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Abstract

The use of digital games among children and teenagers has risen over the years. Digital games
have several disadvantages, but, despite the drawbacks, digital games have a considerable
number of advantages like promoting the acquisition of various skills related to spelling and
vocabulary. However, acquiring the language can sometimes be difficult for children.
Following the difficulty in learning a foreign language and children's love for digital games,
the purpose of the study is to examine the effect of digital games in the English language on
the level of the English language among children studying in the 3rd — 6th grades in Israel.
This study was conducted using the quantitative approach, during which questionnaires were
sent to 103 students in grades 3-6 from the country’s center. The findings emerged that the
English level is significantly higher among students in grades 3-6 who play digital games
than those who do not. Following the research, one should consider using an innovative study
method that includes games alongside the traditional study method that contains books and
notebooks.
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