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1 Background

Perhapsthemostchallengingaspectofteaching

Englishasaforeignlanguage（EFL）isproviding

studentswithenoughopportunitytouseEnglishin

anauthenticway.Inordertoprovidestudentswith

theseopportunities,EFLinstructorsoftenutilize

debates,roleplays,anddiscussions.Amethodthat

hasreceivedlessattentionistheuseofrole-playing

（RP）.

1.1 RolePlaysVersusRole-playing

Beforecontinuingthisdiscussion,itisbestto

definethetermrole-playing,especiallyincontrast

withroleplays.Forthepurposeofthisstudyitis

importanttounderstandthatRPisfundamentally

differentthanatraditionalclassroom roleplay

（Philips, 1994）. Role plays are performance

orientedinthatstudentsaregivenarolethatthey

mustactout.Roleplaysarealsooftenhighly

structured,withstudentsreceivingsetphrasesand

situations,andsometimesevenascripttoguide

them.Theyareveryusefulfordrillingtarget

languagesphrasesandstructure,butarelimitedin

theirabilitytoprovidestudentswithauthentic

communicative practice. They are essentially

simulationsofauthenticconversationsassignedby

theteacher（Zalka,2012）.

Role-playing,incontrast,happenswhenagroup

thatcomestogethertocreateastorythrough

impersonatingcharacterinit.Itisimportantto

note here that“ impersonating” does not

necessarilymean“acting.”WhileRP can,and

oftendoes,involveaperformanceitisnotnecessary

toactoutone'scharacter,onlytoexpresswhatthe

character'sactionsorthoughtsare（Zalka,2012）.

InRPplayersarenotgivenascriptorguideline

andmustrespondnaturallytoexternalinput.This

couldbeareactiontoastoryeventoraresponseto

aquestionbyanotherplayer.Theplayersmayalso

beinternallymotivatedtointeractduetopersonal

orin-characterneedsordesiresandtherebybecome

thecatalystforaconversationoractionbyanother

player.Inshort,RPrequirestheplayerstoengage

inhighlyauthenticandunscriptedconversations
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and reactions in order to continue a shared

narrative.

2 Table-topRole-playingGames

Themostcommon way toimplementRP is

throughatable-toprole-playinggame（TTRPG）

suchasDungeonsandDragons.A TTRPG isa

gameplayedbyagroupofplayersdividedintotwo

categories,game masters（GMs） and player

characters（PCs）.AtypicalgamehasonlyoneGM

andseveralPCs.Traditionallythegameisplayed

aroundatablewithpencils,paper,andoftendice.

Recently,onlineapplicationsandwebsiteshavealso

beendevelopedtoplaytheTTRPGsremotelyas

well.

InaTTRPGthePCsdrivethestorybydeciding

whattheywanttodoorsayandcommunicating

theirdesirestothegroup.Theyhavefullcontrol

overtheactionsoftheircharacter.TheGM,onthe

otherhand,isresponsibleforbuildingtheworld

andcreatingtheoverallplotforthestory.They

alsoworkasareferee,enforcingagreeduponrules

forthestoryandgame.TheGM alsocontrolsall

thenon-playercharacters（NPCs）intheworld,

fromshopownerstoworldleadersandeverything

inbetween.ItistheGMsresponsibilitytoexplain

theresultsofaPCsactionsandhow theworld

reactstoit,givingfeedbacktothePCsforthe

choicestheymake.

AlthoughTTRPGsprovidealotoffreedom to

thePCs,therearecertainrulesorguidelinesthat

governwhatabilitiestheyhaveandtheactions

theycantake.Generally,eachPCisgivenasheetof

paperthatliststheircharacter'sskillsandabilities.

Forexample,onecharactermightbegoodwith

technologyandabletomakeusefultoolsorgadgets

whileanotherismoreathleticandabletohelpwith

morephysicalproblems.WhileaPCmayattempt

toperformanactionoutsideoftheirskillset,their

likelihoodofsuccessisfarlower.Thisallowseach

PCtobeuniqueandhavearoletoplayinthe

group.ItalsoforcesPCstocooperatewitheach

othertosolveproblemsorachievetheircharacters'

goals.

3 BenefitsofTTRPGsintheClassroom

TTRPGs are driven mainly through verbal

exchange.Playersexpresswhattheywouldlike

theircharactertodoandtheotherPCsorGM

respondwiththeirreactions.Assuch,theyprovide

manyopportunitiestopracticelanguageskills.

They also help build social and pragmatic

awarenesssincePCsmustcooperatewitheach

othertofurtherthenarrativeandcontinuethe

game.Finally,TTRPGsrequirePCstousecritical

thinkingskillsbecausetheymustworktogetherto

overcomeavarietyofsocialandlogicalobstacles.

Thesetaskscanbeassimpleasshoppingforagift

toascomplexasarguingtheirinnocenceinacourt.

Their language learning potential is almost

limitless.

Perhapsthemostunique,andmostimportant,

elementofTTRPGsforthepurposesofEFLare

theirplayer-drivennature,whichinthecaseofthe

classroom would translate to student-driven.

Students are given full autonomy over the

characterthey create,which allowsthem the

opportunitytoengageinveryauthenticsituations

andusethetargetlanguagedynamically.

A goodexampleofhowmuchagencystudents

haveinaTTRPGstemsfromacampaign（astory

arc）runduringanintensivecourseinthefallof

2019,wherethestudentplayersweregivenataskof

uncoveringthemysteryofa‘livingtree’inand

nearbyparkandendeduptryingtonegotiatepeace

betweentwofactionsinordertopreventawar.The

turnofeventswasentirelybaseduponthedecisions

ofthestudentsthemselves.

Languageusageinthebeginningofthecourse

focused on asking questions, gathering

information,andsharingtheirfindings.However,

by theend ofthecourse,studentsdiscussing

history,engagingindebates,andattemptingto

mitigatemisunderstandings.Studentsalsohadto

learnhowtosocializewithdifferenttypesofpeople

invarioussituations,includingindividualsthat

wereinitiallywaryormistrustingofthem.Thisled

tovariouslessonsonpragmaticsandsocio-cultural

awareness.

AnotherbenefitofTTRPGsisthattheyhelp

studentsbecomeintrinsicallymotivatedtoboth

learn and usethetargetlanguage.Thereare

severalfactorsthathelptobuildthismotivation.

Firstistheactofcreatingtheirowncharacter.The

actofcreationandtheownershipcaninstillan

emotionalattachment to the character.This
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ownershipincreasestheplayer'sdesiretoseetheir

charactersucceed.Successisoftenbasedonhow

welltheycommunicatetheircharacter'sdesiresand

actions,orhowwelltheircharactercommunicates

hisorherideas,thusmotivatingthestudentsto

improvetheirownlanguageskills（Armstrong,

2016）.

Asopposed tomany othertypesofgames,

TTRPGsarewhollycooperativeasallplayersare

partofthesameteam.Thus,successorfailureis

sharedamongallmembersofthegroup.Thiscan

help“establishasenseofcommunalcohesion”and

“encourage collaborative creativity（Bowman,

2007）.”

Finally,TTRPGsareinherentlytask-basedand

goal-oriented.Task-based learning（TBL）isa

methodofinstructioninwhichlearnersaregivena

taskthatcanonlybecompletedthroughuseofthe

targetlanguage（Brown,2007）.Atask,according

toNunan（2004）,ataskisanyactivityinwhich

learnersutilizethetargetlanguageinawaythat

focuses on“conveying meaning”rather than

“manipulatingform.”InaTTRPG,PCsina

storyworktogethertowardasharedgoal.This

couldbesolvingamystery,resolvingaconflict,

building a civilization,or an unlimited other

numberofgoals.Inadditiontotheoverallgoals,

whilethemainplotofthestoryisusuallysetby

theGM,playershavealargeamountofinfluence

onhowtheplotisresolved.Inaddition,PCsoften

createtheirownshort-term goals,whichcouldbe

assimpleashelpingsomeonefindalostcatoras

complexassolvingacrime.Thesesmallergoals

mayornotberelatedtotheoverallgoalandare

generallychosenbytheplayersthemselves.

4 ImplementingTTRPGsintheEFL

Classroom

4.1 GettingStartedwithTTRPGs

Now thatsomeofthebenefitsofutilizing

TTRPGsintheclassroomhavebeendiscussed,the

questionremainsofhowtoimplementthem.This

paperhopestoaddresssomeofthoseconcerns

throughadviceandsuggestionsonhow touse

TTRPGsforteachingEFL.Theadviceisdrawn

fromtheexperienceandobservationsoftwotwice-

a-weekEnglishcoursesandfour5-7dayintensive

courseswhereTTRPGswereutilizedasamethodof

instructionatChubuUniversity.

TherearemultiplewaystorunaTTRPGinthe

classroom.Onemethodistohavethestudents

createthebasicplottogetherandthenchooseone

studenttobetheGM whiletheothersmake

characters.Thiscanworkwellforstudentswhoare

familiarwithRPGsandhaveahigheraptitudefor

the targetlanguage,butcan be difficultto

implementastheinstructorhaslittlecontrolover

thecontentorflowofthegame.Thismethodhas

seen successasasmallgroupactivity during

differentcourses（Phillips,1994）.

Anothermethodistohavetheinstructorplaythe

roleoftheGMandthestudentsbePCs.Thisallows

formorecontroloverthegameplayandforeasier

planningofthecourse.Furthermore,itrequires

lessin-classtimeexplainingtherulesandsystem,

astheroleofthePCisfarsimplerthanthatofthe

GM.

AstheGMinthismethod,itistheresponsibility

oftheinstructortochoosetheplotandsettingfor

thecampaignorsession.Theinstructorcanalso

choosetohaveacontinuingcampaign,wherethere

isan overarching plotthatisbroken upinto

varioussessionsthatcontinueoneafteranother,or

haveshortepisodicstoriesthatlastonlyoneortwo

sessionseach.TheGM alsohascontroloverthe

rulesandthetypesofNPCsthePCswillinteract

with.Thiscanbegoodforteachingorreinforcing

pragmaticawarenessinstudentsthroughhaving

them meetwithcharactersatvaryingstatusesin

society.

Another important step in implementing

TTRPGsintheclassroomischoosingwhatruleset

touse.TherearemanydifferentTTRPGs,each

withtheirownuniquesettingsandrulesystems.

Some,likeRifts:Role-playingGame,haveavery

complexanddetailedrulessystem,whileothers,

suchasOurLastBestHopeareextremelysimple.

Somegoodmiddleofthewayrulesetsthatcanbe

adjustedforcomplexityareDungeonsandDragons

5thEdition（D&D5e）orD20Modern.

Itisalsoimportanttothinkaboutsetting.Do

youwishtohaveyourplayersplayinafantasy,

sciencefiction,historical,ormodernsetting?How

realisticdoyouwanttheworldtobe?Whatkinds

ofstoriestoyouwishtotell?D&D5ehasamedieval

fantasysettingthatisrichinloreandmagic.PCs
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aretypicallyadventurersorheroesouttosave

princessesorstopevilmonstersandvillains.Callof

Cthulhuissetintheearly20thcenturyandfocuses

on horror and mystery where the PCs are

investigators that are trying to uncover

supernaturalsecretsorstopevilpeopleorcreatures

from ending theworld.D20Modern issetin

contemporary times and has severaldifferent

settingsthatcanbeplayed.PCsoftentaketherole

ofspecialagentsorinvestigatorsouttostop

terroristsorsolvecrimes.

Finally,thereistheoptiontocreateyourown

settingandrules.Thisisnotrecommendedfor

peoplewhoareinexperiencedwithTTRPGs,but

allows for more flexibility in balancing both

complexityandthesetting.Ihaveutilizedboth

D&D5eandmyownhome-maderuleset（heavily

basedonD20Modern）andfoundbothtowork

quitewell.

Oncetherulesetandsettingareestablished,the

story,orcampaign,mustbecreated.Thisiswhere

IrecommendD&D5eorCallofCthulhuovermany

other rulesets.Whilesomemay find itvery

enjoyabletocreatetheirownworldsandstories,

manymayfinditdifficultandtime-consuming.

The more popular published TTRPG have

prewrittenmodulesthatcanbepurchasedandare

writteninawayforGMstoeasilyfollow.

Afterchoosingthemethod,ruleset,andstory,it

issimplyamatterofplanningsessionswithinthe

courseplan.Agood,smallsessionforanEFLclass

shouldrunfrom 45minutestoanhour.Longer

sessionsare,ofcourse,possibleasthetypical

playingsessionformanywhenplayingTTRPGs

forleisurecanrunanywherefrom1-4hours.

4.2 UsingTTRPGsforLanguageLearning

A major roadblock to implementing RP or

TTRPGsintheclassroomisalackofknowledgeon

howtoutilizethem forlanguagelearning.While

language use and practice happens naturally

duringthecourseofagame,itcanbeabit

daunting for instructors to develop language

learning activities that can accommodate the

dynamicchangesthatcanhappenduringaTTRPG

campaign.Thisisbecausethestudentplayershave

alotofcontroloverthedirectionofthestoryand

thelanguagepointsthatwillbeneeded.However,

therearemanyopportunitiesforlanguagelearning

nomatterwhatthestudentsdo.

Itisimportanttohavelessonsthatfocusonmore

directlanguagelearningwhenusingTTRPGsin

thecourse.Theentirecourseshouldnotsimplybe

language practice through role-playing.Time

should bebalanced between languagelearning

lessonsandRP.Thisbalanceshouldbeadjusted

accordingtotheneedsofthestudentsintheclass.

Ingeneral,lower-aptitudeclasseswillrequiremore

directlanguageinstructionandlessRP.Thus,the

overallplotfortheTTRPGshouldbeshortand

simple.Ontheotherhand,moreadvancedstudents

willlikelyrequirelessinstructionandcanhandle

morecomplexplotsandlongerRPsessions.

Also,itisimportanttothinkaboutthetypeof

languageyouwishtoteachbeforebeginningthe

TTRPG.Ifyouwishtoteachstudentsbusiness

English,itisbettertohaveastorysettingthat

revolvesaround trade,business,and sales.A

fantasyorsciencefictionsettingwouldlikelybe

lessuseful.ForgeneralEnglishclasses,thereisa

lotofflexibilityinthetypesofstoriesthatcanbe

used.Knowwhatthestoryrequiresofthestudents

andplanlanguagelessonsaroundtheskillsthat

willlikelybenecessary.

Moreover,instructorsshouldbeobservantof

studentsandstayalertforlearningopportunities.

Itissometimesimportanttointerrupttherole-

playing fora teaching moment.Forexample,

duringarole-playingsessioninalisteningand

speakingEnglishcoursetaughtinthefallof2019,

studentplayersfoundthemselvesinasituation

wheretheyweregoingtobeinterrogatedbya

governor.Beforetheinterrogation,theinstructor

stoppedtheRPsessionandhadstudentshavea

discussion aboutwhatquestionsthey believed

wouldbeaskedandhowtheyshouldrespond.A

shortlessonwasplannedforthenextclasson

formallanguageandreporting.

Therearealsolanguagelearningopportunities

thatarenearlyalwaysrelevantorusefulwhen

playingTTRPGs.BeforeanyTTRPGstorybegins,

studentsoftenmustmakecharacters.Inorderto

doso,studentswillneedtousedescriptionsof

appearanceandpersonality.Theymayalsoneedto

learnaboutmotivationsandgoals.Thisisalsoa

greatopportunitytodiscussnarrativelanguageby
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havingstudentswriteasmallbackgroundstoryfor

theircharacterorgiveashortoralpresentation

introducingtheircharacter.

Note-taking isalso extremely importantfor

TTRPGs.PCsareunlikelytorememberallthe

NPCsandplacesthattheyvisit.Moreover,smaller

detailsinthedescriptionscouldcontainhintsfor

solvingaproblemoruncoveringasecret.Students

shouldbeencouragedtonotonlytakenotes,butto

summarizeeachRPsessionintheformofareport

oracharacterjournal.

Inrelationtonote-taking,bothsummarizingand

reportingarealsoessentialskillsrequiredforany

TTRPG.Playersmayberequiredtoexplainactions

theyorotherstooktoeachotherortoanNPCin

authority,suchasapoliceofficerortheirboss.

Theyalsomaybewitnesstoaneventthatthey

needtorelaytoanotherpersonorinstitution.This

cantaketheform offormalreportsorcasual

conversations.Instructorsshouldmakesuretheir

studentsarecapableofdoingthesethingsinthe

targetlanguage.Inaddition,teacherscanhave

studentscraftamemoore-mailasanactivity

relatedtotheRPsessionasextrapracticeorfor

assessment.

Therearemanyotherlessonplansandactivities

thatcanbeimplementedalongsideofRPsessions,

fartoomanytolistinonepaper.Someexamples

from the author's experiences include various

grammaticallessons,writinglettersofapology,a

researchpaperonthehistoryofcreaturesfrom

folklore,formalproblem-solution presentations

addressing issuessuch asagriculture,foreign

relations,andcriminaljustice,debatesonethics

and human rights,and many otherlanguage

learningactivities.

Finally,whileitisimportanttoplanforcertain

activitiesthroughthedirectionoftheplotorstory

events,therewillbemanyopportunitiesforthe

instructortodiscoverwheretheirstudentsare

weakandaddressspecificneedsthroughobserving

them duringtheirrole-play.So,teachersshould

remainflexibleandbewillingtoadjusttheirplans

toaccommodatethelanguageneedsofthestudents.

5 Studentfeedbackandconclusion

Thusfarthisstudyhasfocusedontheteacher,

discussingwhyandhowtoimplementRPinthe

languageclassroom.However,itisalsoimportant

toconsiderhow wellstudentsrespondtothis

methodofinstruction.Datawascollectedfrom14

studentsthattookcoursesthatutilizedaTTRPG

atChubuUniversityandansweredaquestionnaire.

Somealsorespondedtoashortanswerinterview.

Table1showstheresponsesofthe14studentsto

questionsonaLikertscaleof1-5with1being

“stronglydisagree”and5being“stronglyagree.”

Overallstudentswereveryreceptivetotheusageof

TTRPGsintheclassroom.Thefocusofthecourse

waslistening andspeaking,in which students

overwhelmingly reported that they felt had

improved.Furthermore,studentsfoundthewriting

assignmentstobeusefulandalsoreportedthat

theirnote-takingskillshadimprovedduringthe

course.Thisdataissupportedbythedifferencein

thegeneralqualityofthenotessubmittedatthe
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beginningandattheendofthecourse.

ThelargestcomplaintabouttheTTRPGwasthe

difficultystudentsfoundinplayingthegame.This

difficulty wasexpected,astheexperiencewas

completelynewfornearlyeveryparticipant.The

lower3.9scoreonthequestiononcomfortspeaking

asacharacterwastheresultofa2bytwodifferent

students.Onestudentfoundthegametobevery

enjoyable（scoreof4）andreportedthattheyfelt

theirEnglishskillsimproved（scoreof5）,butwas

abitintimidatedbytherules.Theotherstudentdid

notenjoythecoursebecausehefeltthefantastic

elementswere“notrealistic”andhewantedaclass

morefocusedondebateandnegotiationinstead.He

washopingformoreargumentsanddebatesand

expressedconcernoverthelackofmoreserious

subjectmatter.Still,moststudentsinthecourse

expressedadesiretotakeanotherclassthatutilizes

aTTRPG（86%ofstudents）.

ThemajorityofstudentsalsofoundtheTTRPG

to beboth beneficialand motivating.Several

studentsreportedthattheyenjoyspeakingwith

theotherplayersandsharinginformation.Most

studentshighlyenjoyedtryingtosolvethemystery

inthestorytheyplayedinthegame.Somestudents

alsoreportedthattheyfeltthatalthoughgrammar

wasnotastrongfocusoftheclass,ithadimproved.

One student reported that yes their English

“ speaking and grammar（tense, article）”

improvedandthattheywere“carefulnottomiss

thesegrammar[rules].”Anotherstudentsaid“I

wasweak in tensepart,now Ithink Ihave

improvedinthatpart.”

In general,thedatacollectedsupportsother

researchthatsuggestsTTRPGsarebeneficialfor

both motivating studentsand improving their

languageskills.Studentstended to enjoy the

criticalthinkingaspectsofthegame（problem

solvingactivities）themostandseemedtofind

assignmentsinthecoursetobebothinteresting

anduseful.Notesfrom teacherobservationsalso

suggestthatstudentswerevery motivated to

communicatewitheachotherandtheinstructors

NPCs,especiallywhentheyweretryingtosolvea

problem or gain information they felt was

importantforreachingtheircharacters'in-game

goals.

Finally,although this method can be very

effective,itisimportanttokeepinmindthat,just

likeanyothermethod,isnotrecommendedfor

every instructor. Utilizing TTRPGs in the

classroom requiresinstructorstobebothflexible

andcreative.Whenfirstattemptingtousethem,it

canbetime-consuming.However,TTRPGscanbe

veryrewardingforstudentsbyhelpingtomotivate

them topracticetheirEnglishandgivingthem

uniqueopportunitiestouseauthenticEnglishin

realconversationsthatcan otherwisebevery

difficulttosimulateintheEFLcontext.
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要 旨

この研究では、英語を外国語として学んでいる（EFL）状況の下で、テーブルトップ・ロールプレイングゲー

ム（TTRPG）の使用について検討した。TTRPGとは何かを説明し、言語学習の教室で使用した場合に得ら

れる教育的な利点について説明した。さらに、この調査では、講師が教室でTTRPGをどのように利用でき

るかについての指示を提供し、TTRPGを使った言語学習活動と評価の仕方の例を示した。最後に、TTRPG

を利用したコースについて、教師の観察からの発見と受講した大学生へのアンケートを報告した。
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