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Game7» Htask”™~
— PPP & TBL OFZEDE W & gl i —

From Games to Tasks

Common and Different Features Found in PPP and TBL Frameworks of the Lessons

Sl OHEE - ERISNT 2 IR EUE T
. RERTICO RS L) REFEREO T
L5 L EENT VL EIEHiERZ LT
HY, TOTO L ATHMEETEET S
CENERENZHEDTE DRI 5T 5,
29 L7eHMANOIFEBE YR D 2512337 &
7”@ Communicative Teaching D538 5 H: H3ER
HENLIVEOHLZEIIRADO—HTLH L
ZHTHLo

FAE TIZZ O HBER D 720 OFFET5 1k
E LT, O & DIZdTask-Based Language
Teaching (TBLT) @ & 9 7% K2R &R
Twb (A, 2011, F72. b9 —HTld,
i ket al. (2015) DTYAETHPPP'D & 9 2=
M FEA~ONEE b BbI s LD %,
SRI0E, o0 JaVEDRKE THE 4 7 HGH
WIEDY) ZFEOZ L DRI, Bbo
THANTERE LTI ED s T ido
T2V ) FEPRYBINDLDTHS ) ho

AFTIX, BEEIZOOWOPHIZH Y &
W) LA B AZKINPPP A & A IV DIZFED
7535 & 3 L WTBLTO # 1T & % language

EN 7+

MOTOI, Noboru

teaching games’ & ‘tasks’|Z 2 W C DB % 8

UC. #HESR104 £ X9 il % &5
WCEWTHR O UEDR D 5 IOV THTD
EREITVIZV,

1. Language Teaching GamesDZAE &
PPPFENDRE

RO E T b Hgamell D W T,
HAF (1980: 188-190) 12 & » T b A DE
L, OHAL @FHME - WP @%
L &% EIREIRICNE T 57 — 2 OR5HC
R ELDDOTHLZ ENEHENRT VD,
WIS, ZORGHiAdebate”d & 9 %, H D
RLTERVWERFEHICECEINLZ LI
LT, HALERED S DOTH 5 L DR
HbdHbo MEICIoTIH) LZERIHE
N, A EFEOFEE IZgamek TN D
bOEEAT LI EIHBIY % - THARGHE
TRV, 2T 29 Lbimo s
ICF CHAAL Z EDEEMEY O LTHRLT
HIETER W &0 5, itgamedS ¥ ih#7
HICHbLATNDLZOH, F2 ThEED X

F—J— P BEFEHOLDOFr—A, BB EI POV L2 =L, DI 25— a VOBEDT— A,
SEOEE O LOME ZEL S 5RELE (PPP). SEOEHOL OB # B S5 i%E

JERE (TBL)
Key words
(PPP), Fluency-first Framework (TBL)

: Language Teaching Games, Code-Control Games, Communication Games, Accuracy-first Framework
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BEZRRALE (NHZERR)  H15%

I DbDORONPIIDONT, MHLEME T2
ZENLIRDT,

JeFEE—12, gamelI OV, B (1983:3)
VRS 5 X 9 12, KEClaudiolingualism®
FETH H1M0FEANTIT IR BfEL D B
CEREZDHDEONI DD 1DODF — A
MHOVDLVAFERIE, Y INRIIEDLN
EMREHOZr—abT 5 REE DR
MPITbhTwa,

Z D190 2> 560~T0FEAIHNT T, K
[T 1XOral Approach/Situational Language Teaching
DFHENOHEREDHL S, Z OREHIZPPP A
5 AN DZFHEDIEREPHELL T B, £2T
fii b N T K 7zgameldLee (1979) XWright,
Betteridge and Bucky (1979/2006) 7 & 124
KEEN TS & o TRV, Wright, Betteridge
and Bucky (2006) %, game it b BH
ZUTFO4HELTNS

1) SR IERMCELZ SN2 ERT 5
EETH )., gameldFHH H O FELIE L 4
B ok & AT 5,

2) GamelI A2 S 3EAME DN 2 W10 D
Al L, FHAIE, Hrr¥ET
%K, SEOEMKEBRE RO L 2R
5 %,

3) BRI Zdrilid B E ORI EHP LT
MEZRYVETOICHL, LD
gamelIMR LIS A, SEIHHR. BH.
BIE R E 2 G TR REROD LY
W] 2 SRETEH OREBRIC D %255 6

4) GamelZld, H£HWT, EBICEKE
EEMETHLWRELH L Z LD,
HhME Iz i M LOFILTE
LTTR%L, F#EZE) T 2ol
W 7% 58y & S LS D %,

~Wright, Betteridge and Bucky (2006 : 2)
X B~

19704548 @ £ 2P 12 IF communication games
EIIEN S il DgamenS & ZBL L. Cripwell
E ThEefRs2AF0mEOM T, Lk
OFFOERICA SN S X 9 Zegamell B
AEHENER L AN L7 LT, “many so-
called games in foreign language learning are
clearly not games at all; they are drills and
exercises which may be called games in order
to make them more palatable. A game must
have some terminal point, and mere repetition
can be no substitute.” (1978: 47) & LT, I
B L Tld e < Ely 2N & HIE
OLEEREL TS, F72. Geddes and
McAlpinid, B 212flE LTHEIFLNTWS
Describe and Draw’z &% #4- L C. "Playing
time for each game is short, and if students
are interested and are given enough time,

”»

they will play three or four in succession, -**
(1978: 53) & kX, A DgameD HHH %
HEFICANT, #HEOpairiZET I & 28
HTW5,

Z D X 9 1Zgame & activity SR 751 5
NGWE ) BV H LT, BEZ, T
< — 2 ®0dense University®Johannes Wagner
2A319944E |2 Temple University T 47T - 72‘Games
in Foreign Language Teaching’ & \» 9 I— &
DOHFTHERRLTWALLTOD X9 Zrgamed 52
FPZIFTANSLNTVZL ) TH S -

. Games are rule-governed.
. Games trigger verbal communication.

. Games are open ended.

=W N

. Games can be played several times.
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Game 725 task ™~

5. Games are fun.
6. Games in the classroom should have a
linguistic goal.

~1994EFAFDNY FT o P LY ~

FRD XD RO ITIITONT WS HIT,
Rixon (1981) . H 7 Atime-filler (IREfHi&
LDZOiEE) Tida <, RELoHEHOfH
WHHOENE L) %, BEOFITHRAMIZH
AAEFNTDDOELZVEDVLE L,
‘Code-control game’ & ‘Communication game’tZ 43
FTHRRL TS, €L T, TOHHFIEN1
DEIBRDBDTH b, T 5 ITskill-getting
D 7 Dgame (code-control game) & skill-

using® % @ game (communication game) @

XD Z DEEBETHIEIC R > TWAB ELR o

IS, 19804FAK 12 Communicative Approach
(CA) D¥ido& h & La B L TRARFIT,
Johnson and Morrow (1981) &, EEO S5k
i %42 31§ 8 & L T, ‘role-play and
simulation’s ‘drama’& ‘game and problem
solving® =73 ¥F 2 Y LiFTwab, €L T,
game & problem solvinglZ 2 W T, Bk 3

] 1

{Zinformation gapZ1E-> T, Nz AHT %
CEEHIBLTWRELTWS, iEo T, &
ZIZE 5T, #W® Tinformation gap & \» 9 4l
FEASEMEIZBIN TR S,

O &) REEEE RO HIERN I D
Nbgame 3 FEDOHFIZED X 5 ITH AR FE
NLHDTHA ) Ho Rixon (1981) 1ZH 2 D
EIBEERLTVS, MOPTRINTY
HgameD BPIZ O W TIIMEB O EDL H D,
FELVELBRIE R Z WY, IR — U L il
BHAEUTOL ) 2dbDTH L ¢

1) Presentation®#l, O’Grady Says (Rixon,
1981.: 11) . #E D 2340 % Simon Says &
LY xAF v —%M) ik - SCRHHE
THY, FEah. FSHY OWS; OME,

2) Controlled practice®Bll, Who s it? (ibid.:
76) &, — ADm thinking of a boy with
(fair hair).® & 9 %52 L. W& F
M ILis John FEEEZ B YA TOHHE,
I N &, FEEE B pair’ | ‘group’, ‘class’
% & & Ointeraction TAT 9 F ko

3) Communicative practice® i, Describe

Code-control games

Communication games

FhE%E
O
DEE)

BERXEELWEEZEET 5o
BB, 3o - W3 B JE65,
HE O,

WD —EA~NDBMBEIZA Y=V 20008, HELLD
Ay = L CHEICRIE T 5. BB, (R - a5 272
D, FRIHES DT 2 M2/ ET 5 2 3ET 5, .

HiY

ELLEEZ$EHET LI LI
IoT oshELddbLn%
KOKRA ¥ M afFRY, Btz
bl o720 3 5,

A% ERT 5 — RIBOYEHIEW RS 27 25T %o Al
By RIS TR Z 5720, #2720 32 oS
FTEHBELT, Wrz2frbEd,

FE LD | ZMFFZIELSEHEEHEHT 5
B | ) CEEST M5, LIZLIE,

LAWY MD D LX) ICwZE L
F U VRO OILiRIE
Tholz, JIETH-720F %,

ZINHZHGOFEME (%) (b3 2 BP0 285 R 8
T5. ZLTC. HEOWRINIZET 25 Mi% 3 5,

¥ A7 DSETHEEINCORHNHI T, HENEITNS,
BB E, NI, BA Y M RAFMELERD72012,
SRICHTLIERE LTI E SRV,

BIZIE, EEIVD Y AZIETTLIEICE ST, LIFL
AR ERICT ALY AEND,

~Rixon (1981:33) & U &k~
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and Draw (ibid.: 99) 1.

T,

Wz LET, fHidREHbDE—D27FD

WD FE T, ML -

2HDH. RSzl
(@ N e

THR AT Z LS B

CONEERL L, Rixon® EiET 5#EH 0
3 rH communicative practice?®, information
gapr LD THALHZ L MR KL LD
‘freer practice’t & 1L 5PPP®D
[ZHEFEIHIET 5 b D
MEIPIZHETIZ RV ESHLRIEE S %W,
W72 2 E L. BOVEEDE TR Y

0)\

P (roduce/roduction)

DICHI <o
S LFaaz e, A5

HL A
EFHHHO

X ‘warmer’ {12

BEFRAFLE (NMEER) #1655
8% pair work AT TWARTIEE R, 2525281
— ADHEIZ DWW T DAARI 72 3 Lo, BMEDLEET COMAZTIHITH

fiZsa sy ha— L Tnwaba2r6Thb,
WoT, ZOEMTHETEAZ I, BT
FHgame & MEN 2 HEIGENL

Zld‘icebreaker’

RELIFEND DD X HITH

BIZfibns b ok (Rixontd 20 HFED
RICHEDSTLEITLEZBRAELTNVDS),

%O
WRTHDH
B

e FEH A

X2

communication gamelZ{

code-control/communication game7z & & If:(E
NBHIZHENIT
BbDOEND DL LD D b,

FLREI, WA AR B
< L <,
Zinformation gap7ZsAs
L5 nb, LeLENS,

J}ﬁ;'j L CTw5 X 9 iZcode-control gamell

i\ closed information gap practice T

Stage of teaching

Teacher’s aim

Teacher’s and students’ role

Types of game

practice (drills
and exercises)

hsE2

s T <2 IR 4 12 3 £
L7z LToH
Hj;*t;%;—‘-}”%‘ﬁ,
&3

EB B S
DLFEWITIE L WE
LI TEN S X 9 #%

Presentation FHEEORELR | BWMIBBIIBTL2EROR | HEORRTIZZ 7 A&KTHEE)
ET IV RN N Y 3%
ZOBWRNELZH | FERFEIIEOMTEHIIH | BFOEEDHY
FEIZT 5 LT BLTWwDE I EE2RT | KIS 2 8%, »of%
FEREOHMBE L | XPUST S MELERE
Frvr SR A& HLHE 72 17 B 2 Yes/NoD % 2.
THhd; BMEHEE. TLEHSEHET
FHSHEEY T Lidhw
e.g. O'Grady Says
Controlled FRHIC LTI B2 7222 F 25012 | OB T2y 7 2 &K TER

OV, FRREREIT L
L. WREDOAL v %573
kL H—2 5 A, Bii—H
A A=A, ZNV—TF =27
V=T A TH D
HILEIS LTI —%
[Ach

T5%

BEOEED Y
R L BB 33 % 50
RLdR E
ZIMBEIFIEL S, WYL
I AL SENTIE L WEILIE 2 E 5
VEEH D B

e.g. Who isit?

REEEI

Communicative
practice

s %
- mam

s O 47 B2
EHRABBTERER
fEiotkaze5 2%

Bl 2 FBRE G
Ay T 5. M
RIS 5

FRHZEHOWNTIZ AR 25
EBEF, RT NTNV—TF

ANENTNV—TD LX) HIT

EHEHRORY EVE2T S
WL 7V — T ORGSR %
PEL ., BENRHIIT BN A
A% 25

YhMoBERE LN, WA, <
T INTN—=TTr—u$%
ZIMBEBLEN % HWER O 7280
CEEEZMEDRIEE S W

I SO FES N ER L &L
FREH YD IR DA D % KW
e.g. Describe and Draw, Find

your partner

~Rixon (1981:70) X V&R ; Game A DR PHR~NOEFIIHHIC L S~
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Game 725 task ™~

$ 3 X 1 I[Zinformation gapA3flib N THB H
(AJE, 2013: 127-129), 3H &L V) HTH R
IX. code-controlZz ?d 7A*communicative 7z O 2>
IR E 72 5,

THLATEHRT B HEENIE, AKOral
Approach/Situational Language Teaching® i
NOPTHEIZL, LUTO L) IZHBEhTw
LPPPIER D i #E R (Production) (22w
T Communicative Language Teaching (CLT)
THIE L T 5 X 9 Z“fluency based activities
which focus on information-sharing and
information-exchange” (Richards and
Rodgers, 2014: 37) & O SHEHSHED
HHEZLEL LI L T2LIAITENT S
ERR 5,

= Presentalion. A text, audio, or visual
is used by the teacher to present the
grammar in a controlled situation.

= Practice. A controlled practice phase
follows where the learner says structures
correctly, using such activities as drills
and transformations, gap-fill or cloze
activities, and multiple-choice questions.

= Production. In the production phase,
the learner transfers the structure to
freer communication through dialogues
and other activities, where there is more
than one correct answer.
~Richards and Rodgers (2014: 54) ~

Z 0¥ 2 Jjix. AR (forthcoming) T fiih
TWA I, HRBTNIFEZFELRZ
LA, EBRIZEO HY CTlibE 1)
WE, x5 X512i@3asRvwen) HE

¥ Z. ‘teaching communication (product

oriented) & ‘learning through communication
(process oriented) "MK 5 BRI <
B E — oD HEmOPICHEESESL L)
WHETH D, fEo Ty BAEMIZIZ, EREK2
M communicative practice® ¥ 53 % 45 2 B R
‘Practice’ %+ (less-controlled practice) bl DN
5 3 BB @ P (roduce/roduction) #4512 58
%Kﬁ%@:ybn~w%ﬂbtamx@m
WEER TR IR D, SNIZED
PPPIZ, HfEE ENAnnd, SHELiby
HEWHZLIZLDERERBL, game® &
OR & LR ZWREICT A ke b ZL
Ty T M IdRevel (1979: 90) 4% ‘communicative
teaching D B2 % 503 3 % Z & A¥structural
teachingZ #/Mb3 % 2 & #EKRE 3, #H
BIZENILELEREOBRB LT, 5E

ABESELILERWELTRS S
EEBHFEL RV,

PPPA % 4 VD3 Tlid. Presentr b I
30 Mless-controlled practice¥ T @ Bt B 12,
CLT®weak version2SlZ AT N TWw5E L
RBo Flo. WBEOERFED, AN X %50
REZTTHE L 7 4 TOH DIl E strong
version& 15 b DITHR DLW

RIS, TOHEF, FEPEETHL—
=V 7% 2T 7219804 AR A 5199048 2 Iy
MEGEE A R Nk I o¥ (R QAVAS/AN
BT, X0 AMBI~RB R s 5 ik
ENBEINGSTVWBLIEENMNLTEL,

2. CLT strong/weak version. PPP¢&
Task

HIETCakam L7z & 9 120 FEEISHRT % PPP
B1E. CLTO AL 2 & W1t iZweak version
® % \Zstrong version® # 2. )5 % —EBE N L
725D TdH %o, Weak versionld, communicative
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BEZRRALE (NHZERR)  H15%

competencell DL H 5 B RM - LW %
BRI TN A Z#ESG L, ‘accuracy
practice’ x W THME T 52 2@ LT,
MR SR 2 F T 5 & v ) FE IS
FHHLENTV L HEMTH Ho CLTOY
‘notional-functional syllabus”Ca& % %%, Reading
KRECTWHE L 72/ 50 12 19874E 8 H @
British Council Tokyo® t I +—"7T, Bz T
Functional GrammarlZ Z 724 % B e\ &
DRFEBRTVEDOT, HAROHEFHD X
9 7ztopic syllabus & structural syllabus®
integration syllabusiZ X % 2 — R #§ B D 5 &
WS EHTTRETH %, Arifaccuracy firstd 5
EimThbo

Z MUK L T, strong versionid., flibh

SRHOHNE VKT T, ‘task based/
process based syllabus’iZ 2k { fgEHNE %
‘fluency practice’ % fifi - Tusing language ® ##
BHE2E2E2L0w) b DTH %, Fluency
practice T 5 72 D FESA11E, information
gapDETETH 5 (AJF, 2012, 2013) A%, Bk
WD X 512, A Fcontrolled practicell 453
ENBFHDRRE X I Zclosed information gap
practiceSEfE$ 4 (ibid.) Z &4 5. Rixon
(1981) ®Z&1F % communicative game/practice
strong versionlZ &) b O L) Mk EN
MHFETIE W ED39H 5,

> Ty CADFEBG WK S 5 3 HHK
(communication/task/meaningfulness
principle) @ —2>T® Atask principle = #:4%
FHEE$ 52 L1124 D, ZHidRichards and
Rodgers (2006: 90) 12 X o T*“activities in
which language is used for carrying out
meaningful task promote learning” & E 7% & 11
Twb, LT, CAD LA Tdh 219804
RWIT, 9 L ztasko A ] & L C

‘drawing maps based on oral instruction’?® Z%
FTohTw/iZ &k, Frifftask2’. RiELH
2 IZRixonA%communicative practice® il & L
THIR L T\ B Describe and Draw & [i & D
bOTHAHZLETHRT 2, SZIXESTH
fHcommunication game & task &\ (X B C
VD TH b,

bR Z L3 CLTOMMIERETEH s h
72PPPR ¥ A )V @ %3 Dusing languagell B
bDLFEHDE)ThHb, FHOHMBMEY,
PPPZ & A VOIZHETE M S 725 3B O
PDtaskid, HiO 2 BRED P THib 7255k
FHITKRE ARAFE L 72, HHEAFE (Littlewood,
1981 A% £ 59 5 M T Dimprovisationd = &
THHID) Tholebnzb, ZOERIC
¥ ¥ % R Y. Wright, Betteridge and Bucky
(2006 : 2) A3FERT S, gameld FEH DD
HRZESHECTHLZ LMD, FHEAED
T ADOBERERGEH L ENLEIRETHDL LW
IR ED S DTIE v, Ld, EEH
WKETRELLZHOEETIE, KKo%E
105N EFNDBDTH -7 L2 EET S
EEELLTORY) a—2Zh&8wE Rz
%o TBLTCTHER SN 5D & 9 % FIK T Dtask
Wido& D & L% %2B 3121 Fril
communicative revolution® & 1~ % ¢ 7= 7%
FE% w0 Th b,

3. Task& EfAh X Task-Based
Learning CED LS ICH/HN ZDH

CLT strong version\Z J& 9~ % {E 3 % PPP®
H3BRHICHI LAY D Z LICEHDH B T &
SR 72 5 &, FriiBtask-based syllabusiZ
FHe D KBS RN H50  WE ] 2 o T, A7
L7ZE T MEND LI D. ZD5)5
WEoT, BRoOZELELT, SHEEHZ.
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Game 725 task ™~

#H 9 learning languagefl: Bk D weak version’
EFBEVPBECH> TV L EHEO L S—
Y —IZ & YIS AE L Tusing language D
TEEDHIZET L X 9 L 3 Sstrong version’
EVI LT HHHLAIIC L > TR SN Z 58
BRERE SELHEIFEBTIRL LD
MERTELSLEYD S,
Task2SEZEH SN D & 9127 2 DI1X19804:
REKD SOFEMRIEDTH L5, Z OWFHICH
§ B B O — MBI, Willis (1996) A*
B S 512 85T H WM “any language
learning activity that students do in their
classes, whether it is a language game, a drill,
comprehension questions, a gap-fill exercise,
a simulation or a project” (Littlejohn, 1996)
En)bDTHB, Zid. Rixon (1981)
PR T hgameD EF L D D ED A VE
BRCTfbNTWE 2 LIl b, £LT, 1998
2B L, WillislZ & - T, “ a goal-
oriented activity in which learners use
language to achieve real outcome. In other
words, learners use whatever target language
resources they have in order to solve a
problem, make a list, do a puzzle, play a game,
or share and compare experiences.” (Willis,
1998) & D EHEA R SN, FEURixon (1981)
®communicative game/practice D EFK TH 5.,
CLEEER] BEMNGZHERD-OICE
WEAEDRIIER SRV E W) A ¥ b Hitask
DEFROPTHMER EIND, DO ENH,
tasklZ {Fcommunication gameDIEETE L9
Wi A Y. LUF ISl 5 Willis (1996) @
6 T DtaskDEFRK L E X GDEDL L. ¥H
FHOBRLLBEHROBHIZO 2D D
information gap®3# = # 2. 4. reasoning gap-
opinion gap (A, 2012, 20132 ) D IEALE

BEDERY 2—-2DKE Ktaskz REDT 5
RWETHH LW bNE, 2H L%
EHT 5L HEAOHS - G OEFE LM
BRI ST 560 MO KL s
task Tl W LB T BETH b,

TBL: ® b ) T, Willisid, F8 &30
THEHSHEOBRKRREBRHML, Tl L%
10 U C H & Dinterlanguage (PR S7E) DIk
ROFEERE L R L TV B EHICOR, B
LWk, 41, XWZ2ERELTWDE, 2OF
2 WA S ) S N7z EEAY R Sk
W=V EFERIEEBRETH I EIZEND,
EARN 2 PPPORE 1 - 2 BB TIT b B3R
TR HEOEOMIHREINDL T LI
%5,

F7o, WillisO E5k$ 5 &9 2 HAL Sl
BRENEET 5 72DIIZ LT D 4 DD 5MH
VEZLENTWS

PIBDEM

Exposure : HRIZ A L 72 535 & i
DEWERMEHOW I LT, 87, #
&) iEE) % U TEERE Tl B
T5Z L,

Opportunities to use : HEM L EBER A2 5
HW<T, SlcMHTLZ L, ZOMEMHD
TN YN, BROHT - H A 2256,

JREIL, RT TORG - NI V—TTOR
i~ ATEEET 2 & (monologue) -
#LZ L,

Motivation : ERL®D 220% X5 9 &3 5 HE ik,

HENIEEL V&S

Focus on language form : fbA4 i1t (fossilization)
ERFE, FERBADPMPAS LI T
WR DRSO E BRI 5 1R,
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BEZRRALE (NHZERR)  H15%

~Willis (1998: 4) Xy &R~

HEOPIZ LD L) BREMIFAETLES
AT, FEF L Willis (1996) H33ERT 5
LT @ 6 MifiDtaskd ENh—D, H b nid
ZOMAGHOEEZENEG N2 EITPHLE
Rl s

1. Listing (e.g. Make a list of your
partner of all the animals you can think of
in two minutes.)

2. Ordering/sorting (e.g. In a group put
these animals in order from most-least
frightening/dangerous.)

3. Comparing (e.g. Find as many
differences as you can between the
pictures.)

4. Problem solving (e.g. You work for a
zoo and can only buy one animal. Your
700 is losing money. Decide which animal
you will buy from this list, remembering
that you want to attract new visitors.)

5. Sharing personal experience (e.g.
Write a list of all the wild animals you
have seen. Find out from your partner
how many he/she has seen.)

6. Creative tasks (e.g. Project work /
making a story/play/making a

questionnaire to ask English speaking

visitors to Japan.)
~Willis (1996:28) ~

20044 ®British Council Tokyo Seminar
‘Methodologies and Frameworks Tl&. tasklZ
Wy MEa, TEERHZIRET 5 2 EA5K
YUThsbEwIHEmirmINTwD, o
7RO THEHEBOMERELZZR SN D & &
LFOMIC, FEYBZEREM5PDgaph’
BETENLTH 5,

Willis (1998) (2 & #LiE, TBLTIX, I 9
L 7ztaskiZ X 3 @ X 9 Zframework (3D
Pefild) ZM- COREIMTOND,

312 X iE, Task CycleTid, Task®d Bk
FECIENONHL AR B U T, EHHF T~
DpairPgroup O, B 5 FEEE N %2 1R D
T, I AERFUICETHIIAY 2 5562179 %
KERBDHT LR D, ROPlanningD BT
. HRAEEIEM A L2, 7 ENL A%
B.z27:0 L., #8EI1E, ReportExfECTL W R
WEETHENEZ LT L H0%EHRZ T 5,
Z L T, %% DReport B T 1. fluency/
accuracyfi Jj @ practice& L COHEEZITH
(B HF I A%BE) O Taccuracy b B 5
H D)o WIZK B Language FocusD B T,
2 d Task CyclelZ AT %SRBI OB
%9 5T, HiElform focus DT R HHH %
192 Lil% b, T2 &E TBLA

Language Practice > Analysis of language/

Pre-task (introduction to topic and task instruction)
Task Cycle (Task > Planning > Report)
(Listening to task y recording)

Language Focus (Analysis and practice)
~Willis (1998: 4) ~

— 112 —



Game 725 task ™~

Focus on languageDIgE @R 25 2 & %
RLTEY, Friffuency first O 5 #5 Tdh
LT EDNGHD.

FFo X9 Z&TBL, TBLTS: &M iE % )i
#Fldapproach & 341, R - Mok zfHel) 7%
BOBEILE > TV 525 Kid HIYIZTBL
DFHMEBET TV e S, ZOREIZ
ZITHD 5,

4. Game&Task; PPP&ETBL

Z Z F T, gamektaskiZ DO W TH T DO
WE T TP, ZOREUTOZ &2
Lo TRILERZD !

1. GameldF-\W 7> 5learning language
& using language® Wi /5 @ H 1 % # D #
BiGE) & RfishTwnwiz &

2. Gameld¥IZPLRHE _SHAGMGH D
g6 & L2 M 4 fb E . language
learning game (skill-getting/code-controlled
game) &interaction games (skill-using/
communication game) A HTREgap-principle
OB L RITHE DI R TRAZZ L

3. OLT strong/weak versionlZ #% A TPPP
OBRFAPELEAL L. TBLO JF I PEATH T
X 7o 45 game & taskD B H HYHEBR 12
%A ELWHLNIRoTETHS S

L

4. PPP®D 1% M5 B @ ¥e il AAnalysis of
language/Focus on language >
Practice > PracticelZ® L C. TBLOH:
FADY, Language Practice > Analysis

of language/Focus on languageT & %
Z &,

ZN T, PPPE LTBLIZZNAEED D
D TH A ) Ho Johannes Wognerld 1 ®
‘Games in Language Teaching’ Course® H T,
FHOEMIZH LT, AFDOZ ZTRRLT
W bgamextaskE IFONE 2 TE-THHED
RWEV)EROZ L EBX, UITOR4 O
X 9 7‘game sequence TIREZHK T H 2 &
EREL TS,

CORFEIL. K& e LTt WEET
H NI, PPPOEEE Zgame THEK L & 9
ETHLDOTHLIERHENTH D, T2
I— ZADMED—> L LT, game sequence
DEM DXy FEET B ERDT WD
ZEND, 29 LR EEHINTY S
ZE{aMB, LIz T, ZofME, &
0 fRHEY 72 PPP I AR T AR 5 % &
DTHb, ZTDif. presentation (X 2 &
Blo X952, T OERETHgamed il LiE

Language learning games (code-control games)

Interaction games (communication games)

Roleplays (Hi7p % %568 Tld e S FH A HEHREEY B
I A4 7DD ; communication game)

!
Macro games (HFH-EOEFIRZ/ED 13 X 9 Ztask)

~Wogner(1994) ORI XY 5 FEIRPNIIEEZ A5E M~
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Ewiwenw)Zeiins) BT,
language learning games (code-control

games). interaction games/roleplays% #% T

FEHIZKR Y 2 — A DK E Zrmacro gameslZ F

5 Z M5, accuracy firsttUHFLA & &2 5o
F 72, gameZtask & IFA TH LR LV O

ThHhE, NS 200MFE IV L

WTH Y, HZEPM Tusing language® Jl##f %

177 9 ¥ A accuracy first/fluency first?® &

LHWEEZEL T, FERENRENLZTE

WA Mo TVDANIIEHP - TRLZ LIRS,
TBLASHE L E DB FH TN Tnd & Eh

LHMHAN I ZICH D759,

LR 2 Lid. HARIIH LT, game/task
DOFMEWZE. R E T BEFEOREFEIIN
B3 2 @t) 2 ¥, 2 LT, %58 & Dneeds
IZE - 72 b EY) 2 game/task D EAN % K
LT EIZH%b,

5. £&HELT

fr#flanguage teaching gamesit, Z Z504F
FOMIZ, Bz EHRPEOFEEZELL
THIBOFRELTHEHINENS b,
Communicative Teaching® 58 & L2 Z o
HedbPLFo%LR, SHEHOTzHW
B —Eidtask N EEF L T 5,

K TlE, EHEORTHBEWIZHELNS
gameD AT - MET 2T R o727’ €D &
12 & - T, time-filler& L T ®Ogame® A H M
RO NTZZRTIE R Ve B 431F . vocabulary
gameldtime-filler & HL#% Y game & O HRTIZAL
BEL, #E5Y A PERRDLZTITRIET 2 &
) BEERFEHEERDHLODETHTIUTE
LTHENLTWwa bR %, 6> T PPP
FREIZPIM T T — A Dtime-table 2k
R, MRAEIY B %2 52 bNBRET

bHbHo W3, fEiket al. (2015:72) T

FEFENIBEORFELE L FFE DL T EITHL
Ty RO LX) BRLBAH 2 Z L IZIFEZ v

EREEDNL, “HEEOBERIEHL, RE
FHROFEI OV TWIUET B O EIE BT
5T EIWRETLE ). 722 L, EEMDIC
1O HEEEZPE L, #PH 2 o TEMIMIC
TAMZIToTH, WRT 2 DIE—EH DA
2, L) TENEZ L OFRDFEHTIE R
WTL X9 (ibid.: 72)

Z @ Kk IZlearning/using language @ i [ %*
5gameRtaskD EEEARM I N TV B2
bbb L, EEICERTHEHINTYS
English Communication I ®#F&FH %2 K 5 &,
LRV OFEGD ORI L 3R E & VW) E
REFO, WOPLIDEI B LD TH-72
DH Tl SWEH IO R B EEH
L2 M5, ARMOT > TV zHo
TEFEH % LR, BB 08 bh o T
LES72DDEAHTH L, EHHIZLTD,
game/taskiF EARWICHR SN TLE-TH
Dy FEILY AND 2L ) »iE. &ilo
adaptationBE IS MK £ 5 2157
WIRBLZH B T, SO LX) RHEBICR S
MPZOVTIE, bo k) —FE2EHAQ, £

WCHRES T B BN D B 1 FRERHH. K
o7 —<Lid% ) v,

o Ty BT R bIT W 51980418 LI
M3 % %5
(IATEFL, 2014) & L TJermey Harmer*>Scot
Thornbury(Z & > THMBI N TV BT D 2
HEFIFTHEE W

®communicative revolution(Z

1. CAOFEEILZ, #o—FiEA )
VEROKEZ, FHEOHHLERES %
ERETAIRENR Y T AIEZTs L
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7 L. using language72 \F 2% 5 i X M,
BREOFEFH P SN LM S A AWML
TWwhb, $72, EZEDI2- 3SADT T A
TR Z2using languagell & % %8 &
B O ZBRO ZM LIRS, TV T %
TOOANMBED 7 5 A Tlibh b L Z0D
B R, RERICSEIEFRICET S
AL R F Y v FTEHRKEETWS |

2. SREHGE (function) 1CHE M % E X,
roleplay % 4% i ¢ Elinteraction activity (2
IBWH»FBHICELVELET S
fluency-first (CLT strong version) o fff
VAT EEA S b, {H L. authenticity,
fluency, discovery and collaboration|Z %
A E MBI 2D DIE, FREFEHO
—FHE LCHFEIHZ ONLGE. I
/N T AT, ARENOEEO T O
WEERRINT O, BRI O E I8
VR BN I REMEA E

~IATEFL (2014: 26-27) X Y &R~

LR 2 miE. HiE 7 5 ADSKE TR VA
9 lockstep styledSF D H A O W& HEHE 12
5 EE B TlX. communicative® J5 i Fiy
LT WG F e W 2SN S & RIRIE L

TWEEbRAD, LLA2S, el
PPPZEME L., €2 CTHEDNLIEHEICHL T

b HE R PR Y 72 4 et al. (2015) b, 1=
EOHMWTERGEZEHIN RS LI

RYFEHBEOHEE LTCWAHEND L, W

AT, PPPIE B D 2 DDPICE M H V.
FRBENAI 2= a rETLREDI

LA E VS BRI A EEORE

UTDX)%bDTH5

“EBROFRBISGIZBW T, FIZEKROW

b 5 HEFEETIE 2 O H DPractice b #
FITbN TR DHLDOTIE R
WTL &) Ho RO W THASH
L. HEMEE D LR > TROCEEH
WA, FESLHRICA S HEFTTT . PPP
EN—RE L BERITHI MG, Ihd
Mo 5w —ATEAs, iz %06
H, a3IazHr—vavEHEREVD
B, HL T TREHEEIIRBZEDOP
(i - BEH) THY. ZD72DDOERY)
D2o0P (R)., P (#H) w9
EilkzEhidwirgti, 79 7y
FEEDLZLIZED, LENOIEMERH
RLEED ., EHEICORNDLILIEED
FTHHRWIETY, ” (et al, 2015:
20)

Z 9 L7454 b Z &9 L, using language
OXHOWEHE LT, A F2T20OHITH5
D TgametaskD # 2 i # B A3 5 W
b EIEHATH L, I—RAMBEDOFE
RTdh 5 KFROEER L curriculum
activity’ & L C. time-tabling® Bz F& |2 F T
RIAAT, BEOTIZZOBREE LI NG~
A2 E KW AL D% iEm L TR LW E >
TV D, FEHEZFTRRVESL
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