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Abstract 

The Swedish Ministry of Education has in recent years implemented revisions with aims to 

make students more digitally competent. This implementation demands that teachers adapt 

their lesson planning accordingly. Computer Assisted Language Learning (CALL) has shown 

promising results in L2 learning during the last decades and has assisted the process of this 

implementation. 

      The aim of this study is to conduct a materials analysis of The Witcher 3: Wild Hunt 

video game, evaluating it for use as a potential CALL-based language learning resource for 

integration into language learning classrooms in Sweden. The evaluation was conducted 

using a digitally modified set of ELT criteria. The evaluated material was shown to 

successfully fulfill some of the core content in the English syllabus for Swedish upper 

secondary school, and it was concluded that the material could work as a potential CALL 

resource to provide students with certain aspects of L2 learning. However, it was determined 

that successful integration would require guidance from digitally cunning teachers. Further 

research must be done to determine if this evaluation is adaptable to a Swedish context. 
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1. Introduction 
      Technology is rapidly becoming an essential component of modern society, changing the 

way we live, work, and learn. This technological change has entered the classrooms of 

western school systems, making it the responsibility of the teacher to address this shift and 

implement digital material into their lesson planning. And yet, according to Grönlund (2014), 

the average modern-day teacher has only successfully integrated web browsing and digital 

presentations into their classrooms, but not digital material. With an increasing demand for 

new ways to teach and a rise in out of date school systems, changes need to be made to meet 

the technological demand of a new generation. However, these changes need to be in line 

with the requirements of the school curriculum. 

      In 2017, the Swedish government decided to strengthen the digital competence 

requirement for schools to address societal changes resulting from the digitalization of our 

society, job market, and our way of life (Swedish Government, 2017). Shortly after the 

decision, Skolverket integrated the adjustment into the Swedish curriculum, with revisions 

that aimed to provide an increase in digital competence and the use of digital technology for 

students. With these new guidelines, Skolverket require teachers to provide students with the 

opportunity to use digital tools in a way that contributes to increased learning. Furthermore, 

Swedish principals are now obligated by Skolverket to provide the strengthening of said 

competence and different kinds of digital material at their schools (Skolverket, 2019a). 

Finding new ways of dealing with these changes have therefore become an important element 

in the teacher’s profession. 

      In the realm of language education, Computer Assisted Language Learning (CALL) has 

been increasingly utilized over the last decades as a means of integrating new computer-

based applications to teaching and learning into the classroom. Due to technological progress, 

CALL has undergone several stages of development since it was first introduced in the 

1960s. CALL has traditionally been defined as a way of systematically testing students on 

certain language skills and rules with the use of computer programs specifically designed for 

respective purposes (Gündüz, 2005). The term has become more flexible and is now 

perceived as using any digital material to aid the process of learning languages (Son, 2018). 

Research has shown and continues to demonstrate the positive impact that CALL can have on 

aspects related to language learning (Kuang-Wu, 2000). For example, CALL use has been 

shown in several studies to improve student performance with grammar learning (Alian, 

Khodabandeh & Soleimani, 2018; Cabrera, Castillo, González, Quiñónez & Ochoa, 2018; 
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Oliviero & Zhok, 2018;), vocabulary acquisition (Altiner, 2019; Averianova, 2015; Rueb, 

Cardoso, & Grimshaw, 2018), and pronunciation (Burston, Georgiadou & Monville-Burston, 

2016; Cardoso, 2018; Tsai, 2015).  

      However, simply providing students with CALL material does not guarantee increased 

language learning by default. Learning languages is a complex process consisting of several 

components such as phonology, semantics, grammar, pragmatics (Child development 

institute, 2019), and the motivation to learn them. Motivation has been demonstrated to have 

a strong impact on the process of attaining linguistic knowledge (Dörnyei, 2005; Dörnyei & 

Ushioda. 2009; Gee, 2003; Xuan, Razali & Samad, 2018). If students lack motivation, their 

probability of learning will decrease regardless of teacher competence or student capacity 

(Dörnyei, 2005). For this reason, it becomes crucial to expose students to material which 

provide a likely opportunity to increase motivation and thereby their learning. 

      In addition to providing motivation, potential CALL resources also need to provide a 

platform for learning in a way that meets the requirements of a given curriculum. One type of 

digital resources which could potentially close these gaps is the video-game format. The 

Interactive Software Federation of Europe (ISFE, 2010) completed a survey study in 2010 on 

people playing video-games in Europe between the ages of 16-49. They estimated that 66% 

of video-game users in Sweden were between 16-29 years of age. Based on the data gathered 

from this study, they claimed that gaming is a popular phenomenon amongst Sweden’s 

younger population. Furthermore, video-games have been shown to increase motivation 

(Gee, 2003), create opportunities for language learning (Ebrahimzadeh, Alavi, 2017; Jabbari, 

Eslami, 2019;	AlShaiji, 2015) and they have the potential to qualify as CALL resources (Son, 

2018). Overall, video-games might turn out to be one of the possible solutions for the digital 

implementation now needed in Swedish schools.  

      One game which seems promising and could potentially qualify as a CALL based 

resource if shown to meet learning criteria from the Swedish curriculum is The Witcher 3: 

Wild Hunt (henceforth: “The Witcher”; The Witcher, 2015). It is a role-playing adventure 

game originally intended for commercial use. According to Gee (2003), the role-playing 

game genre is exceptionally proficient at inaugurating intrinsic motivation for learners. In 

addition, previous research has shown commercial adventure games to increase motivation 

amongst second language (L2) learners (Ebrahimzadeh & Alavi, 2017) and to contribute to 

students’ L2 vocabulary acquisition, both in class and intrinsically during their spare time 

(Rueb, Cardoso, & Grimshaw, 2018; Hannibal Jensen, 2017). The Witcher possess similar 

characteristics with the types of games assessed in this research and could therefore 
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potentially provide learners with increased motivation, vocabulary learning, and other 

English skills. These potentially provided learner needs can also be found as learning aims in 

the Swedish curriculum (Skolverket, 2019a). Therefore, to adequately test the materials 

potential to qualify as a CALL resource in relation to curriculum requirements, the Swedish 

curriculum for upper secondary school will be used as a framework in this essay. 

       Even though the game appears promising from a language learning perspective, it still 

needs to undergo proper evaluation. I will, therefore, conduct a materials analysis on The 

Witcher in this essay. The game will be evaluated to determine if it fulfills similar standards 

required for other English learning materials used in Swedish upper secondary schools of 

today. The section of the evaluation related to curriculum goals will focus on specific core 

content from the English 5 & 6 subject syllabus. The material will be evaluated to see if 

commercial video-games has a potential future use in Swedish schools as digital language 

learning materials. 

1.1 Research question 

• Does “The Witcher 3: Wild Hunt” qualify as relevant English language learning 

material in relation to certain learner needs in line with what is specified in the 

Swedish curriculum documents for upper secondary school? 

2. Background 
      In this section, a summarized presentation of relevant background information for this 

essay will be provided. To begin with, a detailed explanation of the digital implementation 

required by Skolverket is brought forth. Secondly, CALL’s definition and relevance to 

modern-day schooling is presented. Thirdly, two perspectives on the importance of 

motivation to language learning and relevant research are introduced. Next, research on the 

impact video-games can have on language learning is presented, followed by a detailed 

explanation of the game under question: The Witcher. 

 

2.1 Digitalizing demand 

      Skolverket revised the national curriculum in 2017 on behalf of the Swedish government. 

The government wanted to set a leading example for digital innovation with the Swedish 

school. These changes aimed to strengthen student’s “digital competence” with the 

motivation that society is undergoing technological changes (Skolverket, 2019b). Skolverket 

then (2019c) developed and defined their definition of digital competence as:  
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• Being able to understand how digitalization affects society and individuals. 

• Being able to use and comprehend digital and medial tools. 

• Having a critical and responsible relation to digital technology. 

• Being able to solve problems and put ideas into action in a creative manner with the 

use of digital technology. 

Skolverket implemented the decision and revised the diploma goals for all the national 

programs in upper secondary school accordingly, shortly after the decision. Terminological 

changes regarding digital aspects were made to numerous subject syllabuses and minor 

changes regarding the digitalization of upper secondary school were made in the national 

curriculum. The English subject did not undergo changes in the subject syllabus but is 

expected to implement and adapt to them, nonetheless. The obligatory adaption is due to the 

fact that the English subject is a part of the curriculum and several national programs. In 

addition, all teachers have to support and provide their students with digital material, and this 

also applies to English teachers. According to Skolverket (2019a), these revisions were made 

to provide students with the ability to use digital tools and other materials with the aim to find 

and process information, solve problems, create, communicate and learn. The curriculum 

now requires teachers to provide students with the opportunity to use digital tools and 

materials in a more organized way to promote student learning. The term “digital 

competence” in the curriculum compels employees in upper secondary school to take the 

change into account, even principals.  

 

2.2 CALL 

      Computer Assisted Language Learning has undergone several stages of development and 

change in meaning during and alongside technological advancements. The definition of what 

it means to learn a language with support from a computer is inevitably bound by the 

restrictions or possibilities of the technology at hand during that time. When first introduced, 

behavioristic CALL was used and seen as a way to drill students on specific language skills 

with the help of computers. Later on, communicative CALL was presented as a possible 

replacement. It had a more pedagogical and cognitive approach, with a focus on student’s 

cooperative interaction instead of individual drilling. Interactive CALL, which was 

recognized during the 1990s, focused on exposing the learners to authentic language with the 

use of computers to promote learning (Günduz, 2005). Today the definition is wider and 
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more unspecified compared to its previous stages; it describes the use of any digital tool to 

promote and assist language learning. Since technology is constantly developing, so is the 

definition and its use for learners. With technological advancements and CALL’s success, it 

has shown to have an important part in integrating technology into the classroom of modern-

day schools (Son, 2018). Technological advancements have enabled CALL to provide 

language teaching to move from a more teacher-centered approach towards a student-

centered approach instead. When digital tools are being used as supplementing language 

teachers, learners are provided with the opportunity of becoming more in charge of their own 

learning (Al-Kadi, 2018; Stepp-Greany, 2002). In conclusion, CALL’s definition is 

constantly changing and has a promising future in language learning environments. 

 

2.3 Importance of motivation 

      Motivation has been shown to be of high importance for language learners, contributing 

with the needed determination to learn and acquire a second language. In this section, a 

couple of theoretical motivation perspectives and studies on its L2 effects are presented to 

demonstrate its relevance to learning languages. 

      One well-known promoter of the connection between motivation and language learning is 

Zoltán Dörnyei. Dörnyei (2005) views motivation as one of the most significant factors to aid 

second language acquisition. According to him, students cannot be expected to achieve 

sufficient second language acquisition progress with the absence of motivation no matter how 

skilled the teacher might be. He views motivation as something which is constantly prone to 

change, instead of perceiving it as being static. According to Dörnyei, even an overall 

motivated student can experience moments of low motivation. In addition, he has argued that 

students are affected by their current, possible, and future selves. He defines these ‘selves’ as 

being the student's own perception of who they are and can become as language learners. 

These perceptions are susceptible to change depending on environmental factors (Dörnyei & 

Ushioda. 2009). He also believes foreign language learning to be a complex process which is 

a part of someone’s personal identity. The different selves and identities one can take on 

affect motivation and language learning (Dörnyei, 2005). To summarize, Dörnyei views 

motivation as a key component for L2 learning and obtaining said motivation can be done 

with support from perceiving oneself as a competent language learner and taking on that 

identity. 

      Another researcher who believes motivation contributes to learning, and that identity 
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creation can aid said process, is James Paul Gee. According to Gee (2003), exposure to 

certain material such as role-playing video-games can support taking on other identities. 

Video games present an opportunity for the player to switch between three identities which 

can be simultaneously maintained while playing these particular games. The identities Gee 

(2003) presents are the players’ virtual, real & projective identity: 

• The virtual identity - is the digital character created and used by the player. For 

example, an elf named Eólynn with the ability to climb icy mountains and use an 

ivory bow. This identity can do things the player cannot do in real life, and it is 

controlled and fully subjected to the choices that the player makes. 

• The real identity – is the player's actual identity in real life. Our real-life identity is 

built up of several identities, for example, a young, female, American, Christian 

student. 

• The projective identity – is a combination of the two previously mentioned 

identities. It is projective in the way that players project parts of their real-life identity 

onto their virtual identity. It is also projective in the sense that the player is “seeing 

the virtual character as one’s own project in the making.” (p.55). This third term is 

where the player gets the opportunity to create a new identity and reflect on who he or 

she wants to become in the game. The real identity affects the outcome of interactions 

and choices the virtual identity makes, and the virtual identity simultaneously requires 

the player to question and reflect on real-life values. 

Gee argues that this interaction between the three identities provides the player with learning 

opportunities. When a bond is created between the character in the game and the real-life 

person playing it; the player starts to care about the process of playing. Consequently, causing 

the player to be affected by choices made for the virtual identity which can represent what the 

real-life person would have done in a similar situation. Just like in real life, identities are a 

crucial part of learning. As has been argued by numerous researchers, a person needs to take 

on the identity of someone who wants to learn instead of having the identity of someone who 

finds learning unimportant (Gee, 2003; Dörnyei & Ushioda. 2009). Gee (2003) argues that 

this identifying act, activated by role-playing games, can start the process of taking on the 

identity of someone who wants to learn. 

      To summarize, role-playing games motivate players to learn about the game and its 

content because they identify themselves with their digital avatars. By engaging in a role-

playing game, one identifies with a virtual identity. By identifying with a virtual identity, one 
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starts to care about the choices made in the game and the consequences of said choices. By 

caring about the choices, the role-playing game provides the player with incentives to learn 

about every principle the game is built on. Some principles provided in modern role-playing 

games can be interpretations of vocalized English, understanding directions expressed in text 

and deliberate decision making. These principles have to be learned by the player because 

they have consequences for the virtual identity if left unnoticed, an identity the player now 

cares for. The motivation to learn increases from the newly derived connection of these three 

identities with the use of a role-playing game. As a result, language learning potentially 

increases. 

  

2.4 Video-games and language learning motivation 

      A study conducted by Ebrahimzadeh & Alavi (2017) examined 241 high school students 

in Iran to see if digital video games could affect the students’ language learning motivation. 

The subjects were divided into groups with separate tasks during the participation of the 

study. One group was asked to play, the other one watched the others play and the last group 

was asked to read text material from the game. The game was originally created and intended 

for commercial use. The researchers conducted pre- and post-tests to measure the potential 

change in motivation amongst learners. The study found that the subjects language learning 

motivation increased after exposure to the game and the assigned tasks. The subjects asked to 

observe players had a significantly higher increase in language learning motivation compared 

to the readers. Ebrahimzadeh & Alavi speculate this finding to be the result of letting the 

observing students decide for themselves if they wanted to take an active or passive role 

during the gameplay. 

      Another pair of researchers, Chen & Yang (2013), conducted two studies that showed 

how video games can improve foreign language learning. They examined how a commercial 

adventure game could affect their subjects’ language learning and their subjects’ attitudes 

towards the material and language learning. Chen & Yang had a total of 57 college students 

from Taiwan play an adventure video-game in English. More than half of the subjects were 

put to a pre- and post-test to compare potential improvements. The researchers found that 

some students acquired a positive attitude towards the game’s use for language learning after 

playing it. Some students obtained improved English skills and the game seemed to motivate 

their willingness to learn more. However, some students became unmotivated to learn when 

the tasks presented were too advanced compared to their current level of English. 
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2.5 Previous research on video games affecting language learning 

      Rueb et al. (2018) conducted a study to demonstrate if an interactive digital game could 

improve French vocabulary amongst Canadian intermediate L2 college students. The 

researchers used a paper-based control group with similar content from the game to compare 

the effectiveness between the two approaches. The study resulted in showing an increase in 

vocabulary acquisition for the majority of students and slightly higher for the game users. 

However, the differences between the two approaches were not significant. The results made 

them hypothesize that the effect on L2 learning from digital games can depend on how well 

games promote autonomy amongst learners. The study found that interactive digital games 

make students more interested in learning. 

      Another study conducted on younger English learners showed similar correlations 

between gaming and language learning. Jensen (2017) studied 144 Danish children’s 

incidental language learning from gaming activities. She concluded that gaming with both 

oral and written input in the target language had a strong connection to acquiring new words. 

The study showed a significant increase in vocabulary scores, particularly amongst boys. The 

study claims that Swedish and Danish children’s interest in extramural English activities in 

their spare time is very similar. Jensen further references to both Dörnyei and Gee in her 

study to strengthen her arguments. In her conclusion, she expresses that her study 

demonstrates how games can come to play an important part in the future of language 

learning.          

 

2.6 The Witcher 3: Wild Hunt 

      The Witcher is a single-player, role-playing, adventure video game set in an open world 

with different regions for the player to explore. Single-player indicates that the game can only 

be played by one real-life player per computer and copy of the game. Role-playing video 

games let the player be in control of choices affecting the outcome of the character’s story. 

These actions can include controlling the character’s conversational choices, paths taken and 

other decisions affecting the outcome of the game. The gameplay in The Witcher is highly 

story driven and is played out by the main character Geralt of Rivia. The protagonist Geralt is 

on a quest to find his missing daughter Ciri who is being chased by an evil force called “The 

Wild Hunt”. He encounters both monsters and humanoids (humans, elves, and dwarves) on 

his travels through the realm of The Northern Kingdoms. The game is built up by different 

categories of quests that the player can engage in progressively throughout the storyline. A 
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player can choose to embark on quests from either the main story or available side quests. 

Quests from the main story are necessary to complete the game, and side quests enable 

players to take detours as they see fit before continuing with the main story. Quests provide 

written step by step instructions, and usually engage the digital protagonist in conversations 

with non-player characters (NPCs). A world map is located in Geralt’s inventory and a mini-

map is constantly present to assist with navigation. Figure 1. Illustrates a main quest with the 

objective presented to the left and additional related information to the right: 

Figure 1. A quest from the main storyline (The Witcher, 2015). 

      The gameplay is dependent on both text and verbal communication in a variety of ways. 

The term “verbal” is used to describe the conversations or utterances voiced by the different 

characters in the game. A player does not have the possibility of speaking into a microphone 

to alter what is being said in the game. Verbal English is heard during cinematic scenes, 

combat and conversations between NPC’s, but is mainly heard in a conversation between 

Geralt and other characters. Engaging in these dialogues is a crucial part of the game and is 

done with a turn-taking conversation. These dialogues are made up of characters’ facial 

expressions, jokes, sarcasm, threats, lies, etc. Either the protagonist or an NPC starts the 

conversation, which continues to go back and forth until either one of the participants ends it. 

The player decides what the protagonist says from a limited number of predetermined 

choices. The player cannot physically write something in the game to affect the outcome of 

the conversations; one can only choose to select an existing option presented in writing. The 

player is presented with a few viable, shortened sentences which shows the essence of what 

will be said. These are then further elaborated and vocalized by the protagonist and 

simultaneously presented in text when selected. An example of such dialogue options is 

presented in Table 1, which comprises an interaction between Geralt and Caleb Menge, the 

city’s commander of the temple guard. According to Menge’s religious belief, everything but 

the human race should be exterminated, and since Geralt is an alternated human, this tense 
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interaction takes place when the two meets for the first time. The language used in the 

conversation is simple to understand due to Geralt’s intermediate level of English and 

Menge’s well-educated language use. Menge is considered high-born in the game, which 

makes him use more proper English and avoid informal language. These language levels are 

more elaborately exemplified in the evaluation section. The following conversation illustrates 

how dialogues take place in the game: 

Table 1. 	Sample conversation between Geralt and Caleb Menge in The Witcher (2015).  

Speaker                                 Utterances Dialogue options for player 

Menge     You know a bat can sniff out a moth a mile away? 
Geralt      Got nothing to do with their sense of smell. It’s about 
                their hearing.     

1. Don’t know much about small animals. 
2. It’s about their hearing, not sense of smell. 
3. What do you want? 

Menge Well, well… Man knows his bats. Here I thought you 
only cared about monsters. And as bats sense moths, so 
I sense freaks. And start by warning them – Novigrad’s 
no place for your kind. 

 

Geralt Heard Novigrad was no place for mages. Now you’re 
telling me it’s no place for witchers. So who’s it a place 
for? 

1. Got nothing on me. 
2. Who’s it for, then? 

Menge 
 
 
 
 

Righteous folk professing the one true faith in the 
Eternal Fire. Nothing I can do to you now, but just know 
that I know you’re here. One misstep, one error…You’ll 
make a mistake, it’s inevitable…I’ll be the first to learn 
of it. And when I do, it’ll be standard procedure. Like 
for every magic oddity who dares taint this city’s air. Be 
seeing you. 

 

Note: The option chosen to reply with is marked in blue. The shortened alternatives and 

elaborated answers are all preconstructed by the developers. 

When engaged in dialogue, the player cannot select individual words to create a sentence. 

The player is expected to interpret and value the conversational interactions taking place to 

make decisions accordingly. Many decisions made in a conversation have a permanent effect 

on the outcome of the game, which has several different endings. It is therefore important for 

the player to understand the underlying meaning of the conversations in the game to make 

conscious decisions. One can choose to end conversations at any time and the NPC might end 

dialogues when being offended, threatened, or made fun of. Interpreting either a situation or a 

sentence incorrectly might lead to an unintended outcome with negative concequences. For 

instance, accidentally sending Geralt’s loved one away, sentencing an innocent man to death, 

or portraying Geralt as being evil. The player can always take time and read what has 
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recently been said in a conversation, before replying, with the help of subtitles.  

      Another conversation taking place between Geralt and a low-born farmer who needs help 

dealing with a monster can be seen in Table 2. This conversation was chosen as a contrasting 

example to Table 1 to portray the diverse language variation found in the game. The varying 

use of language within the game depends on character features such as social class, ethnicity, 

and occupation. Language aspects affected by these varying features can be, for example, 

formality level, grammar use, and the number of abbreviations used when conversing. High-

born noblemen such as Menge have tendencies of using more well-educated and proper 

English while the low-born tend to use English in a more incorrect way. The farmer is 

considered low-born and is more difficult to understand than Menge was from Table 1 

because he is expressing himself using informal language, double negation, and 

abbreviations:	

Table 2. Sample conversation between Geralt and a farmer in The Witcher (2015).  

Speaker                                 Utterances Dialogue options for player 

Farmer    What do ye want? 
Geralt      So the notice about Jenny o’ the Woods… you posted 
                it, right?   

 
1. I saw your notice. 
2. Farewell. 

Farmer Ooh aye, ‘twas me. You’d do it? You’s a witcher, is 
you not? Straight off a picture in me granny’s book. 
“Monstrum, or a Portrayal of Witchers” – remember 
like it were today. We be afeared of her, but Jenny o’ 
the woods – what’s she to you? 

 

Geralt 
Farmer 
Geralt 

Let’s talk rewards. 
Hm, aye… So, how much would ye wish? 
249 crowns? 

1. I’ll tend to this 
2. Let’s talk about my reward. (haggle) 
3. Don’t have time to take this on. 

Farmer 
Geralt 
 
Farmer 
 

Oh, have it your way! 
I’m on it. Know if anyone’s seen Jenny o’ the Woods, 
could tell me more about her? 
Ol’Willem must’ve. But he won’t tell you naught. He 
were weak of heart. We found him in the fields this 
mornin’. Other folk are afeared to go out nights. But 
you might try Agneta – lives at the end of the village. 
Word is she saw the wraith. 

 

Geralt And nothing happened to her? She wasn’t hurt? 1. She wasn’t injured? 
Farmer 
 

Agneta? Outlived three husbands, that one. Jenny o’ 
the Woods won’t do naught to that wench. 

2. Farewell 
 

Note: The option chosen to reply with is marked in blue. The shortened alternatives and 

elaborated answers are all preconstructed by the developers. 
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Even though the comprehension of vocalized English is a major part of the gameplay, text is 

equally prominent and is as essential to the game as verbalized English. 

      Being just as important as the spoken word, written English can be found in subtitles from 

every vocalized word, as well as from books, the Bestiary, and other various areas where text 

might fill a descriptive function. The Bestiary is an in-game encyclopedia where the player 

can read detailed descriptions about the different animals and monsters in The Witcher. This 

can be helpful when embarking on quests which may include encountering monsters. If the 

player would die in the game, Geralt is resurrected at the place where the game was last 

saved. Figure 2 provides an example of how the Bestiary is portrayed to the player: 

 
Figure 2. Information about foglets from the Bestiary (The Witcher, 2015). 

3. Method 
      To properly address the research question in this essay and conduct a materials analysis 

on The Witcher, a well-developed framework was needed. This framework consisted of 

evaluation criteria from McDonough, Shaw and Mashuhara’s (2013) English language 

teaching (ELT) evaluation, with influences from Chapelle (2001). These criteria were created 

and altered to fit a potential CALL resource. In addition, core content from the subject 

syllabus for English 5 & 6 in Swedish upper secondary school were used in the overall 

evaluation as criterion for the analysis. 

3.1 Procedure 

      Historically, when overviewing CALL materials, Chapelle or Hubbard are often cited due 

to their contribution to the field of evaluation (McMurry et al., 2016). In the current study, 
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McDonough, Shaw and Mashuhara’s (2013) evaluation of ELT materials and parts of 

Chapelle’s (2001) CALL evaluation were used to determine the material’s language learning 

potential. In accordance with the method used by McDonough et al. (2013), the evaluation 

was divided into three different parts. Each part was constructed for the purpose of 

organizing language learning criteria to carry out a structured evaluation. Firstly, a shorter 

external evaluation was performed with the purpose of creating an overview of how the 

materials have been organized. Secondly, an internal evaluation was carried out to provide a 

more extensive and detailed evaluation of the material. Lastly, an overall evaluation was 

created to cover core content from the subject syllabus for English 5 & 6 in Swedish upper 

secondary schools. According to McDonough et al. (2013), an overall evaluation can be used 

to determine to what extent materials can be compatible with a specific syllabus. The 

evaluation questions were organized separately in individual tables and were used to create 

an overview. Each question presented in the tables were either a criterion or a modified 

reduction originally used by McDonough et al. (2013) or Chapelle (2001). The resource 

under examination was not expected to address all demands in the subject syllabus, which is 

why a limited amount was selected for evaluation. The core content selected was randomly 

chosen to evaluate if the material has the potential to meet syllabus demands, and to what 

degree if so. 

 

3.2 Restrictions 

      Firstly, McDonough, Shaw and Mashuhara’s (2013) external evaluation focuses mainly 

on textbook materials, which made a digital adaptation of the procedure necessary for the 

evaluation of a video-game. The internal and overall evaluation were both applicable to the 

digital material evaluated in this essay. Secondly, in this study, the focus was primarily on the 

language aspects of the material itself. Data from field observations or the effects it might 

have had on subjects were not gathered. A limited amount of previous research was selected 

for discussing the evaluation, due to the size limitation of the essay.  

 

3.3 Criteria  

      The criteria presented in Tables 3-5 represent the three primary stages of evaluation and 

subsumed criteria, as listed in the ELT evaluation by McDonough et al. (2013), modified to 

fit an evaluation of CALL material, with selected additions from Chapelle (2001) and the 

current author. The overall evaluation section from McDonough et al. (2013) regarding 



14 
 

syllabus compatibility, focused on evaluating to what extent material fulfills certain goals 

from a specific syllabus. The core content criteria selected in the overall evaluation (Table 5) 

contributed to conclusions regarding the material’s relevance in a Swedish context. Because 

the selected core content assisted in concluding the material’s use as being either core or 

supplementary; the overall evaluation was successfully designed in accordance with the 

recommendations from McDonough et al. (2013).        

 

Table 3. External evaluation criteria  

Code               External evaluation question (criteria) 

EQ1                Is the material best suited for general learners or would it be more fitting to use for  
                        the teaching of English for Specific Purposes? 
EQ2 To what extent is there a representative variation of different English-speaking 

countries and cultures in the material? 
EQ3 Does the material seem to promote learner autonomy? 
EQ4 Are the materials to be used as the main core course or to be supplementary to it? 
EQ5 Is a vocabulary list/index included? 
EQ6 Are the different English skills: speaking, reading, writing, and listening 

proportionately divided in the material? 
 Note: EQ1-EQ6 are adapted from McDonough et al. (2013). 

 

  Table 4. Internal evaluation criteria 

Code               Internal evaluation question (criteria) 

IQ1                  How is the language difficulty designed? Is it increasingly difficult or based on 
                        sequences? 
IQ2 When reading, does the user get the chance to interpret the text, or is the text 

explicitly detailed? 
IQ3 Where listening skills are involved, are recordings “authentic” or artificial? 
IQ4 Is the material suitable for different learning styles? Is a claim and provision made 

for self-study and is such a claim justified? 
IQ5 Are the materials engaging to motivate both students and teachers alike, or would 

you foresee a student/teacher mismatch? 
IQ6 Will learners learn more about the target language and about strategies for 

language learning through the use of the material?  
  Note: IQ1-IQ5 are adapted from McDonough et al. (2013) & IQ6 is adapted from Chapelle 

(2001). 
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Table 5. Overall evaluation criteria 

Type of Content Code Core content from the English Syllabus English course 

Reception OQ1 “Spoken language, also with different social and 
dialect features…” 

5 

 
Production and 
interaction 

 
 
OQ2 

“Oral and written production and interaction of 
various kinds, also in more formal settings, where 
students instruct, narrate, summarise, explain, 
comment, assess, give reasons for their opinions, 
discuss and argue.” 

 
 
5 

Production and 
interaction 

 
OQ3 

“Processing of their own and others' oral and written 
communications in order to vary, clarify and specify… 
and adapt these to their purpose and situation” 

 
5 

 
Communication 

 
OQ4 

“Concrete and abstract subject areas related to 
students'…societal and working life; current issues; 
thoughts, opinions, ideas, experiences and feelings; 
ethical and existential issues.” 

 
6 

 
Communication 

 
OQ5 

“Living conditions, attitudes, values, 
traditions…cultural, historical conditions in different 
contexts…where English is used” 

 
6 

Note: Core content from the English 5 & 6 subject syllabus in upper secondary school presented 
in an overall evaluation table (Skolverket, 2019d; McDonough et al., 2013). The English courses 
“5 & 6” refer to two of the three English courses available for students in Swedish upper 
secondary school. 

4. Analysis & Discussion 

4.1 External evaluation 

EQ1: Is the material best suited for general learners or would it be more fitting to use 

for the teaching of English for Specific Purposes? 

      The material seems better suited for general learners compared to using it in English for 

Specific Purposes (ESP). General learners are commonly referred to as learners in a school 

context with expectations to encounter material in line with a syllabus. ESP learners are 

known to work with English specifically designed for business-related purposes or English on 

an intermediate or an even higher level. The evaluated material is in line with some of the 

core content in the syllabus for the Swedish upper secondary school programs English 5 & 6. 

Because of its relevance to the syllabus, it can be used as supplementary material with the 

intention of teaching language variation and dialectal differences for general learners. The 

material includes segments of intermediate and advanced English, which makes it more 

suitable for general learners with a deeper understanding of the language. It is not explicitly 

designed to teach language for any specific purpose, which makes it inappropriate to use as 

an ESP material. It is possible to use the material for the specific purpose of teaching modern 
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English vocabulary with influences from its earlier stage. To conclude, the material fulfills 

some parts of the English syllabus and is not designed to teach ESP, which makes it more 

fitting for general learners than ESP students. 

 

EQ2: To what extent is there a representative variation of different English-speaking 

countries and cultures in the material? 

      There is some variation found in the material in regards to the representation and culture 

of countries where mainly English is used. However, this variational representation is 

somewhat limited. Verbalized English in the material (if played in English), originates mainly 

from the British Isles and North America. The protagonist Geralt’s dialectal influence derives 

from the United States. The protagonist differentiates himself from every other speaker in the 

game with his use of idioms, own vocabulary, and his General American accent. Geralt 

expresses himself like:” I know times are tough but…I’ll need you to cough up a bit more 

coin” and “Wanted to talk to you about Hanna. Hear you were friendly” (Witcher, 2015). His 

use of vocabulary and sentence structure are not very advanced in terms of the language level 

established by The Common European Framework of Reference for Languages (CEFR). This 

particular idiom “cough up coin” would even be applicable to a Swedish context and possible 

to directly translate. The general Swedish learner would probably perceive Geralt to be 

uncomplicated to understand compared with some of the NPCs in the game. The non-player 

characters represent the British Isles and use dialects and accents from: England, Scotland, 

Ireland, and Northern Ireland. These countries are part of what is commonly known, after 

Kachru’s definition, as the “inner circle” of English (Oxford dictionaries, 2019). It is 

therefore important mentioning that not a single accent originating from Africa, Asia, South 

America, or Oceania can be found in the material. The only few examples of influences from 

countries outside of the inner circle are accents from northern Europe, such as German and 

Norse. The game has Polish developers, which could be a possible explanation for the 

Eurocentrism of language use (Witcher, 2015). The original accents from The Witcher novels 

are fictive in another language. This linguistic difference between English dialects could be 

an active choice from the developer to demonstrate origin and societal class in a simple 

manner. In conclusion, there are representations from English-speaking countries within the 

material, but almost	exclusively from countries inside of Kachru’s inner circle (Oxford 

dictionaries, 2019). 
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EQ3: Does the material seem to promote learner autonomy? 

      The material seemingly promotes learner autonomy. As stated by McDonough et al. 

(2013), learner autonomy is promoted if it is continuously being cross-referenced throughout 

the material. With this definition, autonomy is promoted if students are provided with notes 

to find additional information somewhere else within the material. Cross-reference is not 

consistently provided to the learner in the Witcher. However, specific sections in the game 

consist of informative notes on where to look further for information. For example, when 

hovering with one’s pointer over a transit pass in Geralt’s inventory, a paragraph pops up and 

shows “Transit pass, read for additional information, common item” (The Witcher, 2015). 

Useful notes in the side margin of the screen are presented at an early stage to inform the 

player where to find details regarding a particular subject or object. For example: “In settled 

areas…paths tend to be narrow…for this reason, your maximum movement speed in these 

locations is limited” (Witcher, 2015). Later in the game, the player is expected to either have 

learned where to look for information or to have obtained the knowledge. Cross-referencing 

is only provided in a small part of the material, and therefore, according to this perspective, 

promotes learner autonomy to a small degree. 

      However, the material can be used in a self-governed manner to a high degree for 

language learners, depending on teacher decisions. The game is constructed to be used, 

explored and interacted with by one person alone. For that reason of self-reflecting 

opportunities, it could be seen to promote learner autonomy to a high degree. If classed as a 

CALL resource, this game could be used to provide learners with student-centered lessons. 

With only guidance from the teacher, students are expected to autonomously take more 

responsibility and control of their own learning, creating a focus shift in the classroom from 

teacher to student. 

 

EQ4: Are the materials to be used as the main ‘core’ course or to be supplementary to 

it? 

      The material fulfills certain requirements for the evaluated English core content, but only 

to some extent. Regarding this specific aspect, the material qualifies to be used as a teaching 

aid for the parts of the syllabus it fulfills. It fulfills OQ1, partially fulfills OQ2 and OQ3, it 

provides students with OQ4 and could meet OQ5 somewhat if teachers provide 

supplementary guidance (Table 5). However, it does not successfully cover more than parts 

of a few criteria in the syllabus for English 5 and 6 in upper secondary school. Materials used 



18 
 

as “core” for an entire course are expected to cover a majority of core content; this does not. 

In conclusion, The Witcher qualifies to be supplementary to other core material when specific 

areas of the syllabus are being taught. By doing so, it could diversify and explain certain 

aspects of the English language with another learning approach than the core material 

provides. 

EQ5: Is a vocabulary list/index included? 

      The material does not seem to contain any list of words in the purpose of teaching the 

player the definition of words. Explanatory paragraphs can be found in the game when 

hovering over an item. These provide helpful information when the player would like to 

know more about a certain object. Another helpful index is the “Bestiary”, where the player 

can read about the miscellaneous creatures in the world of The Witcher (see Figure 2). This 

index contains detailed information about what a creature looks like, its weaknesses and 

strengths. If a player is looking for a lexical definition, he or she must do so outside of the 

material to find the answer. A noteworthy mention is that The Witcher does contain several 

advanced words which need explaining or further discussing to fully grasp by a general 

learner. Learners are likely to find terms like “beguilement”, “distraught” and “sacrilege” 

perplexing. All in all, no vocabulary is included, but certain specific indexes do exist for the 

learner to browse. 

 

EQ6: Are the different English skills: speaking, reading, writing and listening 

proportionately divided in the material? 

      The different English skills are not divided in a proportionate manner within the material. 

Writing cannot be done within the game to effect dialogue or other gameplay related aspects. 

Selecting an option that has been previously written and is grammatically correct is the 

closest alternative to writing the material presents. One can decide to express a reply during a 

conversation in written text and vocalized English by choosing one option from the presented 

alternatives. The learner does not have the possibility to speak into a microphone and get a 

reply or any other desired effect in the game. The closest resemblance to speaking is also 

done with the aid of Geralt the protagonist and by choosing a written option previously 

recorded to verbalize sentences. Promoting or testing learners writing and speaking skills are 

therefore not made possible with the material. Reading and listening are almost divided 

equally throughout the material. Whenever a vocalized word is uttered it is instantaneously 
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displayed in written text. Articulated English does not take place without first being 

transformed into text. Text can however be seen in a couple of areas where uttered English is 

absent, for example in the quest section, when reading a letter, or an informative paragraph. 

To summarize, testing or practicing writing and speaking skills are not made possible by the 

material, but reading and listening take up a shared majority of the four English skills. This 

presents a disadvantage in terms of qualifying as core material, but can on the other hand, be 

considered a strength with specific skill focus for supplementary use.  

      4.1.1 External summary. 

      The material is better suited for general learners than ESP students because the material 

fulfills core content from the syllabus despite the game’s commercial background. It is not 

well suited for ESP because it was not originally designed for the purpose of teaching English 

for specific purposes. It could arguably be used to teach vocabulary used in the earlier stages 

of modern English if used for ESP at all. The representation of English in the material seems 

to be bound to Kachru’s inner circle. This finding is a flaw in terms of representation because 

it portrays a misrepresentative and inaccurate use of the language. If left unchecked, the 

students might acquire an incorrect image of how English is used. Nevertheless, it could be 

used by the teacher to present, identify and teach students a variety of dialects from different 

English-speaking countries. This falls in line with the conclusions from EQ4 (Table 3), which 

shows that the material is better suited for supplementary use and tasks than to be used as 

core material. A vocabulary list is not included within the material. Students must search for 

definitions outside of the material if they are to understand more complicated terms. This is a 

flaw in terms of the material’s opportunity to teach vocabulary but can, on the other hand, 

promote learner autonomy. Regarding EQ6 in Table 3, the different English skills are not 

proportionally divided. Production of speaking and writing skills are not able to be tested or 

taught when using the material. This is a weakness in terms of qualification as core material. 

However, EQ4 found the material best suited for supplementary use which could be applied 

to teaching or testing both reading and listening comprehension. Supplementary learning 

material is not required to test every English skill at once, but rather provide additional 

support to specific skills, which The Witcher seems to do. 

 

4.2 Internal evaluation 

IQ1: How is the language difficulty designed? Is it increasingly difficult or based on 

sequences? 
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      The level of language difficulty in The Witcher seems designed to appeal to a wider 

audience rather than for a general language learner. For instance, the level of vocalized 

English constantly varies depending on who is conversing. If Geralt is speaking, the level 

might be considered quite simple to grasp for a general learner. When someone of high social 

class makes utterances, the use of vocabulary becomes increasingly difficult. Lastly, when a 

low-born fisherman expresses himself it is likely to leave a general learner confused. To 

exemplify, the following examples are from separate conversations within The Witcher 

(2015):  

Table 6. Various conversation samples from The Witcher. 

Speaker                           Extracted vocalized sample 

Geralt                             “I’ll look in the woods, you might’ve missed something”. 
High-born woman “Don’t fret, I’m sure I look quite different from when we last saw each 

other…We recount that night to this day”. 
Low-born man 
 

“Nay from the village. Little snotter wouldn’ta come here of his own. 
And I’d heard somethin’ like a whimper the night…Think me daft?”. 

Note: The text samples above were selected to demonstrate language variety within the material. 

The use of older vocabulary was likely designed to create an authentic feeling of the 

medieval era the game is played in. Because of its original commercial purpose, there is no 

increase in difficulty or subsequent grading of the language use. This is a potential flaw for a 

language learner who is new to the genre and the way of speaking. On the other hand, the 

protagonist with his American dialect uses modern English up to date in strong contrast to his 

counterparts. Because of the protagonist’s importance to the main story, his interactions are 

dominant throughout the game and so is his verbal language usage which is considered a 

strength. Since the language difficulty is based on the other person in a conversation, the 

language difficulty can thereby be controlled by the player. A conclusion after evaluating the 

material was that the most difficult dialogues to have in relation to CEFR-levels was with the 

low-born farmers and bandits. They tend to overuse informal language “she were asleep”, 

abbreviations “beast’d” (beast had), and systematic use of double negation “won’t do naught 

to that wench” (Witcher, 2015). To conclude, the difficulty is based on the players choice of 

interaction and has no progressive grading built in its design. 

 

IQ2: When reading, does the user get the chance to interpret the text or is the text 

explicitly detailed? 

      The use of written English in the material follows uneven patterns of consistency. It 
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contains an array of texts and as many respective uses to fit their diversity. Written English 

comes in the form of subtitles, quests (see Figure 1), informative paragraphs, letters, signs, 

and even in-game books. Each kind of text fills its own purpose and has its own style. For 

instance, a quest is more figurative, an informative paragraph more descriptive and letters 

tend to be either informal or formal. For exemplifying purposes, Table 7 shows the 

differences found in various texts: 

Table 7. Various sample texts from The Witcher (2015) 

Text category                  Extracted text sample 

Book                               “They entered his hut and began to search. First they tore through his 
                                        bed. Dried twigs covered the sheet – that was the first proof…” 
Letter “Know ye that these present writings do give and grant the right of 

passage across the Pontar and its subsidiaries, unobstructed by any 
blockade…” 

Informative paragraph “Erveluce – Food. Regenerates vitality. 50 vitality regeneration, 50 
vitality regeneration during combat, 5s effect duration…” 

Quest 
 
 

“Griffins are known to mate for life, and Geralt thus felt a pang of pity 
for the beast. But, ever the professional, he could not let his feelings 
interfere with his work…” 

Note: The text samples above were selected to demonstrate language variety within the material. 

When reading subtitles, however, the player gets to experience and interpret to a high degree. 

Founded on role-playing principles such as character and identity creation, the interactive 

conversations in this game are mainly reliant on interpretation. This makes the conversations 

and the subtitles free for the player to decipher any underlying meaning of a scenario taking 

place. If the user finds the difficulty of the subtitles too challenging, one can change the 

subtitles to several available languages, for example, Chinese, German, Arabic, and Spanish. 

In conclusion, depending on the purpose of the text, it leaves out information intentionally or 

tries to fill a possible gap of missing information for the player. 

 

IQ3: Where listening skills are involved, are recordings “authentic” or artificial? 

      Recordings in The Witcher promote a sense of authenticity with specially written 

dialogues. When playing The Witcher, listening comprehension skills are constantly 

stimulated during gameplay. Every possible reply available during a conversation with 

another character has been specially written for the purpose of contributing to that specific 

dialogue. According to McDonough et al. (2013), the recordings are thereby not spontaneous 

or authentic. However, the characters emit an authentic feeling with their highly developed 



22 
 

digital expressions. With detailed facial expressions, highly skilled voice acting, and 

passionate gesticulations the player gets a feeling of authenticity. When not engaged in a 

conversation with the player, NPCs constantly express themselves when Geralt is passing by. 

They are either engaged in a discussion with each other of some sort or they are 

spontaneously commentating Geralt’s actions. When riding past a bystander one can hear 

“Woah, slow down!”. When passing in a market place, a vendor can shout “You there, with 

the fancy armor, I’ve got something special for you” (Witcher, 2015). Since the majority of 

the heard recordings are responses to what the player does in any given situation, it becomes 

authentic. If the player chooses to betray someone for example and the betrayed expresses 

aggressive disappointment, the situation is perceived as reasonable and applicable to a real-

life context. In brief, the material consists of specially written recordings, yet still presents the 

player with authentic speech due to the highly developed content. 

 

IQ4: Is the material suitable for different learning styles? Is a claim and provision made 

for self-study and is such a claim justified? 

      The material is suitable for different learning styles, but not all. It does not include a 

claim for self-study, however, such a claim would be possible to justify. The digital material 

provides content to be taught and learned with different preferences. The Witcher gives visual 

learners the opportunity to picture their content through imagery, cinematics, and other 

various visual effects. Auditory-oriented learners can use vocalized sound effects and the 

broad variation of music bound to specific places in the game to support their preferred 

learning procedure. Since this style excels at listening comprehension, the music bound to 

different areas can, for example, contribute to remembering characteristics of encountered 

dialects from the same area. Social and solitary learners could use the material in groups or 

separately, depending on teacher decisions. The possibilities of promoting verbal and logical 

learner styles are limited when using the material. Written and oral production is 

unattainable, but students can help create written segments and verbal utterances with the use 

of their avatar. Physical learners do not benefit from this material at all. As a teacher, 

objectives can be set based on the quests in the game. The teacher could decide that a certain 

number of quests or a specific quest were to be completed by students within a limited period 

of time for comparison. This could then later be further elaborated with a follow-up 

discussion in class or as an individual writing assignment. Exploration is a key element to the 

experience of the game and is meant to be done alone. Implementing and integrating syllabus 

related tasks and assignments to create a learning situation can be done alone or in group. 
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Self-study is therefore possible with the support of a teacher. Teachers could create an 

educational framework based on this digital material to reflect on its content. 

 

IQ5: Are the materials engaging to motivate both students and teachers alike, or would 

you foresee a student/teacher mismatch? 

      The material could create an engaging environment for both teachers and students or be 

seen as unmotivating for either of them. As stated by Gee (2003), if students discover the 

game to be engaging and intriguing, an identifying process will begin. If students start 

identifying themselves with their digital avatar, they will become more motivated to continue 

working with it in an engaging manner. If students experience increased motivation, their 

willingness to learn might prove successful and stimulate motivation even further. However, 

if students do not identify themselves with avatars in the game, their engagement and 

motivation would be afflicted as a result. The protagonist is a white heterosexual male and is 

only replaced by a female during short sequences of the gameplay. It is possible that some of 

the students would struggle with identifying themselves with Geralt due to the customization 

limitations of the avatar. Students may also find the game engaging but not motivating 

considering the presented reasons. Teachers are required to have previous knowledge of the 

material if it is used in a classroom environment. This previously acquired familiarity with 

the content requires active engagement from the teacher. Contributing to creating interactive 

and interested students might suffice as motivation for the responsible educator. The material 

requires students to work alone or in group and teachers to assist students when difficulties 

arise. For that reason, the created classroom environment is comparable to working with a 

modern textbook.  To motivate both teachers and students, one or the other, or none of them 

depends on their personalities, general attitude to video-games and their ability to identify 

with the protagonist of the game. Motivation has continuously been demonstrated to be 

important for L2 learning. If students are successful in identifying themselves with the 

material, it is likely to motivate them to a high degree according to Gee (2003). If this is not 

possible via physical appearances and gender, it might be possible to recognize oneself from 

a moral and ethical perspective. This would need further field research on student groups to 

find out what would make students identify themselves with Geralt. 

 

IQ6: Will learners learn more about the target language and about strategies for 

language learning through the use of the material? 
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      The target language varies between a low-intermediate level or higher, including a 

multitude of complex vocabulary, sentence structure, and expressions. Gee (2003) states that 

a learner becomes motivated to learn when engaged in an identity-creating role-playing 

game. Students will, therefore, learn more about the target language with the preconception 

that students have identified themselves with their character. The material does not 

intentionally present opportunities for learners to learn about strategies for language use. 

However, it does contribute with circumstances where strategies need to be applied and 

thereby learned. One does not need to learn about a language learning strategy in order to 

successfully implement and use one. With a numerous amount of learning strategies in the 

field of linguistics, this evaluation will use Rubin’s (1987, cited in Hismanoglu, 2000) 

learning strategies as reference. The evaluation of The Witcher found that Rubin’s cognitive 

strategies are continuously needed and applied throughout the game. One must clarify 

understanding via interactions with NPCs to continue quests and verify decisions and 

intentions. If one does not understand the intended meaning of communication taking place, 

the player uses the strategy of guessing with the support from multiple choice answers. The 

practice of the target language is a strategy consistently used throughout the material with a 

focus on listening and reading. Remembering information is crucial to the consequences and 

outcome of the material, which satisfies the requirement of Rubin’s memorization strategy. 

As discussed above, previous research has shown positive results on student’s vocabulary 

learning and increased motivation by simply using video-games in school or outside of class. 

In addition to students improving language strategies, different dialects, and listening skills, 

they are also likely to develop a greater vocabulary and L2 motivation.  To summarize, the 

material does not teach learners about strategies, it does however provide opportunities to 

learn how to use them, motivate, and teach them about the target language. 

 

      4.2.1 Internal summary 

      The language difficulty is varied and inconsistent ranging between low-intermediate 

English to advanced. However, about half of the verbal material contains low-intermediate to 

intermediate English. This inconsistency applies to both the verbal and text-based language. 

Text difficulty is based on what kind of text is being read and for what purpose. For instance, 

informative text tends to be short and explicit, while quests, on the other hand, are more 

figurative and detailed. The vocalized English in the game could be argued to be both 

authentic and artificial. The material presents suitable opportunities for different learning 
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styles to be used except those related to speaking, writing, and physical activities. Motivation 

seems to be provided by the material from a student perspective, and possibly for teachers 

too. Although this claim might look plausible, it needs further field research on student 

groups to verify. Students are likely to learn more about the target language when using the 

material, such as vocabulary, dialects, and language strategies for example. For this reason, it 

is advised to use the material for supplementary use. Lastly, they are likely to learn even 

more if they have established a projective identity when playing. 

 

4.3 Overall evaluation 

OQ1: Spoken language, also with different social and dialect features… 

      The material includes a variety of spoken language in terms of different social and 

dialectal features. Firstly, the game world is divided into different areas, or regions which the 

character can travel to. Each region has its own separate flag, dialect, and tradition. Some of 

these regions could work as a fictive representation of actual English-speaking countries such 

as Ireland, England etc. Because the NPCs within the border of each region	generally	have 

the same dialect, the player will more clearly differentiate from the various dialectal features. 

Secondly, certain humanoids that the player comes across in the game also share the same 

dialect with each other. For instance, every dwarf in The Northern Kingdoms has a Scottish 

dialect. This could be used as an example by the teacher to show yet another variation of 

spoken English to students in the classroom. Lastly, characters in The Witcher speak 

differently depending on numerous NPC features such as belonging to a certain social class. 

Since the setting is medieval, the language difference between the high-born and low-born 

are quite apparent. The High-born noblemen use a posher version of received pronunciation 

to diverge from outsiders. Low-born speakers in the game share the opposite tendencies but 

with their own informal, and grammatically incorrect West Country accent (compare Table 1 

& 2). Low-born in the game use double negations like “won’t do naught” and abbreviations 

such as “’un”, “’round”, and “mornin’” to show which social class they belong to (Witcher, 

2015). In conclusion, the game provides several different examples of spoken English in a 

pedagogical way, which makes it an effective tool to present spoken language variations with 

different social and dialectal features.  

 

OQ2: Oral and written production and interaction of various kinds, also in more formal 

settings, where students instruct, narrate, summarise, explain, comment, assess, give 
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reasons for their opinions, discuss and argue. 

      The material fails to promote oral and written production but could potentially fulfill 

interaction of various kinds. Since the material does not provide learners with the possibility 

to produce oral and written English, it fails this requirement of the criteria. Simply using the 

material does not provide the learner with a chance to interact in a formal setting or interact 

in many various ways. Interacting in a game scenario to assess a situation or conversation 

with arguments from the game could potentially be provided by the material. The game is 

limited in this sense of conveying listening and reading comprehension skills. Despite the 

game’s lacking ability to provide this core content by itself, interaction of various kinds can 

still take place. Teachers of today are now expected to competently provide students with 

various kinds of digital material. Moreover, supplementing commentary from Skolverket 

(2019e, p.3) regarding digitalization expect teachers to create opportunities where informal 

settings could be used in formal environments. The informal setting of playing a video-game 

in class could scaffold the student’s learning process into becoming more comfortable in a 

formal environment if done correctly. Teachers have a lot of content to draw on from the 

material which could be used to discuss student’s decisions in class, summarize experiences 

and narrate their own story in group. The same expectations apply to the use of text-book 

material; the teacher has the main responsibility to provide students with core content. In 

other words, the material cannot provide students with this content by itself but could 

potentially provide wide-ranging interactions with the support of a competent teacher. 

 

OQ3: Processing of their own and others' oral and written communications in order to 

vary, clarify and specify… and adapt these to their purpose and situation 

      The material provides the opportunity for the learner to process communication in a 

multitude of ways, but the options for the production of both oral and written communication 

are non-existent. The only text-based communication is predetermined by the designer of the 

material and cannot be produced by the learner in any way. However, a lot of what is 

vocalized and expressed in text during conversations is determined by the interacting learner. 

With the ability to select fully developed sentences to give a reply or a statement, the learner 

helps create both vocalized and text-based communication simultaneously. The option to 

select from numerous replies and receiving the NPC’s oral and written communication 

contributes to processing varied communication. The game expects an answer from the 

learner to successfully continue a conversation. Conversations sometimes provide a clarifying 
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possibility by asking a question more than once or a follow-up question for a more detailed 

explanation if requested. The game expects learners to possess or develop the ability to 

specify and know what someone wants to express. For example, dialogue options are 

irreversible when selected and have a permanent effect on the outcome of the game. Learners 

must therefore process others’ oral and written communication successfully and adapt these 

to specific purposes and situations. If learners are unsuccessful in their attempts of doing so, 

the subsequent consequences are likely to discourage them from answering incorrectly in the 

future.  

 

OQ4: Concrete and abstract subject areas related to students'…societal and working 

life; current issues; thoughts, opinions, ideas, experiences and feelings; ethical and 

existential issues.  

      The Witcher presents several opportunities to reflect on subjects like social injustice, 

ethical dilemmas, and spiritual beliefs. The game addresses abstract themes such as love and 

hate, but also more societal and structural issues like racism and poverty. Non-player 

characters encountered have their own personal story and personality in the game. With 

individual personalities for the NPCs, each interaction is unique. These interactions present 

opportunities for the protagonist to show feelings like love, hate, fear, courage, anger, and 

joy. Situations like these could be used to discuss feelings and ethical dilemmas in a 

classroom environment led by a teacher. If the learners have played through the same quests, 

they could possibly compare choices, consequences and motivate their decisions. Sharing an 

experience with another peer could relieve students from the fear of outing their own feelings 

and opinions, therefore increasing motivation and discussion in the process. The learners 

could distance themselves when talking about the protagonist’s experience instead of their 

personal dilemmas and ideas. This self-distancing is applicable to in-game scenarios 

regarding racism and ethnicity. A king in the Northern Realms has segregated the capital with 

the humans in the center and the dwarfs and elves in the outskirts. This example could ease a 

possible discussion about societal issues related to students’ personal experiences by carrying 

it out in a distanced and safe environment like the classroom. Poverty is another relatable and 

discussable subject existing both in real life and the material, with society divided into low 

and high class. Low-born in The Witcher are not given much attention or assistance in the 

game apart from the protagonist. High-born people in The Witcher have a tendency to 

disregard the suffering of the poor. Religion is another discussable aspect the material could 
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contribute dealing with. The inhabitants of The Northern Kingdom do not all share the same 

god. There are approximately five established religious beliefs in the realm which the 

protagonist comes in contact with. In summary, the material provides the student with an 

opportunity to discuss, reflect, and question others’ and one selves’ thoughts, experiences and 

personal issues. 

 

OQ5: Living conditions, attitudes, values, traditions…cultural, historical conditions in 

different contexts…where English is used 

      The material provides some medieval concepts from areas where English was used, but it 

needs to be complemented by teacher guidance to fulfill syllabus requirements. Certain 

aspects such as far-reaching religious belief, famine, feudalism, and similar historically 

correct elements are featured in the game. In this respect, it portrays a historical 

representation of the British Isles during that time. On the other hand, these elements are 

unrepresentatively spread out over a vast time period. For example, one Island is inhabited by 

Vikings and somewhere else an army is using halberds, a medieval weapon which wasn’t 

introduced until centuries after the last living Viking. The game should for similar reasons 

not be used in the English subject to teach historical conditions. However, the material could 

be used in a similar manner here as suggested in OQ4 and OQ2 (Table 5). With living 

conditions and values applicable to a modern context, the game could be used to teach and 

discuss relatable subjects with some distance to it. Civil war has plagued England throughout 

history, the game has clans fighting themselves within the same country. This could be used 

as a starting point to discuss gang-related violence in schools close to troubled areas. 

Religious persecution has afflicted Europe throughout history and is also present in the game 

with non-believers burnt at the stake. While discussing these matters in class, teachers can 

use examples and characters in the game to avoid pointing out students and thereby 

contributing to a safer classroom environment. In summary, this criterion is also dependent 

on supplementary guidance from a teacher outside of the game to be fulfilled in a satisfying 

manner. 

 

      4.3.1 Overall summary 

      The evaluation found that OQ1 in Table 5 was fulfilled in the material, by providing 

verbalized language use with different social and dialectal features. The material does not 
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promote or provide oral and written production and therefore fails the majority of the criteria 

for OQ2 (Table 5). However, the interaction from said criteria is expected of and can be 

provided by teachers using the material. OQ3 in Table 5 is met in a satisfying way, except 

that The Witcher doesn’t present the alternative for learners to produce anything by 

themselves. Nevertheless, being able to process varied communication and adapt it to 

different situations is a strength in the game. Another strength the material provides students 

with, in relation to evaluated core content, is the ability to present discussable topics about 

students’ life experiences. Touching on difficult subjects with in-game examples, the students 

are given a chance to discuss the content in relation to their own experiences. OQ5 in Table 5 

is not met in a satisfactory way on its own but can be fulfilled with supplementary guidance 

from a teacher. 

5. Concluding comments 
      A role-playing game such as The Witcher could potentially be used in a classroom 

environment to promote language learning. The use would require teachers to be well 

prepared with the material to efficiently assist learners. It would have to fill a supplementary 

function to a core material if used in class. The material should be used for general learners 

and contribute with learning vocabulary, English dialects and boost L2 motivation. With an 

inconsistent language difficulty for both the verbal and text-based content, teachers need to 

prepare supplementary tasks and material to support students. The Witcher offers the use of 

different learning styles and provides students with a user-friendly autonomy-promoting 

material. With not only a fulfilled majority of ELT criteria from McDonough et al. (2013), 

the game also shows potential use in future L2 classrooms as a supplementary CALL 

resource. To conclude, The Witcher 3: Wild Hunt fulfills some core content and could, via 

correct implementation, be an encouraging addition to satisfying the intensifying 

digitalization demand presented to modern teachers. However, more research needs to be 

done to see if these effects occur in a Swedish context.  
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