m‘sy‘smnm‘smumuﬁnma%ﬁuﬁaﬂ‘s‘sam'm'%ﬂ%m‘saaummSanm:r

How to Integrate Computer Games into Your English Language Class
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Abstract

With changes in technology and the role of computer games advancing, the games are
being used more and more for educational purposes. This article aims to present guidelines for
the integration of computer games into an English classroom. It sheds light on the benefits, the
problems and limitations of game integration and provides recommendations for English teachers

on how to effectively integrate games into their language class.
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