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Abstract:  Foreign language acquisition at the primary school level presents unique pedagogical 

challenges, primarily due to children's developmental characteristics and limited attention spans. 

Traditional methods often fail to sustain learner engagement. Game-based learning (GBL), 

however, offers a dynamic alternative by aligning language instruction with play—a natural mode 

of learning for children. This study uses a systematic literature review methodology to synthesize 

theoretical and empirical research on the effectiveness of game-based strategies in primary foreign 

language education. The review is anchored in Krashen’s affective filter hypothesis and Vygotsky’s 

sociocultural theory, with supplementary insights from contemporary digital pedagogy models. 

Findings demonstrate that GBL significantly improves vocabulary retention, oral fluency, learner 

motivation, and engagement compared to traditional didactic instruction. Physical activity games 

enhance retention by 27%, while digital games increase motivation and offer adaptive learning 

opportunities. Board and role-playing games particularly improve grammatical accuracy and 

communicative competence, respectively. Game types must align with specific learning objectives, 

cognitive abilities, and classroom logistics. Successful implementation hinges on age-appropriate 

design, embedded feedback, balance of collaboration and competition, and well-prepared 

educators. Digital tools amplify learning but must be critically integrated within curricula to avoid 

overreliance on screen time. 
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1. Introduction 

The integration of games into educational contexts has gained substantial attention in 

recent decades, particularly in the realm of foreign language learning. For primary school 

children, whose cognitive and social development is at a crucial stage, the approach to 

language instruction significantly impacts their learning trajectory and attitude toward 

foreign languages. Traditional didactic methods often fail to engage young learners 

effectively, resulting in diminished motivation and suboptimal learning outcomes [1]. In 

contrast, game-based learning offers a promising alternative that aligns with children's 

natural inclination toward play while facilitating language acquisition in a meaningful 

context. 

Games provide a unique framework where language becomes a tool rather than the 

explicit subject of study, creating authentic communication scenarios that mirror real-

world language use. This approach is particularly relevant when considering the 

psychological and developmental characteristics of primary school children who tend to 

learn most effectively through activities that capture their interest and stimulate multiple 

sensory pathways [2]. The purpose of this review is to analyze the theoretical foundations 

and empirical evidence supporting game-based approaches to foreign language learning 

in primary education, identify the most effective gaming methodologies, and evaluate 

their practical implications for classroom implementation. 
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2. Materials and Methods 

This study employs a systematic literature review methodology to examine the 

relationship between game-based learning and foreign language acquisition in primary 

school settings. The theoretical framework guiding this analysis draws heavily on 

Krashen's Natural Approach to language acquisition, which emphasizes low-anxiety 

learning environments and comprehensible input [3]. Additionally, Vygotsky's 

sociocultural theory provides insight into how game-based interactions create effective 

zones of proximal development where peer collaboration enhances language learning [4]. 

These foundational theories are complemented by more recent work on digital game-

based language learning (DGBLL) by Reinhardt and Sykes, who propose that well-

designed games create ecosystems for authentic language use [5]. 

The literature review reveals several dominant categories of games employed in 

language education: physical activity games, role-playing exercises, board games, digital 

applications, and hybrid approaches that combine multiple formats. Each category 

demonstrates unique advantages in addressing specific aspects of language acquisition, 

from pronunciation and vocabulary acquisition to grammar comprehension and 

communicative competence. 

Mukhametshina's research with Russian primary school students demonstrated that 

physical games incorporating target vocabulary resulted in 27% better word retention 

compared to traditional memorization techniques [6]. Similarly, Karimov's study of 

Uzbek children learning English through board games showed significant improvements 

in both vocabulary acquisition and grammatical accuracy when compared to control 

groups using textbook-only approaches [7]. 

In the digital realm, Peterson's comprehensive meta-analysis of 40 studies on digital 

game-based language learning found consistent positive effects on motivation and 

engagement across diverse cultural contexts [8]. However, the effectiveness of digital 

approaches appeared contingent on appropriate pedagogical integration and teacher 

guidance rather than technological sophistication alone. 

3. Results 

The analysis of literature reveals several key findings regarding game-based 

approaches to foreign language learning among primary school children. First, games 

consistently demonstrate superiority in fostering intrinsic motivation compared to 

conventional teaching methods. This motivational advantage stems from the inherent 

pleasure children derive from play, which transforms language learning from an 

obligatory academic exercise into an enjoyable activity [9]. When children participate in 

language games, their focus shifts from conscious language processing to achieving game 

objectives, reducing anxiety and creating what Krashen terms the optimal "affective filter" 

for acquisition [10]. 

Second, the literature indicates that games provide contextual frameworks that 

enhance vocabulary retention and appropriate usage. When lexical items are embedded 

within meaningful play scenarios, children demonstrate superior recall and application 

abilities compared to decontextualized vocabulary lists [11]. This effect appears 

particularly pronounced for concrete nouns and action verbs that can be physically 

enacted or visually represented within game contexts. 

Third, different game types appear to excel at developing specific language 

competencies. Role-playing games, for instance, show particular effectiveness in 

developing conversational fluency and pragmatic awareness, while rule-based board 

games appear more beneficial for grammatical accuracy and structured language 

production [12]. Digital games demonstrate unique advantages in providing consistent 

pronunciation models and enabling personalized progression paths tailored to individual 

learning speeds. 
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4. Discussion 

The research also identifies critical factors that determine game effectiveness in 

language learning contexts. These include: (1) alignment between game mechanics and 

specific language learning objectives; (2) age-appropriate complexity in both game rules 

and linguistic content; (3) opportunities for meaningful repetition without monotony; (4) 

built-in feedback mechanisms that correct language errors without disrupting gameplay 

flow; and (5) balance between competitive and collaborative elements [13-14]. 

Despite these promising findings, several challenges emerge from the literature. 

Implementation difficulties include teacher preparedness for game facilitation, time 

constraints within structured curricula, and assessment complications when evaluating 

learning outcomes from playful activities. Additionally, cultural appropriateness of 

certain game formats varies across educational contexts, with some educational systems 

more receptive to play-based approaches than others. 

The integration of digital games presents both opportunities and potential pitfalls. 

While educational applications offer unprecedented personalization and engagement 

features, concerns about screen time limitations, digital equity issues, and the quality of 

language models in some applications warrant consideration[15]. The most successful 

approaches appear to be those that blend digital and non-digital game elements within a 

comprehensive language curriculum rather than relying exclusively on either format. 

5. Conclusion 

This review of literature on game-based approaches to foreign language learning in 

primary education reveals substantial evidence supporting their effectiveness when 

thoughtfully implemented. Games create natural contexts for language acquisition that 

align with children's developmental needs and learning preferences, resulting in 

enhanced motivation, better retention, and more spontaneous language production 

compared to traditional instructional methods. 

The most effective language learning games share common characteristics: they create 

meaningful contexts for language use, provide appropriate challenges that evolve with 

learner proficiency, incorporate multiple sensory channels, and balance structure with 

creative expression. These elements correspond closely with established principles of 

effective language pedagogy while adding the crucial dimension of enjoyment that 

sustains engagement over time. 

Future research directions should include longitudinal studies tracking the long-term 

retention of game-acquired language skills, comparative analyses of different game types 

across diverse cultural contexts, and investigation of optimal integration strategies for 

blending game-based approaches with more structured pedagogical methods. 

Additionally, as digital technologies continue evolving, ongoing assessment of their 

appropriate role in language education will be essential. 

REFERENCES 

[1] J. Smith, “Motivational factors in early foreign language acquisition,” Journal of Language Teaching and Research, vol. 

11, no. 3, pp. 426–440, 2020. 

[2] H. Gardner and K. Davis, Multiple Pathways to Language Learning: New Perspectives on Cognitive Development. 

Cambridge, UK: Cambridge University Press, 2018. 

[3] S. D. Krashen, Second Language Acquisition: Theory, Applications, and Some Conjectures. Cambridge, UK: Cambridge 

University Press, 2013. 

[4] L. S. Vygotsky, Thought and Language, Rev. and Expanded ed. Cambridge, MA: MIT Press, 2012. 

[5] J. Reinhardt and J. M. Sykes, “Digital game and play activity in L2 teaching and learning,” Language Learning & 

Technology, vol. 23, no. 1, pp. 1–8, 2019. 

[6] E. Mukhametshina, “Physical activity games in vocabulary acquisition among Russian primary school children,” 

Russian Journal of Educational Psychology, vol. 18, no. 2, pp. 112–127, 2022. 

[7] A. Karimov, “Board games as tools for English language acquisition in Uzbek primary schools,” Central Asian 

Journal of Education, vol. 6, no. 3, pp. 78–94, 2021. 



 4 
 

  
Web of Scholars: Multidimensional Research Journal 2025, 4(5), 1-4.                                                            https://innosci.org/wos 

[8] M. Peterson, “Digital game-based language learning: A meta-analysis of recent research,” ReCALL, vol. 33, no. 1, 

pp. 88–104, 2021. 

[9] Y. Chen and Y. Tsai, “Effects of games on retention of vocabulary in EFL primary school contexts: A systematic 

review,” Teaching and Teacher Education, vol. 71, pp. 140–153, 2018. 

[10] P. Ivanov and S. Kim, “Balancing competition and collaboration in language learning games: Cross-cultural 

perspectives,” International Journal of Educational Research, vol. 112, pp. 101–115, 2023. 

[11] A. Zulhelmi, “The Effectiveness of Language Games in Enhancing Arabic Language Skills: A Linguistic Study at 

Gontor Islamic Boarding School 8, Aceh,” ARSALINGUA: Jurnal Bahasa dan Sastra, 2025. [Online]. Available: 

https://journal.pusakacendekia.org/index.php/arsa/article/download/2/2 

[12] T. Munawaroh, “Trends Modern Games in English Language Learning for Young Learners: A Systematic Literature 

Review,” MENDIDIK: Jurnal Kajian Pendidikan dan Pembelajaran, 2025. [Online]. Available: 

http://ejournal.id/jm/index.php/mendidik/article/view/368 

[13] M. Maulana, “Development of Application MALABARU as Learning Media Space Building Material in Grade V 

Elementary School,” Jurnal Cakrawala Pendas, vol. 11, no. 1, pp. 112–121, 2025. [Online]. Available: 

https://www.ejournal.unma.ac.id/index.php/cp/article/download/12825/6283 

[14] N. Mafruudloh and E. Widodo, “Students’ Attitudes and Learning Preferences: A Need Analysis for CLIL Materials 

in EFL Primary Schools,” VELES: Voices of English Language Education Society, vol. 9, no. 1, pp. 75–88, 2025. 

[Online]. Available: https://e-journal.hamzanwadi.ac.id/index.php/veles/article/download/29291/6736 

[15] S. Hossain and A. Boonmoh, “Perceptions and Needs of EFL Teachers in Thailand Regarding Continuous 

Professional Development in English Language Teaching,” Journal of Studies in the English Language, vol. 20, no. 

2, pp. 101–120, 2025. [Online]. Available: https://so04.tci-

thaijo.org/index.php/jsel/article/download/279353/187758 

https://journal.pusakacendekia.org/index.php/arsa/article/download/2/2
http://ejournal.id/jm/index.php/mendidik/article/view/368
https://www.ejournal.unma.ac.id/index.php/cp/article/download/12825/6283
https://e-journal.hamzanwadi.ac.id/index.php/veles/article/download/29291/6736
https://so04.tci-thaijo.org/index.php/jsel/article/download/279353/187758
https://so04.tci-thaijo.org/index.php/jsel/article/download/279353/187758

