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A B S T R A C T  

The utilization of digital video game was rarely applied for the reading skill. 

Consequently, there were still no research exploring the integrations of the 

digital game and the learning of reading skill for long periods, as the jargon of 

lifelong learning. Therefore, this paper aimed at enriching the perspectives of 

the integrations of the digital game and a reading skill, at exploring the 

pedagogical perspectives towards its integrations and at discussing the 

dilemmas the digital game for teaching and learning a reading skill. This study 

employed qualitative-interpretative design, while the data were gathered via 

library research without any participants or respondents. The results 

highlighted three points. The first point was that the integrations of reading 

skill through the digital game had to consider the digital game values, the 

digital game patterns and the reading skill components. The second point was 

that the pedagogical perspectives had to ponder games’ instructions, teachers’ 

roles and students’ roles. The third point was dilemmas toward those 

integrations which were classified as the psychological and pedagogical effects 

both positively and negatively. 
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1. Introduction 

The current decade, the booming of digital media for the teaching and learning process has been spread. 

The integration of digital game and learning have been ever promoted in this current decade (Aljifri & Elyas, 

2017; Alsayegh, 2016; Cornillie, Thorne, and Desmet, 2012; Hwang-Wu, 2012).  Roger & Johnson (2016) 

analyzed the pattern of players of the video game. They found that most of the players felt enjoyed during 

playing video games and they could learn new vocabulary within video game’s instructions.  They also added 

that the participant got great advantages such as improving the several skills of L2 and interacting with native 

speakers of English through the video games. Another study was by Alsayegh in 2016. He examined the side 

impacts of video game for students of university in terms of some problems emerged and their perceptions for 

video game. He pointed out that some contents of video game were improper. He also underlined those students 

had positive agreement for integrating video game for their learning of English. Al-jifri and Elyas (2017) 

explored on the possible correlations between video game and English language acquisition. They found that 

the participant more motivated and more positive impacts on the language acquisitions and language 

productions. Those were because covered as the educational and recreational learning. The different 

perspectives came from Cornillie, Thorne, and Desmet (2012). They argued that not all learners were gamers 

which also could be assumed that not all of them had positive attitude toward video game for learning. Hwang-

Wu (2012) also mentioned that most researches commonly focused on the perceptions, motivations and 

attitudes.  

Some study investigated the utilization of the digital game for a reading context. Angraeni, Chuzaimah 

& Nasir (2019) conducted the research of vocabulary acquisition through online game for 30 students of 

university. They found that students comprehend the meaning of new vocabulary through playing game and 

through translating into L1. Sari (2017) examined the reading comprehension of students through game book 

as digital media. She realized 67 students as participants with the research design of quasi experimental. The 

finding underlined that the experimental group has higher t-value (4.028) than the control group (1.66). It 
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asserted that game book mobile effectively booster up students reading comprehension of narrative text. 

Another study by Ronimus et al., (2014) led the research for the children’s engagements in the digital game for 

reading. They involved 138 children. They found that children enjoy Graphogame with less frequent. However, 

the level challenge has no significant effects to children. Ronimus et al., (2019) examined the digital game 

based for struggle readers. They engaged 37 participants. They highlighted that the digital game intervention 

through training – letter sound and word level reading boosts reading performance. Shahriarpour and Kafi (2014) 

investigated the digital game for learning vocabulary. They acquired that the digital game affects positively to 

learners. Another study is by Ningtyas (2016). She employed video game as the digital game to measure the 

reading comprehension of students. She employed intermediate students and action research. She briefly stated 

that video game has no effect to students’ reading comprehensions. Mostly the findings gain positive 

improvements toward the reading skill through the digital game. 

Many studies suggest to apply the virtual game because learners can move freely, solve problems, finish 

the goals, motivate, develop higher thinking, enhance cognitive process, permit real life situation, and permit 

immersions in the game (Clark, Tanner-Smith, & May, 2014; Hainey et al., 2011; Prensky, 2010). All of these 

can be assumed that although there are many studies which prove the positive results of the use of the video 

game during L2 learning. However, it is still questionable to utilize the digital game to learn a reading skill for 

long periods. Therefore, this paper aims at exploring on the considerations of integrating the video game with 

reading skill, what pedagogical perspectives toward the integration of the video game and the reading skill, and 

the dilemmas to apply the digital game for the learning of reading. 

2. Methods  

This study aimed at exploring the integrations of the digital game and reading skill, in terms of the 

considerations, the pedagogical perspectives and the dilemmas of the integration between two subjects’ matters. 

Hence, this study employed qualitative-interpretative design, while the data were gathered via library study to 

arrange and interpret the data in order to promote and result new point of views (George, 2008). In addition, by 

Sugiyono (2012), library research is through collecting many references from many research results to evolve 

new theoretical framework in the social value, cultural, norm and education fields. The data were in forms of 

research paper, journal, book and so forth which related to the study without any research participants or 

respondents (George, 2008) 

3. Results and Discussion 

The results of this study underlined three points, as follows: 1) the consideration of the integrations 

between the digital game and the reading skill, 2) the pedagogical Perspectives of the digital game and the 

reading Skill, and 3) the dilemmas toward the utilizations of digital game for the learning of reading. 

3.1 The Considerations of the Integrations of Digital Game with the Reading Skill 

In this digital era, the learning reading activities can be explored not only in the classroom but also in the 

outside of classroom including through playing digital game. Hwang & Wu (2012) postulated that mostly study 

toward digital game or certain game only focusing in the problem solving within and skills improvements such 

as students’ motivations, attitudes and perceptions. There were still rare researches which proposed how 

designed the methodology of learning explicitly for the digital game with the reading skills. Antzaka et al., 

(2017) led the research on the action video game (AVG) for reading performance. They involved thirty-six 

adults’ readers in France. They dissevered into two groups, frequent players AVG and non-Players. They 

revealed that frequent AVG players perform better. The findings pinpointed that the game performance highly 

links to the reading performance. The ability of teachers to operate the digital game has to be taken account. 

Teachers require the guidelines and instructions to support their innovative teaching process through the digital 

game. Visual attention (VA) is as number of visual appearances in the digital game (i.e. words in the game 

instruction). It correlates to the reading performance (Bosse, & Valdois, 2009). Larger VA span will increase 

the recognition of the students to process familiar and unfamiliar words which results the high-speed reading 

ability. Thus, students with higher VA more easily comprehend words or sentences (i.e. familiar and unfamiliar 

words) and performance reading faster (Prado, Dubois, & Valdois, 2007). 

The e-learning considers as the parts of the latest learning methods. It allows learners and teachers to 

bear the latest update technology, problem-solving, collaborative learning, and so forth which relate to the 
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social life abilities (Bates, 2011). The game contained certain necessary things which could involve and focus 

the students within actively. Hung and van Eck (2010) alluded that between the instructional learning 

establisher and digital game developer should collaborate and discuss further to achieve better learning 

outcomes for integrating the digital game and language skills. Those collaborations are worthy required to 

handle up some stumbles during the learning process. Those obstacles could be time constraint, inappropriate 

game content, and lack of educational digital game (Alsayegh, 2016; Chen & Yang, 2013). Livingstone & 

Hollins (2010) underlined some technical standards toward the digital game for learning like 3D animations, 

mobile devices, and so forth. To achieve better goals in the digital game and reading skill, the compositions of 

the integrations both of them are provided by considering some factors. Leaning (2015) argued that the 

gamification in the learning should augment fun, relax learning atmosphere, be visible learning progress and 

goals, and feel greater ownership of learning. This is to raise students’ enthusiasm within (Hakulinen, Auvinen 

& Korhonen, 2015). Hence, the involvements of learners actively in the digital study must be engaged. The 

reading skill which associated with the digital game rarely analyses further in terms of how they interconnect 

and affect each other. Due to some previous study, the integrations of digital game and reading components 

should be carefully considered by some factors, as follows: 

 

The digital game values 

does not contain violence scene 

does not consume long time 

Engage highly between gamers and the 

game instructions 

Provides problem solving 

Engage among learners actively 

 

 

 

 

 

Figure 1. Factors integrating the digital game and reading skill 

These concepts figure out that the considerations of inserting the digital game for the reading skills are 

to trait positively students’ mental and social life skill. This is in line with Lee and Hammer (2011) who pinned 

that the digital game concerns on the mental and social life. When students motivate to involve in the reading 

skill through the digital game, they will actively participate in the learning of reading. The motivation closely 

relates to participations, good learning environments, and enthusiasm (Dörnyei & Ushioda, 2011; Goehle, 2013; 

Reeve, 2012). 

3.2 The Pedagogical Perspectives of the Digital Game and the Reading Skill 

Since the demanding of the technology evolvements, the teaching and learning processes are affected by 

its evolvements. One of them is by developing digital game for reading skill. However, there were rare previous 

researches discussing about that. E-learning allows students to improve their social knowledge, the use of 

technology, problem solving, collaborative learning and lifelong learning. Students’ boredoms in the learning 

process appear because of the lack of the innovations of the learning media. In the learning reading skill, 

commonly teacher will use e-book and conventional book. Clark, Tanner-Smith, & May (2014) pointed out 

that the game which is augmented of the designed improved student interest in learning. This finding 

highlighted that the design of game had to be attractive. The game contents for the educational media also have 

to be made appropriately with cognitive and motivational sides. The lack evaluations on the game contents and 

instructions potentially leads to the attenuated of cognitive and motivations. Bates (2011) underlined that the 

e-learning exposures students on social skill, the utilization of technology, independent learning, searching 

The digital game patterns 

put the logical thought order 

Have certain rules 

Gain interesting game characters 

Clear game instructions 

collect a score 

Have the game objectives 

The reading skill component 

Increase learner comprehension 

Acquire new vocabulary 

Augment fluency 

Phonic awareness 

Phonemic awareness 
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information, problem-solving, collaborative learning, personalization and life-long learning. Some game 

provides the learner on the simple game content, without complex mission within. However, it is suitable for 

students to enhance their reading skill by following the instructions.  

The integrations digital games for the educational media are as complex processes. Van Staalduinen and 

De Freitas (2011) pointed out several indicators for its integration, namely learners specific, context, pedagogy, 

and representation. Learners’ specific was defined about the challenge, the conflict and the progress. The 

context was remained as fantasy, goals, language, and mystery, pieces of player, rules and theme. Meanwhile, 

pedagogy defined as the parts of the adaptations, the feedback, the instructions and the safeties. The 

representation refers to the action, the control, the interaction, the sensory – stimulations.  

Game –based learning is a complex process. The roles of game are as the equal importance with the roles 

of teachers. Lifelong learning stresses on the learning not only in the classroom but also in the outside of the 

classroom. Game – based learning is suitable to apply in the outside classroom. After that, students can report 

their game progress, for example reporting in the forms of written projects, completing reading tasks, and so 

forth. Hence, the developments brief lesson plan must be integrated among the game, participants or students, 

teachers and pedagogical aspects. 

 

 

 

 

 

 

 

 

 

 

Figure 2. Pedagogical overview for integrating the digital game and reading skill 

There are some considerations in the use of digital game for English learning. The first is that it is 

appropriate with students’ grade or level. The second is that the instructions within the digital game are clear, 

thus the students can achieve the goals ‘game. The third is that the digital game is not only emphasizing for the 

enjoyments of the learning, but also it is proper to enhance students’ English proficiency. The fourth is that the 

digital game must be enhancing the students’ affective factors. It is not containing violence. The fifth is that it 

is suitable to be collaborated with the English skills. The example of lesson plan below is for exploring the 

digital game and writing skill.  

Pedagogical impacts and the implementation of the video game for the reading context have ever been 

explored by some study and have the fruitful benefits (Reinders & Wattana, 2014; Sundqvist, 2013). Reinders 

& Wattana (2014) investigated the student who gained the experiences in the game-based language learning 

program at the university in Thailand. They highlighted that the game-based language learning decreases 

learners’ barriers in the learning of the language and assists them to increase their willingness to communicate. 

Sundqvist (2013) also analyzed the impacts of digital game to vocabulary acquisitions. He categorized the 

digital game namely single player, multiplayer and massively multiplayer online games. He validated that the 

digital game had positive impacts to learners’ vocabulary acquisitions.  

 Vocabulary acquisition is as the evidence on how learners comprehend the words spoken, the words of 

written, grammatical forms, collocations, functions and meaning. The vocabulary acquisitions are not simple 

process, it is long life learning process with the different rank of each learner in terms of their acquisitions 

(Schmitt, 2000). The implication is that each learner has to maintain their own strategies to acquire new 

vocabulary in their learning. Hence the learning of vocabulary as parts of reading skill in EFL should be done 

in any media including digital game. Therefore, its process assists learners to improve their reading 
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comprehensions. This is in line with Green et al in 2011, the video game improves learner main language skills. 

Rogers & Johnson (2016) examined learners of English who played the virtual game. They measured whether 

the game affected their L2 acquisitions or not. They found that most participants enjoyed playing game and 

helped to acquire new vocabulary. Da Silva (2014) argued that current video games can trait the abilities in 

social context and not just playing tool. He also pointed out that digital game enhances the social abilities, not 

just the playing tool. The virtual game, furthermore, builds up communicative competence (Rama et al, 2012) 

and intercultural competence (Guillén-Nieto & Aleson-Carbonell, 2012). When the player plays the digital 

game, they have to read the instructions within the games. This is beneficial to raise their vocabulary capabilities.  

3.3 The Dilemmas toward the Utilization of Digital Game for the Learning of Reading 

The spreading of the digital game is equal with the development of technology. In the education field, 

the use of digital games has been excessively examined (Antzaka et al., 2017; Clark, Tanner-Smith, & May, 

2014; Sundqvist, 2013). Most report that it has a lot of benefits in terms of social life, cognitive, motivational 

and emotional.  For cognitive benefits, the digital game shows a faster and higher visual resolution (Green & 

Bavelier, 2012).  Another utilitarian of digital game is to enhance vocabulary acquisition of students who was 

conducted by Rogers and Johnson in 2016. They underlined that the digital game helps students to learn English 

words. Chen & Yang (2013) conducted the study for 60 EFL students to measure the students’ perceptions 

towards the digital adventure games. They proved that the students acquire new words easily through that game. 

However, there were no any significant improvements after treating through that game. Reinders (2017) 

asserted that the digital game improves reading comprehension skill. Gamers tend to have higher ability to elicit 

the relevant information efficiently by eliminating and filtering the sentences within the instructions (Bavelier 

et al, 2012). This enables students to perform reading techniques such as skimming and scanning technique. 

The role of digital game leads students also to learn a problem – solving (Adachi & Willoughby, 2013; Prensky, 

2012).  

The social benefit of the digital game is the interactions among gamers. They have to communicate in 

order to finish certain mission within the digital game. They also to review, accept, and reject some game roles. 

Those communications among gamers rehearse their social skill which proposes as social behavior (Gentile et 

al, 2009). It is possibly occurred when the game content is designed as the cooperation, collaborations, and 

supporting behaviorist (Ewoldsen et al, 2012). The communications among learners during the playing of the 

game lead to their real-life social interaction with their peers, their family, neighbors and others. Ewoldsen et 

al (2012) reported that playing certain digital game cooperatively which was compared with competitively 

increase learners to be cooperative and prosocial behavior in their real life.  It decreases their aggressive 

cognitive side (Schmierbach, 2010). This allows students to think comprehensively without any fears of faults. 

It is needed to solve each mission within the game after reading its instructions. 

Motivational benefit for the digital game during the learning reading is to engage learners actively. Reeve 

(2012) defined the engagements in learning as highly participations, attentiveness, and enthusiasm of learner’s 

involvements in order to achieve the learning goals. Goehle (2013) also pointed out that the digital game not 

only sets good learning environments learners, but also it is more engagement among student to be involved 

during the learning. This also is in line with the study from Lee and Hammer (2011). They proved that the 

digital game can be as stimulations tool since it triggers positively on mental and social conditions.  Hence, 

game-based learning accelerates higher level motivation of learners. 

Emotional benefit for playing the digital game during the learning reading relate to each learner mental. 

Performing the digital game improves mood, enhances positive emotions, evokes relax feeling, and decreases 

anxiety (Russoniello et al., 2009; Ryan, Rigby, & Przybylski, 2006). In the daily learning activity, which 

concerns more on the learning materials without inserting some fun media (i.e. the digital game), students face 

boredoms whose affect to their learning achievements. In the same point with McGonigal (2011), he also argued 

that the video game triggers positive emotions. With the high control of learning in daily life elicits less self-

awareness control (Sherry, 2004). Therefore, emotional perspective in the learning of reading through the 

digital game also has to be considered carefully. It is because self-emotion regulations relate to the learning 

goals, less negative emotions result to fewer negative effects, to lower anxiety, and to more social support 

(Aldao, Nolen-Hoeksema, & Schweizer, 2010). In Sum, those are positive impacts of the digital game for 

reading skill. (1) It contains of some stages to finish the missions. (2) The instructions within the game are 

useful to develop students’ reading comprehensions. (3) It treats students punctiliously in finishing the game. 

(4) It develops their interactions or social ability. (5) The game will encourage students be autonomous. 
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Although the digital game has many strengths, it also gains negative impacts for learning. Adriani et al 

(2011) mentioned that the spreading of online game widely is common rather than offline game today. Thus, it 

is easily to gamers to obtain lot of information which probably is not filtered yet. They hoped that gamers wisely 

use it. Students who play the digital game also have to consider the duration of the playing digital game. 

Suryanto (2015) revealed that mostly student tend to spend 4 – 6 hours in day to play the digital game. It triggers 

addictions for students to spend more time to the game without doing others duties. Another side effect of the 

digital game is behavior changing. It means that the activities within the game can influence the gamers’ 

characters in the real life. Piliang (2011) pointed out that children who play online game have alterations in 

their behaviors. Amriani et al (2014) analyzed the impact of gamification environments by identifying students’ 

interactions. They proved that eliminating gamification decreases students’ participation in the learning, 

meanwhile by adding gamification, it has no significant impacts. This is probably caused by different 

participants’ characteristics, technical and learning materials issues. Fazamin et al (2015) pointed out that 

students tend to perform positive intentions and motivations during the playing the digital game. However, it 

potentially triggers students’ addictions to play more the digital game. Bernik et al (2017) found that the digital 

game enhances educational effectiveness for online course. Yet, it is questionable if it is applied for long period 

in the online course. Another study is by Strmečk et al (2015) who investigated 55 students game for e learning. 

They proved the good achievements. Yet, it is still questionable noteworthy whether the game brings negative 

effects to gamers’ characteristics or not. Urh et al (2015) also mentioned the integrations of digital game and e-

learning for learners. They claimed positive impacts on it. However, that integration has to be recomposing to 

fit each learner personally.  

The negative effects of the digital game potentially effect on the real life. Eskasasnanda (2017) identified 

the negative impacts of online game. First, the online game as part of the digital game is designed to challenge 

some mission. It affects gamers to be addictive to play in order to finish the missions of the game. Second, Lot 

of spending time for playing online game hallucinate gamers in their sleep in moving their finger unconsciously 

like holding mouse and keyboards. Third, addictive playing online game declines their study achievements. 

Students tend to focus in their own game world with less attention for their study progress. Fourth, much time 

for playing online game affects physically exhausted. They easily feel dizzy, back pain and sleepy. Due to many 

previous studies, these can be sorted that the digital game has negative effects briefly in the pedagogical and 

psychological. In the psychological sides, the digital game potentially emerges less attention, individualistic, 

laziness, hallucinations and addictions. Meanwhile in the pedagogical perspective, it causes the declining of the 

study progress, be less communications, less collaboration, less support, and less problem solving. To depict 

clearly those positive and negative impacts of the digital game for reading, the table below presents it. 

Table 1. Positive and Negative impacts of the digital game 

Positive Negative 

psychological pedagogical psychological pedagogical 

Students be more Interactive 

(Reeve, 2012) 

Improve reading 

comprehension (Reinders, 

2017) 

Laziness (Eskasasnanda, 

2017) 

Lower learning 

achievement 

(Eskasasnanda, 2017) 

Collaborative (Ewoldsen et al, 

2012) 

Improve reading technique 

(Bavelier et al, 2012) 

Hallucination 

(Eskasasnanda, 2017) 

Free information 

(Adriani et al, 2011) 

More focus (Russoniello et al., 

2009) 

Higher vocabulary acquisition 

(Rogers & Johnson in 2016). 

Addiction (Fazamin et al, 

2015) 

More focus on the game 

missions (Eskasasnanda, 

2017) 

Confidents (Ryan, Rigby, & 

Przybylski, 2006) 

Reading ability fluently 

(Prado, Dubois, & Valdois, 

2007) 

Individualistic (Amriani et 

al, 2014) 

Bad alterations learning 

progress (Eskasasnanda, 

2017) 

Enhance social ability 

(Ewoldsen et al, 2012) 

Problem solving (Adachi & 

Willoughby, 2013) 

Talk less (Amriani et al, 

2014) 

Less time managements 

(Eskasasnanda, 2017) 

 

In sum, those positives and negatives impacts of the digital game for reading skill are equals. Those 

cannot be concluded that the digital game is better than conventional technique. It depends on some several 

factors of participants in terms of participants’ characteristic, technical existences, learning material, and 

learning goals. Therefore, it requires further research to fabricate that designs among learner’s characteristic, 

rules, curriculum materials, game developers, and educators to achieve better goals in the future. 
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4. Conclusion  

The spreading of technology widely is so fast. It influences education field including the utilization of 

the digital game for learning reading. However, it is still questionable if it is implemented for long course 

periods. Therefore, the writer regulates some factors and strategic reviews as the bases for integrating the digital 

game and reading skill. It contains digital game values (the digital game content, the engagement between 

learners and games instructions, time consuming and problem solving), digital game patterns (logic game 

missions, certain rules, interesting game characters, score, clear game instructions, and game objectives), and 

reading components (comprehension, vocabulary, fluency, phonic, and phonemic). Those three factors connect 

each other which mean that each affects the processes and the objectives of the learning of the reading through 

the digital game. The pedagogical perspectives for the digital game in learning a reading also are discussed. It 

restricts on how the pedagogy is inserted into the game instructions, teachers’ roles and students’/gamers roles. 

Those are to guide the students when the play the game also in the learning atmosphere. Thus, it is not only 

playing the digital game, but also how learn well the reading skill within. The views of positive and negative 

sides of learning reading through the digital game are existed. Due to some previous study, the digital game has 

positive and negative impacts which can be dissevered into three categories namely psychological and 

pedagogical views. Psychological positives impact such as more Interactive, collaborative, more focus, 

confidents, and higher social ability. Meanwhile, Psychological negative effects are as laziness, hallucination, 

addiction, individualistic, and talk less. Pedagogical bad effects can be lower learning achievement, free 

information, more focus on the game missions, bad alterations learning progress, and less time managements. 

Therefore, it cannot be sorted that the digital game is proper media for the long-life learning of reading or not 

and better than conventional media or vice - versa. Both have their own strength and weaknesses. These involve 

complex motives in terms of participants’ characteristic, teacher mastery in technology, technical existence, 

learning materials and the learning objectives. Furthermore, it is needed further discussion among educators, 

game developer and expert researchers to design appropriate the digital game and curriculum within. 
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