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Abstract
As interactive, multimodal, immersive, and extremely popular environments, digital
games have received increasing interest from educators in recent years for their potential
to enhance the language learning experience, both inside and outside the classroom.
Review studies from general education have confirmed that “playing computer games is
linked to a range of perceptual, cognitive, behavioral, affective and motivational impacts
and outcomes” Early studies in the area of language acquisition have demonstrated positive
effects of gameplay on motivation, willingness to communicate, language socialization,
and a range of other factors involved in the language learning process. Vocabulary games,
such as word puzzles and word searches, can help learners expand their vocabulary.
Grammar games that involve sentence construction or filling in the blanks can be
particularly effective for practicing grammar. Overall, educational games can be a valuable
tool for second language acquisition, as they offer a fun and engaging way to practice
language skills and deepen understanding of the target language and culture. As a relatively
new field, however, there are significant gaps in the available literature, and many
worthwhile areas remain yet to be explored. In this article, | will describe how research
into digital games relates to earlier research on game-based learning, primarily with
younger learners, before discussing the key areas in which studies have been carried out
and their most important findings. The following sections discuss some of the challenges
faced by the field and suggest future directions for research and development in this field.

Keywords: digital education, second language acquisition, game-bases learning,
vocabulary building, grammar practice, language skills.
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