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DIGITAL AND NON-DIGITAL GAMES IN YOUNG LEARNER EFL
CLASSROOMS AT WARTIME IN UKRAINE

Abstract. The present study aims to investigate the gaming habits of young learners (YLs) in the
process of learning English as a foreign language and examine the role non-digital or conventional
and digital games play in teaching English to young learners. It examines both conventional games
used in the classroom and digital games played outside of formal instruction. Reasons for playing
these two types of games were elicited from the children who were additionally asked about the
preferences concerning playing games alone (solitary play) or with peers (collaborative play), in the
English classroom or beyond it, i.e. preferred contexts for gameplay (classroom vs. home). The
survey was conducted in Ukraine in a particularly challenging period in February and March, 2023,
marked by the aftermath of COVID-19 and the subsequent declaration of martial law in the country.
An online questionnaire was designed to collect data from our participants aged 10-13. The
questionnaire was then administered to the children, and a total of 175 completed questionnaires
yielded valuable results that formed the foundation of the study’s analysis. Findings revealed that in
the current war-torn Ukraine most frequently preference is demonstrated for conventional games
which are played within the structured environment of the English classroom. These games were
perceived by YLs as a means offering them to alleviate the burdens of everyday stress while
simultaneously facilitating lively and engaging peer interaction in English. Conversely, digital
games were preferred for home-based play primarily due to their inherent entertainment value,
essentially bringing them pleasure and enjoyment. One of the most crucial implications to be gleaned
from this research lies in the urgent need for educators to actively integrate age-appropriate and
educationally sound digital games and applications into their existing EFL curricula. By strategically
incorporating these digital tools, educators can effectively supplement formal language instruction,
fostering a more multifaceted and engaging learning experience for their young learners.

Keywords: digital games; non-digital/conventional games; extreme circumstances; young learners.

1. INTRODUCTION

The problem statement. The investigation detailed in this paper was carried out in a
context that is characterized as one with extreme circumstances. It is the westernmost county,
Transcarpathia in Ukraine, where after the outbreak of the Russian-Ukrainian war on 24
February, 2022, martial law was introduced and it is still in effect about two and a half years
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after its declaration. Children in Transcarpathia (Zakarpattia) study mainly English as a foreign
language, the weekly number of lessons vary between 2 and 3. A lesson is 45 minutes long.
Table 1 shows the number of weekly English lessons in state schools of Forms 5, 6 and 7 [1],
where the research was conducted. The situation in which EFL classes were held during the
time of the research was far from ideal, or even normal: children and teachers had to adapt and
conform to the daily air raid alarms and the screaming sound of the sirens meaning that all the
participants of the educational process had to move to bomb shelters and stay there until the
alarm ended. In addition, the situation was worsened by the frequent and long power shortages
throughout the country. At times, children stayed in the shelter with their teachers for only an
hour, at other times this could last for two or three hours [2]. Teachers had to continue teaching
in such extreme circumstances. If the Internet was available in the shelter, the children could
use their digital devices for educational purposes. However, when the net was not available, the
English teachers could apply some conventional games to teach the language to their learners.

Table 1
Number of EFL lessons per week
Form Age of YLs (years) Number of
weekly lessons
5 10-11 3
6 11-12 2
7 12-13 2

Note: one lesson lasts 45 minutes

No empirical research has been carried out yet investigating the playing habits of
Transcarpathian Hungarian young learners in the EFL classroom, therefore this paper is
believed to fill this gap in the academic literature.

Analysis of recent studies and publications. Young learners are defined in the academic
literature as children aged 5-15 years of age learning a foreign language [3]. This view is also
supported by Mihaljevi¢ Djigunovi¢ and Nikolov [4, p. 515], who consider that YLs are
“learners who learn a FL in instructed settings in their elementary education (usually starting
around 67 years of age) up to the middle of high school (or secondary school in some
contexts) when learners are 14—15 years old”. This age group is fond of playing in and out of
the English classroom. Therefore, teachers try to apply games in their teaching process in order
for the learners to benefit from them, primarily, to improve their vocabulary, or develop their
language skills of listening and speaking. Wright, Betteridge and Buckby [5, p. 1] believe that
a game is “an activity which is entertaining and engaging, often challenging, and an activity in
which the learners play and usually interact with others”. Experts believe that game-based
learning (be it conventional or digital) has numerous advantages over traditional foreign
language instruction without games. They motivate, increase interest, engage learners and
provide them with opportunities to use the language [5]. In addition, Chapelle [6] claims that
games ensure risk-free, non-threatening environment for children where they can freely
experiment with the language.

Raskova [7] conducted a quasi-experimental survey among Indonesian young learners to
measure the effects of games on English vocabulary acquisition. She found that the
experimental group outperformed the control group on vocabulary tests, which led her to the
conclusion that games can be a powerful tool in learning English vocabulary for young learners.

We distinguish between non-digital and digital games. Non-digital ones, also referred to
as traditional or conventional, are activities that have been enjoyed for hundreds of years. Often
needing both physical movement and playing with others, these games encourage creativity and
using imagination. Board games, card games, puzzles, or outdoor games are all examples of
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traditional games [8]. On the other hand, digital games are played on electronic devices like
computers or smart phones. Versatility and variety are mentioned as key advantages of digital
games by Anderson [8]. Digital games for educational purposes are often referred to as serious
games [9]. Wei [9] characterises them as non-entertainment games. A study by Tsai and Tsai
[10] suggests that digital games can be a powerful tool to boost students’ motivation and
vocabulary learning. In the contemporary era dominated by technology, interactive digital
games and educational applications have emerged as valuable pedagogical tools within English
language classrooms. Platforms like Kahoot! [11] and Duolingo offer gamified language
assessments and exercises that target a variety of learning styles and provide immediate
feedback, thus enhancing the overall learning experience.

Clements [12] claims that both parents and teachers agree that children need playing
games in order to undergo healthy mental and physical development. Tatli [13] conducted
research among 464 children in grades 5-8 in Turkey, investigating their preferences for
conventional and digital games. She found that gender played an insignificant role in children’s
digital game preferences, while the variables ‘having a computer’ for girls and ‘having an
available internet connection’ for boys appeared to be crucial predictors for game preferences.
In sum, Ascione and Tafuri [14, p. 1] concluded that “gamification and game-based learning
strategies can improve students’ academic performance, engagement and motivation”.

We have found few studies that would describe teaching English in contexts similar to
the one in Ukraine at present. Researchers usually speak of teaching English in difficult
circumstances [15], or in ‘under-resourced’ contexts [16], [17], [18] in economically
underdeveloped countries. Certain researchers, however, carried out investigations in contexts
of conflict and crisis [19], [20], [21]. These studies mainly focused on how teachers reacted to
the psycho-affective challenges they and their learners had to cope with. For instance, Okpe
[20] researching language teachers’ practices in Nigeria where education was affected by
terrorist attacks, found that teachers applied ‘restoration strategies’ with the help of which they
tried to restore children to their former psychological state within the frame of a combination
of English lessons and counselling. The context in which Alyasin [19] conducted a study was
a Syrian refugee camp school in Turkey where an English teacher was asked about her
challenges and coping strategies. The findings show pedagogical practices that the teacher has
developed based on her previous experiences and the constraints and demands of the context in
which she functions as an English teacher. In all such contexts and circumstances, games can
play a crucial role in motivating learners.

The research goal. To get insights into the ongoing processes in the EFL classrooms and
in order to better understand them, we have decided to collect empirical data to support or refute
our hypotheses, namely: 1. Children enjoy conventional games more than digital games because
of the live interaction they involve; and 2. In the new Ukrainian reality (in the time of frequent
air raid alarms and/or power outages through December, 2022 and January, 2023) it is more
convenient to use conventional games than digital ones in the EFL classrooms. Thus, the
purpose of the article is to investigate the preferences and effectiveness of conventional and
digital games in English as a Foreign Language (EFL) classrooms in Ukraine, particularly
during times of crisis (e.g., air raid alarms, power outages). The research aims to:

— provide empirical evidence to support or refute the stated hypotheses,

— offer insights into the factors influencing learners’ game preferences,

— develop practical recommendations for EFL teachers on game selection and
implementation,

— contribute to a deeper understanding of the role of games in language learning and
teaching.

To achieve the above aims, the following research questions were asked:
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1. How do children’s gaming habits, including daily duration and preferred gaming
partners, relate to their engagement with digital games for language learning?

2. What are the most popular digital games used by children for language learning, and
how do these choices reflect educational objectives and student preferences?

3. What role does language preference (e.g., English, Hungarian, or Ukrainian) in digital
games play in children’s language acquisition?

4. What are children’s attitudes towards digital versus conventional games for language
learning, and how do these attitudes vary according to gender?

2. RESEARCH METHODS

2.1. Participants

The participants in the survey were children aged 10—13 learning English as a foreign
language in grades 5—7. In total 175 respondents, 104 (60%) girls and 71 (40%) boys filled in
the questionnaire. According to the respondents’ answers, 109 (62%) of them attended village
schools while 66 (38%) went to urban schools. In terms of type of school, the responses show
that the majority of children, 99 (57%), studied at grammar schools, while 76 (43%) went to
lyceums. Only 11 (6%) of the respondents started to learn English when they were aged 1-3,
72 children (41%) started at age of 4—6 while most of them, 92 (53%) children started foreign
language learning aged 7-8.

2.2. Instrument

To collect quantitative data and address the research questions, a self-administered
questionnaire was designed. Given the specific circumstances in the country, we determined
that a standardized questionnaire might not effectively address our research objectives.
Consequently, we developed a custom questionnaire grounded in the relevant literature. The
language of the questionnaire was Hungarian, the mother tongue of the children, to ensure
clarity and ease of understanding.

The instrument comprised 23 items, incorporating both closed-ended and open-ended
questions. Additionally, it included a three-point Likert scale, providing a simple yes or no
option to facilitate comprehension for the young respondents. The questionnaire was divided
into two main sections.

The first section focused on the learners’ demographic information, such as age, gender,
school grade, and type of school attended. The second section explored the use of both
conventional and digital games. It investigated various aspects, such as the social context of
gameplay (e.g., who the children played with), the languages used during gameplay, the specific
games played during English lessons, and the children’s favourite games. Furthermore, this
section examined the learners’ preferences between conventional and digital games, their
reasons for enjoying conventional games, and their motivations for engaging with digital
games.

By employing this comprehensive and contextually tailored questionnaire, we aimed to
gather insights into the children’s gaming habits and preferences, as well as the potential
pedagogical implications for language learning in the unique environment of Transcarpathia.

To ensure content validity, a pilot test was conducted: the instrument, i.e., the
questionnaire, was reviewed by four experienced researchers and fellow teachers. Based on
their suggestions, several modifications were made to enhance the questionnaire’s clarity and
comprehensibility for children.
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To determine which elements of games children prefer for language learning, a multi-
item Likert scale was designed. To verify the internal consistency reliability of the scale, the
Cronbach’s Alpha coefficient was calculated. The results confirmed that the 18-item scale
exhibited a high level of internal consistency, with a Cronbach’s Alpha value of .803.

The questionnaires were completed online with the help of a professional survey platform
in January and February, 2023. A total of 175 responses were received, giving a response rate
0of 43%. This is an exceptionally good result in the current situation in Ukraine, amidst long and
frequent power cuts, which shows that children of this age group can be quickly reached in this
way. The questionnaire was available and fillable on any digital device, as it was digitally
optimized. Completion of the questionnaires was entirely anonymous and voluntary, with
completion taking 15-20 minutes on average.

To process the data, SPSS v22 statistical program and Microsoft Excel were used.

3. THE RESULTS AND DISCUSSION

To investigate whether children prefer digital or conventional games for foreign language
learning, it is essential to first understand their current gaming habits, particularly in the
challenging context of Ukraine. This exploration provides a foundation for discerning their
preferences and the potential implications for language learning.

We deemed it crucial to ascertain the amount of time children devoted to computer and
phone games each day under the current circumstances in Ukraine. As illustrated in Figure 1,
the majority of children spent a considerable amount of time engaging with digital games. More
than half of the respondents reported playing for 1-2 hours daily, while one third of the children
were engaged with playing for over 3-4 hours. Notably, 7% of children spent more than 6 hours
a day in front of a screen, which is particularly thought-provoking.

Time spent playing games on a computer, tablet, phone or other
digital device daily

IDONT PLAY 1-2 HOURS 3-4 HOURS 5-6 HOURS MORE THAN 6
DIGITAL GAMES HOURS

Figure 1. Playing games on digital devices
To address the research question “Do children prefer digital or conventional games for

foreign language learning?” it is essential to examine the contextual factors and the social
dynamics associated with game playing among children.
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Digital games can enhance social skills through various prosocial games that encourage
cooperation and communication with other players via text or voice chat. Recognizing the
significance of these social aspects, we investigated children’s preferences regarding their
gaming partners. Our findings indicate that children predominantly enjoy playing with friends
(39%), while slightly fewer prefer solitary play (29%). Additionally, 19% of respondents
consider their siblings to be their best gaming partners, and 6% engage with other, potentially
unknown online players. Notably, only 1% of children play online games with their parents and
another 1% with other family members, such as cousins, uncles, or aunts. A small percentage
(2 — 5%) of learners do not engage in digital games at all, which can be attributed to parental
restrictions, limited access to technology especially in economically disadvantaged households,
or personal preferences. The detailed results are presented in Figure 2.

Playmates/Fellow players

39%
29 %
T 19% o
ALONE WITH SIBLINGS PARENTS OTHER OTHER IDONT PLAY
FRIEND(S) FAMILY ONLINE DIGITAL

MEMBERS PLAYERS GAMES

Figure 2. Playing alone or with others

The data further reveal that English is the predominant language used by children when
engaging with digital games, with 127 respondents indicating its use. This preference for
English over Hungarian, the native language of the majority of the respondents, underscores
the significant exposure and attraction to English-language games, which are more abundantly
available and popularized through the Internet and advertisements. Additionally, 99 learners
reported using Hungarian, 23 preferred Ukrainian, 8 used Russian, 6 utilized German, and 5
indicated that they did not engage with digital games at all. This distribution highlights the
diverse linguistic environment facilitated by digital gaming, with a notable emphasis on English
language acquisition among young learners.

The inquiry shifted focus to the integration of digital games within educational settings,
specifically exploring their utility in facilitating foreign language acquisition, particularly
English. Participants were queried regarding their engagement with digital games during
English classes at school and their usage of such games at home for language learning purposes.
Findings revealed that a substantial majority, comprising 83% of respondents, reported
abstaining from digital game usage during English lessons. On the other hand, a small
percentage of the group—17%—admitted using video games as a component of their language-
learning regimen.

Another purpose of the investigation was to identify the digital games most frequently
utilized by children during English lessons at school. A notable 74% of respondents indicated
a complete absence of such activities. Conversely, a small number of respondents (26%)
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reported engagement with specific games, with 17% (N=29) favouring WordWall, followed by
7% (N=12) selecting Duolingo. Additionally, three children mentioned using Hello-Talk and
Xeropan, while two preferred Kahoot, and one favoured Rosetta Stone. Approximately 5% of
participants cited other games without specifying them.

The subsequent section of the questionnaire solicited participants’ preferences for digital
games, with Table 2 presenting a summary of these preferences ranked by frequency.

Table 2
Digital Games Played by Children
Frequency of
Digital games occurrence

Roblox 46
Minecraft 29
Duolingo 15
None 14
Fortnite 13
Pubg 12
WordWall 12
Toca Boca 5
Standoff 5
Rocket League 4
Wordsearch 4
Fifa21 3
Need for Speed 3
Farming Simulator 3
Terraria 3
Race Master 3

Decor life, Fall Guys, GTAS, FreeFire, Genshin Impact, Subway Surf 2

Among us, Call of Duty, Car parking, Crafting and Building, Craftman,

Gardenspace, Hangman, HelloTalk, Hill, Home Desing, Hungry shark

evolution, Kahoot, PixelPlanet, Plants and Zombies, Quiz Planet,

Quizzland, Shadow Fight, Stardew Valley, Text or Die, Tomb of the

Mask, World of Mystery, Xeropan 1

Roblox was the most frequently mentioned game among children (i.e. 46 learners liked
this platform the most). This was followed by Minecraft with 29 mentions. It must be
highlighted that while Minecraft is excellent for solo play, Roblox has a wider range of mini-
games and multiplayer options. Roblox is more of a complete gaming engine than just a single
standalone game. Therefore, they are not fully comparable. Duolingo was mentioned 15 times,
while 14 children indicated that they did not have favourite digital games. Fortnite was
mentioned by 13 children, while 12 learners were fans of Pubd, and another 12 liked WordWall.

Our study aimed to provide insights into the current educational practices in Ukraine.
Specifically, we investigated the frequency of digital and conventional game usage during
English lessons in Hungarian schools. Contrary to global trends, our findings, depicted in
Figure 3, reveal a divergence shaped by the ongoing conflict and associated circumstances. In
this context, teachers prioritize conventional games, citing their stress-alleviating effects,
mood-enhancing qualities, and facilitative role in language acquisition through playful
engagement, amid daily challenges. According to our survey results, a majority of young
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learners refrained from engaging with digital games during school hours. Specifically, 63% of
respondents indicated no participation, while 25% reported infrequent involvement, and 10%
acknowledged weekly participation in such activities.

Digital and non-digital games in English lessons

-

EVERY LESSON ONCE A WEEK ONCE A ONCE A MONTH RARELY NEVER
FORTNIGHT

m Digital games ™ Non-digital games

Figure 3. Frequency of playing games in the English classroom

There could be several reasons for not using digital games during the English lessons.
First of all, digital games can be highly engaging, and learners might get distracted from the
main learning objectives. Focusing on the game rather than the lesson content can hinder the
effectiveness of teaching. In addition, another significant reason can be the limited access to
digital devices or the Internet. Relying heavily on digital games could create a disparity in
learning opportunities between learners. Furthermore, if the primary goal of the English lesson
is to develop specific language skills, digital games might not align well with this objective.
Another problem can be that digital games often have predefined content and may not provide
the flexibility for teachers to customize the learning experience to match the specific needs of
their learners. Not all of the games are designed with educational objectives; therefore, some
games might not provide meaningful language learning experience. Nor should we neglect the
fact that teachers and parents might be concerned about the amount of screen time children are
exposed to. Relying heavily on digital games could lead to too much time spent in front of a
screen. Another important factor that needs to be considered is time-management. Incorporating
digital games into lessons requires careful planning and long preparation which might be
challenging for teachers. It is also possible, that some teachers might adhere to more traditional
pedagogical approaches that prioritize direct instruction, practice, and assessment methods. It
is important to emphasise that, in addition to the reasons just described, the war in Ukraine is
also having an impact on educational activity. When there is war in a country the safety and
well-being of children and teachers is a primary concern. Resources, including electricity and
internet access are often limited or disrupted, making it challenging to implement digital games
during the lessons. Moreover, during times of war, there is a heightened emphasis on building
and maintaining real connections. Traditional teaching methods that support interpersonal
relationships, communication, and emotional support might be preferred over digital
interactions.
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Figure 4. Conventional game preferences of learners

Our study also aimed to ascertain children’s preferences for conventional games.
According to participant responses, quiz games emerged as the most favoured category, with
69 children indicating a preference for them. Following quiz games, spelling games were
mentioned by 40 learners, while 19 children reported abstaining from conventional game play
altogether. Other popular choices included Hangman, Total Physical Response (TPR) activities,
board games, card games, word searches, crosswords, and puzzle games. The variability in
children’s game preferences may be influenced by factors such as individual interests, cognitive
development stages, and social interactions.

Quiz games likely garner popularity due to their characteristic inclusion of diverse
questions spanning various topics, which necessitates the application of general knowledge and
critical thinking skills. This intellectual stimulation contrasts with traditional spelling games,
potentially explaining their appeal. Moreover, quiz games often facilitate group play or
interaction with others, fostering a social dynamic that includes elements of competition,
cooperation, and the enjoyment derived from sharing knowledge and answers with peers.

Our objective also included finding out if children play digital language learning games
at home in their free time. A majority of children (73%; N=127) said that they did play language
learning games, while 27% (48) did not play such games at all.

Another important issue is the preference between digital and non-digital games. A larger
proportion of children, 58% (N=101), preferred digital games, while 42% (N=74) of pupils
preferred conventional games. This preference can be influenced by many different things. First
of all, digital games can provide interactive and dynamic experiences that can be engaging for
children. They usually provide immediate feedback and rewards, which can be also enjoyable
for children. Another factor is the age in which we live; it is usually referred to as digital age,
where technology is an integral part of our daily life. Digital games are naturally appealing to
children. Besides many other possible factors, peer pressure can also play an important role. If
digital games are popular among a child’s peers, they might be more motivated to play in order
to fit in or share common interests.

In order to investigate the differences in the preference of digital and conventional games
between boys (N=71) and girls (N=104), an item-by-item, independent-samples t-test was
conducted. According to the results, there is no significant difference between the two groups
regarding playing digital and conventional games.
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In addition, we intended to find out the attitude of the learners towards digital games.
When asked why it was good to play digital games, most children (35%) answered that they
gave pleasure. The second most voted answer (33%) is valuable for EFL teachers because it
shows that children are aware of the importance of communication with native English-
speaking players. Getting awards makes playing games attractive for 23% of the respondents,
while 19% see them as an opportunity to practice English during the school holiday. Figure 5
summarizes the results.

Why is it good to play digital games?

I can sit in one place, I don't have to move around [ 4%
I can get badges, medals NN 9%
I can get lost and not notice the time passing by NN 4%
I can track my progress on the leaderboard NN 7%
I can practise my English during the school holidays. . [N 10%
I can get good points/awards NN 23%
I can play with English-speaking players and practise. . I 33%
Gives me pleasure [N, 35%

0% 5% 10% 15% 20% 25% 30% 35% 40%

Figure 5. Reasons for playing digital games

Learners were also asked about the positive sides of conventional games. In their view,
the best thing is that they do not strain their eyes and they are thought-provoking.

Why is it good to play conventional games?

I have to focus on my playmate in real life 21%

I have a personal, real live connection with the person I'm

playing with 2y%

I don't always have to sit still, sometimes you can move

around 29%

It makes me think 35%

It does not strain my eyes 59%

0% 10% 20% 30% 40% 50% 60% 70%

Figure 6. Benefits of playing conventional games as perceived by learners

The final question of the survey aimed to understand the types of games that learners
prefer. We used a scale consisting of 18 items that explored various features children
appreciated in games. These items were analysed using a statistical technique called Principal
Components Analysis (PCA) in SPSS v22.
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Before conducting PCA, we assessed whether our data was suitable for factor analysis.
The Kaiser-Meyer-Olkin (KMO) measure was found to be 0.70, which exceeds the
recommended threshold of 0.6 [22], [23]. Additionally, Bartlett’s Test of Sphericity [24]
yielded a statistically significant result, indicating that our data had enough common variance
to proceed with PCA.

PCA revealed seven components with eigenvalues greater than 1, explaining 21.8%,
9.9%, 8.2%, 7.0%, 6.2%, 6.2%, and 5.6% of the variance respectively. Upon examining the
scree plot, we observed a clear break after the fourth component. Following Catell’s [25] scree
test, we decided to retain these four components for further analysis.

In total, these four components accounted for 47.1% of the variance. Component 1
contributed 21.8%, Component 2 contributed 9.9%, Component 3 contributed 8.2%, and
Component 4 contributed 7% to the overall variance. To aid interpretation, Promax rotation
was conducted on these components.

The factor analysis revealed four distinct dimensions related to different aspects of games
that children prefer. The first dimension relates to the content of the games, the second
dimension focuses on self-development aspects, the third dimension is associated with the mode
of gameplay, and the fourth dimension revolves around the specific attributes of games.

The results show a very positive image of children that they mostly like games in which
they can learn something new. It points to the children’s natural interest and desire to learn,
which must be handled with great care by teachers. Playing in groups, i.e. social interaction is
also important for them. Making decisions and thinking are also crucial factors mentioned by
learners. But if we look at the question from a different perspective, children like repetitive
games the least. They do not prefer games played with avatars and do not actually like playing
alone (cf. Figure 7).

I like those games, ...

where the tasks are repetitive

which give me feedback

which have avatars

where speed is important

that take you into a world of fantasy

that I can play alone

where I can choose the level that suits me

I like the characters

that require you to interact with one of the characters
that can be played in pairs

in which the objectives and rules are easy to understand
that have sound and visual effects

that give me points or prizes

that require thinking

in which I can decide for myself

that can be played in groups

where I can go to a higher level

in which I can learn something new

o
N
o
B
o
D
o
[0s)
o

100 120

B Negative M Neutral o Positive

Figure 7. Characteristics of preferred games
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To summarize the research results, the answers to the research questions can be
articulated as follows.

1. How do children’s gaming habits, including daily duration and preferred gaming
partners, relate to their engagement with digital games for language learning?

Children in Ukraine spend a considerable amount of time on digital games, with over half
playing for 1-2 hours daily and a significant portion playing for 3-4 hours or more. Most
children prefer playing with friends (39%), while a notable number play alone (29%) or with
siblings (19%). This high engagement and social dynamics suggest that digital games can be a
potent tool for language learning, especially when they facilitate social interaction and
cooperative play.

2. What are the most popular digital games used by children for language learning, and
how do these choices reflect educational objectives and student preferences?

The most popular digital games among children for language learning are WordWall and
Duolingo, with others like Hello-Talk, Xeropan, Kahoot, and Rosetta Stone being less
frequently used. Roblox and Minecraft are also highly favoured, indicating a preference for
games that offer both educational content and engaging gameplay. These choices reflect a blend
of educational objectives and the children’s preference for interactive, rewarding, and socially
engaging experiences.

3. What role does language preference (e.g., English, Hungarian, or Ukrainian) in digital
games play in children’s language acquisition?

English is the predominant language used by children in digital games, with 127
respondents indicating its use, followed by Hungarian and Ukrainian. This preference for
English underscores its dominance in digital gaming and its role in language acquisition,
providing significant exposure and practice opportunities for learners. The use of multiple
languages in games also highlights the diverse linguistic environment and the potential for
multilingual language acquisition.

4. What are children’s attitudes towards digital versus conventional games for language
learning, and how do these attitudes vary according to gender?

A majority of children (58%) prefer digital games over conventional ones (42%) for
language learning. Digital games are favoured for their interactive and engaging nature,
immediate feedback, and alignment with the digital age. Boys and girls show no significant
difference in their preference for digital versus conventional games. Children appreciate digital
games for the pleasure they provide, the opportunity to communicate with native speakers, and
the rewards they offer. Conventional games are valued for being less straining on the eyes and
for their thought-provoking nature.

4. CONCLUSIONS AND PROSPECTS FOR FURTHER RESEARCH

Based on the research findings our hypotheses can be explained as follows.

Hypothesis 1: Children enjoy conventional games more than digital games because of the
live interaction they involve.

The research indicates that while children spend a significant amount of time engaged
with digital games (with over half playing 1-2 hours daily and one-third spending 3-4 hours),
there is still a substantial appreciation for conventional games. The preference for gaming
partners shows that children predominantly enjoy playing with friends (39%) and siblings
(19%), which highlights the importance of live interaction. However, 58% of children prefer
digital games overall, suggesting that while live interaction is valued, digital games’ interactive
and dynamic experiences hold a stronger appeal for most children. The positive aspects of
conventional games, such as being thought-provoking and not straining the eyes, are
acknowledged, yet the immediate feedback and rewards from digital games are more
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compelling to many. Thus, the hypothesis is partially supported, indicating a nuanced
preference that favours digital games despite the recognized benefits of live interaction in
conventional games.

Hypothesis 2: In the new Ukrainian reality (in the time of frequent air raid alarms and/or
power outages through December 2022 and January 2023), it is more convenient to use
conventional games than digital ones in EFL classrooms.

The study’s findings show that the majority of young learners (63%) refrain from
engaging with digital games during school hours, with teachers prioritizing conventional
games. The ongoing conflict and associated challenges, such as limited access to digital devices
and the Internet, make conventional games more practical. Conventional games are preferred
for their stress-alleviating effects, mood-enhancing qualities, and their role in language
acquisition through playful engagement, which is particularly crucial in a stressful environment.
The frequent air raid alarms and power outages further complicate the use of digital games,
making conventional games a more reliable and accessible option in the EFL classrooms.
Therefore, this hypothesis is strongly supported by the research findings, as conventional games
prove to be more convenient under the current challenging circumstances in Ukraine.

The findings of the research have supported the view that playing games, no matter
whether conventional or digital, can increase young language learners’ motivation to learn
English. It has emerged from the study that while the majority of the YLs prefer digital games
to the conventional ones, EFL teachers give priority to conventional games at the lessons. In
spite of their drawbacks, in today’s modern world, digital games play an increasingly important
role in children’s language learning, and teachers need to be more and more informed in this
area to support their learners. The use of digital games in English language instruction could be
a useful strategy for enhancing the efficiency of traditional English lessons while bringing life
to them. Based on the results of our research, we believe that in the current war-torn situation
in Ukraine, teachers prioritise conventional games over digital ones because they can help
children to interact with their peers in a lively way, forgetting the stress of everyday life.

The study has also shown that English language teachers now need to put additional
emphasis on introducing children to useful, age-appropriate digital games and apps that can
develop language skills besides formal education. One of the findings to emerge from this study
is that YLs prefer games that teach them something new, make them think or provide an
opportunity to go to a higher level. Games requiring decision taking also proved to evoke
positive feelings similarly to those that give prizes or have sound and visual effects. The least
popular are the games with repetitive tasks.

Playing digital games, especially those that are social and collaborative, can lead to more
prosocial behaviours. Another issue emerging from the study is that YLs give preference to
games that can be played in groups or in pairs rather than alone. Communication with the native
speakers of the target language and an opportunity to practise it during the holiday have been
mentioned as benefits of the games. English is favoured by more respondents than the native
(Hungarian) or the state (Ukrainian) language.

Nevertheless, the main reasons conventional games are valued for by the respondents are
connected with no strain on eyes, live contact with the peers and physical movement. In spite
of all the benefits and positive effects of the digital games on the language learners, attention
should be paid to time spent in front of the screen as the physical and mental health of the
children are the most important things in life. Almost half of the respondents play more than
three hours a day, but some children spend more than six hours playing digital games.

We do not assume that all YLs are well-equipped to profit from digital games, thus in the
next phase of our research, we intend to investigate how YL game engagement influences their
foreign language learning in general and their language skills in particular. We understand and
accept that game engagement does not necessarily guarantee learning; therefore, further
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research is needed to establish the kind of relationship between these two issues, this way better
understanding the connection between them.

The limitation of the study is that the children have not been asked about the effect of
games on language skills because they are not yet cognitively developed enough at 10-12 years
old to be able to judge. Neither did we have an opportunity to ask their parents about the way
they see their children’s playing habits and game engagement. Our intention is to further
investigate these issues in the next phase of our research.

It is believed that this research has contributed to the ever-growing number of research
on game-based learning conducted among young learners.
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AHortanisa. Mera IOCHIPKEHHS — BUBYMTH ITPOBI 3BHYKM YYHIB MOJIOALIOrO i CEpeaHBOTO
HIKUTFHOTO BiKY B TIPOLIECi BUBYEHHS aHTITIHCHKOI MOBH SIK IHO3€MHOI Ta BUBYUTH POJIb HEU(POBUX
abo 3BMYAHUX 1 HM(POBUX Irop y HaBYaHHI aHMIIHCHKOI MOBHM IIi€i BIKOBOI Kareropii ydHiB.
Po3risinyTo 0cOOMMBOCTI K 3BHYAHUX irop, sSIKi BAKOPUCTOBYIOTH y KJaci, Tak i MU(POBHX, Yy SIKi
rparoTh 1mo3a odimiiHuM HaBYaHHSIM. ONHUTAHO YYHIB PO IXHE BIOJOOAHHS MO0 irop HAOMWHII
(irpu Ha camMoTi) Ta irop 3 OJHOJITKaMH (CHiJIbHA Tpa) Ha YpOKax aHMIIHCHKOI MOBM 4YH 3a HOro
MeXaMH, TOOTO OaxkaHi KOHTEKCTH JUIs TpH (KJIac MpoTu 1oMy). ONHUTYBaHHS MIPOBECHO B Y KpaiHi
B OCOOJIMBO CKJIQJIHMH Iepiof, a came: y JroTomy Ta Oepesni 2023 poky, sIKMH Big3HauMBCS
HaciigkamMu COVID-19 ta nopanblinM OrojomeHHsIM BOEHHOTO CTaHy B Aepkasi. OHIaliH-aHKeTy
po3pobiieHo s 300py HMaHMX Bij ydacHHKiB BikoM 10-13 pokiB. AHKeTy 3amoBHeHO 175
pecnionneHtamMu. OTpHMaHO BaKIMBI pe3YJbTaTH, SIKI JISITIIM B OCHOBY aHaNi3y JOCIIKEHHS.
3’sicoBaHO, 10 B OXOIUIEHIH BilfHOIO YKpaiHi epeBary HaivacTiie HaJaHo 3BHYAHIM irpam, sKi
MPOBOJISITH Y CTPYKTYPOBaHOMY CEPEIOBHIIII Ha YpOKaX aHTiichKkoi MoBH. Li irpu yuHi cipuiimanu
K 3aci0, 3a JOMOMOIOI0 SIKOTO 1M TIONETIIEHO Tsrap MOBCSKIEHHOTO CTPECy, BOJHOYAC CIIPHSIE
JKMBIM Ta MprBaONMBii B3a€MOIi 3 OTHONITKAMHU aHIIIHCHKOI0 MOBOIO. 3a3Ha4eHO, 1110 H(POBUM
irpaM Ha/IaHO TepeBary Juis AOMAalIHbOI I'PH HacaMIiepell 4epe3 IXHI0O HEeBiJ €MHY PO3BaKaJIbHY
I[IHHICTB, sSIKa, MO CyTi, MPUHOCHJIA 3aJ0BOJICHHS 1 Hacoioay. OMHUM 13 HAWBAKITUBIIIIMX HACIIKIB
IOT'0 JTOCITI/PKEHHS € HarajbHa 1MoTpeda akTHBHOTO IHTErPYBaHHS BUMTENSIMH LU(POBUX irop i
JIO/IATKIB, SIKi BiJIIOBIAIOTh BIKOBIM KaTeropii y4HiB Ta MarOTh OCBITHIM BIUIMB, Y CBOi 4YHMHHI
HaBYaJIbHI IPOrPaMU 3 aHIJIHCHKOT MOBH SIK iHO3eMHOI. CTpaTerivHo BUKOPUCTOBYIOUH 11l HU(POBI
IHCTPYMEHTH, YYUTENi MOXYTh €(EKTUBHO JIOMOBHIOBATH (hpOpMasbHE HABYAHHS 1HO3EMHHX MOB,
CrpusifoYM 6araTorpaHHOMY Ta LIKaBOMY JOCBiTy HaBYaHHA JUIS y4HIB MOJIOALIOTO i CEpEeIHBOTO
HIKIJILHOTO BiKY.

KurouoBi cioBa: uudposi irpu; Henudpoi/3BUUaiiHI irpu; eKCTpeManbHi OOCTaBMHHM; Y4HI
MOJIOALIOTO 1 CepeJHBOT0 LIKIJIBHOTO BiKY.
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