Polyglot Cubed: The Design and Implementation of a
Multi-Language Learning Game
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2. Background
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Many Educational Games Are Focused on Children and Blended
Environments
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Some Educational Games Allow Educational Goals to Interrupt
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Many Educational Games are Mini-Games Provide Educational Value without Requiring Additional
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Many Educational Games Lack Aesthetic Style

Exploit Repetitive Actions to Encourage Practice
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3. Implementation Design 4. Development
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Require Language Understanding to Complete In-game Tasks
4.2 Final Design
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Practice: requires no prior foreign language experience and
allows the player to explore without penalty and without time
constraint. Practice mode is an exploratory mode.

Timed: requires the player to match words, but penalizes the
player for wrong matches or failure to find a word in time. The
vocabulary is limited to the player’s current room.

Incremental: requires the player to match words, penalizes
them for wrong answers, and linearly increments the vocabulary
from the first room through the sixth room based on correct
matches. This game mode is also timed.
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Figure 1. Gameplay
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Figure 2. Resources for vocabulary
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5. Future Work
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Figure 2. Sample pictograph images from game
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6. Conclusion
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For more information please visit http://www.PolyglotGame.com




