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ABSTRACT

Many games for English vocabulary learning, such as hangman, cross puzzle, matching,
etc, have been developed which are of board-type or computer game-type. Most of these
computer games are adapting strategy-style game plays so that there is a limit on giving
the fun, a nature of games, to learners who do not like games of this style. In this paper,
a system for memorizing new English words is proposed which is based on a single-player
car racing game targeting youths and adults. In the game, the core of our system, a learner
drives a car and obtains game points by colliding with English word texts like game items
appearing on the track. The learner keeps on viewing English words being exposed on the
track while driving, resulting in memorizing those words according to a learning principle
stating viewing is memorization. To our experiment, the effect of memorizing English
words by our car racing game is good, and the degree of satisfaction with our system as a
English vocabulary learning tool is reasonably high. Also, previous word games are suitable
for the memory enforcement of English words but our game can be used for the
memorization of new words.
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— A Single-Player Car Driving Game-based English Vocabulary Learning System —
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[Fig. 1] The Structure of the Proposed System
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[Table 1] Considerations for Design

— The user can control the progress
of the game by steering a car
properly according to the state of the
driving track and positions of items.

Control | - Various types of driver characters
and cars are supported. The user can
select a driver character and a car.

- The user can select a group of

words for learning.

- The wuser aims at improving
his/her English vocabulary.

Challenge | = The game point of the user
increases by hitting items and word

texts.

- The user is curious of his/her
ranking position after each game
session.

- There is a game mode in which
only a part of the whole word text
Curiosity | is exposed until the word text is hit
by the car.

— There is a special type of item in
that the point of the item is
randomly determined after the item
is hit by the car.

- Personified animals are used as a

driver  for supporting fantastic
Fantasy atmosph.ere,

- Various type of tracks are
supported. Among them there is a

lakeside field covered with snow.

ok
=2
e
o2
9
m
2
)

oft

&Y

Lo

oo

=)

o

rr

fd

|

)
LRI
o, r_?ﬂ,

N

>

m

N

e

et

o

)
ki o
o2

4 o
[y
2

T
O{%' 1
i
o o
e
o
2

X
&)
tlo
(-~
>
N
2 MR
b4

)
]
o
g

| AT FhE]

©
Y

98 | Journal of Korea Game Society 2015 Apr; 15(2): 95-104



— A Single-Player Car Driving Game-based English Vocabulary Learning System —

Step 1: Select a driver character, a car C, a
track, and a game mode.
Step 22 S =0,i =1
Start timer T with time interval A.
while (timeout event has not occurred) {
Step 3: Expose the i-th word W and
items at designated locations on the
screen based on the game mode and the
elapsed time.
Step 4: Take key stroke K from the user.
Step 5: Steer car C according to K
Step 6: if(C hits W) {
Increase S by G.
i=(G+1) mod N
}
if(C hits an other item e)
increase S by gle).
Step 7: Display S on the screen
1
Step 8: Store S in data server D.
Step 9: Get the rank of S from D.
Step 10: Display the rank on the screen

[Fig. 2] The Game Flow
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[Fig. 3] The Main Menu Screen
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— A Single-Player Car Driving Game-based English Vocabulary Learning System —
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