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Evolving Game-Based and Computer-Assisted Language Learning
in the Japanese EFL Context

Jeremy White (7~ PxL3—)
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This talk explores the intersection of Computer-Assisted Language Learning (CALL) and Game-Based
Learning (GBL), tracing their development and growing role in language education. | will begin with a brief
overview of both CALL and GBL, highlighting key shifts in educational technology and the integration of
interactive, learner-centered tools. Drawing on my own teaching and research experience in Japan, | will
examine how these approaches have been implemented with Japanese English language learners,
addressing both notable successes and persistent challenges. Particular attention will be paid to the cultural
and motivational factors that influence learner engagement in game-based environments. In concluding, |
will propose future directions for CALL and GBL that emphasize adaptability, inclusivity, and learner agency.

| argue that for these tools to reach their full potential, they must move beyond novelty and be grounded in
pedagogically sound design that responds to diverse learner needs and real-world communicative goals.

(BM&+E) IEEE BAEXE E#HRB: sec-kansai@ieee-jp.org



@ I E E |IEEE+E|E|§ = Eﬁar graphic code RO0EE)

O 14:10-14:20 {kEE
0 14:20-14:35 IEEE Japan Office IC& 3 IEEE & BB DIBN

U@ AFZ~18BETENRELTIZDOE S EE A D
A\

Eliisf
_— LyRD TS5 (R A T134) iR o s{'!p
owered by IEEE
Engmeenng Pre-university STEM education programs Elrf"a"'-i:i‘t
https://x.gd/65Z00

Ta7zyia LAY, REMASEFICDOLTRFIL
IEEE 36553 TITDI=HD elearningI—RTOT S L (BEAT
Lea rnlngNthm k 146618) 124t

Continuing Education Courses

https://x.gd/2v66F

0 14:35-16:20 A IISITA4TTAAAVIIY
ATIHREDZFRERRKZEZD: HEHSUAESA FMTHDSHEA

ATHBANVRTOREMARRIL. HEZOHoPHAEISZELTVEET . ZF -HR -EXFLELY.
TR ER. AT47 . ZLTHEDIAZ A=/ —2avET AIRAMDERITRAYAH . EDHYAICE

BELEOLTOVET  RARUITIE. EEHBICBTAAEAZETBEL-FERZHEAIC. ADFRAE
REIZODWTEHAMLEREERLES,

0 16:20-16:30 BEE. VI 7PV

$IEEE
KANSAI SFCTION
LIFE ME % RS &t
FINITYESOUP =



about:blank
about:blank

	スライド番号 1
	スライド番号 2

