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Abstract 

This research aims to highlight how necessary and important is to apply the ludic approach as 

a teaching tool in teaching a foreign language.  The use of the ludic approach in language 

classes is fundamental to create not only a playful, stimulating, and motivating atmosphere, but 

above all because, as the literature already points out, the game is fundamental for spontaneous 

and motivating learning.  

For this purpose, this modest research aims to apply some games in Italian language classes 

that are chosen according to the age and language level of pupils. The research was carried out 

at a nine-year school in Albania studying Italian as a first and second foreign language. After 

utilizing the games listed below, a questionnaire was handed out to examine various aspects of 

the games used in the lessons, with particular emphasis on the participants' experience, 

preferences, advantages of language learning, and any barriers they encountered. The results 

of the questionnaire revealed that most pupils took part in games in foreign language classes 

and found them useful for improving their language skills. Pupils' favorite games included 

vocabulary, conversation, reading and writing.  The participants appreciated different aspects 

of the games, including the fun they provided, the improvement in language skills, interaction 

with classmates and variation in learning activities. In addition, the use of games has been 

associated with increased student involvement and better motivation to learn a foreign 

language. However, some participants highlighted some challenges in the use of games, such 

as the difficulty in understanding the instructions of the game, the connection between the 

games and learning objectives, and the adaptation of the games to the different language skills 

of the students. Overall, the research highlighted the importance of using games in foreign 

language lessons to make learning more motivating, engaging and effective. The results 
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provided a broad understanding of pupils’ experiences in using games and highlighted the 

importance of viewing games as a valuable tool for teaching foreign language classes. 

 

Keywords: game; foreign language; the ludic approach; teaching tools. 

 

1. Introduction 

Learning a foreign language is a complex challenge that requires the acquisition of linguistic 

skills such as comprehension, oral and written production, grammar and vocabulary. 

Furthermore, learning a foreign language also involves exposure to a new culture and the 

appropriation of new cultural patterns (Chen et. al 2020). In recent years, there has been 

growing interest in using gaming as a teaching method in foreign language classes. The ludic 

approach to language learning offers a dynamic and engaging alternative to traditional 

teaching, which can make language learning more motivating and effective (Sun & Hsieh 

2018). This paper will focus on the importance of ludic approach in foreign language (FL) 

classrooms, examining the reasons why gaming can be an effective teaching strategy to 

improve language learning. The characteristics of the game, its implications for language 

learning and the benefits it can offer to pupils will be explored. Furthermore, the different types 

of games used in foreign language classes will be analyzed, including role-playing games, 

group games, simulation games and digital games. Examples will be presented of how these 

games can be implemented in the classroom and how they can be adapted to different ages, 

language proficiency levels, and objectives of learning. Some of the potential disadvantages 

and challenges associated with using gaming in foreign language classrooms will be discussed, 

such as the need to balance gaming with learning objectives, classroom management, and 

adaptation to pupils' cultural contexts. Through an in-depth analysis of the use of games in 

foreign language classes, this paper will try to provide a comprehensive overview of the topic 

and highlight the importance of the ludic approach to language learning as an effective tool for 

improving motivation, student interaction and learning in foreign language classrooms.  

The ludic approach is an educational approach that uses play as the main tool to facilitate the 

learning and development of children and adults (Zeybek & Saygı 2023); (Caon 2006). This 

methodology is based on the belief that play is a natural and fundamental activity for learning 

and growth, as it actively involves the body, mind and emotions in a complete experiential 

process (Surendeleg et al. 2014). In order to engage with a pedagogy of play in practice, and 

to recognize and hold the importance and value of play and playfulness, we argue that it is 

critical to embody a ludic ontology. Adopting a playfully way of being in the world obviously 
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allows for increased opportunities for playfulness (Leather & Obee 2021). Play-based outdoor 

learning increases interaction with a range of affordances giving opportunities for movement 

in learning. Children assign activities as either play or not play-based on a series of cues. 

Teaching approaches that incorporate cues associated with play can influence pupil 

engagement and involvement in learning (Wainwright et al. 2020). Using games and play as 

part of the curriculum for writing has the potential to reinvigorate contemporary thinking on 

memory, identity, and reflection. All of these allow for pupils to express themselves, reflect on 

their means and process of expression, and think through complex issues (Rouzie 2000).   

The ludic framework works through rhetoric’s of play as a frame of reference; rhetoric’s of 

possibility and invention as a means of production; the acceptance of transformative failure; 

and engages with digital communities to further knowledge through social affinity while being 

grounded in constructionist learning theories. The principles that facilitate this are: curiosity, 

play, flexibility, metacognition, collaboration, invention, persistence, and creativity 

(Christopher 2020). 

The topic "Ludic approach to teach Italian as foreign language (FL)" is of significant 

importance for several reasons: a) Innovative approach to language learning: The use of games 

as a teaching method in foreign language classes represents an innovative approach that can 

offer new perspectives on language learning; b) Improving student motivation and interest: 

Gaming is intrinsically motivating for pupils, as it offers a fun and rewarding experience; c) 

Development of language and communication skills: gaming can offer an authentic context for 

language learning, allowing pupils to develop language and communication skills in a concrete 

and contextualized way; d) Promotion of social and cultural interaction: The game can promote 

social interaction between pupils, encouraging communication in a foreign language between 

peers and teamwork; e) Adaptability to different ages, levels and contexts: The game can be 

adapted to different ages, levels of language proficiency and learning contexts; f) Potential for 

educational innovation: The use of gaming in foreign language classrooms offers opportunities 

for educational innovation and the integration of digital technologies, such as online games or 

language apps, which can enrich the learning experience. Student learning and improve their 

motivation and engagement. (Seaborn & Fels 2015).  

 

2. Literature review 

Games, gamification of learning, and game-based learning are not intended as replacements 

for any current effective pedagogy. Rather, these approaches can be valuable additions to the  
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teaching toolbox that educators can leverage to engage the modern learner.  

What is game-based pedagogy: 1. An approach to teaching that uses games, including video 

games, to promote student motivation, engagement, and learning; 2. An educational 

philosophy, style and approach to promote learning in educational contexts through the use of 

video games, non-digital games, the principles and techniques of embodied learning of games 

and gamification (Gillern 2022). 

There are several theories about gaming that have been developed by psychologists, 

sociologists, philosophers and other scholars, as following: 

a) Recreation Theory: This theory holds that play is a form of recreation or leisure, in 

which people engage in for fun, without a specific goal or purpose. According to this 

theory, gaming serves to reduce stress, improve mood and promote relaxation (De 

Freitas 2018); 

b) Learning Theory: This theory suggests that play is a way to learn new skills and acquire 

knowledge. Through play, people can experiment, explore and face new challenges, 

acquiring cognitive, motor and social skills (Coinu, 2007); 

c) Developmental theory: This theory states that play is an important factor in the 

development of children. Through play, children learn to understand the world around 

them, develop motor, cognitive and social skills and express their creativity and 

imagination (Bondioli,1996); 

d) Socialization Theory: This theory suggests that play is a social activity that helps people 

interact and form bonds with others. The game can promote socialization, improve 

social skills and promote group cohesion (Cassese 2002); 

e) Competition Theory: This theory focuses on the competitive nature of the game and 

emphasizes how the game can involve competition between players. Through 

competitive gaming, people can develop problem solving skills, strategies and learn to 

manage competition in healthy ways; (Caillois 2001).  

f) Catharsis Theory: This theory suggests that play can provide an opportunity for 

emotional release or tension release. Through play, people can express emotions that 

have been inhibited in other situations, promoting emotional catharsis and 

psychological well-being (Freud 1908); (Erikson 1993).  

g) Reality theory: This theory states that games can reflect or imitate reality, offering 

people the opportunity to explore real situations or problems in a safe and controlled 

context. The game can be used as a tool to understand, interpret and deal with reality 

(Piaget 1962); (Vygotsky 1968).   
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h) The Theory of Pre-exercise: This theory of Groos saw in play a phenomenon of growth, 

growth of thought and of activity, and he was the first to ask why the various forms of 

play exist. The play contributes to the development of functions whose maturity is 

reached only at the end of childhood: general functions such as intelligence, etc., to 

which games of trial and error are related, and special functions or particular instinct 

(Gross 1901)   

The term gamification first emerged in 2008 and has gained increasing relevance since the 

2010s (Han 2015). Unlike games, gamification is characterized by its serious purpose. 

Definitions of gamification vary and usually focus on game elements and mechanics or on the 

game process and 

gaming experiences in serious contexts (Deterding, et al. 2011) define gamification as “the use 

of game elements in non-game contexts.” The ludic approach is an educational approach that 

uses play as the main tool to facilitate the learning and development of children and adults. 

This methodology is based on the belief that play is a natural and fundamental activity for 

learning and growth, as it actively involves the body, mind and emotions in a complete 

experiential process. The ludic approach can be applied in different educational contexts, 

including pre-school education, primary and secondary school, vocational training and adult 

education. It is based on the principles of play, such as pleasure, voluntariness, creativity and 

active participation, and emphasizes the importance of creating a playful environment that 

stimulates exploration, discovery, experimentation and collaboration (Chen et al. 2020).  

 

Table 1.  The attitudes of some leading authors regarding the game in the learning process 

 

Author/s Main issues  

Jean Piaget  According to Piaget, play plays a crucial role in the cognitive 

development and construction of knowledge in children. 

Piaget identified two main types of play in children: 

1. Symbolic or pretend play: This type of play involves the use 

of imaginary objects or situations, in which children attach 

symbolic or functional meanings to objects or situations. For 

example, a child might use a spoon as a sword, or play pretend 

to be a doctor or a mother. According to Piaget, symbolic play 

is a complex mental activity that involves the mental 
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representation of objects or situations, and allows children to 

explore and develop their understanding of the world around 

them. 

2. Construction game: This type of game involves the use of 

concrete objects to create and build, such as construction 

games, puzzles or assembly games. This type of play allows 

children to experiment with the physical properties of objects, 

develop their motor skills, and gain an understanding of 

spatial and causal relationships. (Sutton-Smith 1966) 

Johan Huizinga According to Huizinga, play is a form of human activity that 

has its own nature and intrinsic rules, separate from practical 

life and everyday reality. Huizinga emphasizes that game is 

not simply a leisure activity, but is a cultural phenomenon that 

permeates many spheres of human society, including 

language, art, religion, law and politics. 

Huizinga identifies some essential characteristics of the game 

(Von Sydow 2017); (Huizinga 1955)  

Voluntariness: Playing is a voluntary activity, which requires 

active and conscious participation. 

Separation from reality: The game takes place in a space and 

time separated from everyday life, creating an atmosphere of 

freedom from normal social and cultural restrictions. 

Rules: The game has fixed rules and conventions that define 

the limits and boundaries of the gaming activity and guide the 

behavior of the participants. 

Creativity and imagination: The game involves the creativity 

and imagination of the participants, who can invent new 

situations, roles or scenarios. 

Competition or challenge: Often the game involves a 

competition or challenge between participants, with the aim 

of achieving a goal or victory. 
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Experience of pleasure: Play is often associated with a sense 

of pleasure, enjoyment or joy, both in its practice and in its 

outcome. 

Maria Montessori   According to Maria Montessori, play is an essential part of a 

child's learning and development, as it allows them to explore, 

experiment and acquire skills in an active and engaging way. 

In the Montessori method, play is considered as a spontaneous 

and autonomous activity of the child, which develops through 

his interest and intrinsic motivation. Maria Montessori 

believed that play should be free and not imposed, allowing 

children to follow their interests and learn through exploration 

and interaction with the environment. Maria Montessori 

believed that play was a natural activity for children and a 

means through which they could develop their intelligence, 

creativity, autonomy and social skills. Through play, children 

learn about themselves, the world around them and develop 

their motor, cognitive, linguistic and social skills (Lestari 

2020); (Lillard 2019).  

Lev Vygotskij According to Vygotsky, play plays a central role in the 

development of a child's thinking and language. He viewed 

play as a form of social and cultural activity in which children 

learn to use symbolic tools (such as toys, game rules, play 

roles, etc.) to construct meaning and understand the world 

around them. Play allows children to experiment, solve 

problems, communicate, collaborate and develop complex 

cognitive skills such as planning, organizing and regulating 

behavior. Vygotsky argued that play has a unique nature, as it 

offers an opportunity for the child to "be above himself", that 

is, to overcome the limits of his current capabilities through 

interaction with others and with the game environment 

(Nilsson & Ferholt 2014).  

Sigmund Freud According to Freud, play is closely linked to the child's 

psychosexual development and its intrapsychic dynamics. 
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Freud believed that play was one of the main ways through 

which children express their unconscious desires, internal 

conflicts and fantasies. According to Freud, children's play 

also reflected the process of development of infantile sexuality 

(Verenikina & Lysaght  2003;  (Nicolopoulou 1993).  

 

The use of games in language learning can increase pupils' motivation through the playful 

element, the provision of authentic contexts, competition or collaboration, immediate feedback 

and variety of activities. However, it is important to balance the use of games with learning 

objectives and ensure that they are appropriate for the pupils' skill level and the needs of the 

curriculum. 

Table 2.  Types of games in language learning classrooms 

Type I Vocabulary games 

Type II Grammar games 

Type III Conversation games 

Type IV Listening games 

Type V Reading games 

Type VI Writing games 

Type VII Culture games 

 

The type of games used was drawn by different authors (Caon&Rutca 2004); (Katemba & 

Sinuhaji 2021); (Daloiso 2006); (Saricoban & Metin 2000); (Fiorentino 2023).  

 

3. Methodology of research 

The present study was conducted over a three-month period at a middle and junior high school 

located in Tirana, Albania. The research involved a sample of 231 students, encompassing a 

range of age groups and varying levels of language proficiency within the educational 

institution. 

 

➢ Research question:  

1. To what extent is the ludic approach implemented in Italian language classrooms? 

2. What are the impacts of implementing this approach on student learning and 

engagement? 



International Journal of Social and Educational Innovation (IJSEIro) 

Volume 12/ Issue 23/ 2025 

 

408 
 

3. How do students perceive the use of the ludic approach in their language learning 

experience? 

 

➢ Research design  

The research design was delineated into four distinct phases:   

1. The Preliminary Phase, focused on the selection and preparation of suitable educational 

games tailored to each class. This process was guided by a careful evaluation of the 

students' ages, developmental stages, and linguistic abilities, ensuring alignment with 

the instructional objectives of the intervention. Additionally, specific teaching materials 

were developed to enhance the implementation, including resources designed to meet 

the individual needs of learners. 

2. The Implementation Phase, involved the practical application of the selected games 

within classroom settings. Systematic observations were conducted, accompanied by 

comprehensive field notes detailing the extent to which the learning objectives were 

met. Data collection focused on student engagement, participation levels, emotional 

responses, and any challenges arising during the activities. 

3. Data Collection Phase. A structured questionnaire was developed and administered to 

gather insights into students' perceptions, experiences, and needs regarding the 

integrated activities. This instrument facilitated both qualitative and quantitative 

feedback from the participants. 

4. Data Analysis Phase, incorporated the systematic evaluation of questionnaire 

responses, utilizing descriptive and inferential methods to elucidate trends, patterns, 

and potential areas for further pedagogical development 

 

➢ Materials and Resources: The instructional materials utilized throughout the study 

included photocopies, colored markers, blank paper, photographs, visual images, 

scissors, glue, laptop and projector. (Every material and support was provided by us).  

 

➢ Classroom Organization: Activities were conducted using a blended approach, 

combining collaborative group work with individual tasks, in order to promote both 

peer interaction and independent learning. 
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3.1.Questionnaire Design, Validation, and Data Application 

Following the initial development, the questionnaire underwent a piloting phase with a 

purposive sample of fifteen (15) pupils. This phase aimed to assess the clarity, 

comprehensibility, and relevance of the questionnaire items, thereby ensuring face and content 

validity. Feedback from the pilot group was systematically analyzed to identify items requiring 

modification, removal, or expansion. Subsequent revisions were made to enhance the 

instrument's construct validity and ensure alignment with the research objectives. Prior to full-

scale administration, the finalized version of the questionnaire received formal approval from 

the teaching staff and school leadership. Additionally, informed consent was obtained from all 

participating pupils, who were thoroughly briefed on the purpose and scope of the study, in 

line with ethical research practices. 

The data generated by the validated instrument were analyzed through both descriptive and 

inferential statistical methods to ensure robustness and reliability of the findings. The insights 

derived from the analysis informed the iterative design and refinement of didactic materials, 

which were subsequently implemented in classroom settings. This cyclic process allowed for 

the empirical validation of the data in a real-world pedagogical context, where the materials 

and methods were effectively "field-tested" for their efficacy in supporting the acquisition of 

Italian as a foreign language through ludic methodologies. 

Classroom observations and post-intervention feedback revealed significant pedagogical 

benefits, including enhanced learner motivation, increased spontaneous participation, 

heightened learner satisfaction, and improved classroom management dynamics. These 

outcomes suggest that the integration of game-based learning strategies not only fosters greater 

engagement and learner autonomy but also contributes to the creation of a more positive and 

effective learning environment. The didactic materials and approaches presented in this study 

thus offer a replicable model for leveraging ludic methodologies in foreign language education. 

 

Data related to the sampling of the study 

 

 

 

 

 

 

 

231 students 

 
Sample of study 

Elementary 

school in Tirana Classes 5, 7, 8, 9 
Italian as  a first and second 

language 
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3.2.Types of games  

Following the selection of the games and their implementation in different classes, we are 

presenting only a selection of them.  Although other games were conducted, in this paper we 

have chosen to present one game per grade.  

The types of games used for this paper are presented as follows:  

Title: "City Comparison Project" Developed for Fifth Grade.  

 

• First game  

Theme: Comparing Italian Cities - Exploring Culture and Traditions 

Type of Activity: Group activity using authentic materials 

Linguistic Objectives: Vocabulary related to Italy, culture, and traditions, comparing with my 

city, developing oral production skills. 

Cognitive Objectives: Developing skills in processing and selecting information, deepening 

understanding of Italian culture. 

Relational Objectives: Ability to work in a group, mediate to achieve objectives in the interest 

of the group. 

Language Level: A2  

Language Type: FL 

The teacher reports that at the end, for each student who works diligently and demonstrates 

interest and creativity in constructing the material, a certificate acknowledging the milestone 

achieved will be given. 

 

         

 

• Second game  

Title: "Childhood Memories" goose game to reinforce the use of the Imperfect, suitable for 

pupils concluding the A2 level path or pupils at an initial B1 level. 

Linguistic Objectives: Correct use of grammar, expressing memories or past situations using 

the imperfect tense. 
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Cognitive Objectives: Developing the ability to recall imperfect tense rules and its usage in 

narration, creating sentences correctly. 

Language Level: From A2 onwards. 

Language Type: FL Activity Suitable for Any Type of Student 

Activity Organization: Groups of 3/4 pupils. 

When to Use the Activity: At the conclusion of the imperfect tense theme 

Estimated Duration: 15 minutes 

 

                                          

 

• Third game  

Theme: Visiting Italy (where and why) 

Type of activity: group activity with materials created by the pupils 

Language objectives: travel/holiday vocabulary, develop comprehension skills, production. 

Cognitive objectives: development of the ability to select and process information, knowledge 

of the euro and travel/holiday vocabulary. 

 

                                                        

• Fourth game  

TRIS developed game 

The game was developed during the hours where the theme of the superlative had to be 

explained. We show to the pupils a related video to the theme 

(https://www.youtube.com/watch?v=E2nAqGToIT0), and to also be able to listen to the 

listening exercises that were found in their textbook.  
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The different teaching materials and image used were taken from the site 

(https://italianoperstranieri.loescher.it/)  

 

• Fifth game  

Theme: expressing emotions in the past tense 

Type of activity: card game 

Linguistic objectives: vocabulary/grammar emotions/telling in the past tense. 

Cognitive objectives: develop the ability to remember emotions and feelings and describe 

them correctly in the past tense. 

Relational goals: ability to express one's feelings or memories to others. 

 

                                                

 

4. Findings and results  

The quantitative data derived from the administered questionnaire offer significant insights into 

the extent of students' prior engagement with ludic activities within the realm of foreign 

language education. Specifically, as depicted in Figure 1, among the 231 respondents, 85.7% 

reported having engaged in game-based activities during their foreign language lessons, while 

14.3% indicated no prior exposure to such methodologies. 

This distribution underscores a predominant familiarity among participants with the 

incorporation of games as pedagogical tools in language instruction, suggesting a 

commendable level of exposure to ludic teaching practices. Conversely, the 14.3% minority 

signifies learners for whom these methodologies were either unfamiliar or 

inadequatelyemployed in prior educational contexts. Thus, these preliminary findings establish 

https://italianoperstranieri.loescher.it/
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a valuable foundation for subsequent investigations into students' perceptions and the 

effectiveness of ludic approaches in enhancing their learning experiences and outcomes. 

 

  

Fig. 1  

 

The data illustrated in Figure 2 reveals that 37.6% of respondents perceive games as a highly 

effective tool for language learning, while an additional 26.8% consider them simply useful. In 

contrast, 13.5% of participants expressed neutrality regarding the role of games in language 

acquisition. Conversely, 12.6% viewed games as not very useful, and 9.5% assessed them as 

entirely ineffective. 

These results indicate that a significant majority, totaling 64.4%, endorse the pedagogical value 

of games within language learning environments. This majority reflects a strong consensus 

regarding the effectiveness of playful methodologies among learners. However, the presence 

of a smaller, yet significant, percentage of students who adopt neutral (13.5%) or negative 

(22.1%) positions suggests that individual learning preferences and prior experiences likely 

influence attitudes toward game-based instruction. Such variability highlights the necessity for 

differentiated approaches when incorporating playful elements into language teaching 

practices, ensuring that diverse student needs are met. 

 

 

Fig. 2 

 

The data presented in Fig. 3 indicate that a significant proportion of participants demonstrated 

a marked preference for vocabulary and conversation-based games in foreign language  

85,7% 14,3%

Yes No

1.Have you ever played games in your foreign 

language lessons?

37,6% 26,8% 13,5% 12,6% 9,5%

Very

useful

Useful Neutral Not very

useful

Not useful

2. What do you think about games as a language 

learning tool? 
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instruction, with 24.2% and 26.4%, respectively, favoring these formats. In contrast, only 

12.2% expressed a preference for grammar-centered games, while listening games garnered 

7.4%. Reading and writing games were preferred by 20.7% and 8.3% of participants, 

respectively. A mere 0.8% selected the “Other” category. 

These findings implicate that among various game-based activities, vocabulary, reading, and 

conversation games are notably favored. The remarkable inclination towards conversation 

games—26.4%—alongside a substantial preference for vocabulary games—24.2%—

underscores the essential role of interactive and communicative tasks in enhancing student 

engagement and supporting effective language acquisition. This trend reveals that learners may 

be more inclined towards activities that not only promote active involvement but also facilitate 

the development of practical linguistic capabilities relevant to real-world communication. 

 

 

Fig. 3 

 

The data presented in Figure 4 indicates that a substantial 37.2% of participants identify 

enjoyment as the primary benefit of integrating games into foreign language instruction. 

Additionally, 20.8% of respondents acknowledged that games contribute to the enhancement 

of their language skills. A noteworthy 23.9% highlighted the role of games in promoting 

interaction among peers, and 17.3% pointed to the diverse learning experiences facilitated by 

these activities. Remarkably, only 0.8% chose the "Other" category without providing any 

further details. 

These findings suggest that the predominant appeal of games within educational contexts lies 

in their ability to create an engaging and enjoyable learning atmosphere. This enjoyment not 

only supports language acquisition but also fosters social interaction and introduces varied 

pedagogical approaches. The significant focus on enjoyment (37.2%) illustrates the 

motivational power of playful activities, affirming the numerous benefits associated with 

game-based learning in the realm of foreign language education. 

24,2%
12,2%

26,4%
7,4% 20,7% 8,3% 0,8%

Vocabulary

games

Grammar

games

Conversation

games

Listenning

games

Reading

games

Writing

games

Others

3. What types of games do you prefer to use during foreign language lessons? 
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Fig. 4  

 

The data illustrated in Figure 5 reveal that 26.4% of participants view the enhancement of pupil 

motivation as the foremost advantage of incorporating games into foreign language instruction. 

Additionally, 33.3% of respondents underscored heightened student engagement as the primary 

benefit. A further 25.2% indicated that game-based activities lead to more effective learning 

outcomes, while 15.1% recognized the diversity of learning activities afforded by games. 

Notably, none of the participants opted for the "Other" category. 

These findings suggest that a significant majority of respondents acknowledge the principal 

benefits of game-enhanced learning in foreign language education, particularly in terms of 

motivation, engagement, and improved educational outcomes. This underscores the diverse 

impact of playful methodologies on the educational experience, highlighting their potential to 

enrich both the emotional and cognitive dimensions of language learning. 

 

 

Fig. 5 

 

In the findings presented in Figure 6, an impressive 93.9% of participants reported a marked 

improvement in their language skills attributed to the use of games in foreign language 

education, while only 6.1% did not observe such benefits. This considerable statistic indicates 

that a vast majority of participants recognize a substantial enhancement in their linguistic 

abilities resulting from game integration in the learning environment. Such evidence 

underscores the effectiveness of playful pedagogical approaches and emphasizes the role of 

game-based activities in advancing language acquisition outcomes. 

 

37,2%
20,8% 23,9% 17,3% 0,8%

Fun Improving

language

skill

Interaction

with friends

Variation in

learning

activities

Others

4. What do you like most about games in foreign 

language lessons?

26,4%
33,3%

25,2% 15,1% 0,0%

Increasing

motivation

Students

engagement

Effective

learning

Variety of

activities

during

learning

Others

5. What do you think is the main advantage of using 

games in foreign language lessons?
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.  

Fig. 6 

 

The data presented in Fig. 7. reveals significant insights regarding the obstacles associated with 

incorporating games into foreign language instruction. Notably, 25.5% of participants 

indicated that difficulties in understanding game instructions serve as a considerable barrier to 

effective utilization. Additionally, a similar subset of 27.3% expressed concerns about the 

alignment of games with defined learning objectives. More prominently, 38.9% of respondents 

emphasized challenges in adapting games to meet the diverse language proficiency levels of 

students. Only a minority, 8.3%, chose the "Other" response without elaboration. 

These findings imply that, despite a general acknowledgment of the advantages of game-based 

learning, several critical challenges must be addressed to facilitate effective implementation. 

Specifically, issues surrounding the clarity of instructions, alignment with educational goals, 

and adaptability for varying proficiency levels warrant further exploration to enhance the 

integration of gamified strategies in foreign language education. 

 

 

Fig. 7 

 

The data presented in Figure 8 reveals significant insights into educators' perceptions regarding 

the integration of games in foreign language instruction. Notably, 29.4% of respondents assert 

the importance of selecting games tailored to the pupils' proficiency levels. Additionally, 

22.0% emphasize that it is essential for teachers to provide clear explanations of the game rules. 

Furthermore, 31.2% acknowledge challenges in aligning games with specific learning 

objectives, while 17.4% advocate for incorporating a variety of games. These findings 
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underscore that effective use of gaming in language education necessitates clarity in 

instructions, alignment with educational goals, and consideration of students' diverse language 

abilities.  

 

 

Fig.8  

 

The data presented in Figure 9 reveals that 25.1% of participants expressed a strong motivation 

to learn a foreign language when games were incorporated into their lessons, while 26.4% 

indicated a general sense of motivation. A notable 22.6% maintained a neutral stance regarding 

their motivation levels, in contrast to 17.7% who reported feeling slightly motivated and 8.2% 

who stated they experienced no motivation whatsoever. 

These results indicate that a significant portion of participants—51.5%—demonstrated 

moderate to strong motivation when engaging with gamified learning approaches. Conversely, 

30.5% of the respondents conveyed either neutral or minimal motivation, suggesting variability 

in individual reactions to game-based pedagogy. This underscores the potential for games to 

enhance learner motivation broadly, yet it also emphasizes the necessity for educators to tailor 

their strategies to accommodate those who may not find such methods equally effective. 

 

 

Fig. 9 
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Regarding our experience, the problems encountered: 

a) Lack of interest on the part of pupils in considering this language as a language that 

will not create many opportunities for them, for example compared to the English 

language; 

b) Very poor student vocabulary; 

c) The lack of many teaching materials as an obstacle for teachers but also for pupils, and 

if a teacher has the desire to use gaming as much as possible during the lesson, he must 

spend time, energy, but also has economic costs for private purchase of tools, even if 

these "tools" are very basic in nature. 

We tried to overcome the problems: 

a) Increasing the motivation of pupils to be involved in learning the Italian language in a 

natural way through games that have a specific purpose related to the achievement of 

the objectives of the lesson; 

b) Regarding the weak vocabulary of the pupils, this problem highlights the importance 

of performing as many games as possible related to the vocabulary; 

c) The lack of didactic tools due to the lack of public funding was solved through games 

created with circumstantial tools, provided by the "teacher" himself and which can often 

be recycled material. 

 

5. Conclusions 

The conclusions of this research can be divided into theoretical and practical levels. At a 

theoretical level, through an in-depth review of the literature, they can be summarized as 

follows: 

The use of games in learning Italian as a foreign language is important for several reasons: 

1. Active Engagement: Games provide an opportunity to actively engage pupils in 

learning. They actively participate in gaming activities, stimulating their participation, 

motivation and interest. This helps them maintain attention and enthusiasm during the 

learning process. 

2. Meaningful learning: Games provide a context in which pupils can apply language 

knowledge in a practical and meaningful way. Through games, they can practice 

language skills, such as speaking, listening comprehension, reading and writing, in 

authentic and fun situations. This type of experiential learning promotes better 

memorization and understanding of new words and linguistic structures. 
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3. Motivation and fun: Games offer an element of fun in language learning. Pupils 

perceive the activity as a moment of leisure and entertainment, and this helps to keep 

motivation high. The fun that comes from playing games can create a positive 

atmosphere in the classroom, increasing pupils' interest and enthusiasm in learning 

Italian. 

4. Social Interaction: Games promote interaction and collaboration among pupils. They 

often require teamwork, discussion and communication in Italian. These activities 

encourage oral practice, the exchange of ideas and cooperative learning, improving 

pupils' communication skills and developing their confidence in using the language. 

5. Reduction of language anxiety: The game creates a relaxed and informal environment 

in which pupils can experiment with the language without fear of making mistakes or 

being judged. This helps reduce linguistic anxiety, encouraging greater participation 

and confidence in using the Italian language. 

6. On a practical level, the conclusions of this study can be summarized as follows: 

a) The use of games in learning Italian as a foreign language offers numerous 

advantages, including active involvement, meaningful learning, motivation, 

fun, social interaction and reduction of linguistic anxiety. Gaming in learning a 

foreign language make language learning more effective, enjoyable and 

stimulating for pupils. 

b) Of the 231 pupils involved in the study, 85.7% reported that they actively 

participated in the games during lessons. This indicates significant student 

interest and participation in this teaching methodology. 

c) 20.8% reported that they had improved their language skills thanks to the use of 

games. This result suggests that games can have a positive impact on learning 

the Italian language, stimulating pupils' interest and attention and allowing them 

to practice the language in a fun and engaging way. 

d) Another interesting data is that 37.6% consider games as an indispensable 

educational tool. This result shows that games are not just an optional activity, 

but are perceived as an essential component of language education. 

e) 37.2% said they prefer games for the fun they offer. This highlights the 

motivating aspect of games in the learning process, as pupils find pleasure in 

participating in playful activities that actively involve them. 
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In summary, the results of the study demonstrate that the use of games in learning the Italian 

language was well received by pupils, contributed to the improvement of their language skills 

and aroused positive interest and motivation. These results suggest that integrating games as a 

teaching tool can be an effective strategy to make learning the Italian language more 

stimulating and engaged.    

 

5.1. Suggestions 

The adoption of innovative methodologies in foreign language education, specifically in the 

teaching of Italian, is increasingly recognized as a crucial strategy for elevating student 

engagement and improving academic outcomes. This paper delineates various effective 

solutions aimed at overcoming the challenges that arise during the integration of language 

learning games into educational practice. 

a) To begin with, it is vital to create an engaging learning environment that sparks students' 

interest. Educators can foster motivation by involving learners in projects that explore 

Italian culture, such as the production of videos, podcasts, or presentations on topics 

that resonate with students' personal interests. Additionally, organizing cultural events 

or establishing partnerships with Italian educational institutions can provide authentic 

opportunities for students to experience the language and culture firsthand, thereby 

enriching their overall educational experience. 

b) The integration of information and communication technologies (ICT) serves as 

another transformative opportunity for language instruction. The strategic use of mobile 

applications, online platforms, and other technological resources can rejuvenate the 

learning experience, rendering it more interactive and accessible. Modern technology 

not only captivates students' attention but also accommodates individualized learning 

pathways tailored to the diverse learning styles present within a classroom. 

c) Project-based learning represents another effective strategy that emphasizes the 

practical application of language skills in real-world scenarios. By engaging students 

in projects that require them to utilize the Italian language to solve relevant problems 

or engage in meaningful discussions, educators can significantly enhance both 

motivation and practical competence. This method not only bolsters language 

proficiency but also fosters critical thinking and collaborative skills among students. 

d) In situations where teaching resources may be scarce, educators are encouraged to seek 

supplementary materials from external sources. Collaborating with local libraries or 
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community organizations can greatly enhance the availability of valuable resources 

such as books, magazines, and digital platforms that support Italian language education. 

e) Furthermore, the incorporation of language games into the curriculum proves 

particularly advantageous for vocabulary enrichment. Activities involving vocabulary 

challenges, word games, and crosswords actively engage students in the learning 

process. The utilization of mobile apps or online platforms can further enhance the 

interactivity of these activities, transforming vocabulary acquisition into an enjoyable 

experience. 

f) For educational institutions that face limitations in teaching materials, it is essential to 

inspire educators to develop innovative resource materials. Initiatives such as the 

creation of video tutorials, interactive e-books, or dedicated websites for Italian 

language study not only expand resource availability but also captivate students' 

imaginations in novel ways. 

g) Promoting the use of digital educational tools is also vital, especially when students 

privately acquire resources. Advocating for the adoption of free or low-cost digital tools 

can democratize access to high-quality learning materials. Many platforms provide 

engaging exercises, games, and instructional content that can be shared in workshops 

designed to empower students to maximize the utilization of these resources. 

h) Finally, engaging the local community profoundly enriches the learning experience. 

Initiatives such as establishing cultural exchanges with Italian institutions, inviting 

native speakers as tutors, or facilitating access to Italian cultural events significantly 

broaden students' exposure to the language beyond the confines of the classroom. Such 

collaborations deepen understanding and appreciation of the Italian language and 

culture, ultimately enhancing student learning and engagement. 

In conclusion, the implementation of creative and collaborative strategies involving students, 

educators, parents, and the community holds substantial promise for improving the teaching 

and learning of Italian as a foreign language. 
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