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

Jeremy White (7A4k Yzl 3—)
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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.
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