ABSTRACT
USING VIDEO GAMES TO IMPROVE VOCABULARY
ACQUISITION AND READING COMPREHENSION:
A PROPOSED ELECTIVE COURSE IN
MASSIVELY MULTIPLAYER ONLINE
ROLE PLAYING GAMES
Students have much to gain when educators examine how to utilize
technology to engage students in learning and increase motivation. Massively
Multiplayer Online Role Playing Games (MMORPGs) provide a unique and
previously unexplored method of instruction. This project presents a proposal for a
high-school course elective that utilizes the MMORPG game World of Warcraft in
tandem with direct instruction and cooperative learning. It is proposed that indepth investigation of video game vocabulary under the direction of a certified
instructor will improve students’ academic vocabulary skills, reading
comprehension, overall interest in school, and scores on standardized tests. Target
populations for the project include students who are (a) below-grade level in
reading skills, (b) English language learners, or (c) interested in improving their
scores on standardized tests. A course syllabus and program evaluation plan are
outlined along with a sample lesson that demonstrates how students will use both
hard-copy and online resources to analyze the etymology, word derivations,
synonyms, antonyms, cognates, roots and affixes of vocabulary encountered in
and related to the game.
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Chapter 1
INTRODUCTION
Although video games are viewed by older generations as solely for
entertainment purposes, a growing number of educational researchers consider
gaming as an authentic avenue for improving reading literacy of our current
generation of students (Oblinger, 2004; Prensky, 2003; Steinkuehler, 2004).
Because literacy is a foundational element of a student’s success in school, and
vocabulary knowledge is tied to reading fluency, educators need to begin to
recognize the important learning opportunities afforded in the play of video games
(Stahl, 1999). Advocates of game-based learning suggest that video games may be
one way to engage what is referred to as “the video game generation” (Prensky,
2003). By ignoring these opportunities, teachers are missing out on the use of a
valuable interactive learning tool (D. W. Shaffer, Squire, Halverson, & Gee,
2005).
Purpose of the Project
The purpose of this project is to investigate the potential benefit that can be
derived from the use of a new genre of computer video games, specifically the
Massively Multiplayer Online Role Playing Game (MMORPG) World of Warcraft
(WOW) in a classroom setting to increase students’ vocabulary acquisition and
reading comprehension. The population of particular interest to this research
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project consists of high school students, especially males, English language
learners (ELL), and students who are at risk of dropping out of school. The review
of the literature reveals the need for vocabulary skills and reading comprehension
intervention for these student subgroups. Also discussed is how MMORPG, along
with Massively Multiplayer Online Games (MMOGs) and Multi-User Virtual
Environments (MUVEs), hold educational potential for reading comprehension
intervention. Due to the qualities inherent to MMORPG, MMOG, and MUVE
games, it is hypothesized that concurrent use of these commercial video games,
along with classroom instruction of in-game vocabulary, can improve students’
overall vocabulary knowledge. Additionally, it is projected that this increase in
vocabulary knowledge will result in a positively correlated increase in reading
comprehension and performance on high-stakes exams such as the Scholastic
Aptitude Test (SAT), American College Test (ACT), California Standardized Test
(CST) and California High School Exit Exam (CAHSEE).
This project is a proposal for a high school elective course in which
students would have opportunity to increase their vocabulary, reading, and oral
language skills by engaging in activities which combine MMORPG video game
play with in-depth word study. The proposal delineates the purpose, supporting
literature, organization, and evaluation of the proposed elective course. A visual
demonstration of the course’s strict learning requirements has been prepared in
PowerPoint format and is located in the Appendix.

8
Description of the Course Elective
A course such as the World of Warcraft Course Elective would provide
students with an opportunity to study vocabulary that students encounter and
experience during game play of the MMORPG World of Warcraft. Under the
direction of a certified instructor, students would use a variety of both hard copy
and online dictionaries to analyze the etymology and word derivations of
vocabulary encountered in and related to the game. Students would be enrolled in
the course elective for one period of their instructional day for the duration of one
semester. The course is designed to address the California English Language Arts
Content Standards, specifically the word analysis, fluency, and systematic
vocabulary development strand in grades 9-11.
The WOW Course Elective is designed for high school students in grades 911. The program would be open to all students who wish to increase their overall
vocabulary skills in order to improve scores on standardized tests. However, it is
recognized that males typically engage in video game play at a higher rate than do
females, and males hold more positive beliefs toward the use of video games in
education than do female students (Bourgonjon, Valcke, Soetaert, & Schellens,
2010). Target populations for the course would include: (a) students who are
reading below grade level, and (b) students who are English language learners.
Research suggests that English-language learners would benefit greatly from a
course such as this because of the opportunities to develop and practice oral
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language skills with native speakers in a non-threatening, anonymous environment
(Krashen, 1981). Due to the fact that both males and ELL students are at higher
risk of dropping out of high school (Rumberger & Lim, 2008), it is anticipated that
these two groups have the most to benefit from participation in this program.
The primary goals during the pilot year of the WOW Course Elective are to
(a) improve students’ quantity and quality of vocabulary knowledge in order to
improve reading comprehension, (b) increase student’s use of academic
vocabulary in contextual settings, (c) assist the second-language acquisition
process for ELL students via socialized game play, which provide opportunities
for oral practice using English skills in a non-threatening environment, and (d)
Improve students’ ability to increase test scores on reading and English-language
arts portions of a number of standardized tests including, but not limited to SAT,
ACT, CST, or CAHSEE. Secondary goals of the pilot project are to (a) improve
students’ abilities to solve complex problems through trial and error. (b) improve
students’ abilities to work cooperatively as part of a team. In subsequent years,
plans are to include collecting data in order to evaluate any indirect outcomes such
as improved school attendance or improved participation in school activities and
other classes.
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Definition of Terms
A clear distinction exists between console video games and computerbased, online, multiplayer games. For the purposes of this project proposal, the
term video games will refer only to MMORPG, MMOG, and MUVE online,
Internet-based, multiplayer games. Commercial games will reference video game
titles designed for and marketed toward consumers. This is meant to contrast with
the term educational games which are designed for and marketed toward
educational institutions.
The term vocabulary will refer to a person’s quantity and quality of word
knowledge, while the term academic vocabulary will be used in reference to
vocabulary knowledge which is academic or specific to content area instruction.
Rationale
Good reading comprehension skills are essential for students to experience
success in school (Carlo, et al., 2004). Without such skills, it is difficult to
understand the academic content in texts. A major component of reading
comprehension is vocabulary (Calderon, et al., 2005). The quantity of academic
vocabulary knowledge students possess directly affects reading comprehension
(Marzano, 2004a). Reading comprehension and academic vocabulary knowledge
have a reciprocal relationship. Students’ reading comprehension is positively
correlated with their overall vocabulary. In a cyclical manner, improvement in
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reading comprehension then leads to learning even more academic vocabulary
(Kieffer & Lesaux, 2007).
The vocabulary gap between students of low socioeconomic status (SES)
and those of middle SES is as high as 6,000 words upon enrollment in
kindergarten (Hart & Risley, 1995). The gap for second-language students, some
of whom arrive in the United States midway through the elementary grades, is
even greater (Calderon, et al., 2005). When Hart and Risley conducted long-term
research measuring vocabulary growth in young children, they found that by the
time children were three years old, the number of words they knew and the types
of language interactions they had with their parents predicated later school
success. Children whose parents were working professionals were shown to have
vocabularies that were 25% greater than children from working-class families, and
nearly 50% greater than children from families on public assistance (Hart &
Risely, 2003). This gap in vocabulary knowledge, which begins in preschool,
between low SES and middle SES children continues to persist as children
progress through the grades and is an important correlate of poor school
performance (White, Graves, & Slater, 1990). A child’s lack of exposure to
vocabulary can lead to a lack of exposure to more difficult text, which, in turn,
causes them to fall further behind in school (Neuman & Celano, 2006).
A phenomenon termed the “fourth-grade slump” occurs when low SES
students show grade-level performance in reading in the early grades, start to fall
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behind their peers in grade four, and continue to lag further behind in subsequent
grades (Snow, 2002). Without vocabulary intervention, the trend continues
(Neuman & Celano, 2006). Because this discrepancy increases with each
subsequent year of schooling, the lack of success in later grades leads to elevated
dropout rates in high school (Snow, 2002).
Because the target students of this project proposal have experienced
similar struggles with vocabulary development throughout their elementary and
middle school education, any remediation efforts should focus on vocabulary
growth and acquistion. One main goal of the WOW Course Elective is to motivate
students to learn and use higher-level academic vocabulary.
According to the California Dropout Research Project findings, one main
predictor influencing high school dropout rates is poor academic achievement
which can begin in early elementary school (Rumberger & Arellano, 2007).
Students who are (a) designated ELL, (b) from families of low SES, (c) male, or
(d) from minority ethnic backgrounds are at an increased risk of not completing
high school (National Center on Secondary Education and Transition [NCSET],
2004; Rumberger & Arellano, 2007). In California, the high school dropout rate
among African-American and Hispanic students is significantly higher than that of
their white and Asian peers (California Department of Education [CDE], 2008).
In addition to low academic achievement, student engagement in activities
which interest them is an important factor in determining whether a student stays
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in school (Bridges, et al., 2008; Rumberger & Arellano, 2007). Many researchers
believe well designed video games hold promise for constructively re-engaging
students who have lost interest in school (D. W. Shaffer, et al., 2005). The
proposed WOW Course Elective would provide target students with a highly
motivating opportunity to re-engage with school and academic study.
The California Dropout Research Project (CDRP) estimates that the
societal and economic impact from students failing to obtain high school diplomas
is substantial. According to the CDRP, for each cohort of 120,000 20-year-old
students who never complete high school, the state of California sustains $46.4
billion in total economic losses over the lifetime of the cohort. High school
dropouts are more likely to be involved in criminal activities, lead less healthy
lifestyles, pay fewer taxes, and rely on public assistance (Belfield & Levin, 2007).
Thus, it is in the best interests of the state to consider alternative methods to
maintain student interest, explore new approaches to build vocabulary, and close
the learning gap (NCSET, 2004; Rumberger & Arellano, 2007). The number of
students who enter high school lacking academic skills is substantial. Intensive
intervention efforts such as the proposed WOW Course Elective are needed to
correct this gap and keep at-risk students enrolled in school until graduation.
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Educational Potential of Video Games
Unit sales of computer and video games have steadily increased from $74.1
million in 1996 to more than $250 million in 2005 (Siwek, 2009). This increased
popularity might suggest that video games hold potential as an instructional tool in
addition to being entertaining. Modern video games can provide powerful,
complex environments for learning (Gee, 2003). Playing games is not a new
concept to educators or learning theorists (D.W. Shaffer & Gee, 2006). The U.S.
military has long recognized the potential for simulation games to provide the
teaching and testing of skills that cannot be rehearsed in a real-world environment
(Squire & Jenkins, 2003).
In addition to providing players with open-ended choices, challenges, and
opportunities for collaboration, the newest MMORPG, MMOG, and MUVE
Internet-based games allow for anonymity through the use of an avatar, a
computer generated character through which players interact during game play.
This genre of game is Internet supported and permits hundreds of players to
interact simultaneously with each other in virtual environments. The popularity of
these multiuser games is tremendous due to the participation and collaboration
experienced by the players (Rosario & Widmeyer, 2009), which explains why they
are the fastest growing segment of the video game market (Christenbury, Bomer,
& Smagorinsky, 2009, chap.6; Dickey, 2007).

15
Parental Concerns
The terms video game violence or video game addiction are frequently used
in media news stories related to video games, causing parents and educators
considerable concern regarding video game play. Yet, careful examination of these
terms yields a wide discrepancy of definition among researchers. While it is
beyond the scope of this study to define and measure video game violence or video
game addiction, the following information is intended to address these concerns.
Violence
The Entertainment Software Rating Board (ESRB) is a non-profit, selfregulatory body established in 1994 by the Entertainment Software Association
(ESA) assigns computer and video game content ratings. ESRB rating symbols
include Early Childhood, Everyone, Everyone 10+, Teen, Mature, Adults Only,
and Rating Pending (Entertainment Software Rating Board [ESRB], 2008).
Because the ESRB uses only 7 symbol ratings to judge more than 1,000 games per
year, content descriptors are used to indicate elements in a game which might be
of particular interest or concern. Content descriptors can include terms such as
comic mischief, crude humor, fantasy violence, strong lyrics, and use of alcohol.
While literature is plentiful regarding the physiological effects of video
game violence which cause aggressive behavior, these same studies are equally
lacking in establishing a clear definition of what constitutes a violent versus a nonviolent game (Bartholow & Anderson, 2002). A game in which an act of violence
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occurs once each minute contrasts greatly with one in which many acts of violence
occur each minute. Caution must be taken when evaluating research studies that
fail to define the parameters of these violent games. In experimental studies, video
game media violence effect may differ considerably depending on whether the
game is played from a first-person or third-person perspective (Anderson, et al.,
2010). Additional discrepancies among studies of video games and violence reveal
a lack of discrimination between action shooter games and role-playing games.
Despite the considerable differences between shooter games and MMOGs, games
from both genres can receive a Teen rating. Studies show that the media violence
effect is lower in Japan because role-playing games are played more frequently,
whereas action and sports games are more commonly played in Western countries
(Anderson, et al., 2010). Many role-playing games implore the use of violence as a
means to help others, such as rescuing the princess from the evil ogre; but no
studies have tested whether this type of game increases aggression or alternatively
increases helping behaviors (Anderson, et al., 2010).
The ESRB has assigned World of Warcraft a Teen rating. However, the
game also has an online play notice which warns players about possible online
exposure to chat or other user generated content that have not been considered in
the ESRB rating (ESRB, 2008). However, the game chat is monitored for
inappropriate content by Game Masters (GMs). GMs are employees of Blizzard
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Entertainment and monitor game servers to solve problems or disputes, and punish
violators of the terms of use agreement.
Addiction
The medical definition of the term addiction refers to having a
physiological need for or using a habit-forming substance. While the short-term
rewards provided by video game play may lead to habit-forming behavior which
some might call compulsive, no research supports findings that playing video
games, even for considerable amounts of time, creates a physiological need. The
WOW Course Elective has enacted a provision which limits the number of hours
students will be allowed to engage in play through the use of the parental control
settings feature.
In an effort to refrain from forestalling thoughtful examination of what
potential educational benefit video games have to offer, educators and parents
must question their attitudes and preconceptions about video games. Would they
express similar concerns about students who habitually engage in hours of playing
the game of chess, reading The Lord of the Rings, preparing for a marathon, or
rehearsing an instrument?
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Significance of the Study
The goal of this study is to identify the degree, if any, to which MMORPG
video game play can facilitate and increase students’ vocabulary knowledge and
acquisition. While the aim of the study is to measure effects for all students, those
students who are at-risk of dropping out of high school, are of minority status, or
learning English as a second language have a greater stake in the findings.
Because there is very little written with regard to the use of MMORPG, MMOG
and MUVE video games for learning, especially in formal environments, it is
anticipated that this research will contribute to narrowing this gap in the literature.
Moreover, this research project has the potential to improve and differentiate
instruction in a way which is highly motivating and engaging for students.
Summary
This chapter provided an introduction to the purpose and rationale of the
study. The educational potential of using video games in the educational setting
was presented along with some information for parents and educators concerned
about video game play.
Chapter 2 includes a detailed review of the literature related to vocabulary
acquisition, reading comprehension, and educational uses of video games.
Chapter 3 presents a proposed syllabus for the WOW Course Elective.,
Chapter 4 details a program evaluation plan to measure the learning
outcomes of the WOW Course Elective.
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An appendix is included which offers a visual understanding of course
organization and procedures for student learning though the use of a PowerPoint
presentation.

Chapter 2

REVIEW OF THE LITERATURE
Introduction
The goal of this review is to examine (a) current research regarding the
factors that influence the process of vocabulary acquisition along with research
which shows how video games support this acquisition (b) current research
regarding the factors which influence second-language acquisition along with
research which shows how video games support second-language acquisition; and
(c) additional current research regarding educational uses of MMORPG, MMOG
and MUVE video games. In each of these sections the review reveals what has
been written with respect to video games and learning, however very little
literature exists which directly relates to the use of MMORPG, MMOG, and
MUVE game platforms in formal education. It is the intention of this project
proposal to address a small portion of this significant gap in literature, which
would be narrowed if this elective course is institutionalized.
While the advent of new technology brings the potential for abuse and
misuse, it is not the intention of this review to address issues of video game
violence or video game addiction, as these two terms are loosely defined in the
literature. Rather the review will explore ways in which online video game
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technology can facilitate vocabulary acquisition, oral language development, and
problem-solving skills in an engaging and motivating manner.

How Games Help Vocabulary Acquisition and Reading Comprehension
Findings from the National Reading Panel’s (NRP) examination of studies
regarding vocabulary instruction provided several implications for teaching
(National Institute of Child and Human Development [NICHD], 2000). Two
significant findings were (a) that a reader’s vocabulary, either oral or print,
directly affected the understanding of text, and (b) vocabulary knowledge is one of
the most significant predictors of reading comprehension ability (Davis, 1944,
1972).
When a student knows a word in such a way that he or she is able to use it
in varying contexts, understand its relationship to other words, generate the word
in writing and speaking, and understand the word in its various forms and uses, he
or she is said to know the word at the “generation” level of word knowledge
(Akhavan, 2007; Marzano, 2004; Stahl, 1999; Stahl & Nagy, 2006). For students
lacking this level of vocabulary knowledge, all academic content reading is
affected because comprehension is inhibited or diminished. Although readers can
tolerate a small amount of unknown vocabulary words in a given text and manage
to infer meaning from the context, failure to understand more than two percent of
the words in a passage can cause comprehension to suffer (Carver, 1994).
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The NRP review yielded more than 20,000 research citations from both
electronic and manual literature searches, of which 50 were reviewed in detail.
The reviewed studies, which met the pre-specified criteria of being both a report of
research and an experimental or quasi-experimental study, suggest that vocabulary
instruction leads to comprehension gains, but instructional methods should be
appropriate for the age of the student.
The report listed the following methods as being effective for teaching
vocabulary: (a) computer technology, (b) direct and indirect teaching of words, (c)
repetition and multiple exposures to words, (d) rich contexts, and (e) incidental
learning. Studies which dealt exclusively with special populations, such as
learning disabled or second-language learners, were omitted from the NRP review.
Studies conducted on second-language-learner populations, which also include the
study of vocabulary acquisition, are discussed later in this review.
Use of Computer Technology
The NRP report stated that the use of computers in the instruction of
vocabulary was more effective than some traditional methods and that computer
use is emerging as a potentially valuable tool for classroom teachers during
vocabulary instruction (NICHD, 2000). Other research has shown that associating
an image with a word is one of the best ways to learn the word (Marzano,
Pickering, & Pollock, 2001). Students who are taught using instructional
techniques which employ the use of imagery and technology show greater gains in
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vocabulary recall, retention, and comprehension (Blachowicz, Fisher, Ogle, &
Watts-Taffe, 2006; Marzano, et al., 2001).
MMORPG, MMOG, and MUVE video game platforms provide situated
learning opportunities for students to experience virtual environments that are not
possible or practical in the real world (Dickey, 2007; Gee, 2005b). These authentic
simulations, which are nearly impossible to create in a traditional classroom
setting, can open up opportunities for new and unique learning experiences
(Dieterle & Clarke, 2007).
Engaging the Learner
Direct instruction specified in the NRP report was found to be most
effective when it actively engaged the student (NICHD, 2000). Students acquire
vocabulary better and achieve mastery when they are actively engaged in the task
of inferring the meaning from context and experiences (Gee, 2007; Kamil, 2004).
Furthermore, they are more likely to engage and take risks when the word is
meaningful to them (Akhavan, 2007).
Modern developments in technology have fostered in students the
expectation of engagement while in school (Prensky, 2003, 2006). In one national
survey by the PEW Internet and American Life Project found that 97 percent of
children ages 12 to 17 play video games (Lenhart, et al., 2008). Students and their
parents have spent considerable amounts of money and late nights waiting in lines
for the newest game release and will spend hours engaged on the computer (Gee,
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2004, 2005b). Video games have the potential to successfully engage young
learners and can be effective in the areas of motivation and vocabulary acquisition
(Gee, 2003, 2005a; Prensky, 2006; D.W. Shaffer & Gee, 2005).
Multiple Exposures
Since it takes multiple encounters with a word for a student to learn it,
engaging students in activities that provide many exposures is needed. Stahl
(1999) estimates that a child needs to hear and experience a word approximately
12 times before the word is acquired. These multiple exposures are required for
students to be able to transfer the vocabulary from receptive to expressive
vocabulary for usage (Feldman & Kinsella, 2007).
According to Gee, video games can provide the optimal atmosphere for
language development to occur because they provide interactive, life-like
simulations in which students are afforded multiple opportunities for practice in a
relatively risk-free environment (Gee, 2003). Video games allow students to
practice until mastery is achieved.
Learning in Context
The context in which words are learned is critical, and students acquire
vocabulary better when actively engaged in the task of inferring the meaning from
context (Gee, 2004, 2005a; Kamil, 2004). Phonics, grammar, and word studies
should be taught in context, and the teaching and learning should be simultaneous
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and authentic (Garan, 2007). Teaching from traditional vocabulary lists is less
effective than when vocabulary is connected to text (Kamil, 2004).
Video games embed the meaning of words in terms of actions, images, and
dialogues (Gee, 2005b). Specifically, MMORPG, MMOG, and MUVE game
platforms allow for ample vocabulary learning opportunities in a high interest,
contextualized, and low-risk environment (Gee, 2005b). During game play,
students become producers of vocabulary, not passive consumers. The game
provides vocabulary, or verbal information, “just in time” or “on demand” when
the player needs it, and it can be put to immediate use (Gee, 2007).
For example, in WOW during game play, players are able to carry a variety
of items in their bags. When the player moves the mouse arrow over an object, a
pop-up window immediately appears which provides the student with information
about the item.
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Figure 1

Figure 1: World of Warcraft screenshot showing a pop-up window
appearing as the student scrolls over an icon in his bag which represents a
piece of armor.

Figure 2

Figure 2: Enlarged pop-up window from Figure 1 that shows the item description
and statistics for the Breastplate of the Imperial Joust.
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At the bottom of the screen, the action bar shows players which skills or
abilities are available to them during game play. Moving the mouse arrow over
these icons provides pop-up windows which provide the player with an immediate
description of the skill or ability. Figure 3 shows the player scrolling over the
ability icon for Vigilance.
Figure 3

Figure 3: World of Warcraft screen shot showing a pop-up window appearing as
the student scrolls over an icon for a skill.
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Figure 4
.

Figure 4: Enlarged pop-up window from Figure 3 that provides detailed
description of the ability Vigilance.

Student Selection and Choice
When students are allowed to make selections and have a voice in the
vocabulary they study, not only are they more motivated to learn, but the students
often select words that are above their current reading levels (Blachowicz, et al.,
2006). When students are given choice and control over their own learning, it can
serve as a powerful motivator (Blachowicz, et al., 2006; Dickey, 2007).
Summary
The highly engaging nature of Internet-based video games provides
educators with a unique avenue for teaching vocabulary acquisition and mastery.
Multiple exposures of vocabulary in rich context motivate students to embrace
learning.

29
Second Language Acquisition
Student anxiety plays a critical role in their ability to acquire a secondlanguage because language acquisition requires the speaker to take risks, make
errors and correct mistakes. By developmental nature, adolescents are reluctant to
put themselves into situations in which they feel vulnerable. The anonymity of
practicing new language skills through the use of an avatar provides ELL students
with the optimal environment to experiment with their new language skills.
Transference of Teaching Strategy
As previously mentioned, the NRP reported that direct and indirect
instruction are effective methods of teaching vocabulary (NICHD, 2000). Previous
studies have suggested that a major factor in the poor reading comprehension
skills of Latino children is low vocabulary knowledge (Carlo, et al., 2004; Nagy,
1997). This lack of vocabulary knowledge is a contributing factor to the
performance gap between Anglo and Latino children (Calderon, et al., 2005).
Although there is an extremely limited number of studies which have been
conducted on the effectiveness of interventions designed to build vocabulary
among language minority students, the findings show that the same strategies
which are effective with English-speaking students is also effective with ELL
students (Calderon, et al., 2005).
Carlo, August, and McClaughlin (2004) found that providing a direct
instruction vocabulary intervention program resulted in measurable improvement
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of reading comprehension skills for both ELL students and English-only (EO)
students in the program group. The participants of this study were 254 bilingual
(Spanish-English) and monolingual English-speaking children. The participants
were recruited from bilingual fifth-grade classrooms in California, Virginia, and
Massachusetts. This quasi-experimental study used comparison classrooms in each
of the schools, and the diversity of their populations allowed for somewhat greater
confidence in generalizing these results. Although no standardized measure of
reading comprehension was employed to measure this result, the researchers
employed a cloze assessment wherein students read three stories, each containing
10 deleted words, which had been included in the intervention curriculum.
Replication of this study utilizing a standard measure of reading comprehension
would provide valuable information and verification of results. The WOW Course
Elective includes direct instruction based on the NICHD findings that providing
direct instruction of vocabulary is effective. Once implemented, the program study
could add to these findings by showing that direct instruction is equally effective
for both ELL and EO student groups by using standardized measures of reading
comprehension.
Affective Filter and Anxiety
Social factors such as the affective filter, anxiety, and motivation of the
second-language learner have the greatest effect on a student’s vocabulary
acquisition (Krashen, 1981). There is a strong positive correlation between student
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anxiety and language acquisition (MacIntyre & Gardner, 1989). High anxiety
situations raise the affective filter making learning less likely. According to
Krashen (1981), the affective filter especially hinders the teen learner due to the
egocentrism of the adolescent. This egocentrism creates a vulnerable feeling of
self-consciousness for second-language learners, which in turn inhibits their
willingness to take risks and experiment. All students, but especially secondlanguage learners, stand to benefit from classrooms where language acquisition is
available in a low anxiety environment.
In contrast to learning in a traditional classroom setting, learning from
video games offers an environment with less social anxiety due to the anonymity
of the player. When a player experiences failure during game play, the failure is
visually associated with the player’s avatar rather than to the student
(Steinkuehler, 2006a). Turkle’s study (as cited in (Dickey, 2007) revealed that
virtual environments allow the users to experiment in non-threatening, safe
environments. When a player fails, he or she can learn from the mistake without
the embarrassment or shame that occurs when mistakes are made in a classroom
situation (Gee, 2003). This sense of participating with a virtual identity creates an
extremely safe environment in which to practice and interact.
A recent study by Wang, Song, Stone and Yan (2009) sought to investigate
the effectiveness of the MUVE Second Life (SL) on English as a Foreign
Language (EFL) learning. The study subjects participated online at a university in
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Eastern China with students at a state university in the United States. Of the 61
Chinese students who participated in the study, 20 were selected to receive the SL
treatment. The study used both qualitative and quantitative analysis consisting of
pre and post surveys, interviews, and documentation reviews (e.g. blog posting).
Results of this study showed that the Chinese students had positive feelings
towards SL as a second-language platform and requested or asked to use it more in
the future to continue their language acquisition. They reported feeling relaxed and
experienced less anxiety due to the anonymity provided by the use of an avatar
(Wang, Song, Stone, & Yan, 2009). This study, although limited by the number of
participants, highlights the importance of providing second-language learners an
environment where anxiety and affective filter are reduced in order to foster
vocabulary acquisition.
In another study, a group of 100 high school boys, living in Abu Dhabi,
UAE, reported feeling less inhibited while learning to speak English because they
were able to practice online while playing the MMORPG World of Warcraft with
native English speakers who resided in other nations. During the period of the
study, the majority of the participants’ English grades improved significantly
(Sarsar, 2008).
In WOW, communication occurs through an on–screen chat window as well
as through a Voice over Internet Protocol (VoIP) system called Ventrilo. Both the
chat window and VoIP enable multiple players to communicate with each other
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simultaneously. Communication content can include recruiting players for raids,
planning strategies for quests and trading goods. It is this anonymous
communication which provides ELL students with the repeated practice necessary
for second-language development.
Figure 5

Figure 5: World of Warcraft players in the city of Orgrimmar engaging in trade.

Figure 6

Figure 6: Enlarged chat window of Figure 5 that shows multi-player
communication
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Motivation
Piaget’s formal operational stage of development provides a different
scenario for language vocabulary acquisition. Whereas children under the age of
12 require concrete experiences for vocabulary acquisition, older children are able
to acquire vocabulary from verbal experiences. When functioning at the formal
operational stage there is a greater ability to make conscious generalizations about
language (Krashen, 1981). Krashen’s work showed that the strongest predictors of
a student’s success in acquiring a second language were a positive attitude toward
the target language, high need achievement, and the motivation to associate with
native English speakers.
Because online games consist of a community of players and provide
opportunity to interact with native English speakers, MMOG and MUVE games
have the potential to improve ELL’s motivation to participate and excel in the
game (Gee, 2005a; Oblinger, 2004; D. W. Shaffer, et al., 2005).
In a study of the MUVE game Quest Atlantis (QA), researchers found that
game play had a significant effect on students’ motivation. QA is an educational
game that targets children ages 9-12 and is designed to combine strategies used in
commercial gaming with lessons derived from educational research on learning
and motivation. QA is a narrative-based game in which students engage with one
another on educational quests. The qualitative data collected for this research
project showed that students completed significantly more work and rated the
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activities they completed within the context of the game as more interesting than
typical school work (Barab, Dodge, Jackson, & Arici, 2003). In a subsequent
study of QA, students were asked to respond to a personal narrative. Researchers
found that those students who participated in QA gave better supported responses
and offered deeper character insights when compared to students in compared
conditions (Barab, Thomas, Dodge, Carteaux, & Tuzun, 2005).
Word Study
According to Calderon (2005), making adaptations in instruction which
utilize the strengths of second-language learners and focus on their needs is most
effective. In addition to the strategies recommended by the NRP, the utilization of
cognates during direct instruction can provide students an avenue for
understanding new vocabulary. Cognates are English words that have similar
spellings and meanings to words in a student’s native language, such as attention
in English and atención in Spanish (August, Shanahan, & Shanahan, 2006; Nagy,
Diakidoy, & Anderson, 1993). Students can use cognates to help them understand
new English vocabulary words. For ELL students, cognates can aide with the
development of reading comprehension in the second language (August, et al.,
2006). Studies indicate that students are able to take advantage of cognate
relationships between their first language and English. There is some evidence as
well that cognate knowledge is associated with the development of reading
comprehension in English (Carlo, et al., 2004).
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Additionally, in order to accelerate word learning, teachers should teach
about words rather than simply teach word definitions. Teaching word etymology
and word derivations greatly increases the vocabulary knowledge of both ELL and
EO students (Edwards, Font, Baumann, & Boland, 2004).
Additional MMOG and MUVE Game Studies
The number of studies which investigate vocabulary acquisition through
video game play is extremely limited. In fact, an electronic and manual search did
not yield any studies which investigate the relationship between video game play
and vocabulary learning or reading comprehension skills. However, the search did
yield several studies which have utilized MMOG and MUVE video game
platforms in other curricular areas. The following studies offer insight as to how
the WOW Course Elective proposal would offer multifaceted support of
vocabulary acquisition, reading comprehension, and oral English skills for high
school students.
Dr. Constance Steinkuehler of the University of Wisconsin-Madison leads a
team of graduate and undergraduate students who are currently researching (a) the
intellectual practices that naturally arise in online MMOG and MUVE
environments, and (b) how these practices can be utilized in an after-school
program for disengaged, teenage boys. Most of her methods of collection utilize a
cognitive ethnography approach in which she participates overtly in the daily life
of the game while observing, taking field notes, and making video recordings of
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the events which occur within the virtual world. Her research has revealed that
MMOGs provide places where students can collaborate learning in a context-rich
environment. She has also found that students who were previously disengaged in
school and failing in their regular coursework were willing to spend ample hours
outside of class discussing, sharing, and mastering complex video game quests
(Steinkuehler, 2006a, 2006b).
The River City Curriculum that uses a MUVE platform has been the subject
of several studies which were funded by the National Science Foundation. These
studies investigated (a) novel pedagogies for helping teachers infuse inquiry into a
standards-based science curriculum, and (b) effects of scientific and technological
self-efficacy (Clarke & Dede, 2009; Ketelhut, 2007). Although more than 250
teachers and 15,000 students in the United States and Canada have participated in
the River City Curriculum, there is little quantitative data or reliable results due to
ineffective gathering of data regarding students’ prior academic achievement,
reading scores, and demographic information (Clarke & Dede, 2009).
A recent study involving Korean middle school students (Kim, Park, &
Baek, 2009) sought to measure the effectiveness of meta-cognitive strategies on
problem solving ability and achievements in game-based learning. Utilizing the
MMORPG game Gersang, randomly selected ninth-grade students participated in
game play and applied meta-cognitive strategies before, during, and after game
play in order to improve their achievement in economic principles. This study
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holds particularly strong implications for the purposes of this review because it is
the only study which has utilized a MMORPG commercial game in conjunction
with classroom instruction to measure student growth in an academic area. Their
findings indicate that there is promise for integrating MMOG and MUVE video
games with curricular objectives (Kim, et al., 2009).
Need for Future Research
The lack of literature regarding MMORPG, MMOG and MUVE video
games demonstrates the urgent need for additional research to measure the
acquisition of various skills acquired or developed during game play. Educators
need to explore this technology as a viable teaching tool and can do so through
quasi-experimental or qualitative research studies. Studies which utilize these
commercial online video game platforms can provide educators with affirmation
or contradiction that this technology is an effective method of instruction. Upon
implementation, the WOW Course Elective would serve as a pioneering study that
would provide valuable research data in this new arena.
Research is also needed to determine what effect MMORPG, MMOG, and
MUVE video game play can have on skill acquisition in other curricular areas,
such as math and science, when these games are integrated with formal
instruction.
Additionally, much more research is needed in the area of interactive
learning environments, especially with the MMORPG, MMOG and MUVE
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platforms, as these provide equal access opportunities for students via the use of
the avatar.
Conclusions and Implications
Video games, specifically MMORPG, MMOG, and MUVE platforms, hold
educational promise to revolutionize learning. Research shows that the use of
computer technology aids vocabulary learning and supports the use of computer
software games to increase student motivation, provide opportunity for multiple
exposures to words, operate in a contextualized environment, and actively engage
the learner. All of the aforementioned are recommended in the NRP report as
effective instructional methods for teaching vocabulary.
Furthermore, video games provide a unique environment to aid the secondlanguage learner. MMORPG, MMOG, and MUVE games provide opportunities to
practice vocabulary in a non-threatening, interactive environment, thus lowering
the affective filter and enhancing the learning experience. Opportunities to interact
anonymously through their avatars with native English speakers provide
motivation for ELL students.
While MMORPG, MMOG, and MUVE video games might provide
context, motivation, and ample practice for word learning to become permanent in
a student’s vocabulary, it is important to note that a game alone will likely be
unable to produce desired results. Video game research has revealed that the
effectiveness is dependent on a variety of factors, and supervised instruction is key
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(Papastergiou, 2009). This new form of differentiated instruction is a dramatic
change from our educational history of pushing large numbers of students through
a standardized curriculum (D. W. Shaffer, et al., 2005). Video games have the
potential to change the delivery of instruction in our educational system. Perhaps
they will provide the means by which we move away from the traditional methods
born out of the industrial revolution and move toward a new model for learning,
one in which all students are able to participate as valued members of the online
community.
Following this literature review, chapter three will present a syllabus
outlining the course description, goals, objectives, and organization of the WOW
Course Elective.

Chapter 3
COURSE SYLLABUS
Introduction
This chapter outlines the syllabus for the WOW Course Elective, and
intends to provide the reader with an idea of what the course would entail. The
course syllabus provides an overview of (a) the course description, (b) California
English-language arts (ELA) and English language development (ELD) content
standards which will be addressed, (c) general organization, (d) goals and
objectives, (e) prerequisites and requirements for enrollment, (f) textbook
overview, and (g) description of modules and corresponding assignments. A
sample lesson from module 1 is included in appendix A.
Course Description:
This course seeks to provide students with an alternative method for
acquiring necessary vocabulary skills which are needed to improve their reading
comprehension and test scores on SAT, ACT, CST and CAHSEE. Under the
direction of a certified teacher, students will analyze word etymology, derivations,
cognates, synonyms, antonyms, roots and affixes of the words they encounter
during game play of the highly engaging and motivating MMORPG World of
Warcraft. Students will participate in a simulated real-world opportunity to
problem solve and work together in a collaborative “think thank” environment.
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Standards
The following California ELA and ELD content standards will be
addressed through the instruction and activities of the WOW Course Elective.
Figure 7
California English-Language Arts Content Standards
Grades 9 & 10 Reading: Word Analysis, Fluency, and Systematic Vocabulary
Development Vocabulary and Concept Development
RW 1.1 - Identify and use the literal and figurative meanings of words and
understand word derivations.
RW 1.3 - Identify Greek, Roman, and Norse mythology and use the knowledge
to understand the origin and meaning of new words (e.g., the word
“narcissistic” drawn from the myth of Narcissus and Echo).
Grade 11 Reading: Word Analysis, Fluency, and Systematic Vocabulary
Development Vocabulary and Concept Development
RW 1.1 - Trace the etymology of significant terms used in political science and
history.
RW 1.2 - Apply knowledge of Greek, Latin, and Anglo-Saxon roots and affixes
to draw inferences concerning the meaning of scientific and mathematical
terminology.
California English-Language Development Content Standards
Beginning ELD Level: Reading: Fluency and Systematic Vocabulary
Development
Recognize simple affixes (e.g., educate, education), prefixes (e.g., dislike),
synonyms (e.g., big, large), and antonyms (e.g., hot, cold).
Use an English dictionary to find the meaning of simple known vocabulary.
Early Intermediate ELD Level: Reading: Word Analysis
Recognize obvious cognates (e.g., education, educación; actually, actualmente)
in phrases, simple sentences, literature, and content area texts.
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California ELA and ELD Standards Continued
Early Intermediate ELD Level: Reading: Fluency and Systematic Vocabulary
Development
Begin to use knowledge of simple affixes, prefixes, synonyms, and antonyms to
interpret the meaning of unknown words.
Use a standard dictionary to find the meaning of unknown vocabulary.
Intermediate ELD Level: Reading: Word Analysis
Identify cognates (e.g., agonía, agony) and false cognates (e.g., éxito, exit) in
literature and texts in content areas.
Intermediate ELD Level: Reading: Fluency and Systematic Vocabulary
Development
Use a standard dictionary to derive the meaning of unknown vocabulary.
Identify variations of the same word that are found in a text and know with some
accuracy how affixes change the meaning of those words
Early Advanced ELD Level: Reading: Word Analysis
Apply knowledge of word relationships, such as roots and affixes, to derive
meaning from literature and texts in content areas (e.g., remove, extend).
Distinguish between cognates and false cognates in literature and Texts In
Content Areas.
Early Advanced ELD Level: Reading: Fluency And Systematic Vocabulary
Development
Use knowledge of affixes, root words, and increased vocabulary to interpret the
meaning of words in literature and content area texts.
Use a standard dictionary to determine the meaning of unknown words (e.g.,
idioms and words with multiple meanings).
Advanced ELD Level: Reading: Fluency And Systematic Vocabulary
Development
Use a standard dictionary to determine the meaning of unknown words.
Figure 7: California ELA and ELD standards that are addressed in the WOW
Course Elective.
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Organization
1. This is a lecture-lab course in which CORE vocabulary is presented by
the instructor, and FOCUS vocabulary is determined by the student
groups. Vocabulary research and vocabulary activities are completed by
students both during lab periods and outside of class. In class labs,
students will be grouped into teams and will complete all in-class
assignments as a collaborative team.
2. Students participate in a work-environment simulation as if they were
employed by Blizzard Entertainment as game designers. As part of the
simulation, students will be asked to create and name new characters,
skills, weapons and gear. Students will present their ideas at simulated
board meetings through their choice of visual media. Artistic ability will
not be considered for grading purposes. Students do not have to be a
good artist to complete assignments, but they must be able to convey
their ideas to “board members” through visual presentation.
3. Quizzes are given bi-weekly, and there is a comprehensive final exam.
Exams and quizzes will be presented in a variety of formats reflective of
relevant standardized tests (SAT, ACT, CST, and CAHSEE).
Formatting is meant to assist the student in preparing for these exams.
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Course Goals
1. In cooperative groups, students analyze the etymology word derivations,
cognates, roots, prefixes and affixes of vocabulary words encountered
during game play through both online and print etymology dictionaries.
2. Individually, students will utilize their new knowledge of word
etymology, word derivations, roots, prefixes and affixes to create and
name new characters, skills, weapons and gear.
Course Objectives
Upon completion of this course the students will be able to:
1. Effectively research word origins, derivations, cognates, synonyms,
antonyms, roots, and affixes using a variety of online and print
dictionaries such as: standard collegiate, etymological, and cognate.
2. Identify the different research tools and describe their individual uses.
3. Make formal presentations in front of adults and peers.
4. Demonstrate conduct and behavior appropriate for a professional board
meeting.
5. Work in collaborative groups to conduct research and solve complex
problems.
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Course Requirements & Prerequisites
1. Students must maintain a passing grade in all coursework in order to
continue to participate in the course. Students who do not meet this
requirement will be reassigned to a study skills class.
2. There is no course prerequisite for enrollment in the WOW Course
Elective. Any student may enroll in this course, especially those who
have an interest in learning through video games.
3. Active participation in class research and discussions is required and
expected.
4. Ethical adherence to the district’s “Use of Technology” agreement is
expected throughout the duration of the course. Consequences for
violating this agreement will be enforced.
5. Students will sign an agreement allowing the instructor to set game
parental control limits to no more than 20 hours per week on the student
user account. The 20 hours to will include class quests and any
independent practice time.
6. Students will show evidence of their “total time logged” to the
instructor on a weekly basis for monitoring purposes.
7. Students will agree to participate in the same faction which will be
determined by democratic vote.
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8. Students must provide their own phone line for Internet access in the
home and have the ability to operate a web browser.
9. Students who do not have internet access or computer equipment in the
home will be allowed to use the school’s computer lab before and after
school, at lunch time, twice weekly during the evening hours and once
on weekends.
10. All students will be provided one copy of the World of Warcraft
software program, and a five- month subscription to World of Warcraft
online game service.
Texts and Resources
Online Resources
1. Resources: Online Etymology Dictionary http://www.etymonline.com/
2. Wiktionary http://en.wiktionary.org/wiki/Wiktionary:Main_Page
3. My Etymology.com http://www.myetymology.com/
4. Visual Thesaurus Online https://www.visualthesaurus.com/
Books/Texts
1. Hoad, T. (1993). The concise Oxford dictionary of English etymology:
Oxford university press.
2. Lemon, G.W. ( 2009) English etymology or a derivative dictionary of
the English language: In Two Alphabets (1783) Kessinger Publishing,
LLC.
3. Onions, C., Friedrichsen, G., & Burchfield, R. (1966). The Oxford
dictionary of English etymology: Clarendon Press.
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4. Partridge, E. (1966). Origins: A short etymological dictionary of modern
English: Macmillan.
5. Weekley, E. (1967). An etymological dictionary of modern English:
Dover Publications.
Modules
The course will be constructed in units referred to as modules numbered 1
through 9. Each module will consist of vocabulary words derived from the game.
These words will be divided into two categories: CORE vocabulary and FOCUS
vocabulary. All words will correlate with in-game play for the levels listed in that
module. The assignments for core and focus vocabulary will be completed during
class time and consist of collaboratively researching core vocabulary word
etymology, derivations, synonyms, antonyms, roots, affixes, and Spanish
cognates.
Figure 8
Module
#
Date
Module
1
8/23 9/3

Module
2
9/6 -

Syllabus for the WOW Course Elective
Game
CORE
Quizzes/Te
Levels
Activities
Vocabulary
sts
*
●Introduction of the course (see
Appendix)
●Parent Night Q & A
Pre
maelstrom
●Getting acquainted with the game assessment
1-12
alchemy
●Deciding factions (class vote)
(not
●SDRT-4 Pre-assessments
graded)
(vocabulary)
●Introduction to research
errant
13-20 ●Selection of character and class
Practice
mana
●Selecting names for characters
Quiz #A
isle
●How to blog/post
(9/10)
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9/17

Module
3
9/2010/1

Module
4
10/410/15

Module
5
10/1810/29

Module
6
11/111/12

eviscerate
arcane
maelstrom
stealth
vigorous
sinister
feral
elixir
21-25
sanctum
enclave
arcane
tribulation
rejuvenation
smelt
belfry
plague
intellect
plunder
26-32
sentry
bisque
syndicate
crustacean
albacore
spire
allegiance
vendetta
23-39
patriarch
gauche
hippogryph
marauder
wrangler
pinnacle
plateau
fortitude
lair
40-47
ascension
tourmaline
marsh
drake
apparition
gaudy
molten

●Conducting research
●Word chart journals
●Student Choice Vocabulary
Homework

Quiz #1
(9/17)

●Conducting Research
●Blogging/posting
●Watching a sample board
presentation
●Name development for new
weapons and gear
●Class discussion of quests/raids
●Word chart journals

Quiz #2
(10/1)

●Conducting Research
●Blogging/posting
●Planning /strategizing for
quests/raids
●Word chart journals
●Submit proposal for new weapon
or gear to teacher (10/4)

Quiz #3
(10/15)

●Conducting Research
●Blogging/posting
●Name development for new
characters and skills
●Word chart journals
●Board Presentation #1 New
Weapon or Gear

No quiz

●Conducting Research
●Blogging/posting
● Planning /strategizing for
quests/raids
●Word chart journals
●Submit proposal for new
character and skill to teacher
(11/1)

Quiz #4
(11/12)

Presentations
(10/2710/29)
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Module
7
11/1511/23

transmute
TBA

Module
8
11/2912/10
Module
9
12/1312/17

TBA

TBA

48-55

56-60

61+

●Conducting Research
●Blogging/posting
● Planning /strategizing for
quests/raids
●Word chart journals
●Board Presentation #2 New
Character and Skill
●Conducting Research
●Blogging/posting
●Completing quests/raids
●Word chart journals
●Preparing for final exam
●SDRT-4 Post-assessments
(vocabulary)
●Completing quests/raids
●Word chart journals due (12/17)

No Quiz
Presentations
(11/2111/23)
Quiz #5
(12/10)
Final
Exam
(12/17)

*Game levels are approximate and will be continually adjusted depending on
students’ overall progress in game.
Figure 8: WOW Course Elective Syllabus outlining modules, core vocabulary,
class activities, assignments, and quiz dates.
Assignments
1. Board Presentation #1: Create a new weapon or piece of gear using
word etymology and derivations from in-game vocabulary.
2. Board Presentation #2: Create a new character and skill for that
character using word etymology and derivations from in-game
vocabulary.
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3. Blogs/posts: 2 short posts daily.
a. The first post can be reflections, observations, or raising
questions about game play. CORE vocabulary must be used in
this post.
b. The second post is a reaction and comment on the other students’
posts. Utilization of CORE and FOCUS vocabulary is
encouraged for extra credit.
Importantly, all posts need to be grammatically correct. Do not use “texting”
type language. These posts are displayed in a public forum and will be read and
judged by others based on content, grammar, spelling and punctuation. Posts
should reflect scholarly thought. Avoid writing posts about feelings. Keeping posts
factual will help develop a scholarly writing technique. The following rubrics will
be used to grade posts.
Figure 9
Rubric for First Blog/Post
Correctly utilizes the CORE vocabulary
Reflects scholarly thought and observation
Utilizes correct grammar, spelling and
punctuation
Total

0 1 2 3
4
0 1 2 3
4
0 1 2 3
4
/12

Figure 9: Rubric used to grade student blog/post #1
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Figure 10
Rubric for Second Blog/Post
Responds to content of peer blog in a
thoughtful manner
Reflects scholarly thought and observation
Utilizes correct grammar, spelling and
punctuation
Extra Credit: Utilized CORE or FOCUS
vocabulary

0 1 2 3
4
0 1 2 3
4
0 1 2 3
4
0 1 2 3
4

Total
/12
Figure 10: Rubric used to grade student blog/post #2.
Blogs/Posts should not take longer than 10 minutes of time, and should
consist of 2-3 sentences each. Blogs/Posts are not meant to be paragraph length.
The instructor will read all posts and participate in the discussions.
4. Game Play:
a. Students are required to engage in at least two prearranged game
play sessions (quests or instances) per module with classmates
and instructor. Students unable to attend game play sessions are
required to engage in a make-up session to be determined by the
instructor.
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Additional Information
1. Students are free to play the game for additional experience, and are
encouraged to do so, especially for oral language practice up to the
maximum number of hours allowed.
2. Students shall have the opportunity to serve in a leadership role as the
“main assist” for group raids as a reward for excellent attendance in all
classes and completion of all class assignments.
Summary
This syllabus provides an example of how a course such as the WOW Course
Elective would be organized in order to align the California content standards with
investigation and study of game-related vocabulary.
Chapter four provides a detailed program evaluation plan in the event the
WOW Course Elective is approved for implementation.

Chapter 4
WOW COURSE ELECTIVE PROGRAM EVALUATION PLAN
Introduction
The following qualitative and quantitative measurements are designed to
evaluate the effectiveness of the WOW Course Elective when the course becomes
operational. This plan seeks to utilize a comprehensive approach in order to
address the concerns of the various stakeholders as outlined later in this plan.
Under NCLB guidelines, the definition of scientifically based research
refers only to experimental and quasi-experimental designs, yet qualitative data
gathered by way of student interviews may yield the most interesting and
insightful results. Students’ perceptions and attitudes about school have a
tremendous effect on the likelihood of success in school. To neglect gathering this
information because qualitative data collection does not meet NCLB guidelines
would be limiting, and could possibly overlook findings which may lead to further
research. Because the WOW Course Elective is a unique program which seeks to
utilize non-traditional methods of instruction, this program evaluation plan
provides opportunities to measure results both quantitatively and qualitatively in
order to avoid the pitfalls of relying on standardized testing alone.
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List of Stakeholders
1. Superintendent
2. Assistant Superintendent of Curriculum and Instruction
3. School board members
4. School site administration
5. Certificated staff at school (teachers, counselors, etc...)
6. Classified staff at school (office staff, classroom aides)
7. Parents of students
8. Student / participant
Primary Concerns of Stakeholders
Quantitative Questions
1. Will this program help improve vocabulary knowledge and reading
comprehension for the enrolled students?
2. Will this program improve student scores on English language arts or
critical reading portions on various high-stakes exams?
3. Will this program improve oral language skills of ELD students?
Qualitative Questions
4. Will this elective course have an effect on students’ opinions and
attitudes toward school and reading?
5. Will students improve their abilities to work with others in
collaborative groups?
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6. Will students increase their willingness to solve problems when faced
with initial challenges or hurdles?
Internal Validity
In order to design an effective study, the threat to internal validity of the
assessment instruments must be considered. Internal validity is the ability to show
that the independent variable is responsible for the change in the dependent
variable because the researcher is able to control all the variables. Several threats
to internal validity could have the potential to affect the results of the
measurements utilized in this study. In order to diminish or minimize most of
these effects, precautions can be taken, and are outlined with each question.
Chapter four is arranged in sections according to the stakeholder questions,
assessment tools and procedures, concerns, and plans to address internal validity
or bias.

Question 1
Does student enrollment in the “WOW elective course” a) increase
students’ quantity and quality of their receptive and expressive vocabulary
knowledge? b) increase students’ reading comprehension skills?
Stakeholders
1. Students: Students have much to gain by increasing both the quantity
and quality of their vocabulary.
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2. Parents: Parents have an interest in the academic success of their
children.
3. Teachers: Reading ability and vocabulary knowledge of students help
them with their academic reading in all classes. Higher reading abilities
allow teachers to focus on extending learning to deeper levels because
they spend less time teaching content that students can read
independently.
4. Administration, superintendent, school board: Higher reading
comprehension and vocabulary levels translate to greater overall student
success in school. When students are successful, they are less likely to
drop out.
Information Needed
Pre-test and post-test scores from assessments will be needed to determine
improvement in both receptive/expressive vocabulary and reading comprehension.
Assessment
The Stanford Diagnostic Reading Test, Fourth Edition (SDRT4) and the
Comprehensive Receptive and Expressive Vocabulary Test – Second Edition
(CREVT-2) will be administered to program participants as a pre- and post-test
measurement of reading and vocabulary skills.

58
1. The SDRT4 is an assessment which is intended to diagnose students’
strengths and weaknesses in the major components of the reading
process. It provides both norm-referenced and criterion-referenced
information on reading skills. It is easy to administer in either individual
or group settings. Additionally, it is reported as being a good
measurement tool for school districts to determine the effectiveness of
instructional programs and for measuring changes that take place
throughout an instructional period.
2. The CREVT-2 is a newer edition which combines the CREVT and
CREVT-A (previous editions). This untimed, individually administered
test is comprised of one receptive and one expressive subtest. Scores are
combined to form a total test score (general vocabulary score). There
are two forms of the test available. The main purposes for this
assessment instrument are to identify deficiencies in oral vocabulary
and identify discrepancies between receptive and expressive vocabulary.
It will be used to determine the student needs in the area of vocabulary
development and word retrieval. This test has student's point to and use
language to describe a picture or a written prompt.
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Procedures to Collect Data
1. Each student will be administered a pre and post test of the SDRT4 and
the CREVT-2.
2. School staff will be trained to administer assessments to students. The
same team of examiners will administer the assessments. A lead team
member will have the responsibility to ensure the accuracy and security
of this data.
Basis of Comparison
Pre and post assessment will be administered to all program and control
group participants. Students enrolled in other elective courses will serve as the
comparison group.
Internal Validity Concerns
Testing: The testing effect caused by to the pre-test exposure students have
to the SDRT4 and CREVT-2 measurements cannot be alleviated.
1. Instrumentation: Because the SDRT4 and the CREVT-2 are locally
administered assessments, there is an instrumentation threat. To
diminish this threat, the team administering the assessment will be
trained by the same trainer. The assessment team will administer both
the pre and post assessments to the project and comparison groups.
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Question 2
Does successful completion (grade of C or better) of one semester of the
“WOW Course Elective” increase students’ test scores on the CST, CAHSEE
(ELA portion) and/or SAT/ACT (critical reading portion)?
Stakeholders
1. Students: The CAHSEE and SAT/ACT exams are high-stakes
assessments that have a significant effect on graduation and college
entrance, respectively. Additionally, students are more likely to drop out
of school when unable to pass the CAHSEE. There is considerable
economic benefit to the student who completes high school and receives
a diploma.
2. Parents: The CAHSEE and SAT/ACT exams are high-stakes
assessments that have a significant effect on high school graduation and
college entrance, respectively. Parents have a considerable economic
investment in their children’s performances on these two exams.
Because high school graduates have considerably greater earning power
than students without high school diplomas, parents will have less need
to provide continued financial support.
3. School staff: (administration, classified and certificated):
A) CAHSEE and CST: Because results from the CAHSEE and CST are
made public each year, school administrators and teaching staff are
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judged based on the number of students who successfully pass these
exams. There is a negative public relations impact when students fail
or perform poorly. Conversely, staff morale is positively affected
when high numbers of students pass or score well.
B) SAT/ACT: Teachers and administrators promote the school’s image
by lauding the number of graduates that proceed to attend four-year
universities. Staff morale is positively affected by to pride scores and
number of collegiate admissions.
Information Needed
1. CAHSEE, SAT/ACT, PSAT and CST: All current and prior student
scores for project and comparison groups. The most recent “Score
Change from PSAT/NMSQT to SAT” report will need to be obtained for
determining whether program students made greater gains when
compared to national numbers for non-program students who also took
both tests.
2. Student final grade report for WOW Course Elective.
Assessment
The assessment instruments will be the CAHSEE, CST, SAT/ACT, and
PSAT standardized achievement assessments.
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Procedures to Collect Data
Student data from the CAHSEE, CST, and SAT/ACT will need to be
collected from both the project and comparison groups.
1. School CAHSEE data will be collected at the end of the school year in
the combined score report. Students’ prior CAHSEE scores from both
the project and comparison groups will need to be collected from the
student records database at each site. The CST and CAHSEE exam
results for county and state by ethnicity, gender, and program are
published each time an exam is administered and might be needed for
comparison purposes if the comparison group is located at another
campus. CST score reports are issued annually, and CAHSEE reports
are available for each administration of the exam. This data can to be
retrieved from the website http://data1.cde.ca.gov/dataquest.
2. SAT/ACT data will need to be collected as they are reported to the
schools during several intervals of each school year. All prior student
scores from both the project and comparison groups will need to be
collected from student records databases at each site. The “SAT Total
Group Profile Report” and “Score Change from PSAT/NMSQT to SAT”
are issued annually and will need to be retrieved from the College Board
website: www.collegboard.com.
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Basis of Comparison
Pre and post assessment will be administered to all program participants
and control group participants. Students enrolled in other elective courses will
serve as the comparison group.
Internal Validity Concerns
Testing
a. Most students will have experience taking the CST at a prior grade
level, so familiarity with the format will have an effect on results.
This effect cannot be eliminated.
b. Testing effect for the SAT is also high because many students will
take the PSAT prior to taking the SAT. The “Score Change from
PSAT/NMSQT to SAT” will be used to compare the program
students’ score improvement to that of the average improvement for
all students who take both exams.
c. Testing effect is also present for students who have previously taken
the CAHSEE. This effect cannot be eliminated.
Question 3
Do the oral language skills of EL learners improve by enrolling in and
successfully completing the WOW Course Elective?
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Stakeholders
1. Students: Students have much to gain by increasing both their oral
English language skills.
2. Parents: Parents have an interest in the academic success of their
children.
3. Teachers: Better English language skills are directly related to a
student’s ability to comprehend grade-level texts and complete
assignments related to the grade-level standards. When students possess
higher levels of English skills, teachers are able to focus on extending
learning to deeper levels because they spend less time teaching basic
vocabulary to students.
4. Administration, superintendent, school board: Higher English language
skills translate to a greater overall student success in school. When
students are successful, they are more likely to complete high school
and graduate.
Information Needed
1. A list of students designated as English language learners.
2. Prior-year California English Language Development Test (CELDT)
data.
Assessment
The CELDT will serve as the assessment instrument.
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Procedures to Collect Data
Student data from the CELDT will need to be collected from both the
project and comparison groups.
1. School CELDT data will be collected when results from the fall
administration are reported by the California Department of Education.
The CELDT exam results for county and state by ethnicity, gender and
program are published annually and might be needed for comparison
purposes if the comparison group is located at another campus. This
data needs to be retrieved from the website
http://data1.cde.ca.gov/dataquest.
Basis of Comparison
EL students enrolled in other elective courses will serve as the comparison
group.
Internal Validity
The following areas are perceived as having significant threats to internal
validity, and what actions, if any, are planned to diminish such threat.
1. Testing
a. Most students will have experience taking the CST at a prior grade
level, so familiarity with the format will have an effect on results.
This effect cannot be eliminated.
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Questions 4, 5, and 6
4. Will this elective course have an effect on students’ opinions and
attitudes toward school and reading?
5. Will students improve their abilities to work with others in collaborative
groups?
6. Will students increase their willingness to solve problems when faced
with initial challenges or hurdles?
Stakeholders
1. Students and Parents: When students are actively engaged in school and
enjoy school, they are more likely to complete high school. The
economic benefit of graduating for both the student and family is
considerable. Additionally, the ability to work in collaborative groups
better prepares the graduate to enter the work force. Once employed,
students with refined problem-solving skills are more likely to remain
employed.
2. Teachers: When students possess a positive attitude about learning and
school, it affects the overall learning environment.
3. Administration, superintendent, school board: When students like
school, are engaged, and perceive school as meaningful, they are less
likely to drop-out.
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Assessments
Student interviews and surveys will be used to collect the qualitative data.
Procedures
Students will participate in an anonymous survey regarding attitudes and
opinions about school. The survey will include some open-ended questions.
Student interviews will be conducted at the conclusion of the course,
following the posting of final grades.
Bias Concerns
1. Interviewer bias: In order to prevent bias from occurring between the
interviewer and the subject, attempts to eliminate racial and sex
differences will be made. Students will be interviewed by their samesex counselor.
2. Social desirability bias: Because students might feel inclined to report
more positive feelings to their instructors, counselors will conduct the
personal interviews.
3. Counselors will administer and ensure confidentiality and anonymity of
survey results.
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Problems and Limitations of the Evaluation Plan
Consistent with honoring some of the central tenets of experimental and
quasi-experimental design, a true comparison group is desired, but is likely to be
unattainable. Therefore, a similarly-matched group of students enrolled in an
alternative elective course should be used. Ideally, this group would be derived
from another school site, but could be obtained at the same school site if
necessary.
Future Areas of Study
1. There is a limit to what can be measured during a pilot year. Subsequent
years of offering the WOW Course Elective could investigate whether
enrollment had an effect on the following:
a. Student engagement in other course work
b. Improved attendance
c. Improvement in discipline referrals
2. Additionally, ethnographic research could be conducted by the
instructor because the instructor and students will be engaged in game
play. After the first semester, the instructor should have a grasp on what
type of ethnographic data can be collected. Following school board
approval and parent consent, such research could provide valuable
insight to student learning.

Chapter 5
CONCLUSION
This project presented a proposal for a high school course elective that
utilizes the MMORPG game World of Warcraft in tandem with direct instruction
and cooperative learning to foster vocabulary acquisition. The course is designed
to provide students with in-depth learning of vocabulary encountered during game
play. Under the direction of a certified instructor, students analyze vocabulary in
order to improve reading comprehension, oral English language skills, and scores
on standardized tests. Target populations for the project include students who are
(a) below-grade level in reading skills, (b) English language learners, or (c)
interested in improving their scores on standardized tests
A review of the literature revealed that video games, specifically
MMORPG, MMOG, and MUVE platforms, hold educational promise to
revolutionize learning. Additional findings showed that the use of computer
technology aids vocabulary learning and supports the use of computer software
games to increase student motivation, provide opportunity for multiple exposures
to words, operate in a contextualized environment, and actively engage the learner.
Furthermore, students who are learning English as a second language have much
to gain from the unique environment of MMORPG, MMOG, and MUVE games.
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These game platforms provide opportunities to practice oral language skills and
new vocabulary in a non-threatening, interactive environment.
A course syllabus and program evaluation plan were included to provide an
overview of the goals and organization of the course. A detailed presentation that
demonstrates how students will use both hard-copy and online resources to
analyze the etymology, word derivations, synonyms, antonyms, cognates, roots
and affixes of vocabulary is included in the appendix.
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