
  ELTeaM International Conference   ISSN 2407-2591 
   Volume 3: Celebrating Students’ Engagement                          October 2016 

 94 

TRACE EFFECTS: VIRTUALLY REALITY GAME 

FOR EFL STUDENTS 

 
 

Yusawinur Barella 
Universitas Tanjungpura 

Corresponding author e-mail: yusawinurbarella@untan.ac.id 
 

 

Abstract. One of the major problems faced by the Indonesian teachers in teaching English as the 

Foreign Language (EFL) is time. They have few hours only to teach the students in formal school. 

On the other side, English has become the major things to be mastered in this era. Students need 

more time to enhance their English skills and access to English learning. To solve this problem, I 

am interested in using the technology, specifically the use of digital games that can be accessed by 

the students outside the formal class. This paper aimed to describe how virtual reality game can 

enhance the students’ English skills. 
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INTRODUCTION 

English Language has been adopted as a teaching language in higher institution 

of learning. It has been seen as a standard medium of communication in all over the world, 

including Indonesia. Teaching and Learning of English Language has been part of the 

educational system in Indonesia for a long time. In Indonesia, English is a compulsory 

subject that must be taught to the students of Junior up to Senior High School which is 

estimated at 6 years of studying in normal phase. However, some problems are identified 

related to the aptitude of the students to communicate in English, such as the inadequate 

time for English lesson and lack of resources and instructional materials. The students are 

given only 3 hours in a week, and the schools nowadays concentrate more on subject and 

theory rather than on proficiency. Students need more time and access to English learning 

that they can enhance their ability outside the formal class.  EFL students hardly ever 

have exposure to the target language in their daily life. This problems lead me to the use 

of digital technologies that can be a solution for the students and the teachers. 

Students nowadays were born in digital era, in which conventional education 

system is no longer appropriate for them. Digital technologies now become popular in 

language learning, and bring a new opportunities to education due to the use of 

information networks, such as the internet, favour this process. In Demo’s words (2007: 

24), “what bothers the most is that, while the world around changes frenetically, school 

continues paralysed and, even so, thinks of itself as a place of change”. Gee (2013: 27) 

also questions formal schooling, which demands that students “use their memories the 
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way computers do, rather than the way humans do”.  Students are humans, where they 

cannot store data as stable as computers do. Humans learn from experiences. Therefore, 

school must provide appropriate and meaningful experiences for the learning process.  

 

CONCEPTUAL FRAMEWORK 

Game Based Learning in Education 

Digital Game-based learning can be defined as  the use of video games to support 

teaching and Learning. Observed by Mitchell and Savill-Smith (2004), the use of digital 

games is an everyday practice that joins the assumptions of learning to learn (DEWEY, 

1938) and contemporary digital technologies, viewing the user as a central participant. 

According to Shaffer; Squire; Halverson and Gee (2005), games are powerful because 

they enable the development of situated understanding and the action of playing means 

developing a series of effective social practices.  Digital games differs from ordinary 

games such as, cards or board games. Digital Games have various components in 

different devices such as computers, mobile devices, TV, etc. As stated in Deterding et. al. 

(2011), "gamifying" involves realizing what games can teach us, learn from their design 

and appreciate the opportunity to have fun.  According to Gresalfi and Ingram-Goble 

(2010), some advantages of using games are the discursive richness, the depth of 

collective research, the exploration of situated identities and the cycles of perception and 

action that are offered to players. Digital games are now acknowledged as having 

potential to engage learners and to encourage interaction in the target language (Reinders, 

2012). In addition, digital games have been shown to increase intrinsic motivation to 

learn due to the elements of competition and winning (T. Y. Liu & Chu, 2010). Gamed 

based Learning offers the opportunity for the teachers to develop the students’ skills in 

term of team work. The current trend of using elements commonly found in games in 

contexts that are not exactly games to motivate someone and increase their activity and 

retention of information is called "gamification". 

Shaffer et. al. (2005) criticize educational games for not being based on a 

coherent learning theory in an emerging arena that invites the use of learning 

environments pervaded by properties which are naturally present in educational games, 

such as Gee (2003) argues. But if game environments are so common in students‟ 

everyday lives and already present learning principles naturally, what is the need for the 

teacher to engage in this process? We borrow the words from Shaffer et. al. (2005: 108): 

"Learners are novices. Leaving them to float in rich experiences with no guidance only 
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triggers the very real human penchant for finding creative but spurious patterns and 

generalizations".  

This reflection leads us to understand the guiding role of teachers that may lead 

to a systematic and meaningful learning process, not only for matters of personal interest, 

but also academic and professional ones. Aware of the need for the integration of 

coherent educational games in the classroom environment, Escheverría et. al. (2011) 

propose a pedagogical model to assist this integration encompassing educational and fun 

dimensions, focusing on the pedagogical goals present in the curriculum proposals. It will 

be from potential student needs to learn English that we shall examine ways of integrating 

games. Also, we view the importance of analysing the integration process at the light of 

the Complexity Paradigm, to which we turn in the next section. 

 

The Principle of Game Based Learning 

Gee (2003) presents learning principles which recur in good games that, despite 

the contextual informality in which they are used and their non-pedagogical purpose, are 

more conducive to effective learning than most educational games, and even than the 

school environment led by the teacher. It can be conclude that language learning learning 

occur  in a situation in which there is an interrelationship between images, words, 

symbols, actions, among others,  and that this learning provides the redefinition of the 

players‟ identities, the self and the trajectories towards achievement. Briefly, knowledge 

is not only gained and transferred but also practiced. 

 

Table 1. The principles and mechanisms of game-based learning 

Principle  Mechanism 

Intrinsic  motivation, playing is by and large 

voluntery and self driven. 

 Rules : simple and binary or requiring more 

complex decision making 

Learning  through intense enjoyment and 

fun 

 Clear but chalenging goal 

Autenthically contextualized goal oriented 

instead of abstract learning 

 A fictional setting or fantasy 

Self reliance and autonomy passions and 

interests that lead to a will to specialise 

 Progressive difficulty level 

 

Trace Effect in Language Learning. 

Trace effects is an online game full of adventures where students could 

collaborate with other characters and experience a very exciting journey. It is a 3D 

immersive DVD Video game designed by the Burou of Educational and Cultural Affairs 

(ECA), Office of English Language Program. This is a game of adventure to teach 

American English. Students will learn English with virtual reality game environment. In 
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this digital-virtual game, the students will have collaborative English Language learning. 

Students will have the integrated skills, including listening, speaking, reading, writing, 

and grammar. Students will also explore some themes such as Environmental 

conservation, Empowering women, Science and Technology, Community activism, 

Entrepreneurship, and Conflict resolution.  Students are learning as they try to figure out 

the game and the language.  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

RECOMMANDATION 

English can be learnt not always in the classroom and formal ways. English is 

also possible to be taught outside the formal class and in fun activities. Virtual reality 

Game, such as Trace effects can facilitate the students of EFL (learn English as a Foreign 

Language) to learn English. Trace Effects can create opportunities for students to learn 

both independently and together. It can give positive impact on problem solving skills, 

broader knowledge acquisition motivation and engagement. Placing the learning activities 

and academic content within the Digital Game and entertainment context will maintain a 

balance between fun and learning. 
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