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Abstract: The current article aims at providing general information about
online games and their effectiveness in foreign language classes. The article also
discusses benefits of online games and gives a variety of online game examples that
can be used in foreign language classes, depending on the level and needs of the
students.
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Learning a foreign language can be challenging, but incorporating online
games into language classes can make the process more engaging and effective.
Most researchers have shown that using games in language learning can activate
students' motivation to learn and help them better remember the language.

Online games have become a popular tool for teaching foreign languages in
recent years. They provide an engaging and interactive way for students to practice
their language skills while also having fun. Here are some of the benefits of using
online games in foreign language classes.

- Firstly, online games can help students develop their vocabulary. Many
games include words and phrases that are commonly used in everyday
conversation. By repeatedly hearing and using these words in the context of the
game, students can improve their understanding and retention of the language.

- Secondly, online games can help with grammar and syntax. Games often
feature multiple-choice questions or fill-in-the-blank exercises that require correct
grammatical usage. This provides students with instant feedback on their
understanding of the language and helps them identify areas where they need
further practice.

- Thirdly, online games can help students improve their pronunciation. Many
games include audio recordings of native speakers pronouncing words and phrases.
By listening and repeating these sounds, students can work on their own
pronunciation and accent.

Moreover, online games can enhance cultural awareness. Many games are set
in different countries or feature cultural references that expose students to new
perspectives and customs. This can help students gain a deeper understanding of
the language and its associated culture, which is essential for effective
communication.
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Finally, online games can make learning enjoyable. Traditional classroom
activities can be repetitive and tedious, but games provide a fun and engaging way
for students to learn. This can help students stay motivated and interested in the
language, leading to better long-term retention of the material.

Online games can be used in all levels and for different interests, making them
a versatile tool for language teachers. They provide active, fun, and interesting
activities that can motivate learners to learn more. Additionally, games emphasize
the meaning in language learning, which can help learners better understand and
remember the language.

One study found that young learners who used instructional games in foreign
language learning showed significant improvement in their language skills.

Another study found that games can trigger students' willingness to learn by
playing games in class and try to relieve associated anxiety [1].

However, it is important to note that the use of online games in language
classes should be done with care and consideration. Teachers should choose games
that are appropriate for the level and age of their students, and that align with the
learning objectives of the class. They should also provide guidance and support to
students during the game, and follow up with a discussion or reflection on the
language learned during the game.

There are a variety of online games that can be used in foreign language
classes, depending on the level and needs of the students. Here are some examples:

Duolingo: Duolingo is a highly-rated educational language learning app that
covers over 20 different languages and is free. This app uses gamification to make
learning a new language exciting and addictive. It includes a mix of vocabulary,
grammar, and listening exercises, with a focus on repetition and reinforcement. The
app also provides instant feedback, which can help students improve their language
skills.

Kahoot!: This platform allows teachers to create interactive quizzes and
games that students can play in real-time using their smartphones or computers.
Teachers can customize questions and answers based on the specific language
concepts they want to reinforce.

Language Zen: This app uses artificial intelligence to personalize language
learning based on each student's strengths and weaknesses. It includes a variety of
game-like exercises, such as matching activities and fill-in-the-blank questions.

Minecraft: This sandbox-style game can be used to create immersive
language-learning experiences. For example, teachers can create a virtual world
where students have to navigate different environments and interact with
characters using the target language. [2]

Rosetta Stone: This language-learning software includes interactive games
and simulations that help students practice speaking, listening, and reading in their
target language. It also includes virtual tutors who provide feedback and guidance
throughout the learning process.

Wordreference.com: While not necessarily a "game," this website is a
valuable tool for language learners. It includes a translation dictionary, verb
conjugation tables, and forums where users can ask questions and get feedback
from native speakers.

Quizlet: Quizlet is an online learning platform that allows students to create
and study flashcards. The platform can be used to study a variety of subjects,
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including foreign languages. Students can create flashcards with new vocabulary

words and practice them using games and other interactive tools.

KLOO: KLOO is an award-winning card game designed as a language learning
tool. In this competitive card game, players work to form sentences in foreign
languages. In this game, players build their vocabulary, as well as learn correct
pronunciation. Currently, KLOO card games come in English, French, Spanish, and
Italian [3].

Overall, there are many different online games and tools that can be used to
support language learning. By selecting the right platforms and activities, teachers
can help students improve their language skills in an engaging and effective way.

In conclusion, incorporating online games into foreign language classes can be
a valuable tool for language teachers. Games can activate students' motivation to
learn, help them better understand and remember the language, and provide an
engaging and fun learning experience. From improving vocabulary and grammar to
enhancing cultural awareness and making learning fun, games provide a valuable
tool for language acquisition. However, it is important to use games with care and
consideration, and to align them with the learning objectives of the class.

As we discussed above, there are many online games that can be used in
foreign language classes to make the learning process more engaging and effective.
Teachers should only choose games that are appropriate for the level and age of
their students, and that align with the learning objectives of the class. They should
also provide guidance and support to students during the game, and follow up with
a discussion or reflection on the language learned during the game.
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