7z banderola VM) casa (K) 5
IRA: L7z casuca R° casucha NS %BHIEOR). sierra (DT ED) HHIRAE
L7z serrucho (P FEROZED ), globo (3kK) 2B RA L 7= globulo VNER -
MER) . celda (WiBE) 2 SIRAE U7z célula HNE) . cuerpo (K) 2SR L
72 corpiisculo UMR), obra (fE&) 2 BIRA L7z opisculo UMD 238 55
W E %o COBRNET T, 77 Y HHCHRT 2 RIS <,

212, A DHNFEIN S SOBBEIITHAMT 2 D13, FIZIZZDME
BOBEEADBRNI ESH LM, hijito (MEVET). abuelito (L\WL1),
viejecito (BFREA) O X9 7% -ito THDLFEICHIN 2, HERHOBIE
Thbo 72, librejo (K EZHHVWAK), vejete (BWITN). autorzuelo (™~
SIFIMER) DX 9 % -ejo. -etes -uelo THedb B FEIHIG 22 B R R 0
BaEMAsltbhs, HRBEOMBELTLL, BXam <, Lo
CHoRICHRE WD 2 ETIR AW, KB DIE, <
PR B E T RIZBVTTH b JFET XX IEHM/NGE todito.
nadita TH %o ZDFEE todo (&2C) & nada (&L ) OBERT L L
CHEELEZIZLEVD, KRBT XRIZEDELDETICHLR
5o

213. FEFOHFIZIE, nisio BOT). muchacho (V). parvulo (F8).

rapaz () L VIAFTERYPVOABEZERL TS X H I, Fo/hIwn
BWERLURTHEIEE DD, T LT, 20D, o0t FERB
WA NEEDTEIEIC L7223 TR E N TV W ETH o722 LTH,
HNGEICEZDDLZEDTELDDNH b, TNTELIL. FEDT % corde-
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ro R corderillo &, F LT 1M 5 2mDTF (cordero) % borrego & .
WAEDIFFE % potro R potrillo. D X XA DT % potranca & W5, 1
HEIZHET B 1Y F & chibato % chibatillo £ B\ AADA ) VY OT#
Jabato & FLEENHI DK % lechon R lechoncillo & 5 ) o BED LTI
ballenato T 7% XD Z NI lebrato R lebratillo. / 1Y 71 DZE NI cor-
cino & WEDOWEEY DL TX cachorro R cachorrilZ(; T, FRICA LA
I DT lobato R lobatillo 72\ L lobezno & A IIIFATVS, BOD
DT L pollo EEID HRHF 3 v D% ansarino, HEDZ
W anadino R anadon. B ZFIUZ palomino. FHMDZN\L pichon
EREDY, aw ) N YOOI cigoditno. LD ZF I pavipollo TH %,
7Y OO aguilucho, NS H TV, F2E A TV D TE ranacuajo
EAR B renacuajo) EEIe FLTC AFNAERVDTH ) A -
borezno L . TNLHLUAMIE LK DFEVDH 5,

214. 2SI A AR & X, cebollino. colinoy lechuguinos porrino
LVoZRELE > T hwiilz BR$ 2HM/NETH 5. TNEN. il
AMZTHAED I AT, FyxXY, LF¥ A, RairFolzigd,

215. LA OTIZIZ, 72 & 2L espada (B HY espadin FLEF DFEAY)
peluca (2 5) I3 peluquin GBG5> 5) Lkb X HIZ, in THRDL LY
HOMNEEBTHDONDH 5,

216. BERKFERH/NEDTIL S N DB, e D RIZHEEN D 5 ZHERH 6 &
ué ¥, BHEELST, HEEDeR o0& %2D2T DD, HIERETD L,
pierna () 75 pernazgc; (K& %M. bueno (E\V) 225 bonazo (NDE ),
ciervo (BE) 75 cervato (THE). cuerpo (UK) 25 corpecico () &7 5,
COBIEIEZ 5 D1E, WKLV L#NEVPIEIR SNk > T D
FEOS MELRMCHREE O “EEANBIT L TV AL AICHRO NS, FEEE,
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WE BT 7z pierna \3 T 7 VEETIE perna TH o 72 L. bueno \ZIF U < bo-
nus ciervo \& cervus. cuerpo \IH2T corpus TH o720 2F V. WD
WEOLETENE L o2 EOFENL, MENEIN LI LD LS
o, TROBMIEZWMOETDOTH L, LIL, EOLIAH, ZOIHL
FENSOIRELD & MOFEHOIRETOHDE W FEBITEE . bueno (R
W) A bondad (3%) 2. fuerte (W\>) 73 fortaleza (383) 2. diente (Hi)
B denticion (WHAHEZ B Z &), dentadura (Wl:0Y). dentista (SHFHE) 12,
muerte (38) 2% mortal (F§ X&), mortalidad (B N2\ T &),
mortandad (KiFE). mortecino BCIZ2F72). mortuorio LD - $FED)
12 pueblo (BT - ER) A% poblar (NEEZ D), poblacion (R - A),
popular (NRD), populoso (NOIDE\W) 127 57%E, HlIZE W,

217. HERGE L M/NFEORIEIZB W T (20T XRCofMEORITICE
WT B AREEAD) ZRITREFLFRHRY) TR ELSETH Do BIRIX pe-
luquin \X espadin & RFEEICHANTH 5, BER L. AIEDOFETIE
peluca ® ¢ DL FR quICEEHEZ 5N TWDLA, 1L, c OfE &5
TR LETHBD B Th S, LRI, cieguecillo b HAINTH
bo CITIRREEVEDSRVEIIC gD FEN gullBEBZSNTED,
[ U & 912 pedacillo b pedazo WiR) D zH cllhEbo>Twb, 72721,
:@@ﬁ&@ﬁ%&tLtﬁof\%%%&wwuﬁ&ﬁ%ofwézt
12
7205

218. WA HFADH/NGEIL, EE TR OABNEZ LD B, José B3
Pepe & 72 V). Francisco % Paco. Pacho. Paquito. Panchito & 7% Z) o Ma-
nuel \& Manolo. Concepcion (& Concha X Conchita. Isabel % Belica & 72
%o Pedro % Perico X Perucho & 72 53 Catalina %% Catana X Cata
bl Bz,
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axt i iz oW

219. wHHABEDRE < BB UERICB VTR D 53 b LG
grandisimo (7T \& grande) . blanquisimo (JC X blanco). wutilisimo (G 1%
atil) O X ). BE -isimo/-isima DFERTHD L, WbhbW 5 EMH (su-
perlativos) T&H V). TNZEN muy grande. muy blanco. muy util £\
WCHST 2, 21T, Sho bR EREHEN S,

220. MR L TBVWLTPRVOIR, 42 2 THo TV aRAFADOEBL [©
F DAk B 2 VTS, HOBEFOERIC L > TERSI NS
DEREBREEIFTVREINZVWE VW) 2L TH S, Ld> T, HIC,
César fue orador elocuentisimo (F1 TH IIIKEFEMICR TR+ TH-72)
LR, DO ED%T aiin era mas elocuente Marco Tulio (5L Y b 7%
BT CORDET V2 Z - koo )9 XChore) b2 I LIk
R RN T 5L 213 RO THSD, bR T, ok kb
AL ek DETECBN TS50 HALA 2 H T AITh B D7)
ZNHZEUT, HRENLHMOEANIIBIT 5. HHEOMH DR
R, I2e 2 a2 D, (el dltimo de los reyes godos de Espana se
llam6 Rodrigo) (A4 YIZHB1FHT— FMEOFOHOREDO AWiza FY —
TEWIHTH-72) R (Londres es la mds populosa ciudad de Europa)
(Br Fridg—a vy sTid }\DO)%’W\%B%)ff) & 5HWiZ, (las palmas son
los mas elegantes de los arboles) (¥ OARIF, K& DPTRIELETEDH5)
EEIEEDI NI, IS EKIZ. BB (superlativos]
partitivos) EFFEND, 203 Db, SIS ORERAIRET ATEENO
Mz LEGONEICBIT 5, Bk —80 X723 2R T 505 T
Hbo 72 ML LOPHEFOR LB E HIFIENLEZ DD L, T
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INBIR LMD, AiER de R\ U entre & FixRRTHFD O % HHET
FHMENTVLRHATHNERIN TV IHETHN, DRIl L Twa,
ThbbIWZTVILINLTH S, 728 21X, (la mds populosa de o entre
las ciudades europeas) (3 —1 v NOFHOHTIRD AODLWHTH) & D
S25L., Wiz kAAATLE 5 T) {la mas populosa ciudad europea)
RDAONDZ I -1y Ol DEXHIICHF R 5. TOHEFIZH
s [fomx k] & BT T L afin ik k& 2 d B XG
HLHTH5bD,

221. muy (Ao T, W UBK T 21 3P OBERE H S % sumamente(Z
D E7% L), extremadamente (¥:72 0 <), en gran manera (K\I2), en
extremo (GHEEID) LWV o MU RHFES. Hoebh sl bbb,
INBOFEOLRPIIMAZBREX. ademds LI FETH D, TOREE, [
I BEED] BAHIZIEE . colérico ademas (R L72). pensativo ademds
(L EZRAAL) DLH Clﬁég‘)\ Z NS IE muy colérico. muy pensativo
LR LEREET,

922 [#i%t] B LA SN D DIk, BEADP DI THD, ZOBRD
JEITFERIE. BEDo L e WY LD, THIZZDOT FFERED -isimo
EME DS L CHAICHIE SN, 2 LT &0 -simo 12 CHENE L 5
DIREA R T Lo L. 5 < ORRIBIIAT 2.

23 ZOFBAO—ok LT, BhREEIEIE2L0hb L, 72U,
benévolo (B ) DH5B) 15 benevolentisimo. ardiente FEVFfH B S D)
25 ardentisimo. fuerte (\>) 25 fortisimo. fiel GBIz%) 25 fideli-
simo. antiguo ((5\) D5 antiquisimo. sagrado (FEE7%) 75 sacratisi-
mo sabio (W % - Wik ©) » O sapientisimo. benéfico. magnifico.

munifico ZED, FFS L, KATORW) 25 ZFNEN beneficentisimo,
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magnificentisimo. munificentisimo &£ 725 &9 CZZZ)O F 72, FERL Vv Ll
LEEROWM ) % — I Z D5 00H b, T2E 2L acre(HEOH %),
célebre (F%72). integro (5E&7%). libre (HH%). misero (M%), sa-
lubre (FEREIZE ) DBZFNZE N, acérrimo. celebérrimo. integérrimo-
Libérrimo. misérrimo. salubérrimo & 7% % X 9 12c —Jiv doble (Zf5D),
endeble (E597%). feble (554 L) Oifiktix FHUIHANTH S, s
VUMD -ble THD Z5EIZ. T OFER% -bilisimo \ZEZ. 72& 21X, ama-
bilisimo (£ THHEL ), nobilisimo (& THEER). sensibilisimo (& T
LIREIROB D), volubilisimo (X THELLEFV) O X3 12F 5o K
M -do &R BEEE. WIEDOFEH O 1IIEEBDD Y6 frifsimo(L THIENV),
pisimo (ETHIELE) © &5 BARZBREAE S, 0 i 25503
ZRWTWABYEIZIE, amplisimo (£ THIEV), Umpisimo (ETHEN
W)y agrisimo (£ TR W) O XS ISHAII AR EN KD,
L LR35, sombrio (HBE), lardio GB\). vacio (D). lacio (%
MBLGRh%), temerario (Fi7z) . vario (W< 20D - fe D), zafio (M
B7) O X9, MR EROFEREIS Wik d B v

224. ABR oMz R L, ZIETRTTT VEECHET 230 TH D,
EEFAOHTIIZ o ik ik LROEREEZFHO D H L, TDH)HLD—
DlE, AT 4 =) YFEOEREIC L ABANRBE, ) —2iE77
PO OENTABALREETH L, Bl T5 L [KATT 280050 AT
4 =1 X EEE, BELS T T VEEEICX 5B D], amiguisimo & amicisimo
(¥ CY KU %), dificilisimo & dificilimo (&< bW L\, asperfsimo
L oaspérrimo (L THESEL 7). pobrisimo & paupérrimo (&L THHEL
W), fertilisimo & ubérrimo (& THNMIKR). fritsimo & frigidisimo (&
THEW B2\, bonisimo & optimo RED). malisimo & pésimo (%
ED). grandisimo & maximo (& THRKE WV |AKD)., pequeriisimo &

minimo (& TH/NE WV - /WD), altisimo & supremo & %\ & sumo (&
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THEW - ED), bajisimo & infimo (& THEW - RIEKD) ¥H 5L, T/
interno (NED) & cercano KL ®) Offixti Lk TH 5 intimo (B %)
Y proximo (BHT 5 - RD) & 55 VBOBKEIEL 50 77 DD
WoHNTZNSOMFHR EFD S BV D0, BEOFPTIZ THBT
2ESIT, WA LEREEOR LR E LTV SR,

225. A ORI, #iR EROFEREZTNT VL OREHB D
ZOHHDO—DIE, FOFEOFRICBWTILOFERM LIS S Z & b3
LI ZEDTELVALTHAS (FLTEDL) 2t WHEZ L7205,
BIE D muy R grandemente. & % \WIEZFDOMOFHFORB L > TR I NS
R EMOFTFUPMEHTE R V), THIZHEHT D DI, uno (—2D), dos (2
D0), tres (Z2OD), primero WD), segundo (ZFKHD). tercero (=
FHD) Hx, HOWDLHEGFIIMA. omnipotente JIHED). inmenso (A
K7%2) inmortal (BIED). celeste 2\~ L celestial (RZ2D). terrestre (B
LD). terreno %2\ L terrenal (Bt ). sublunar (H T - Bito), in-
SJernal (WIRD). infando (\~F b L), nefando (ITZTHDEHEHHL W),
triangular (ZATED). rectangulo (A% 1 DL L) % &ETHbH, T,
L) =DM AAT A=) XFlOEB LS LT, TOKDEY
MrRIELWALTHDL, TNIZENT LD, -eo. -imo -icov -fero.
gero. -vomo DFLJBTH DL, IFITLETOWEETH Y., BARWIZIE,

momentaneo (OO D), sanguineo (MILD). férreo $kD). lacteo (3L
D). legitimo (5EM7%). maritimo (ED). selvatico (EMD). exdti-
co WED), satirico JER D), empirico (FERII7%). politico (BUEIZ).,
mefitico (F#:7%). logico Gw¥M7), caustico JEEMED). colérico (2
LoD BYIES72) . mortifero Gbx 7253, BAMD). aurifero (&%
&), pestifero CEREIND). armigero (RE:%EM L2, ignivomo (K
L) EWwo B TH L, MR T, verdegay (EFMD) . turqui (HEH
D) OXHIZ4 [OF] THRDLIER. varonil (BO - B5 L), mu-
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- 5E

Jeril (HAFAE D), pueril (FHED - THES L), juvenil EHED) . senil (&
WD), sedioril (FAED). pastoril CEfVD) O X 512, R ERE, L
RBEBIATEIND I OFERTRDBZFEV D D, T2 MWITD WL ODDFE,
repentino (Z8KD) . sitbito (2E8XD) . efimero (X07%\») . ligubre (57
BEL) RENH L, T IIFIFELIZEEOTIE, WHERORIZ B VT,
FSEFANKL) THDH L) I, R EHO] BTz HFET 2560
Hbo

226. W LAY 2 DI A RIS 5 FERIE. 3R TH—OfifE %
ALTVERTIE RV 8% 5, MOFEOMEE =D 5505 55T
Hbo HTHN., grandemente (K\N2). extremadamente (FEIZ). su-
mamente (RFHIZ) DEAFVEE LS THAH. N (Salvé DELE
R B DS X AR 3 DSk 2 EH] LD b ERD TR
LW, 72k 203, doctisimo GEFICIES%) 1% muy docto (& THHER)
EDBHZLEHESTVDHEVIDTH D,

227. Ao RIZIE. B ks, EM] b4 LIk smbM] b=
T enwbohd b, it TOREAOEKRT AMEIKINEFET
R MEDFEIC L - T Bfliz=T5 L. TOERKIZL > T, ZRDWiIT
NN, ZOXIRFHETH-TH, FTADBHLHITONT [£L
DBEILT2T muy nulo (nulo \x TEFE] OF) | 72 FHIEXDLXHIT, Ik
LR muy \ZE > THESEN D E DD D, ZOWHBEITBVTIE, %L
HWEGOFD o, ENOPERFN L EMREMRICBITT 5, 7282
W, muy hombre (£ THHS L), muy mujer (£ THLS L), muy
soldado (& THILESH LV - BEER) . muy filosofo (L THEFEHEL L),

muy bachillera (£ THHS>720R0 D), muy maula (L THRITHED),

muy alhaja (& THMMED D %)\ muy fantasma (L THRFELODH S),
muy bestia(L THEDEH %) LFIH L ED XS, T2 mismisimo (F
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KL ZED), singularisimo (& THHIER) DX HIiZ, L &I, REHD
30)
FERNHL AFHRICHZ VWAL D S,

228. BB WVWHTHAHH, #TRTNIL LRI, BITICX 2K
M FEB B O mas ° menos £ IIH DL Z LT, ok 2 mas
doctisimo R menos hermosisima £ 59 BB WE 9 Th b, 7=, I,
muy R tan. Z LT cuan EHITHVL2DHHF N ED LN S D TIE RV,
L2 L. minimo. intimo. infimo. proximo (B L CTlx, &8, b
bk PR TR EZV2DO L HIZINS DRG] E —#IEbIhE 2 EhH
Y. la cosa mds minima (5bRIEOZ L), mi mds intimo amigo (FAD
WO BEL KN a precio tan infimo (2 A2 b S ZIET) . una ca-

sa tan proxima (ZAZRIZHBERELTWEER) O XHIZ, HEMIZSH,
138 A4 E IS DO WT (De los pronombres)

229. FAIE1 AR 2 AFR, FHE3AMEERT 245 %2, TNLHN
COBEDAERTHEIIBVTH, MOBlEE ZNEHONIT A5
BWTH, fL4FT (pronombres) & I3,

AFp4 5] (Pronombres personales)

230, RAFEODOMEAD B, TF1E, ZHELHA (persona)
DB E FRT DEE LR TEIRT [ AD (personales) ] fRAFDIETH 1,
KDL YD H D, 1 NEOBETH Y. BELOLMED Yo, LT\
Z DT H 5 nosotros & nosotras. 2 NHRHET, 130 B>
D Tin F7-ZFOHTH % vosotros & vosotras TH %o

23l. INHAODFEFMERITIE. FEDAFR. 2F D 1 AFR 2 AP
F2E 3 ABRERRMICERT L2452V EV)I TENEZDLTHA ),
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- 5E

R L, — I3 ABDO LD LA EINLMWOXFIHL TS 2E,
BALPOFEMETT, 1 ARG wL 2 AR BRI AR RER A3
EAELRNIES ) ZEDPRIINL I o pueblo L\ HFEIZ, 72 21E TR
DML, PBEZBIC Lo THESN, ZAEPHAELLTLE -7 (A
mi pueblo despojaron sus exactores y lo han dominado mujeres) |
(Sclo) 1ZBVTIE 3 ABTHBA AN k. Bl &EEOM L IT5H
72b M, BHEiZEL TWwW5b D72 (Pueblo mio, los que te llaman bie-
naventurado, esos mismos te engafian)] (Scio) 2BV TiZ 2 AFTH %,
Z L. El rey lo manda (F3ZNn%aU5%) 28T 5 rey1Z 3 AFRT,
Yo el rey (£72510) \ZBWTIZ 1 ABRTH 3V):”\ wko<1) 7’3)4‘)0)% [{:Los
reyes tenéis por santo y por honesto lo que os viene més a cuento para
reinar?) (Z7%727:b Tk, METHDCHRLSAEDLVWIEZ, fETHY,
WELDDOEALRTON?) | ITBWTIE, 2AMTH L, 22Tk, AK
K445 vosotros 7f)§ﬂ?%§% los reyes \Z X o TEHEICE X2 STV 525,
ZHEERA DOFEPEBUNTHT L DL WK TH S, L7zdi- T,
el rey lo mandas (L THBZF%7213FNEH&LH) DX HIZEZT A BV,
[ilAk12, (Los viejos somos regaiiones y descontentadizos (EWIFhTdH
L AIE)) IZBWTIEZ, RGO los viejos (& NMCLAE nosotros & &
ATATED, SHFHEO AT yo 125V TR R SNk v, Al
ONRORREE 313, 3 AFRE WD &1k - TV DIET el & aquel 12
BOTEZIRZITIONE, b LEH TRIFIUZE, yo soy aquel que dije(Fh
WHRELIZETHD) R i eres el que trajiste (BHiAH-> TS -4 TH5D)
DEITEERRVES

(RT)

2%k

RAE y ASALE (2009) Nueva gramdtica de la lengua espaiiola, Espasa, Madrid.

RAE y ASALE (2010) Nueva gramdtica de la lengua espasiola -Manual-, Espasa,
Madrid.
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RAE y ASALE (2014) Diccionario de la lengua espaiiola 23* edicion, Espasa,
Madrid.

RAE y ASALE, Nuevo tesoro lexicografico de la lengua espaiiola (https://apps.
rae.es/ntlle/SrvitGUILoginNtlle 5B H : 202545 A 6 H)

s (2023) [7 Y FL A - XY a [HAF4—Y valisCiE] BARERT] A4
FMEZE] 40, pp.55-66. HLANH KA AN AL 43

o>

1E

1) [HAF 4= %] oM cid—H LT, FHIBI 2 0EEE L
T® nombre &9 iz, FEi LBEFHO L& L LTOBEKRT [#§]
LILTw5,

2) cigarrén ONv %)\ murallon (BEERIRE) . lanzon ORWIE) 1 $Eh e,
cigarra (& 3). muralla (YEBE), lanza (}&) 12 -on B2 b DT, Z0
R SRS TS D S BT L T 5,

3)  MIZ manita H3H Y 145,

4) JEMLClX diminutivos esdrajulos Ta %o [#i/Nilk ] &/ NEEOA V7255
3. /o0 AW, [#%A500 3FHOTMICHEBOD 25 &) BERO
VS esdrijula # TN FET [HEE] LRLBET TW2, [Z7Y v U F
glissando] Z¥3 NE] LI3R% %,

5) MERLBEZOBIE] 13 TIE Las (ideas) de compasion o carifio TH %o
BAT LT [HERHOBIE] L LA, 25513 las ideas de carifio o com-
pasion T&H V), carifio & compasion DNEF AN > TWwb,

6) chibato. chibatillo &\ FEEBU T chivato. chivatillo E# % o

7) BURTW cachorro & TFR] OBERTHWONL ZENL VD, T4 4~
RFFHNI, IBEDTHIRT,

8) ranacuajo ®IH X, RAE y ASALE (2014) ZIZPERES N T,

9) pernazald. RAE y ASALE (2014) \ZI3UEFECwawas, Pk [
NRA VRERTL] IENE SN TB Y, FEFRIL. “pierna OIRKFE Lo T
Whbo

10) ¢ % -qu- (A2 F i pelucin £ T 5 &, - DLERERDTHFIZ/O/ v
L/s/ &b,

1) AL 7213455 D ciego (EHO. HAN) O/

12)  pedazo \ZHE/INGE -illo 23N % & pedazillo L 72 HH. ZDz% c LT 5D
UKL FUCIBWTHARL Y ELT AT I—BLIONARAS VBB EL
TATI—MHEOED BIEFEOBUTH BH zi & ¢l DRFEF—%2DT,
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N FIFINEEERL AL L TVDE L) T LIRS,

13) José 1T 7 v iE® losephus. ik Tt Joseph 12X IGT 54 Ty FHFL D
LT ERT. INOMNEE. T hbHERD Pepe & 25 D1E, 24 =
A+FVANERARS)TORTHALI LN, TT ViEIZBWT pater
putativus (KD « #EE FDR) EMFENTZ720, ZO2FEDHEYL R (PP) %
ZOXLTOHTHRELIZDDEVIFND L, AERHOHRTIZ, AFTa
DEETHTI—DVIOHZHMALTw5D (https//www.academia.org.mx/
consultas/consultas-frecuentes/item/pepe-paco-y-pancho-hipocoristicos #% #
BIEEH 1 20254FE4 H 14 H) 2% B O DD, B, TIWHTy = TR
— V121, Francisco DERAI Paco & R A HMIZOVTHANSEN TV S,

14) B muy ERFEFADP S 2 B00E, M ITRERBUIE W 22 WA superlati-
vos/superlativas & MENL 5 Z &%, BULTIE v,

15)  AXA VFET Marco Tulio 15 7 ¥ 7T Marcus Tullius TH 525, D%
HIZIE & 51 Cicero & W) Ak TabbH, Fru— (BC. 106 - BC.
43) TH5,

16) #E1 %,

17) 2020 4E58ROE T @EE [HEEERT 7 — % ] (https//www.mlit.gojp/
common/001447976.pdf) 12X, EAZ TIZIHIPNT 2Dk - T
Whbo

18) B TIE MM EMH] IR DA TH D, % partitivos (FR%5
D) EFTHMKIE. BEGERTAOORI [HiEH de+ G52 KT IEH] A
Bhid s Licko LEbh s,

19) RAE y ASALE (2014) 2 B} % ademdas ® 2 7 H @ 3% B 1L adv. p.
us. Con demasia o exceso. £ %2> THEHN. TDFEE [MWEEIC] L) EIKT
AW % DB TIEHM (p.us=poco usado) TH 5,

20) HFEIZIE. cerca 7*5 cerquisima (& THiL L), rapido FEEH rapido &
FIE) 56 rapidisimo (& TH ML), tarde 75 tardisimo ([FERIMYIZ] &
THEL). temprano H 5 tempranisimo ([FEREIMYIZ] & THHRL) Lo
E91T, MIFEA S bk ERIIER S %,

21) JEXTidla raiz GER) 2o TwaA, I TREHREAMLTBLD
PRI LWwEBbhs,

22) N aBnI I THRIFTCVDEED I B, benévolo W21 benevolente. magnifico
W2 \& magnificente. munifico \2\& munificente &\ ) RIENDH Y, HK 42D
Mkt PRI NS OERSRELTVDEEZ LI ENTE D,

23) T ZITHIBEEN T LiEDEMIL. ENEN amable. noble. sensible. vo-
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luble TH %

24)  JEMIZ frio. pio TH b,

25) JEMIEZENEN. ampliov limpio. agrio TH b,

26)  difictlimo \3IEH dificil DI EROETEe AL Y ENT AT I—0
Nuevo tesoro lexicografico de la lengua espaiiola \Z X 5 &, THTI—DANR
A VEEREITIE 1992 AR E IR ISR E M { o T B,

27) BURICBWTIEWEEE b, &4 interno & cercano Ozt 1k & 1378 S
Nz tidnvwklbhs,

28) k18 &M,

29) NV Y ITHAFTFNOBUAR TS - LikE¥H O Vicente Salva y Pérez
(1786-1849) #477, #iE1)DFE3) &M iz,

30) [#R] & L7zoid. KL enfatica GRIN - FiRY) TH B A5 Lk
Ot [ - FRIGAE 2] L) DIF, COEEOIFELRL R L v,

31) persona (ZBFOERTIZ [A] THHH, LFEHiEE LTE [ARK] o
BEAEDH D, o A D personal bliEETHSL [AD] TAHD ), 1
A& 2 Ao RAGZ, TNZNEBEENICB T 20 LT L. 6 LR85
EINT A MFEHEEZIRETOT, MLzl E&D, FIZTAL %245
TEERD, ZZTE TAL & TA] OBRPELRY) G- THY . Mk
ZHIEENT L IIWEETH S,

32) tITETAFNhOTAITT YT XG4t Felipe Scio de San Miguel
(1738-1796) Z4E L. WA ANA YFRICR L2 VA S BENLDFIHO &
I THb,

33) 1 ABRBEBORGLFATH S yo Il el rey A THEEINTVWELDT, 0
elrey b 1 AFRTH B EHFETIIERWES ),

3) ZITWIHIRUTFHER AL YDA TAAXLTHPE L X VOERS
# @ Juan de Mariana (1536-1624) =45 L. Z O X D5 ICIE. Historia
general de Espaiia (1601) TH 5,

35) [MHRE ] & L7zoid, JEC Tl apelativos TH 5o

36) NV g 3EHEBMITLETOME A L) RELRBHIZANT
WEDEEVH SR,

156



&

7AY AR EW®TY 7o —FT
AR ELIR IV IAD 5
EEE AT [RER2 SRR - aa 720 [HREEEL]]
KADOKAWA. 2023 4

B H W

Can the Contributions Approach Enhance the Visibility of
Native Americans in World History?

Hiroyuki Tsukada

T A A RAERDPI o2 HBRIEE D o Tz o MDOTY
T—=ARX - TI7 ATV BREELTUEIB LW ORERBIZEZ S L
W) RIS LA E LT, IFEACRERICHEZIMIT TV Adh o7z [T X
VA WISEOBMICEREEZ R /e I Y TADFIFE LI2OWFE 5724
DIEANDKFEE 5725, 1372 LTANRAL N3 HERO MRS @2 S
FTEREBRLLU TS A LB TELZES I 2 AL Y NI R %
BT HE0) XD ST I TIAT MU O PHEIEHAZEIC L L e o 72
DTGV, FI LT IT VAR, VT TV RBAIESTT A AL
T LRI SR h o 72D TIE R WA, TR Tk EFR S
TEHEOZ OB ROVHES) X2 %2 HE ARV IT XD
S ERLHEATWDTE RV, RO 7 7 Y AENITEAER E OB
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HLIZIER A LA 77 FENTELTHB L TW 0TI 2w, &
IS, JERICH T 2 i AN T & AUIAREBUF IC X 2 BB b o v %
HHENZEAH L. R EZ HINE L OB SNDDdH - 7R
BMoMELFL o7z b LT, 20X ) 2R TIE. 1776 £ 13
HEHOMT S, o, EO LS BIBTEILLAEATRE V. 7 A
HREV) EED [TA) 7] PEKEEZ STEATH S H &bk
RERT LML THS ) &, TOBEBORAMIGHERY [EELER
(determinant) | (2% > CEX/Z L 2T LDIZZ )L VFETII L0
7oo FE, COTIATVDOmREDD E, ZOWmEVBFINGEE Lzt
ek Ergeic BT, [ ERGEWEER ] (Indigenous Turn) &IN5 (3
SR EICHE 2 2 E RGO D HND X)o7,
TRAKOEZ 26, AN | Oz RETIEI3TEL759h.
HE -7 =V FELToORLEZ, KNPy s =22
LB NAESHZ MY UL [ ABOMIRBEE O L TR D 2 5T OFE T
DEDOYEE] Lo TnT, IRBHEZE I [TAMOBERICET
PHRE E 7 CIERY AT ADOLHD AL S L] B, 275
OFEWATIE, BhE [ RHOBBE L BICEDLHITHELTE/
PEERTHHM] LT AR, R [LoBERE B 2k X
WL Z Y T) T (R 24 E50MEEMN 2D L 2RIl
720 [HREHORE BRIE Sy — > & KB L7280, oh
LOFHTHEDLDNTWDS [# D X (connections) | &5 [DHD
(linking) ] &2 TH#HHEAEH (inter-action) | & \Wo 728X, A4 RBUGIK
DGR EREFRZZT TR W BEORE) - &3k, ZLTCERLICHE
IREA R LAV (B ZEEHEN - BEN, R0 - FEERN ) KRR
RWBORZEER) bo HADEKTHE T 2 HFH & IEARMIT AL
T, RS HOHIEH R OIWATIIETE. 7% o ITEHDFRIE 20 6 OB fil
LM ORHEAL, WHO—RML - Lo TV 5B, RERHEREEE
e TOMEE - FABICHONAHEN ) ¥ 27 200 ToOHRRIC
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Bom o s

2O NHFICBERELD 2 0I13EE Lt 29, FRBEEHEE R
Th, [BIHEREDO%H) | IZEHT 2 &2 [ HAROEER & AT
BAEOHRET S ] L) HENA-TL b, 722K, [FElISOZH -
FICED L HFROTRRER, MR, FRME O, i
MEODRMY ] ZNFELT L5 E, WRBORENIRI LD TN DS
DU Tl
ZOMBLRORPTOT AN A REROVEMEEZEZLE, TR
AR MR B O REREZTHH 2 L IEMORIE RV oD, %
BREZHOBOLF T ) [HROBELOKE LM L REICED 2 ]
Mefbhsd e, ZORMBICHDNIEL ZoTLE ). HIROIR LD
DMV IZET EFERTOT 2 ) A REROBELOMTTIED 51X 5281
Ty F—0 v ROFWEILKE MR OMRE W) STRICE EF 5T 5,
HAKNE D ZFH - IO SNCEbD Y 7 {12IEFHRE 5> Tw T, ki
ANRA Y NI X BN D 2 > TORAEROBEE 7 5 NCT A A 2D
B gy, Abokid 19 il o &R EH L OVE IR - IR OB 25D
Do HEAMCT AU AR, T—10 9 SART 7Y 5 AGEOHED
£9 iy - BB H &2 JIR 2 KBS 2 BBIA3 7% . 2o TIibRL
DBORERARAFAER TR v L Ly RSB ASKYNE 5 D1k
RES LOBEFENRFEMIZE EE520D7ER0 72 WIEERIZT
LI THRMPUTHG 2D LI BEPIL AR B D THo722 Lk L
LML S EIRLTOOLDY O—FITHAANL DITARTRET
XH 5 F v, SRSCHLI N ARE [EER2LS MR R  au 7
O [HRBEFER & 2017 EFFTOIHR [3 8 2 7 2 ORFLELRH « ff
Yo - WGk - EROMRL] hOEOBIME Y4 MVOEEND 72, [
FER] LW FEIH A5 A4 M Vi, RBOFHLAIC BT B 5EE
RoOBG5R B2 HET MBI > TWwD 2 E 2L X872, 20
ZTAEIT, au vy T2, DF D, 2T TAOT A HRRERESE
EonTIIH T oo RERTOMA € /) —fHE, K&, WEE—DORD
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LYo [YR] 2FHPBIL T 5,

FEARERCEE TH9R] o [T L LT, 72U B KEEED 3 D01
W—broEOaY, FIATITY, VA E—RLEDHIFC, T—m v
% EMDORKEANOT A ) ARMEROEMEZHI L Twb, Thbidanr
T ANEKDL LRI, BEROTFIZL o THAED S #HE5b (domestication)
ENTVWEDT, aury72F LI —uay S AREERiblEo7212
FTERV, BHERBETEOMMPEN L2902 BETHEDO) AT 2L 5
THREL, HODHDDDOEFHITHR L LA HRX OB 2R L7z H
DRTVLDIIHREESEDL I LICL o> TRUEBAFZTREIC L, 27200
HBHODIZTNEHRL B ERA RBRZRMEL, ABROMEZIAT TV o,
FEALOBRIIHER DAL D OO, BRERLRALIS, FHTORKEN
bokkl, FREKEOBNTHEDO L WHETORNZM KL 72 fEHD
BRI Z D &) L RFEOHHMI Y MADKETHY, I¥ A E% [
Oy 7ADWEY Y] LIPS L, BHEREZEA U282 50 S hiaid
o, EFERTVI,

ZNHD 3 ODIEYIE, 1492 4 %2 2RI R K IR o 720 b E
0323y 7ANRELIRY, TAFNTELRVI—a v NFEHTIL
BREEIND LI hotze RV THA Y TTRERLERD, T7U IR
TITANLIEDY) ., e LTORALL VAP LBAET iﬁ%®ﬂ%¢
FED LN T WS, b AT vdaary 7ARFELF-> TWAEA, &
TEMICE L7 THAH7-0123—a vy XTSI EESEET, bEd
kéiﬂ%ﬁo%ﬁ@%ot77uﬁ%???fﬂ@@%&&bf%ﬁx
NoNiz M), V¥ WA BET VY TABRTL2EE SN T o7z
DT, ATy TAPFEL NG 72b 1 TldZe RO KATHEA T 16 it
FELIC > ThbIa—ay N 263N, LEbAHBTH L ENE
REPBVLEI) TELRWELT, FRITLIES CEBIICITEE 2o
7o 7T VATIEHER YR 572120 M4 Y TRk o fofi &
LTCEEINLEDPIETELL TV V04 BIZAEEEDEN D 2.
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Bom o s

DL DEEATS ST HNEIEEZ 572, BMEOT A VT
FTH I v A BEFETE, KAEMR, T A EHFEE U TURLEL
FTEENT, EIRIC L B PHEQBRIITEORRIZ [V v 7 1 ERHLE
ZHERILTLES 30K, ThboFH LEREFZ, 3—av
NEZ oMo NOHEME R L, [BREEZ-E Vs Thilh
BTV AR TG ] L) FELME-TW5,

LHEAAT A W EREREIC L CHRMIEEN 2 -2 b 01k 2
O 3FEOEWNR S N \ve RKFD S —HEENTHOEZ ORD SHAT
LabBZIE. FNTETAYAEET, Ty =T =T ORRHARE 2

BTz ZOHDEERD ¥ NI EBATH D, DALV T7F U
ADOERFIZED) DOEPRERNLEAL, MimE UTRENZEL L, 3
— Ty XTI HD S o 7205 UREOERFIUT E TNz A b
Z DR ORI 2 FEOTTREIE R E LTIRE o720 Ya—F > -
7y R VOFTIE, =0y AR T AU A THBLE: [2FVF v 7
R EY | O Ty NTIZE [EBHEPDHEHAMIILOREZ B 2 T
JhE o 72 W] 137 L TREEM R E UL 2 0l U TR 20 w8 3 e %
U a1 E % R7- L7z le £EMPA TR, WEHEBRREUEO R % &
I B0 O BHL MR EIN TV LY, AREDPRHNTAREER
BRI H B, LRI RE A 07 + 4 (K77 ¥ a =) RNk
A@?%T%Tﬁmbkﬂ%nfwf\wwﬁ’“iﬁntl%ﬁﬁt
mctkwﬁﬁ%%%o

STARERYE, Iy TARZOBOI—T v SADFIZL -5 TT A
DA ENL0ZHHLTWS, fEMELTCEY M YFERDD,
LD LB TR STV 2oEWIE it s — o v XTI TR E
Potze TNRISWRNLSWT 7Y HMO~T A TR Y M AER
Fa—uy SAOERMIRTHERESNE L)1k ), ToMEkMi LT, =
ZRZa—FBIE LT A AKRBEICHEAIN, Thidg—avSA
WX B WGEHDS AR IS & 2 D ERL TV T, Lo RBIbOLERS
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RS NFz5, WER 2 FK & L7 eER AL OBRIC X 2 5@ AR %
WMDL72DIZLIEHL LTT 7)) AN TR Z Sz BUREAERE DL
KiZF—a vy B 2BHEOREOET VOBELH Y, 7 AU h Kk
JFEHEDH A F. TIVAFEDT——, TITRPLXLEEEDERR
EAREFREOF L VIEFROREHES T2 0L LTREE Shiz, —rill
RKOEMIEREZDOIT 255, ZORIIEERANOFTEAINEZ O T, &
PONFIZIFLALBEREV) X0 [77 )7 AICb 726 Sh7zK)E ]
o TWh, 7272, 79y %— - a0=71) ALDHREE W) BRTIE,
FAER DM - PEBROWFEICHIL SN DTHH %,

WIS, TAYHEAEROEEL (3] Lzbok LT 4 B ¥
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