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Abstract: The relevance of this study is determined by the rapid transition of higher education institutions to
distance and blended learning formats, which necessitates a reconsideration of traditional pedagogical methods.
Didactic games function as an effective tool for activating students’ cognitive activity, maintaining motivation, and
developing key competencies, especially under conditions of remote interaction. The article analyzes the
opportunities and limitations of using didactic games in distance learning within the university context. Based on
theoretical analysis, pedagogical practice, and empirical data, the advantages and challenges of implementing
game-based pedagogies in online environments are examined, and the conditions for their successful integration
into the educational process are identified. Recommendations for instructors and instructional designers on
optimizing the use of didactic games in distance learning are proposed.
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Introduction: Distance learning has evident

advantages, such as flexibility, accessibility, and
technological support. At the same time, it faces a
number of challenges, including reduced student
motivation, a lack of live interaction, and difficulties in
ensuring active cognitive engagement and the
of key including

development competencies,

communicative skills and critical thinking.

One pedagogical approach capable of compensating
for these shortcomings is the use of didactic games—
purposefully designed game-based tasks that model
learning situations in order to achieve educational
goals. Game-based techniques have traditionally been
used in face-to-face education; however, modern
digital
integrating game-based methods into distance learning

platforms offer broad opportunities for

formats.

The aim of this article is to assess the opportunities and
limitations of applying didactic games in distance
learning at universities, to identify practical challenges,
effective

and to provide recommendations for

International Journal Of Literature And Languages

implementation.

A didactic game is a form of learning activity in which
educational tasks are solved through a specially
organized game situation. Its distinctive features
include a clearly defined educational objective, game-
based motivation, rules, and mechanisms for active

learner participation.

Game-based methods include business games, role-
playing and simulation games, quests, educational
quizzes, and other formats that promote active
thinking, communication skills, analysis, and decision-
making.

Distance learning is a form of the educational process
of
communication when instructors and learners are

carried out through electronic means

spatially and/or temporally separated. It requires the
integration of digital technologies, online platforms,
collaborative tools (forums, videoconferencing, cloud

services), and new approaches to organizing
interaction.
Key characteristics of the distance learning
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environment include:

¢ asynchronous and synchronous interaction;
¢ technological dependence;

* opportunities for multimedia formats;

e psychological barriers associated with learning

“through a screen”.

Game-based technologies in distance learning involve
the use of interactive educational resources, gamified
platforms, online simulations, and other formats
of
engagement. They are aimed at creating situations of

capable stimulating learners’ interest and
problem-solving, collaborative task completion, and

active interaction.

Research in the field of distance education pedagogy
emphasizes that gamification and didactic games
increase motivation, improve learning outcomes, and
foster social skills (Gee, 2003; Brown, 2007; lvanova,
2019).

One of the key problems of distance learning is reduced
motivation caused by learner isolation and the lack of
live contact with instructors and peers. Didactic games
introduce elements of competition, achievement, and
interactivity, thereby encouraging students to engage
more actively in the learning process. The features of
digital platforms (points, badges, leaderboards) further
enhance the motivational effect.

Games facilitate a shift from passive information
reception to active learning, which is particularly
important in distance education, where students often
become distracted and lose concentration.

Didactic games contribute to the development of oral
and written communication skills even in an online
format. For example, role-playing games conducted via
videoconferencing platforms (Zoom, Teams) require
students to actively interact by articulating viewpoints,
negotiating, and planning actions. Asynchronous forum
discussions embedded in game scenarios also promote
the development of written communication skills.

A specific feature of the distance environment is the
opportunity to involve students who might be less
active in face-to-face settings, as the online format can
reduce psychological barriers associated with public
speaking.

Modern didactic games, especially digital ones, make it

possible to account for individual learner
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characteristics, such as task completion speed, level of
preparation, and preferred problem-solving strategies.
Adaptive game modules can adjust task difficulty based
on student progress, thereby increasing instructional
effectiveness.

Game-based tasks, particularly case studies and
simulations, require students not merely to memorize
information but to analyze, compare, and justify
decisions. In a distance format, such tasks are especially
valuable, as they simulate real professional situations

and enable students to apply knowledge in context.

Didactic be adapted
interdisciplinary scenarios in which students must draw

games can easily to
on knowledge from different fields. For example,
project-based simulations may integrate elements of
data analysis, and

management, communication,

creative problem-solving.

Distance learning presupposes stable internet access
and the availability of computers or mobile devices.
Not all students have equal technical conditions, which
may hinder participation in online games. Technical
failures, platform incompatibility, and limited
bandwidth can reduce the quality of the game-based

learning experience.

Although the online format reduces communication
anxiety for some students, it may increase it for others.
Some learners experience feelings of alienation or
discomfort when turning on cameras or speaking live.
The lack of direct contact with the instructor and
reduced emotional support can negatively affect the
effectiveness of game-based interaction.

The organization of didactic games is time-consuming,
both in terms of instructor preparation and student
engagement. Within a dense curriculum, instructors
may not always be able to allocate sufficient time for
game-based modules, especially if they require prior
preparation or subsequent reflection.

The effectiveness of an educational game depends on
the quality of its design, including clearly defined
objectives, balanced complexity, transparent rules, and
effective feedback mechanisms. Poorly designed
games may be perceived as mere entertainment
without educational value, thereby reducing their

pedagogical effectiveness.

The difficulty of objectively assessing learning

outcomes constitutes another important limitation. It
226

https://theusajournals.com/index.php/ijll



International Journal Of Literature And Languages (ISSN: 2771-2834)

is challenging for instructors to standardize assessment
criteria, particularly for tasks involving creativity, role
interaction, or collaborative problem-solving. In
distance learning environments, this challenge is

intensified by the lack of direct observation.

Games should be integrated into the curriculum as a
core component rather than isolated episodes. It is
recommended to introduce game-based modules after
theoretical instruction and before final reflection.

Instructors require professional development and
support in designing and moderating didactic games,
including training in the use of online platforms and
feedback tools.

Games should take into account students’ levels of
that
participants to choose different levels of difficulty

preparedness. Adaptive scenarios allow

should be provided.

The
accessibility,

selection with  high

technical

of digital platforms

device compatibility, and

support can reduce barriers to participation.

It is important to develop clear assessment criteria that
address not only learning outcomes but also the
interaction process. Feedback may be provided in both
(points, bars)
personalized formats (instructor comments).

automated forms progress and

Didactic games in distance learning represent a
powerful tool for enhancing motivation, developing
skills
increasing student engagement in the university
up
require a carefully considered

communication and critical thinking, and

environment. They open new pedagogical
opportunities but
approach to design, technical support, and assessment.
Limitations related to technical barriers and learners’
psychological characteristics are not insurmountable if

addressed systematically and adaptively.

The results of the study indicate that integrating

didactic games into distance learning helps to
compensate for certain shortcomings of the online
format and to create an educational environment rich

in interaction, creativity, and active participation.
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