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Abstract

Languagdearnershavealwaysperceivedgrammarasatediousobstaclesince traditional
teaching techniques lack motivation and curiosity.

Recreationalinguisticsoffersavalid solutionto makethesetechniquestimulatingand
enjoyable in a way that also allows learners to linguistic reflection. The present thesis
intendsto verify anddemonstrat¢he effectivenessf recreationahctivitiesin improving
graphemic competence in young ltalian L2 learners, with a specific emphasis on the

accurate use of double consonants.

The study is divided into five chapters, beginning with an exploration of play from a
historical, philosophical and psychological perspective. In the second chapter, Playful
language teaching and play as a strategic language learning tool are presented and
discussedstartingfrom thefundamentaprinciplesof the Affective humanisticapproach.

In the third chapter, Recreational Linguistics is addressed, detailing its definitions and
applicationsat school,beforemoving intothefourth chapterwheretherelationbetween
grammar and play is explored, focusing on graphemic grammar by giving examples of
recreationahctivitiesaimedat orthographymplementationin thelastsectionadidactic
proposal for Recreational Linguistics Italian L2 Workshop is presented, in which the
offered activities may provide valuable insights for future research on the effectiveness

of language games in language education, as well as suggestiongiot Ralassrooms.
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Introduction

Teaching Italian as a second language represents a growing reality within educational
institutions, as there is an increasing number of foreign pupils in schools. This
phenomenon implies the need to create and guarantee learning paths aimed at learning
Italian asasecondanguagehatcanmeetthespecificneedsf foreignpupilswho, unlike

their Italianspeaker peers, often face greater language difficulties during their school
career.

Thesedidactic interventions ought to be ensured from the first years of primary school to
reduce O6soci al mar gi nal i sat whahusuallpaffectst he | e
mostly the oO6weakestd category of student s:
In this context, linguistic reflection represents a central aspect, which besides being a
fundamental part of any language curriculum, plays an even anocgl role in the

contextof secondanguagdeachingasit supportgheforeignpupilsto notinterprettheir

language gap as a cognitive problem, but as a linguistic, and therefore momentary,
obstacle.

Considering that linguistic reflection should not only involve the implementation of
morphosyntacticompetencef languagethe presenthesishighlightstheimportantrole

played also by graphemic competence. Usually not addressed in language teaching as it

is believedthatit is indirectly achievedoy learnersonthebasisof input, thefew teaching

techniques used to work on it are usually demotivating and can even lead to states of
anxiety and stress, as in the case of the dictation technique used to test this competence.
Neverthelesghe correct usef graphemiccompetencethat isorthographyrepresents a
fundamental and indispensable aspect in teaching Italian L2, as it is considered the
minimumthresholdof writing skill. Additionally, in thecaseof foreignchildren,thelack

of graghemic competence achievementés t i gmati sed pupil s and n
theirmotivationandfutureacademiwaluation,asasortof haloeffect. Thereforecorrect

useof orthographyis aprerequisitdor thetransitionbetweerprimaryandmiddleschool,

and foreign children are at risk of being disadvantaged in facing increasingly complex
challenges required by the academic path, creating not only linguisti@lso social

barriers.



A valid solution for dealing with graphemic competence is through the implementation
of play as a teaching tool, within a playful environment. The playful approach finds its
theoretical basis in the playfglottodidactics, which recognises play as a strategic tool

for language facilitation. Within a playful teaching methodology that realises the
principles of the Affective humanistic approach into operational models and teaching
techniquesRecreationalinguisticsfindsits placeasabranchof linguisticsinterestingn

play as a linguistic phenomenon. In particular, this discipline, which has as its principal
aim the teaching/learning languages, implements paper language games to practice and
improvelanguageskills in adynamicandengagingvay, while alsostimulatinglinguistic
reflection in aplayful and motivating manner. The activities proposed by this discipline
make it possible to overcome the traditional grammar conception as a set of static and
unquestionable rules to be learnt through passive repetitions and fixations. Therefore,
throughthe implementation of recreational activities, students not only strengthen their
linguistic skills butarealsoinductivelyled towardsa linguistic reflection,developingan
awareness of the form through play that amuses and motivates them to continue their
secondanguagdearningacquisitionprocessRecreationainguisticsresultsto beavalid

solution to the integration of linguistic reflection and the principles of playful
glottodidacticsallowing grammarto be consolidatedvithoutrenouncinghe pleasureof
discovery and the fun of learning, offering an innovative perspective for linguistic
reflection where play and grammiatertwined in a successful binomial.

Considering what has been claimed, the present thesis aims to validate this strategic
6synergyo. Therefore, the purpose of the s
successfully improve graphemic competence for young ltalian L2 learners, threugh th
implementation of recreational activities, with the specific aim of the accurate usage of

double consonants.

The present thesis is divided into five chapters. The first one deals with an excursion of
play from differentpointsof view, beginningwith a historicalperspectivéocusedon the
educationatole of play acrosenturiesThenit continuesemphasizinghephilosophical
perspective through the studies of Huizinga and Caillois, the firsts to have asked
themselves what play was, and why mankind had this innate tendency to play. With the
former,play becomes culturalphenomenonyhile with thelatter,amorphologyof play

has been realised. Thanks to their studies, which have dissertated a sterile field, a strong

awarenes®f the crucial role of play in humanlife hasbeenevoked.Especiallyin



psychology and pedagogy, play becomes the main sotidevelopment and begins to

be seen as the driving fPornrgetdfs clighdds vee:
also the determining factor that facilitates learning, as it ensures the zone of proximal
devel opment, according to Vygotskyds studie
This combination between play and learning is discussed in deth#gsecond chapter,

dealing with the Playful language teaching methodology. This part begins dealing with
theprinciplesandpurpose®f theAffective humanistiapproacho presenthetheoretical

frame of the playful glottodidactics, before presenting the contributions of
neurolinguistics and the Second Language Acquisition Theory, thekhmsh and

widespread theory of second language acquisition.

Following that, the main core of the chapter is addressed, namely the concept of play as

a language facilitation tool explored through the studies of the Italian scholar Freddi
(1990)andlaterexpandeandplacedin thecontextof glottodidacticdby CaonandRutka

(2004, 2013) and Caon (2020, 2022). Play, as a promoter of the overall development of
pupils due to its global andolistic nature, activates several components that enable
languagestudentdo learnasecondanguagen anaturalway, thusretracingthe pathlike

the acquisition of the mother tongue.

The last section of the second chapter deals with the benefits that a playful language
methodology brings in the second language classroom, with a specific focus on the
foreign child pupil.

Thereatfter, the third chapter of the present thesis introduces Recreational linguistics, a
branchof linguisticsthatdealswith second languageaching througkhe implementation

of Il anguage games with O0paper and pencil 6.
teaching, Recreational linguistics recognises playfulness as the vital charge that drives
thelearning path and the strategade of play as afacilitating tool in language teaching.
Forthesereasonsit exploitstheinnatehumantendencyto play andsolveword gamesor

puzzlesby transformingtheseactivitiesinto languagegeachingtechniquesknownunder

the Oumbrella termd of recreational acti vi
before going into detail on the distinction betweéeh ud o | | angdu e it g miaHt i c a bd
Then, it continues by clarifying what recreational activities are and how they can be
implemented within the school context, presenting the great benefits that they can bring

to language pupils, with a main focus on children learners.

The penultimate chapter intends to investigate linguistic reflection and its relationship

with play, morespecificallylanguagegamesBeginningwith a generaloverviewof the



concept of linguistic reflection and its importance in language teaching, the chapter
carries on by dealing with the pathway to follow in order to achieve this language
awareness, which has to be the main aim of any langoageulum along with
communicative competence, according to the studies conducted by Luise (2006; 2011,
2020). Afterwards, the fourth chapter emphasises graphemic competence, highlighting
theconcepbf orthographynamelytheresultof correctgraphemiccompetenceyhichis
developed and implemented by working on graphemic grammar. In particular, this part
of the thesis discusses the major spelling challenges for learnkadiaf L2 and the
crucialrole playedby thiscompetencén guaranteeingcademicsuccessndbeyondfor

foreign children learners, befopeoceeding to explain th&alian normativeand thereal
situationwithin Italian primary schools Furthermoreanempiricalstudy(Bigozzi, et al.,
2009)is presentedb explorethe hiddenrelationship betweearthographyimprovement

and lexical implementation, as it will be the scientific reliability underlying the didactic
pathway proposed in the last part of thesprd thesis. The chapter concludes by
emphasising the intrinsic relationship between Recreational linguistics and graphemic
competencearelationdefinedasad s u ¢ ckeisrs d rid deeéplyunderstandhelatter
statementsomeof the mostpopulalanguageggamesaimedatimprovingorthographyare
presented, evidencing their insight and pedagogical applications.

The present thesis ends with the fifth chapter that aims to demonstrate the effectiveness
of this successful binomial by presenting a didactic proposal that interweaves play,
Recreational linguistics and graphemic competence. Before presenting and egplaini
some clarifications, such as the target pupils and the linguistic aims within the didactic
proposal, the context of application is given, namely the Italian L2 work$hepresent
proposal, although not based on empirical analysis, intends to develop an lItalian L2
learning path with &cus on improving theorrectuseof doubleconsonants, exploring

the effectiveness danguage games based on wide empirical research and thesis (see
Bigozzi et al., 2009; Pagnoncelli, 2024) and theoretical studies (see Mollica 2019; 2020;
2020a). The proposal represents a potential positive impact if implementednaign

Italian L2 children pupils and for that reasonit may provide valid insight for future

research and practical suggestions for Italian L2 classrooms.



Chapter 1. A crossdisciplinary view of play in human existence:a
historical, philosophical and psychological perspective

Playhasalwaysreflectedtheculturalandsocialvision of thetime. Overcenturieseveral
scholars have ventured into the exploration of the notion and function of play in human
life. Nevertheless, play is an ambiguous and complex concept deeply rooted in culture
that moves in parallel with social transformations. This aspect has gawaokinfinite
number of notions which have led to a plurality of different interpretations and
perspectives. Consequently, the playful sphere of humane existence has been
marginalised in studies for a long time. It was only in the first half of the 20th century
with Huizinga that play became a tool for interpreting the process of civilisation and
human activities, evoking a strong awareness of the crucial role of playnanlife.
Especially in psychology and pedagogy, play becomes the main source of development
andbeginsto beseerasthedriving force of all humanactivity. Thereforehistoriography

has also shown that the educational dimension of play has alwayspasgethhumans
across centuries. In the following paragraphs, the path of play will be retraced starting
from the ancienpracticesuntil theplay theoriesof thelast centuriesprovidingvaluable

insights into the notion and role of play in our contemporary studies.

1.1Historical path: the root of play in human development

The path of play in the educational sphere is a long one. Since the earliest times, games
for educationapurposes havbeen used in various civilisations, highlighting the strong
connection between play and learning. Their discovery leadbkettypothesisthat

already in ancient Rome or Greek there was an awareness of the potential of play and its
games in learning. Although the first official treatise on play appeared in the 1500s (Gori,
2008:11), the period in which the first strong examples of playful diactin be seen,

it has been provided that also ancient populations already were using it. As Staccioli
(2013: 202) writes, some learning games have been found in Egyptian tombs, such as
necklaces made of cout letters to learn the alphabet. Simyjaidlatin letters made of

candyweregivento youngRomanswith the samepurposeasrecordedn the literature



of that time (Cambi & Staccioli, 2013:202)n ancient Greece, similar learning games
wereused; it isthe case oivory orwooden lettersisedby youngAtheniansto compose

words orsentences. Nevertheless, Hellenic games were also used to physically prepare
thewarriors and obtain favour with gods, laying tbadamentals for thereation of the
Olympic Games, which appeared for the first time in 776 BC. The role of play was
therefore institutionalised and took a new significance, namely a social function. In that
perspectivetheeducational andacredvalueof play emergesor thefirst timein human

history. With the Roman Empire, the institutional process of play became more
estaltished with the development of arenas in which public plays took place. However,
the notion of play had a more profound meaning in ancient Rome. Therefore, it was
interpreted as beyond entertainment or religious value as seen above: it was a social
appreniceship. Thd_atin termludusrepresented theaysandplacesof Roman citizens

in which they carried out their private and civic relations. In the Middle Ages, public
playslost theirpreviousorganisationastructuredue tothe stronglimitations adoptedby

the Church. Nevertheless, a playful Middle Age has been discovered; for instance,
Sant 6 Agost i rConfessionatoet the pleashre of life, such as playing with
walnuts or balls, or how he easily learnt Latin thanks to his nannies who used playful
actions and laughslhid.:30). Furthermore, despite papal prohibitions, knightly and
hunting tournaments were born during this period. These kinds of plays have been the
most educationally meaningful play activities of the time; to the point thatfiGiedé
Charny,in oneof hiswritings, authorisedathersto bringtheir sonsto watchtournaments

since children would have learnt how to fight and Hulthother author of that period
whowrotein hiswritings aboutplay wasFilippo deNovara,affirming theimportanceof
embracing play as a natural human need. Further, he tried to explain to parents and
preceptors the crucial role of play in childhood, urging them to adopt a playful didact to
facilitate the identification of social roles that children would have tooparfin the
future3 With thenewperspectivef thefigureof 6 p e rimsheritedoy Humanismjn the
European 16th century the notion of play entered in the educational institutions. For
instancethe scholarVittorio daFeltreclaimedthatthe personwasconstitutedf a body,
aspiritandaheart,consequentlytheaim of theeducatowasthedevelopmenof all these

entities through physical and playful activities (Gori, 2008:13). Likewise, with the

! Theauthorgreferto two importantiiguresof Roman timesthe poetOrazioandthe oratorQuintiliana
2 de Charny@G., Le Livre de chevalier€l350),(in Ibid.:36)
% de NovaraF.,Les quatres tense d@eg e d e (haff ¢f b3thoestury) (in Ibid.:41)



emergencef schools of allevels, many essays atrgatises on education wengitten,
suchasMichel deMontaignewhowroteaboutplay asthemostimportantactivity to carry
outatschool(lbid.:14).Not coincidentally, itvas theperiodwhere thdamousé g aohe
goosed was bor n pbegihnimghas been @aapted hoea wides vianety of
educational aims. Geese could also be angels or apostles, and the path could have been

the one to Paradis&herefore, as Staccioli (2013:206) writes:

Nel Cinquecentahe troviamo i primi veri esempi forti di didattica ludica, con I'utilizzo
di carte o di tavolieri in giochi che riguardano soprattutto i giochi misti ed i giochi di

intelligenza.

Thefirst appearancef whattodayarecalledflashcardss in this period,indeed.In 1491,

for instance, these typologies of educational cards were made in Venice for the Busca
family, containing episodes from Roman history and mythological tales. Similarly, the
Tarotcardsalreadyusedn Florenceafew centuriedbeforeunderthenamesof carticellas

or minchiate,began to be used for didact purposes. These cards, showing the human
walks, theological values and astronomy, became a sort of referencedsabto learn

the essentials of faith and science of the tith&l(). As regards intelligence games, an
instance is the most famous mathematical game of the 16th century was the
Rithmomachi4 in which players competed through additions, multiplications and
proportions. Other examples are rebus addles of religious mysterious or historical
eventsthatbeganto beused inFrench collegeto facilitate students tahe memorisation

of them. With the Modern Age, play experienced a further transformation, becoming a
formative paradigm. The Czech educational reformer Comenio fixed the role of play in
thelearningprocessglaimingthenecessityof a playful didacticasasupportfor teachers
andlearnersin his mostfamouswork, DidacticaMagna heproposedimethodin which

theprocess ofearninghadto benaturalandatthe centreof thefocus waghelearner.n

“6E® un gioco che poggia su un tavoliere di 8x12 <cas
diversi, di dimensioni diverse e sono contraddistinte da numeri. | due giocatori che si sovrappongono
possonaatturare pezziavversarpernumerazioneperaddizione permoltiplicazione]...] Un giocatore

pud anche calcolare i numeri delle pedine avversarie per formare una proporzione. [...] Le caratteristiche

strutturali di questi giochi corrispondono a giochi moderni che utilizzano la simulgifmm®poli) o

| 6astr azibame?7) (Hex) 6 (



his incipit, he also claimed that in school there should be more free time and pleasure of
learning rather thatedium and useless wotk.

Nevertheless, the O60Copernican revolutionb6 i
pedagogical reflection, he recognized play as the most natural way through which
childrendiscoverandlearntheworld. Play,thereforereceivedagreatersignificance and

began to be perceived as a resource and as
(Ibid.:70-1):

|1 gi oco, di spositivo formativo, nell a sua
deiruoli sociali[...] acquisivasemprepit, nelcorsod e | | & O tun ruolo greminente

nel processo di crescita del bambino. Da attivita tollerata, in quanto espressione

del | 6i mimaésserandoranonadulto,il giocodiveniva,sul pianopedagogico,

risorsa davalorizzare, sulla quale investire, anche materialmente, con l'acquisto di

gi ochi Aintelligenti o, capaci di sviluppar e

affettive del bambino

1.2Why humans play: from the foundation of culture to the morphology of play

With the development of ethnology, at the beginning of the 20th century, play has been
reinterpreted as a universal and fundamental constant of living beings: a basic model of

life. The animal world, therefore, plays exactly like human beings. Following this
assumptionevenin its mostbasicanimalform, playi g obeysndtheconfinesof purely
physical or purely biological acttothe t yo (H
Dutch scholarHuizinga,6 iwé call theactiveprinciplethatmakesup theessencef play

instinct, wee x p | ai n (Ilbid.di17hTheqggestiond Wh at fuhaefplt i ngdé f i nd
no explanationin biological analysissincethe natureof play extendsbeyondhuman

experienceit exists asn independerdoncept. For ouspeciesplay hasmoreprofound

meaningsthat differentiateus from the animalworld. Play is chargedwith aesthetic,

ethicaland culturameaningsbecoming &ey elementhroughwhich we haveaccesgo

cultural life. As Cambi (2013: 118yrites:

5 Seehttp://nuovadidattica.lascuolaconvoi.it/agut@attico/2teoriee-modelli/programmali-comenio/
last view 4/11/2024



http://nuovadidattica.lascuolaconvoi.it/agire-didattico/2-teorie-e-modelli/programma-di-comenio/

NellaspecieHomosapiend...] il giocosegnaun passaggigreciso:quellodalla natura

alla cultura; fissa il discrimine, poiché mette in moto le attivita simboliche {post

biologiche ometabiologiche) e disinteressate (in senso immediato e strumentale);
determina | 6avvio di guell a noosfera che si

attiva insieme alla nascita del linguaggio e allo sviluppo dei simboli e dei Miti

Huizinga,with hisinfluentialwork HomoLudensdeeplyinvestigateplay affirming that

it isthefoundationof cultureratherthanjustacomponenbof it. Accordingtohim,6 c ul t ur e

is nothingmorethantherealmofp | aanpd6d h manifestedtselfasplaysinceant i qui t y o
(Goggin, Gobbo, Hanssen, 20248Y. In the notion of play, he finds elements, such as
seriousness and order, that allow it to intervene in the higher manifestations of human

life, including jurisprudence, war, philosophy and science. As a coageg, play can

not be denied, since even the great archetypical activities of human societies are all
permeated within fronthe start, for instance, language, myth or ritual. Essentially, what

he proposes is a definition of play as a primargcept that has always accompanied
mankind from its beginning, described as a
certain fixed limits of time and place, according to rules freely accepted but absolutely
binding, havinlgd:iof s aim in itselfo (
However, Awhat is lacking in Huizinga is |
how one shoul d c¢ o nb&dt6)yof paly tha goesdeypnd itslcaneept.0  (
Somedecadesater,the FrenchscholarCaillois providedananalysisof the play basedn

Hui zingads assumptions. Acknowledging his ¢
nonet heless disagrees wit htheplag sepatateérdm s c h ol «
humanés everyday | ife. Therefore, i n his ar
well separated within specific times and spaces; characterised by uncertainty, since the
performancandtheoutcomearenotknownin advanceand,unproductivity,in thesense

that there is no production of goods. Further, iteigulated by specific rules, and it is

fictitious, that is players share an awareness of a different reality outside the play that

does not allow the reproduction of a similar activity in everyday AigeCaillois (1981,

in Gily, 2002:2728) writes:

l nnumer evol i sono i gi ochi e di vari o tipo:
gi ochi all 6aperto, gi ochi di pazienza, gi o

infinita varieta e con costanzadavveronotevole,la parola gioco richiama semprei



concetti di svago, di rischio o di destrezza. E soprattutto, implica immancabilmente

un 6 at niodsstersiones di divertimentoll giocorilassaediverte.Evocaun 6 at t i vi t ~
non soggetta a costrizioni, ma anche priva di conseguenze per la vita reale. Si
contrappone alla serieta di questa e viene percio qualificato frivolo. Si contrappone al

lavoro come il tempo perso al tempo bene impiegato. Il gioco infatti, natuge
alcunchénébenenéopere A ogninuovapartita, giocasserguretuttala vita, i giocatori

S ritroveranno a zero e nelle stesse condi

scommesse 0 lotterie, non fanno eccezione: non creano ricchezze, le spostano soltanto

To those theoretical observations, Caillos elaborates four game categories, respectively

competition, chance, simulacra and vertigo (Gily, 2022; Gori, 2008):

- Agon games characterised by competition fall into this category. As Gori
(2008:53) writes, it is a rivalry based on a single quality (i.e. speed, memory,
strengthandsoon) so that thevinnercan appeathe besin acertain categorgf
feats. In this perspective, the concept of victory elaborated by Huiznga fails, and
apersonavictory arisesunderstoodssuperiorityovertheotherparticipantsor
the sole pleasure of competition.

- Alea these games are based on fate. Defeat or victory does not depend on the
player but, for instance, on the dice roll.

- Mimicry: these are games in which one assumes a fictitious identity, i.e.
masquerading or dressing up. The player can play to make himself believe or
make others believe that he is someone else.

- llinx: this category includes those games that are based on the search for vertigo

and consist of an attempt to destroy the stability of perception for a moment.

This morphology elaborated by Caillos also marks the two functions of gdada and

ludus The latter is present when play is still characterised by free improvisation, a
principle of amusement and turbulence. Wpardabegins to organise itself with rules
and goals, thdudus appears. In other words, it can be said thatlteis function
complements thpaidaone; therefore, according to Caillos, within each game category

there is usually a transition fropaidato ludus
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Playandits gamesarethereforeexplorednto aspecificmorphologywherepaidae ludus
Grticulate their diversity in the difficult path between creativity and rule, allowing all

aspects to be considered as part of a whol e

1.3PlayandC h i ldevélapment:P i a gamd\Voysg o t $h&origsdl @ay

Domandi amoci ora che cosdo il gi oco, se un:
oppur e un tratto che contrassegna tutto I
differenziazionehevarianoa secondalelle diversesta.Le numeroséndicazionifornite

dal | 6 os sdatlavieerracigpaortanoin via provvisoriaad affermarecheil gioco,

pur essendo una funzione preminente e spedifieal | 6i nf anzi a, s prol u.
la vita (Vygotskij in Bruner et Alii, 1981, in Freddi, 1999:47)

At thebeginningof the20thcentury play emergedsa critical pointin the studyof child
development. Approached as an educatiotfarapeutic and development tool, it
becomeseemasad t r aforh i fhad@velopswvith childrenandwill neverleavethem

for the entire lifetime. The role of play in development is analysed and investigated by
the Swiss biologist and psychologist J. Piaget and by the Russian psychologist and
pedagogy.S. Vygotskij. Thefollowing paragraphghereforegxploretheirthesesvhich

have carried out an intense theorising work on the role of play in child development,
enabling the establishment of a stural literature on play that has come down to the

present day.

1.3.1P i a gTheoydf Play: a cognitivedevelopmenthroughpractice,symbolicand
rule games

The role of play in cognitive development and learning is explored in systematic terms
by Piaget.Accordingto him, anycognitiveactionis anequilibriumbetweenassimilation
and accommodation. The latter is expressed by imitation, involving mental schemas to
match or adjust the external models. Play, in contrast, is a continuum of functional and
reproductive assimilation; thus, the process by which children @akeetd incorporate

new external information into their mentdhemas. In his attemput elaborateac hi | d 6 s

cognitive developmenttheory, Piaget hypothesisedfour fixed stagesof mertal
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developmentsensorimotor stagérom birth to two years)pre-operational stag€from

two to seven yearsioncrete operational stagérom seven to eleven), arfdrmal

operational staggfrom eleven onwards years). Parallelth@se cognitive stages, the

Swiss scholar argued that three categories
Opractice, symbol and rule [...] which chal
point of view of thei6RllB)ent al structuresodo
As claimedby him, theplay makests appearancBom thevery beginningof life, namely

in the sensorimotor stage. Nevertheless, in this first stage, not all autotelic activities can
beinterpretecasgamesor playful behaviour.The only autotelicactivitieswhich seento

be characterised by play are the ones of purely functional assimilation; that is,

0 a s s i mhithaubdrdmateto itself withoutearlieraccommodationandassimilates

therealto theactivity itself withouteffortor! i mi t(laid..:DOY.Ihidin thethird phase

of the sensorimotor stage that the first real sample of play appears; specifically, when
children find out that their actions can cause things to happen. Continuing with their
cognitive development, children also start to evolve play from simplenacto more

complex behaviours, performing without a specific aim but purely for pleasure and
enjoymentLikewise,atthe endof thefirst cognitivedevelopmentadtage childrenbegin

to ritualize their familiamctions and gestures by repeating them several times. All these

kinds of playfulbehaviours mentioneabovefall into thecategory elaborated by Piaget
underthetermof practicegamescharacterisetly beingthefirst form of playin children.

Theyar e mere O6exercises6é through which chil d
purpose than the pleasure of functioningod,
h a b libid.:&10)( Although practice games are essentially semsoor, they can become

0f or two mhiurs ant theocasedd higher functions, i.e. asking questionsor
combining words (Gori, 2008: uestTloem @reab
children, having learnt to ask questions, amuse themselves by askirguestjonfor

the sake of fun and it represents mere practice, without any other aim.

However, these games which are merely o6rep
only the first years of i fe. The feeling |
0f eel pogett & ei s inadulh@dfgr mEamae,nvhen someobays anew

car:0 istlifficult toresistthetemptatiornto use]it] for thefunofusingo n enéwgp o wer s 6
(Piaget, 1962:114) herefore, Freddi (1990:50) writes about it, affirming that:
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Pur manifestandosi nello stadio seasotorio, i giochi di esercizio permarranno oltre

questa fase, accompagnando anzi |l Buomo per

While advancing towards the preoperational stage, symbgdimes made their
appearance, which implies representation of absent objects. As Piaget (1962:118)
highlights,theline thattraceshe passagéetweersymbolicandpracticegamess 6 mo r e

thana merematterof classificationandinvolves themain problems otheinterpretation

of play in general 0. It 'S possible to hyyg
children's play is evoked and considered through the medium of symbolism and not
anymore by practical action8s for the practice games, also the second game category

follows differentstagesTherefore atthevery beginning childrenapply a newsymbolic
mentalschema tbjects ompeople andend togeneralise it. Thereafter, childrstart to
imitateactionsthattheyhaveobservedn othersinsteadof havingacquiredhemby their

own actions. This passage represents the first sign of imitation that will be further
developed as they begin to use imitation to act out others, and contemporaneous to this
stagechildrenalsostartto symboliseobjects Goingfurtherin thesecondcognitivestage,

Piaget indicates other complex combinations of symbolic games: compensatory and
liquidating combinations. For instance, children start to use symbolic games to process
emotions, as in the case of compnsy combinations where they try to deal with fear

or anxietyby actingoutsituations Childrencanalsosymbolicallyreplicateanunpleasant

situation to distance themselves from it or to understand it in a new manageable way; in

this case, they are manifesting liquidating combinations. Nevertheless, symbolic games

are characterised by <chil dos elgiodvidualt ri sm b
behaviours which enabl ebidilt®) AsaFteddo(@99%5d) be i n

argues, it is possibke affirm that:

Il simbolocheil bambinasi é creato(la scatolachefi s p @ r épartienealui soltanto

e non anche ai coetanei o agli adulti. Detto con le parole dei linguisti, questo simbolo
non € arbitrario come lo sono, ad esempio, le padd#a lingua cui tutti i parlanti
riconoscondo stessaignificato.l giochisimbolicifannola loro comparsan uncontesto
evolutivo caratterizzato da molti elementi non ludici, i quali si ricollegano alla
dimensione egocentrica del bambino, a quel suo pensiero non ancora capace di tenere

conto del punto di vista degli altri.
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In the third stage of cognitive development, thus from seven to eleven years, symbolic
games begin to lose their importance aligned with the decline of the egocentrism phase,
which provokeghelossof theludic characteof thesymbol.Play,therefore peginsto be
moreorganisedrealisticandsociallyinteractive sincechildrenstartto satisfytheirneeds
throughreallife andinteractionratherthansymbolicdistortions.Thisis the periodof the
appearancef games characterised by orderliness and verisimilitude. Likewise, they are
also characterised by collective symbolism, thus children adopt different roles and
cooperatéo fit aspecificscenarioj.e. play family. With theformal operationaktagethe
definitedeclineof symbolicgamesoccurscausedy theemergencef gameswith rules.
Thelatter appear earlgsthe thirdperiodbut establisithemselvepermanentlyfrom the
laststageonward.Indeed aschildrenengagemorein collectivegamesgameswith rules

earn their predominance, as Piaget (19624y®rites:

[they] remain, and even develop throughout life (sports, cards, chess, etc.). The
explanation of this late appearance and protracted continuation of games with rules is
verysimple:they arethe ludic activity othe socialisedbeing[...]. The rule replacethe
symbol and integrates the practice as soon as certain social relationships are formed,
andthequestioris to discovertheserelationshipq...]. Gameswith rules,then,aregames

with sensorymotor combinations (races, marbles, balls games, etc.), or intellectual
combinations (cards, chess, etc.), in which there is competition between individuals
(otherwiseruleswouldbeuselessandwhichare regulatedeitherbya codehandeddown

from earlier generations, or by temporary agreement.

Foll owing this assumpti on, games of rul es «
practiceandsymbolicgamespn the contrary theyincreasen numbemwithagelPi aget 6 s
cognitive developmental theory contributes to the emergence of play as a crucial factor

in childés devel opment . Neverthel ess, as O
explanations of cognitvt unct i ons and devel opment , 6[ Pi a
the specific content of knowledge and inte

reasonjnterpersonatontextsgxperiencesandparticularcontentgegardinggameswvere
notinvestigatedy the Swissscholarwho perceivedhemasnotrelevantto his cognitive
theory.Accordingto him, while playing,individualsjustwantto pleasg¢hemselvesather
than Oexpress a need to adjust their I nt el

Corsequentlyheviewsplay andintelligenceastwo activitiesthatfollow differentpaths,
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of fering an &éi mprecise view of play from t

(Ibid.:104).The Swissscholar thus,unintentionallyplacedplay on alower level thanthe
cognitive dimension, defining it as a less serious and intellectually stimulating activity,
as Piaget (ihbid.:104) states:

Games became activities for which little concentration is needed, activities that can be
carried outin anyfashion andvhose finaresult is relativelyunimportantbecausevhat

is really important in play is having fun.

However, it is fundament al to highlight
been explored for the first time through a scientific perspective, becoming a paradigm
still valid in contemporargtudies FurthermorePiagethasbeenapioneerin considering
play as one of the bases for childrenoés
worl d oflbid:X08ught 6 (

1.3.2Vygotskijandplay: ameangoc h i tegefopmendf higherpsychological
functions

The Russian scholar Vygotskij, in contrast with Piaget, recognises the influence of

interpersonal and social contexts, personal experiences and emotional elements in play,

placingthematthed v eaundationof activity asthe motivationalforcethatrootsgames
sodeeplyin desiresandsubjectivea n t e n(Oriegaf093105)ThereforeasVygotskij
(1978:923) claims:

To define play as an activity that gives pleasure to the child is inaccurate. [...] Many
activities give the child much keener experiences of pleasure tharigidythere are
gamesn whichthe activity itselfs not pleasurabldsince theylgive pleasure only the

child finds the result interesting. [ ..

getting [the child] to act, we will never be able to underdahis advance from one
developmental stage to the next, because every advance is connected with a marked
changen motivesjnclinations,andincentives[Consequently]it is impossiblgo ignore

the fact that the child satisfies certain needs in play.
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According to him, all theories that ignore this point of view fail in the understanding of
theuniquenes®sf play as aform of activity, fallingintoad pedant i c i mt el |l ect
pl ayo6. I n other wor dasct ipvliaayy 6i st hradt reae qme ir eels
activation, placed below the cognitive dimension, but rather a resource of development
throughout children realise their needs and desires. Play emerges during the preschool
agewhenchildrenexperiencehatfeelingof frustrationat notbeingableto satisfydesires

and needs,; and, to satisfy this O6tensionbd
worl d, which is Oowhat we call pl ay?o6. I n t he
andit is for thisreasonthat,accordingo theRussiarscholarg i ma g iisplaywithoun

a c t iAsaredult,thechild'semotionalspheras crucialin the procesof understanding
play,sincethelattermirrorsthoseunrealizablelesiresandneedghatcannotberealisable

in reality. When play evolves into more complex symbolic games, such aglagle
childrenbeginto usemoreabstracthinking andlogical processed-or instancechildren

who play O0the doctord are not just mimicki
ment al representations of the soci al wor | d
meansThisrepresentsa crucialaspecthatis centralto thedevelopmenbf morecomplex
cognitiveabilities. Indeed, they amngaginghemselves in discourse, namely sharing,

challenging and negotiating meanings behind their actions and roles, that allows to
hypothesise the essential role of play in the development of higher psychological
functions. Foll owing that @pfereopercheéenwteso p( @l
2003:113kinceit involvesanimpulsedrivenforcethatmarksplay asafreeactivity, and
atthesametime, this freedompusheschildrento develophigherpsychologicafunctions

and cognitive processes, such asbfgm solving, abstract thinking and the ability to

manage emotion&imilarly, assoonaschildrenemergerom their egocentrigghaseand

play becomesnoreacollectiveactivity, theyexerciseheir socialrolesthroughdiscourse
andsocialinteraction revealingthecrucialrole of playin socioculturadevelopmentThe

reason why play allows these developments can be found in the words of Vygotskij
(2016:18):

In play a child is always above his average age, above his daily behaviour. [...] Play
contains all developmental tendencies in condensed forms; in play it is as though the child
is trying to jump above the level of his normal behaviour. The-gdaglopmet

relationshipcan be comparedwith the instructiondevelopmentelationship, but play
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provideschangesn needsandin consciousnessf a muchwider nature.[...] It is inthis

way that play can be termed a | eading actiywv

Consequently, Vygotskij statestkee r i ousness of pl ayful activi
it is not just a spontaneous action but rather a medium for development also for higher
cognitive functions, al | aspects that col |l c
(Gori, 2003:48).

1.3.3PlayandLearning thezoneof proximaldevelopment

The advocates of the major theoretical positions about the relationship between learning
anddevelopmentlaim thatchild developmenis independentrom learning.Theformer,

therefore, iseen asnexternalprocessot directly involvedn thegrowth, thab ut i | i s es
the achievements of development rather than providing an impetus for modifying its
cour s e 6 (1¥BTYIimnilarly, anptheperspectivedentifiesdevelopmenasthe

prerequisite for learning. In that sense, if the child has not yet matured certain mental
functions that enable him to learn a given subject, any attempt at teaching will be not
efficient. Nevertheless, before children begin school their learning sgd@es already
stated,sinced a learningchildrenencountem schoolhasaprevioush i s t(lbid.:84%

In the questionperiod that markpreschoolage children are learning by receiving a

variety of information from answers, or by assimilating names of objectives in their
environment . From this point of view, it [
devel opment ar e i ntveerrrye lfaitresdbidf8oitoweven el icfha @ (c
learning that occurs in the preschool period is different from the one that occurs during
schoolage,sincethelatterintroducesafundamentatonceptn ¢ h i tHegefopmentthe

zone of proximal development. brder to better understand this concept, it is essential

to seethefirst level of developmentsalledtheactualdevelopmenkevel, whichrepresents

the | evel of chil dr e rhdvealready maturdd aftert aucartain oper a
completion of a development cycle; basically, what children can do on their own.
Characterising cognitivédevelopmentetrospectivelyit hasbeenused fordecades aan

indicationofc h i | dnentalalilises.However,asVygotskij statesscholardavelittle

consideration of the idea that what children can do with external support might be even
moreindicativeof their cognitivelevel, ratherthanwhatthey cando alone.Startingfrom

17



that position, the Russian scholar elaborates the notion of the zone of proximal
development (henceforth ZPD), described as folldinsl (86):

It is the distancébetween the actual development level as determined by independent
problem solving and the level of potential development as determined through problem

solving under adult guidance or in collaboration with more capable peers.

This characterises devel opment prospecti ve
processethatarein astateof 6 ma t u r Easentiallythdsecognitiveprocessethatare

in the ZPD, thus in a state of formation, will be the actual development in the future.
According to Vygotskij, a child's mental development can be determined only by
clarifying these two levels. Furthermore, the ZPD turns out to be an essentialadispect
educati on, as it highlights t hheougpsotis#g nt i al
interactionsandinstructionslt permitsteacherso delineatehec hi 6 d e fdtura t e

devel opment stated, all owing to tailor 1 nst
promotea moreeffectivelearning.Consequentlypneof themainfeatures ofearningis

its power to reawaken those internal mental processes that can only operate through
interaction and cooperation, encapsulated in the concept of the ZPD. In this regard,
learning andalevelopmento not coincide;it is develgmentthatis placedbehind learning

and this sequence is evident o6in zones of |

by the valid tools that games represent.
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Chapter 2. Playful LanguageTeaching: approach, foundations,
definitions and benefits

Play has always accompanied man, and its educational use has ancient origins. As
addressed in the first chapter, wi th Huma
understood as its whol e, and the concept o
educatonal institutions. lis precisely this combination of learning and play that el
themaincoreof this chapterRepresentingcrucialfactorinac h i tHesefogmentplay

turns out to be a great resource in learning for children, as Vygotsky clatoethat

reason, in the specific field of glottodidacticsthe Playful language teaching
methodology is considered optimal to ensure and support the long process of second
language acquisition. The following sections will address in detail the role of play in

second language learning and the characteristicsiofiriathodology, with a specific

focus on foreign childrends | earners. Neve
(2004), any teaching methodology must have a theoretical frame, in order to have
scientific reliability. In the case of Playful languagadking, it is represented by all the
researclknownwithin theAffective humanistiapproachwhichwill bepresentedefore

thesecond part dedicated to the playful methodology.

2.1 Affective humanistic approach toLanguageTeaching

The term O6humani smé, according to the Cambr
on human needs and values and not on a godeot i ‘grhioodefidition prompted an

awakening of consciousness in human life and became the very basis of the cultural
debate off0OOBhgedb?®60§ Rahman, 2008). The word
focus of several di sci pl cholegg in edacatdn camed n e e d
forwardin widerd i s ¢ u ($bi&l.i79),provokinga shift of the objectof study,namely

6 Glottodidactics, or Language teaching, isceencethatdealswith languageeducation. Irthis thesisthe
distinction given by this discipline between L1 and L2 will be used to indibat@other tongue (L1) and
thesecondanguag€gL?2). Thelattermeandearningasecondanguagehroughlinguisticimmersionasthe
L2 is speaking in the surrounding environments: for instatheeltalian language studied in Italy by a
foreignstudent.

7 cambridge.org/dictionary/learnenglish/humanism?g=Humanism
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from thelanguage tdhe personthe learnerTheunderlyingphilosophylinking all these
studiescamefrom humanistigpsychology developedy C. Rogers Accordingto him, a
goodteachersonewhoconsiders e a r ametiorsaddphysicaldimensionatthesame

l evel as the <cognitive one. Thi s 6Coperni
(2023a:14)marksafundamentapassagn thefield of glottodidacticgyiving riseto the

Humanistic language teaching approach. Learning becomes a process that involves the
whole person, who is not anymore just a rational being, but first and foremost an
individual with feelings and attitudes that condition his relationship with the vaodd

others (Luise, 2006). As a result, this perspective highlights for the first time the

i ndividual 6s affective dimension and perso

language learning process. All these assumptions can be encapsulated into &pgsconc

within humanism outlined by the | anguage t «
|l ong been emphasising on humane practice in
- Feeling;

- Socialrelations;
- Responsibility;
- Intellect;

- Selfactualisation.

Following this perspectiveateachemwho wantsto adopta humanistidanguagdeaching
approactshouldconsider thesfive emphaseas aguidelinesinceé afbrrhsof humanism

seem to promote at | east some of these valu
The central aim of the Affective humanistic language teaching approach is
communicative competence (Balboni, 2023a; Caon & Rutka, 2008). Balboni proposes a

model (see Figure 1) to better understand the concept of communicative competence: a
mental reality(competence) that is realised in the real world (performance); namely in
contextswherelanguages usedto achievea goal. Accordingto him, therearethreeareas

of | anguag e sapeenadimguée)n:c el i(nbgui st i c, extraling
abilities. These can become language performaiumd. ( sager fare linguéa ) , i . e.
understanding, producing, and transforming texts. However, oral and written texts are
communicative events governed by social, pragmatic and cultural rules; for that reason,

an individual also must master sociolinguistic, pragma linguistic arefrcudtural

competencie@lbid. Gsaperfare conla linguad )This specificcompetencevaselaborated

20



by D. Hymes, highlighting the idea that to use a language effectively and appropriately

in a var.i

ety

of soci al

S i

tuati ons

eommuni

saperecomunicaran una lingua; in altri termini, avereceompetenze e | | ®ansolm e

conoscenz ébid:Hr).IHoveves any language curriculum must also aim for

metalinguistic competence: the ability to reflect upon language. Since this kind of

awarenessanbedevelopedrom anearlyage,it isimportantto includeexplicit language

reflections in the language classroom with children too, as they can start building their

rational tools to manage their second language performance (see section 2.3.1) (Luise,

2006).

==
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e
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padronanza delle abilita,
capacita di ‘fare’ lingua

capacita di
agire
socialmente
con la lingua

Figurel: communicativecompetencéBalboni& Caon,2015:21)

Considering what has been addressed and taking into consideration the specific context

of learning Italian L2 in school by foreign pupils, an Affective humanistic approach

results necessary since the primary focus is on the learner, who is accepteghaléis

complexity within a freestress learning environment.

Further, it recognises the complex operation of acquiring a second language: a process

that implies the modification of the architecture of the brain (Balboni, 2023; Mollica,

2008) and, as Balboni (2017) highlights, the acceptance of spending hoursogesspr

thathasevidentresultswith extremeslownessFor all theseeasonsthefirst andforemost

aim of glottodidactics must be the learner within his entirely human complexity by

providing a humane environment. Playful language teaching seems tot r@épleese

points; therefore, as Caon and Rutka (2004) state, it transforms the principles of the

Affective humanistic approach into practical models
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2.2 An interdisciplinary approach: the contribution of neurolinguistics

Dealing with humanistic language teaching requires an interdisciplinary approach. It
means sharing a strong connection with other disciplines to purchase knowledge and
integratensightsandtoolsto elaboratenewframeworksandpracticesvhile maintaining
autonomy (Luise, 2006:13). The field of neurolinguistics has contributed greatly to the
Affective humanistiagglottodidacticsthefundamentaprinciplesof this sciencehathave
influenced the field of language education are the bimodality, directionality and modal
focusing principle.

2.2.1Bimodalityprinciple

Léacqui si zione ha wuna di mensione neur ol ogi
neurologica che abbiamo a disposizione € costituita dal cervello, che ha due emisferi le

cui funzioni sono differenziate [...], una funziona di percezione olistica, globale,
simultanea,analogicaedunapercezionenalitica, sequenzialdpgica;l 6 i nt draazi one
questedueprospettiven e | | 6 e | alked rl &dgiregnpetcorsochevadal globale

all éanalitico (Balboni, 2017:12).

Thanks to neuroscience, it is known how the human brain works during the language
acquisition process. The two brain hemispheres, namely right and left, work in a
specialised manner indeed. The right one governs the global and emotional perceptions,
whereatheleft hemispherés responsibldor thosetasksof analyticalandlogical nature,
governing also the verbalisation. After a |
asit hasalwaysbeenbelievedthatit wastheseatof linguistic processin@ndso,theplace

of 6higher forms of cognitiondéd (Mollica, 2 (
belief, statingthatlanguagecquisitionprocessctivatedothb r a hemigmheresyhich

collaborateo producecomplexthinking (Begotti,2006).Especiallytheright hemisphere

turns out to be indispensable as it allows the understanding of language input, the
fundamentabasisof anylanguagdearningprocessThetheoryof bimodality,elaborated

by Danesi(Mollica, 2008:3),unites6 | a n dearairgg@ndlanguagdgeachingwith the
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research o f brain functions. 6 It recogni s
consequently, iftheaimistoeach/ | earn according to o6natur
both hemispheres to fully exploit the acquisition potential of the entire human brain
(Begotti, 2006). The theory embraces two basic principles: the modal directionality and

the modal focusingrinciple.

2.2.2Directionality principle

Themodaldirectionalityprinciple stateshat newinput mustbe presented tstudentsy
following the sequence from right {Rode) to left (-Mode) hemisphere; as Danesi
(Ibid.:7) declares:

[In] initial learning stages students need to assimilate new input through observation,
induction|...] andvariouskindsof interactiveactivities.Unlike manyother brainbased
approacheshowever bimodality suggestthat formal grammaticalexplanationsdrills,

and other LMode procedures must follow these stages, otherwise the control of
structures will not emerge spontaneously. [...] The modal directionality principle thus
claims: that experiential forms of tutoring belong to the initial learning stages, atd th
teaching should move quickly towards a more formal, analytical style.

Essentially, to ensutthatthe new inputis accessible for thieft hemisphere, ahevery

beginning teachers and pupils should engage in activities that promote the activation of

the right hemisphere, i.e. exploration, creativity, spontaneity and induction. Only after
having completed this stage, t efaleeHefir s can
hemisphere through techniques that focus on more formal and mechanical instructions.

I n that sense, t he direct i odiffetemtveysiorpof i nci pl
second language teaching h e i ndu ct ibwd.®), gs it ennocraged papils tq
spontaneously discover the mechanisms of language and then proceed towards more
accurate reflection guided by the teacher.

The directionality principle has also been investigated by psychology. Thé&mwesiin
presentatiofpractiseproduction teaching model, which marked many textbooks of the

last century, evolved into a new model of teaching proposed by Gestalt psychology
(Balboni,2023a) It theorisedheexistenceof asequencefi n p percéptiorcomposed

of three phases: 0 tpid.d®).dt Imeans that, kay itsavery reature,e s i n't

the learner'sfirst perceptionof the communicativeeventis global, information is then
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processed in increasing detail through the mechanism of modal focusing, allowing the left
hemisphere to reorganise its knowledge and fix the new input (Della Libera, 2020).

Foll owing this theory, Gestaltods ndmg el of t
to the Onatured, as it moves forward i nduc!H
importantto presensometeachingmomentsaddressetb linguistic reflectionguidedby

the teacher and aimed at the development of metalinguistic competence, as Luise
(2006:125) highlights:

Uno dei valori aggiunti che un insegnamento strutturato, consapevole, in contesto

formale e scolastico puo dare rispetto ad un processaliisizione spontanea di una

lingua seconda [risiede] nel dare allo studente gli strumenti e i metodi per riflettere
consapevolmente sulla lingua che sta apprendendo e per imparare e scoprire come si

i mparano | e I|ingue. [ é] Aossibileema cawspicabile b ambi n

programmare ed attuare percorsi di riflessione linguistica.

Proposingheseexplicit reflectionsdoesnotmeanreturningto traditionalandmechanical

methods, therefore there is no deductive explanation of the rule, the student instead
activelydiscovergherule throughteachetled scaffolding.Further,to ensureabeneficial

l i nguistic reflection, it mu st be the poin

Luise suggestdlgid.).

2.2.3Modalfocusingprinciples

The modal focusing principle states that students will be focusing on one mode or the
other at certain moments in the learning process. For instance, when they want to recall
some vocabulary, they useMode; or, at the same time when they have to overcome
someerrorpatterngheywill resortto theleft hemisphereindeedthelattercanhelpthem

in focusing on formal aspects for accuracy and control, allowing them to overcome the
languaged o b s t MewdrthelesdasDanesi(lbid.:7) highlights,trueaaquisitionoccurs
whenp u p atterspéat @iscoursdormulation[that] canbeseerto enlistbothmodesn

a cooperative wayo.

Supposéimodality theory igespectedanyindividual canacquireasecondanguageat
anyageif themodel'sdirectionalityandfocusingprinciplesareeffectively appliedin the

teaching process.

24



2.3 Theoriesof languageacquisition

Humani stic | anguage teaching also focuses
mechani sm of | anguage acquisitiond a theor)
scholar, every person has a Language Acquisition Device (henceforth LAD), thus an
innae mechanism for language acquisition that allows people to acquire one or more
languages during childhood and beyond (Caon, 2022:10). Nevertheless, in a language
teachingcontext,LAD activatesvhenpupilsaresurroundedy interactionsandpositive

feedlack. The Language Acquisition Support System (henceforth LASS), theorised by
Bruner, recognises thimportance of LADbut also places a crucial role on all external
factors.Teacherstherefore haveto stimulatetheactivationof | e a r LWAB th®u@hthe
implementation of a supportive environment, namely LASS. that subject Luise
(2006:101) claims:

[...] il valore aggiunto che un progetto di insegnamento formale pud dare ad un
apprendente di una lingua seconda sta nella messa in pratica di tutte quelle azioni e
quelle metodologie in grado di attivare il LASS e che quindi permettono di intervenire
sudi orientamenti degli apprendenti, favorendo lo sviluppo dei tratti linguistici e
comunicativi che rientrano nella variabilita individuale, tenendo sotto controllo i
possibili fattori sociali e psicologici che possono interferire negativamente con

| 6 a azione.i s

If humans have their development sequence to acquire languages; likewise, does the
secondanguagecquisitionproces¢Balboni,2017).It meanghatanystudenivhowants

to learn a second languagasto follow a sequence of interlanguages that characterise
thetargetlanguage. Interlanguagetexmcoinedby Selinkerin 1972 refersto thespace

between the mother tongue and the target language, an interlingual continuum divided

into stages of development (Luise, 2006). In other woadguisition is ensured by

following specific language stages, which differentiate from language to language. The
notion has been popularized by Krashen with
his Second Language Acquisition Theory, the d@swn and widespread theory of the

mechanism of second language acquisition.
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2.3.1Kr a s hSeconilanguageAcquisitionTheory

Kr a s ISecondLanguageéicquisitionTheory(hencefortiSLAT) (1982)assumethat

L2 acquisition isguaranteed when the five hypotheses elaborated by the scholar are
respected, which also represent the fundamental concepts related to the humanistic

glottodidactics. The set of hypotheses are the following:

- Acquisitionvs.learningand monitorfunctionhypothesis
One of the most fundamental hypotheses made by Krashen is the distinction between
acquisitionandlearning Accordingto him (1982:13) acquisitionisad p r osondas, i
notidentical, to thevay children develop ability in their firsta nguage 6 withi n cont
learningwhichrefers:6 tcansciouknowledgeof asecondanguageknowingtherules,
being aware of them, an dbidb4).ilmadditienpldamingt o t al |
has a function of monitor: a rational control that is activated by learners to make
corrections in their performance and trace their second language progress. Following
Krashends theory, t he mo ng that formdl wles; bri on all
conscious learning, play only a limited role in theasgtlanguage process, the role of
6editord (Krashen, 1982) . Neverthel ess, it
l earni ng, which according to KeamaghAsnods t he
claimedby Luise (2006),acquiringalanguagen a formal context(i.e. school)mustseek
to reproduce the natural conditions of the mother tongue; however, it also requires an
explicit learning process. Consequentarning is fundamental since it activates the
monitor function that controls the lamgge acquisition path and permits students to be

aware of their second language process.

- Naturalorder andcomprehensiblenput hypothesis
Krashen presupposes the existence of a on
particular, he refers tthe existence of a morphological language structure, a path that
works for both children and adults and first and second language acquisition. As the
scholar (1982) states, although the second language acquisition process does not mirror

exactlythe mothertongue,somesimilarities allow it to be calledthe 6 n a torderaf |
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S L ANeverthelesshis6 n a tou rd agipeéronly undercertaincircumstanceghatis
when the language input is comprehensible; this hypothesis claims the following

assumption (Ibid.:22):

A necessary (but not sufficient) condition to move from stage i+1 is that the acquirer
under stands i nput t hat contains i +1, wher e
focused on the meaning and not the form ofnlessage. We acquire, in other words,
onlywhenwe understandanguagethat containsstructurethatisa ¢ | ibtetyl osheated

we are now. How can we understand language that contains structure that we have not

yet acquired? The answer is that lipparent paradox is that we use more than our

linguistic competence to help us understand. We also use context, our knowledge of the

world, our extralinguistic informationto help us understandanguagedirectedat us.

This hypothesis can be i+56y, mbwdlig@mdsdor thent o t h e
languagestructurealreadyknown,andé lisGthenewlinguistic elemento acquirewhich

is slightly one step ahead of the current language level.

- AffectiveFilter hypothesis
However, providing @&omprehensible input in a natural language order is not sufficient
to ensuresecondanguageacquisition.A third conditionis neededwhichis theabsence
of the affective filter: a psychological d
anxiety or fear (Krashen, 1982) . Foll owi ng
the relationship between affective factors and the process of Shdg e acquisition
process can vary depending on the strength or weakness of the affective filter. The
edua@ational implications within this hypothesis are crucial in understanding the
importanceof notforcing learnergo performsomethinghattheydo notfeel readyto do.
As a result, one of the main | anguage teac
classroom environment with low filters, that is those that promote low anxiety among

students, for instance by respectingthesa| | ed O perlbid3l). of si |l enced
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2.4 Playful LanguageTeaching

Playful language teaching represents a practical response to the goals and theoretical
principles of Affective humanistic glottodidactics, since a playful environment is, by its

very nature, serene araharacterised bgnjoyment, discovergndplayfulness (Begotti,

2007).This ludic methodologyplacesafundamental valuen theconceptof play, asthe

main promoter of the overall development of the pupils. It is precisely through play that

every child experiences the world; a privileged mode of discovery that provides

i nvaluable opportunity for them foyéxplor
contributing to Opositive cognitive and ph)
well-beingand[supportinglacademic k i (Ndsluti@tal.,2023:143) Forthatreasona

teadherwho choosego usea playfulmethodologyallows studentdo approactthe study

of alanguagen anaturalandfamiliar way,andto involve all their abilities,i.e. cognitive,

emotional, social and sensorimotor (Luise, 2006). This statementifindgplanation

within the global and holistic nature of play, a feature that engages pupils in a double
engagement. On thsynchronic level, students amotivated and participa@ognitively

and emotionally; whereas on the diachronic level, their abilities evolve, and their
motivation is renewed as there is a will to achieve new goals (Caon, 2020). Therefore,
playful glottodidactics sees in play a strategic dimension for faalgatanguage

learning, aghefollowing componentsireintegrated intahe playful experiencé€Freddi,

1990; Caon, 2022):

- Cognitive:asalreadypointedout by Piaget(seesectionl.3.1),play contributego
chil drenos cognitive development. Howev
continues to activate the playeros cogn
creating a certain strategy to complete or win a game. Linguistic: the simple
readingof therulesallowsthelanguagecomponento beusedto its fullest extent
during playing, even without being conscious of that (Caon, 2022). In this way,
the soecalled Rule of Forgetting'see section 2.3.1) fully applies and the focus
shifts from the form to the meanings of language, allowing the purpose of the
game and the use of language to coincide (Luise, 2006).

- Affective: motivation, interest, pleasure and fun are strictly integrated into play
that has the potential to activate a pleatiaged motivation. Further, when a

recreationahctivity thatis personallymeaningfulto learners igjiven,it canhelp
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to raise a feeling of sed#fficacy and control of their achievement, as well as
provoke positive emotions (Plass et. al., 2014).

- Emotional:thefearof makingmistakesor performancenxietyis usuallybroken
down while playing. As addressed in section 2.3.1, one of the aims of second
languagdeachings avoidingtheactivationof | e a r affectivefifber (Krashen,

1982), and play turns out to have a special power to ratiicenental barrier.
Therefore, the learning process is facilitated if it is associated with positive
emotional evaluation, so any recreational activity proposed has to stimulate
feelings that act as a stimulus and not as a deterrent (Paciotti, 2018).

- Social: play can encourage social interactions through cooperation between
students; many games therefore can be used to teach collaboration, support and
respect for others.

- Motor andpsychomotormovementcoordinationandbalancecanbe fosteredin
a playful cont ext since pupils o6actd th
strictly bonded to the movemernbid.).

- Cultural: thespecificrules ofagamemaymirror the cultureof agivenplace.

- Transcultural:asCaon(2020:454notes:

6 Adhildren,independently frortheir geographicalandcultural origin, play andshare
some aspects belonging to a Auniversal pl ay
experience that creates fraternization, creates contact and establishes an equal

relationship among different sets of knowle

Further, playing engages and entertains simultaneously if the autotelic feature is fully
perceived by learners, and it is collocated in the ZBRl.). When this happens, the
cognitiveand physicaefforts ardess perceived, witholtteing negated, and an intrinsic
pleasure within students arises. As a result, the playful experience has several potentials

for second language learning, as Caon (2022:54) states:

L'esperienza ludicaresenta, dunquéelleevidentip ot enzi al i t © prer | dapp
gener al e poich® <coinvol ge il gi ocatore i n
straordinarie similarita con le condizioni per cui vi possa essere apprendimento

significativo (cf. 6.1). Per | 6apprendi ment
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di grandevalore poichéquasila totalita deigiochiprevedond 6 uledlapparoladurante

il loro svolgimento e per la comunicazione o la negoziazione di regole.

2.4.1Didacticgame:whatis it?

It is believedessentiato makeadistinctionbetweerplayful activity andplay-like activity

to avoid possible misunderstandings and to not increase prejudices around the
implementatiorof playin languagesducationsinceit is oftencontrastedvith theconcept

of 0% The distiriction considered is elaborated by Visalberghi (Caon, 2020:448),
who argues that a playful activity possesses the following characteristics:

- Itis exactingit involvesapsychaephysical,cognitiveandaffectiveinvolvement;
- Itis continuousit traces thentirespanof life, notjust childhood;
- It is progressiveconstantlyrenewedguaranteeinglifferentdevelopments;

- Itis autotelic:namely,it hasa purposein-itself.

Play-like activity sharesll thementioned characteristiegth the exception thait is not

(@)

autotelic. |t means that the purpose is
coincidewith the completion ofheactivity (Ibid.). Nesbittetal. (2023),make asimilar
distinctionbetweerfreeplay andguidedplay. Accordingto them,theformeroccurswhen

there is no explicit learning goal; on the other hand, guided play is when a specific
learning object has been set by adults who support children in reaching it. The
fundamental aspect of guided play is that children have agency to construct their
knowledge andthis typeof recreationahctivity 6 e n ¢ a ptBesciemctfhewhuman

brains | earndé | eadbdil3)t o a series of benef.i

When the experience is active, engaging, meaningful, socially interactive, iterative, and
joyful rather than passive, distracting and mmeaningful, children can best achieve a
breadth of outcomes. [...] Benefits of guided play, compared to traditiomattdi
instruction, have been found across subject areas, including mathematics (Fisher et
al.,2013), literacy (Han et al., 2010; Toub et al., 2018), and executive functioning skills
(Schmitietal., 2018;see Zosh HassingerDas,etal., 2022).Guidedplayis alsosuperior

to free play if there is a curriculum goal in mind (K. Fisher et al., 2010)

8 In Italianlanguagehedistinctionis givenbetweerthetermsé g i lbera- attivital u d and@ @i o c o
didattico-at t i vit " [l udi formeé. The English translation is
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2.4.2Playandgame

The English language allows a distinction between the woladsand game the two
concepts on which Playful didactics is based (Caon, 2020). In the dimension of playful
methodology,play refers to the term playfulnesé:t he vi t al charge in
intrinsic motivational inducements become integrated with affeetimetive, cognitive

and soci al a s p dhodt447). Game onh kthe otherehand,nrefarsdto tlje
activities with their rules, times and spaces, in which such vital change can be fostered.
As a result, it is possible to affirm that what teachers should do is to propose games in a
playful context (Nesbitt et. al., 20R3The distinction makes it possible to formulate a
principle underlying Playful Laguage teaching, that is implementing this methodology
does not only mean using phike activities (games), but as Caon (2022) highlights,
usingall thoseactivitiesthatstimulateintrinsic motivationandfacilitate secondanguage

learning, even if they do not have the characteristics mentioned in the section above.

Il docentedunquedovrebbe proporrattivita ludiformi, cioé gamesn uncontestache

sia anlchdiess,o pl ay. [ é] Scopo specifico del
quello di fornire al docente principi teorici e suggerimenti operativi per programmare,
organizzare e gestire determinate attivita in modo che siano percepite dagli studenti come
ludche [é] ma che possano anche facilitare il
far questo € necessario sapere coniugare armonicamente il potenziale totalizzante ed
educativo dei comportament i l udi ci del | 6es

linguisti propri della glottodidattica (lbid.:57).

2.4.3Definition andfoundations

As Caon and Rutka (2004:22) point out, there is still no common definition of Playful
language teaching. Despite the extensive literature and the recognition of the strong
educational/alue ofplay, thereis still muchuncertaintyamong teachensho perceive it

suitableonly for theyoungesipupils, confining it to purely playful moments as opposed

to the concept of O6studyodo(Ghetti, 2022) . Cc
of those teaching methodologies that is often misunderstood, as Lug1(@832)

states:

Tutti diconodi apprezzarlamapoi pochila applicanoveramentein particolare,spesso

e vistacomeun metodoadattosoloai bambini.[...] In realtala metodologidudicaéuno
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sfondo sul quale si possono inserire tutte le proposte didattiche e linguistiche, in grado

non solo di motivare allo studio, ma di veicolare lingua e contenuti, potenziando

I 6 appr e.h.d Bisognaperointendersisuchecosasignificametodologidudica:

essa non va intesa come | 6identificazione
divertimento, comattivitd poco impegnative conl & u gjiocatli e giochi strutturati,

ma come la principalanodalita attraverso la quale viene presentato il materiale
linguistico e viene fatta esercitare la lingua, attraverso la quale lo studente puod

osservare, sperimentare, manipolare, impossessarsi di una lingua.

Accordingto Caonand Rutka (20042013),Playful language teachinig amethodology

that consistently realises the founding principles of the Affective humanistic approach
into operational models and teaching techniques. An attempt at a definition can be
summar i sed i n t hseentsetherdundarpehta prinaiple foepsomating

|l earnersd gl obal devel opment through ensur |
ensurghepossibilityto facethestudyof a secondanguagevithout stressor fearthrough

the implementation of recreational activities that involve pupils globally and stimulate
their intrinsic motivation Ipid., 2004:223). The Italian scholar Freddi (1990), who has
done play a cornerstone of his glottodidactics studies, has identified in thébioole,

gioco, linguasome keywords that underlie a playful language teaching for children. In
line with Caon and Rutka (2004:23), these fundamentals have value beyond the age of
the learner and can therefore be taken as the core principtee ®layful language
teaching methodology. The fundamental principles are the following (see Freddi, 1990;
Caon & Rutka, 2004; Caon, 2022):

- Sensoriality: it is essential to ensure students with opportunities to involve all
sensorychannelsfor thatreasonteachinganguagehouldfavourmulti-sensorial
experience to make learning more complete and productive;

- Motricity: movement is fundamental in human lif®@ance, music, mime and
gesture are essential aspects in human manifestations. From a teaching
perspective, motricity contributes to the development of the teatdmnging
path, so it should integrate verbal and nonverbal language to ensure meaningful
language learning.

- Neurol ogi cal bi modality: to teach and |

teaching has to respect the bimodality principle (see section 2.1.2)
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Semiotic: within a language learning process, the plurality of languages (i.e.
soundsgesturesndobjectivesmustbepromotedo ensureneaningfulearning;

0the playful met hodol ogy offers an opti
2022:60)

Relationality: although the existence of a Language Acquisition Device (LAD),
language is acquired through a continuum exchange with others. In teaching
practice, many games allow language to be used with a communicative purpose

that in turn leads learnets interact with others, also improving social skills.

Pragmatism: language becomes a social action as people can do things with it;

while playing it is used to achieve a goal, complete or win the game.

Expressivity: playing a game allows students also to use their emotional
dimensiorsinceplayingrequires imagination and creation, ssheresithin their

affective dimension.

Authenticity: games make situations authentic and believable; while playing,
learneraunconsciouslygreateanauthenticcommunicativesituationin which they
spontaneously use the second language (Paciotti, 2018).

Biculturalism:learninga secondanguagealsorequiredearningits culture,since

0 igibco,comelalingua, éancheespressiondellaculturachel 6 &1 rae &aom 6

& Rutka, 2004:28).

Naturality:asclaimedby Freddi(1990:137)thenaturalproces®f L1 acquisition

occurs using language where the child focuses more on meaning than form. The

aim of second | anguage teaching i s, t h
process of acquisitionbo. The playful me
thatsituationof naturalnessasit partly mirrorsthelearningprocessf themother

tongue.

Playfulness: defined asG@s uper or di nate categoryd (Fre
teaching methodology should be built around the concept of playfulness. With a

focus on children, play, as a factor of cognitive, emotional, social and cultural
development, must represent every momehtteaching activity, as Freddi

(Ibid.:139) writes:

[con] giocoil bambinasi esercitaimpara,dominae controllail reale: grazieal
gioco,sipreparaa | | 6 i n cibfuturo; conlawita adulta. Sempremediante

il giocogestirapoila propria esistenzancheseessmonavrala preponderanza
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dei primi anni. Tutto cid ha delle implicazioni per una didattica di livello
primario. In essa, infatti, il fattore gioco muove tutte le iniziative e tutte le

6materied, compresa | a lingua straniera.

2.4.4G a melas8ificationandtypologies

Foll owing Piagetds cognitive theory in whi
childés devel opment, the following types
categoriesddresseth sectionl.3.1:functional,symbolicandrule gamesThefollowing
categorisation isindera functionalperspectiveratherthan ina chronologicabne;since

play does noendwith childhoodbut continuego influenceindividuals throughoutheir

entire lives, as Caon and Rutka (2004) highligit.a school context, functional or
exercisggamegepresentll thoserecreationahctivitiesthatexerciseandfix vocabulary
andlanguagestructure Fromadevelopmenperspectivethesearethosegameghatallow

a child to explore the surrounding reality that he carries out for the pure pleasure of
experimenting: Oessi sono finalizzat.i al |l a
1990:144)Fromaglottodidacticgointof view, the pleasuref experimentingpasse®n

to the level of language, where the learner does not perceive the gap between play and
exercise, since the motivation and pleasure derived from these activities are the same as
those free play lpid.). Some examples of teaching techniques that fall under this
classification are: inclusion and exclusion, association, completion, fixation (i.e.
crosswords or riddles) and problesalving activities. Symbolic play manifests itself in

t he c¢ hi ltadrépeesemt bhsdntijebtythrough all means of expression, not only
throughverballanguageThis is thereasonwhy all thoseteachinggameghatrequirethe

use of creativity and verbal and nweerbal languages, fall into this category. Some
instancesnclude:expressivactivities(i.e. music,theatrerhymingrhymes) transcoding

activities, poster making, comics, role play and so on. Rules games, that last throughout

all existenceare thegamesof social living. Forthis reasonthesetypesof gamesarethe

most used inschool since learners can acquire language social rules; for instance:
complex role play, information gap, traditional board games (i.e. the goose game), card
games, tris and so on. All these examples, which do not represent an exhaustive list of
playful techniques, make it possible to facilitate L2 learning by placing it in a playful
perspectiveHowever, it is importantto specify anotheraspectconcerningthe playful
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language teaching methodology, as Begotti (2006:29) indicated, that is playful
methodology does not mean simply implementing games, since:

Sonatenutein considerazionedutilizzatecomestrumentalidatticonellaglottodidattica
ludicatutte quelleattivita che,pur magarinonessendgiochiveri e propri, promuovono
peroun coinvolgimentdotale dellostudentemotivandoloe facendogliprovarepiacere.

The pivotal aim of Playful language teaching is therefore to implicitly drive students to
continue the language learning process through the implementation of a cognitively
challenging climate (ZPD), in which there is no negative stress, and througispletre

forl e a r emetiormaldimensionby trying to makethemhavea positiveandenjoyment
experiences in such a way that learners are motivated to continue the experience (Caon,
2022).

2.5 The benefits of Playful Language Teaching in the Italian L2 classroom
According to Luise (2006:184), adopting a
contestonel qualelavorare coruna lingua peimpararla siasignificativo, autenticoe
motivanteper los t u d énrnihiearéext of learning Italian asL2, it meangresenting
thelanguagen theform of activitiesthatareperceivedaspleasantielatedothel e ar ner 0 s
interests and needs, with authentic purposes (CaRntka, 2004). Therefore, play and

its games have the powerful capacity to make language usage authentic in a context in
whichit is usuallynot: the classroonT.his happens sincthe centralgoalof the game is
thecompletionof it, sothestudendoesnotplaytolearnthelL2, butto completat without

realizing that they are using the Italian language However, as highlighted by Luise
(2006),studentdhaveto be madeawareof thenon-autoteliccharactenf thegame putat

times that does not coincide with the game, since it is precisely this specific feature that
allows the secalledRule of ForgettingKrashen,1982) to apply, laying the foundations

for a meaningfuland lasting secondlanguageacquisition.In addition, the relation

between play and language creates the prerequisites for fostering the development of an
intrinsic motivation that supports students throughout their learning process. Especially

for youngforeignpupils,aplayful contextboecomeseassuringandwelcoming,allowing

them to learn in a familiar and natural contextand to participatein the classroom
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regardless of their L2 languagemmunication level by exploiting their previous
knowledge andbecomingactive protagonists (Caon & Rutka, 2004). Many playful
techniques, such as problesolving, drive students to the inductive discovery of the
secondanguagepromotinga sensef independence ihypothesismaking.Thelatteris
acrucialaspecof why ateachesshouldpropose aecondanguageaeaching inaplayful

context: knowledge is a process of personal elaboration, not restricted to the simple
reproduction of content; the implementation of plig activities can foster Italian L2

|l earners to this ce&mmplwdx dmgredc ecardpaerfcoh@b U ielndy
some games can also positively contribute to this process, since it has a strong
motivationalandfun power,andtheunionbetweerenjoymentandcognitiveeffortis best
realised throught i(Ibid.). In this regard, also Luig@006) notes thahe mostprofitable

games for language teaching are those that allow the learner to challenge himself or
others.Further,groupchallengegamescanencourageeerinteractionandcollaboration,

which are essential for second language learning. Fundamentally, as Caon (2020:456)
writes, adopting a playful language teaching methodology in the Italian L2 classroom

means:

[ é] L ion playfuleesghe founding principle thapromotes the totadevelopmenof

the studentand,in consequencereatedearningsituationsthat are complexandrich in
stimulations (experiential and creative activities, problem solving activities, and ones that
demand multsensory involvement) that are followed by moments of linguistic

formalization, reflection, and the systemization of grammar.

2.5.1Themainchallengedor foreignlearnersin Italian school

An increasingeality in Italianschoolds thelargepresencef foreignpupils® Unlike the

Italian peersthelatterhaveto facefurtherchallengeshat,if notachievedcannegatively

affect their future academic succeBsor t hat r eas ohineeguigdapert 1 s wr

| 6accoglienza e | dint@gr@.zM.onreA dzgldelal u/nh3

Uno degl i obiettiwvi prioritar:i nel |l 6i ntegr

promuoverd 6 a ¢ q u di snabodnacampetenza e | | 0 isdritto & parkato, nelle

9 Foreignlearners means bogtudentsvhowerebornin countries othethanltaly andstudentsvhowere
born in Italy to noritalian parents.
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forme ricettive e produttive, per assicurare uno dei princigattori di successo

scolastico e di inclusione sociale.

Therefore pesideshaving tolearnthe Italian languagdor basiceverydaycommunication,
foreign pupils have to read, write and s
theabilitest o | earn the school és disciplines.
aspects elaborated by Cummin within language competence: BES® (Interpersonal
Communicatiorskills) andCALP (CognitiveAcademid_anguageProficiency. A native

Italian speaker enters school at an age where he has generally already developed BICS,
used to interacting with others in everyday situations (i.e. to greet, ask for information
andsoon). Then,it takesapproximatelyseveralyearsto completehe CALP competence

during the school years (i.e. being able to summarise, take and produce argumentative
texts and so on). It is therefore crucial that before the foreign pupil is exposed to any
language teaching action aimed at developing CALP, he or she mustfiestMorked
through the language needed to understand and acquire it, namely BICS (Luise, 2006).
Consequently, the first step with foreign pupils is to ensure that they develop BICS in a
way that promotes equal opportunities with Italian peers to achiede@nic success.
Neverthelesst is notalwaysensuredasLuise(lbid.) notesthegreatestauseof school

failure for foreign students is linked to the school itself, which lacks in providing them
teachingactions thatmeettheir emotionalcognitiveandlinguistic needsAn interesting

actionresearctstudy(Donatiello,2019)onthefacilitation of Italian L2 for foreignpupils

t uc
Thi

underl ines the 1importance of providing I|ta
mar ginal i sati on®6 a naut that &fecls the welbkesd dategerg ¢f o o | d
students: the foreign one&s Donatiello (bid.:60) highlights:
Una buona organizzazione scolastica che fac
linguaitaliana per gli alunnistranieri & fondamentalg@ergarantireil successmonsolo
scol asti co, ma anche civile dell dintero pae
nell 6i ncl usi one, nell 6accoglienza e nella d
a lungoterminemoltoambizioso: quellad e | | i nt e g r aexultaraleddituttii ngui st i

gli alunni iscritti nel proprio istituto.
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Italian schools should pay more attention to this aspect to guarantee equal opportunities
for all its studentssincescholasticuccessomespreciselyfrom theschoolitself. A valid

solution is represented by the playful dimension, a privileged modality of approaching
the Italian language for foreign students since it can facilitate the transition from the
language of communication (BICS) to the language of study (CALP) (L2066).

2.5.2Theforeignltalian L2 childrenlearners

Il fanciullo deveaveretuttele possibilitadi dedicarsia giochie ad attivita ricreative che
devono essere orientati ai fini educafiVi

Childrenwith animmigrationbackgroundvho enterprimary Italian schoolsbesideghe
drawbacksegardingBICS andCALP, canpresensomeotherfactorsthatcannegatively
affecttheir L2 acquisitionprocessAccordingto Tonioli (2021),whoinvestigatesherole
of teachindtalian L2 within preschoothildrenin multilingual contextsthemainfactors

that can influence second language learning for foreign children are:

- Thequantityandquality of languageexposure;
- Theculturalrepresentationsf families of origin;
- Thelevel of schoolingof mothers irtheir nativelanguage;

- Thequality andquantityof secondanguageeachingcoursefferedin Italy.

Consequently, the researcher claims the necessity to pay more attention to the various
aspects of language skills (i.e. vocabulary, language expression, grammar and so on)
whendealingwith foreignchildren whoareattendingorimary school fothefirst time, as
theycould have some disadvantages even before the start of the school program. Ensuring
a playful methodology can positively influence their L2 development; indeeduther

(Ibid.:3) affirms thatany playful languagdeachingactionis a powerfultool to facilitate

Italian L2 learning, as the world of children is made up of play. Playful dimension enables
young foreign students to discover and learn in harmony with their development, and this
is why playfulness must be the foundation of any educatewxtains aimedat children,

asit naturallyfollows how childrendeveloptheir cognitive,

10 Dichiarazionedei Diritti del Fanciullo (ONU1959)in Caonand Rutkg2004:16).
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emotional, physical and social dimensions (Caon & RWKk&4). Therefore, as Luise
(2010) affirms, some fundamental aspects must be respected in any language teaching

aimed at young pupils, which are:

- Teaching according to O6naturebo: childre
neurologicabndpsychologicatharacteristicgorinstanceuntil theageof eight,
children memorise in part still implicitly, by automatisms, and close to the way
they learn the first language. Teaching according to nature therefore means
knowing and respecting these characteristics by ensuring the sensorial,
experiential, and Histic dimensions at the centre of teaching action.

- Playful methodology: play is the privileged modality through which children
experienceheworld; consequentlyit allowsthemto approachhestudyof Italian
L2 in anaturalway, andto involve all their cognitive,emotional socialandmotor

skills in the learning process.

Balboni(2023a)alsowritesaboutplayfulnessasoneof themaincornerstonesf teaching
languageo children,specifyingthatit isnotamatterof 6 f i Ilydungpugi@with games,
but rather having a playful attitude, since:

Il giocoela dimensionamaturaledellavitainfantile,in cui si creanosituazionifunzionali,
in cui si affrontanoin ambientegorotettole dinamichedella vita reale,senzgagaregravi

conseguenze per gli errori [...{lbid.:35)

Now, if we try to imagine a child who has just arrived in Italy, a country where he does
not know the language at all; the same is true fopaiients, who can not help him with
theintegration in theschoolcommunity. This child willbeleft on his first day of school

in the hands of unknown people, from whom he does not understand a single word.
Anxiety and fear are some of the strongly negative feelings that the child might
experience, frightened and confused in a completely new situatieati@ a phyful
context, characterisday the implementationof gamesanda stresdree atmosphere, can
make a significant difference in supporting the young foreign pupil in this new life
experience. Consequently, playfulness must be the driving force behind the foreign
children'steachingenvironmentndactivities;asit createsa situationof naturalnessnd

allowstheforeign child to learnby tracingthe mechanisnof mothertongueacquisition;
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for thatreasonda ludicita devecostituirela trama el 6 o r dogntglttodidattica per
bambind ( Fr e d d i Furthér9a8 BalbdnB(2023a:35) highlights, if it is true that
thechildisad | e ar ni n therealiffdiencei®gd/enby thefigure oftheteacher,

who provides LASS by creating the right condition in which children can learn. In that
senseit is believedthe potentialof Playfullanguagdeachingasanoptimalmethodology

to guarantee LASS in which playful does not refer to a teaching based on games, but
rather a privileged modality to learn a language within an environment that engages the
child globally in familiar activities.
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Chapter 3. RecreationalLinguistics and SecondLanguageTeaching

An effective methodological proposal for second language teaching that follows the
principles and purposes of the humanistic approach is Recreational linguistics. Besides
having somelifferences from Playful language teaching, as pointed out by Bosc and

Zanoni (2021), since the latter focuses on the creative use of language, Recreational
linguistics uses language for linguistic, morphosyntactic or lexical activities, proposing
languagegames with o6pencil and paper 6. Nevert
playfulness as the principal core of | angu
reasonRecreationdlinguisticsfalls within the playful languagenethodologiessincethe

application of it implies also the maintenance of playfulness as a vital charge, that must
animate the environment in which games are implemented as strategic tools to facilitate
thesecondanguagdearningprocessdriving learnerdowardsthepleasureof meaningful
andactivelanguagdearning(Begotti& Pavan2011).Its pioneer, Anthonyollica, has

published large quantities of studies regarding this discipline, creating also a vast
production of activities to be applied into the language classroomMVsiiea, 2019;

2020, 20204}. As Mollica (2015) affirms, language games have existed since antiquity

and this assumption has homaludengrecededhaenot o st at
s a p i. Blanshds always had an innate tendency towards posing and solving puzzles,

word games and riddles, as evidenced by the oldest book of games commissioned more
than700yearsago(Danesi& Mollica, 1994).Thisé p u z £ h B hrévealsthatpuzzles

and games are a fundamental feature of the human mind and are still well alive in the
contemporary daydiid.). In the field of glottodidactics, Mollica proposed recreational
activitiesthatcanstimulatethis problemsolvingtendencyandat the sametime facilitate

the second language learning process. Therefore, these techniques are used to teach,
review and reinforce language skills and the reason why can be encapsulated in the
following statement: O6puzzl es wokandtearn y br i n
moree f f e c (Fixxy189718:&in Ibid.). Furtherstudieshaveshownthatthe best way

in which children and teenagers learn is through some forms of recreational mental play;

therefore,if the characteristicof this 6 me nptl aatgn@hangefrom culture to

11 As it will be addressed in more detaildaction3.1.2, the wordecreational activityis to be
understoodisand u mb t e Ir fFodhatreasonthetermslanguageor word gamesarealsousedin the
present thesis tefer to the activities of Recreational linguistics.
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cul tur e, 0t he need to solve-cptobhrams uoornert
(Ibid.:347).

Languagatselfis agameasDeMauro(2010:8in Fornara& Giudici, 2015)writesin the

preface ofLudolinguistica e Glottodidattica éun gi oco che facci amao
risorsedellanostramemoriaalungotermineperprelevarnde parole perincastrarld € ] ,

per sostituirl e oFolowingehs ahoughe it isevideny how thgger | e 0 .
concept of o6éplayd is intrinsic within | angt
implementation of word games in language teaching. Recreational linguistics proposes

| anguage games with O6penci lrs (®81ldin PMdipgaer 6 t ha
2019) share five properties of puzzle techniques that mirror current practices in second
language teachindkid.):

- Theyarecompetitive:they can motivatpupils, ifwell managedy thelanguage
teacher;

- They are rulegoverned: rules camakethe activity easily understandalded
manageable, avoiding ambiguity;

- Theyaregoatdefined:thereis alanguagenbjective;

- Theygiveclosure;

- Theyareengagingit is acontinuouschallengegitherto oneselfor to others.

Therefore, as Mollica (2019) notes, the use of puzzle techniques, such as crosswords,
searchwords,etc.,havelongbeenincludedin manyapproacheandteachersisethemto

review, reinforce and expand grammar, vocabulary and communication Bkillghat

reason, as the ltalian scholar claimbid. : 1 3 ) : onon si pu, pens
glottodidatticgorivadelladimensionaleigiochiedeglie n i ghoredvertheCommon

European Framework of Reference emphasises the important rgiaydtiiness,
highlightingthecrucialrole of ludic activitiesin the secondanguageacquisitionprocess

and mentioning some types of language games, such as crossword activity, hangman
activity, rebus and anagram, but also TV quizzes and word games typical of advertising

or newspaper headlines (Begotti, 2006; Fiorentino, 2022).
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3.1 Definitions

Ludolinguistica the Italian term for Recreationalinguistics,is a neologismcoinedby

G. A. Rossi, who refers to the study of a language through lexical combinations of
puzzlesword searcheandriddles(Bernardini,2018:299) A concretedefinitionremains

absent in dictionaries until 1998, when Wecabolario della lingua italiandy Nicola
Zingarel/l: first recognises the term as a
di par ol e e combi nazi omsBelnadns(20t8aHighlights( Mo | | i ¢
theselanguagegames thaZingarellidictionaryrefers toMollica has transformethto a

teaching method to motivastudents in Italian language acquisition. Nevertheless, the
educationalalueof Ludolinguistica especiallyin thefield of secondanguageeaching,

was reached and fully recognised only in 2015, whervttwabolario Treccanonline

goesfurtherin its definition, highlightingthefactthatthis disciplinecanbeappliedto the

process of learning a languagehether mother tongue or second/foreign language:

Parte della linguistica che si occupa dei giochi di parole in chiaro, intesi in particolare
come strumento di apprendimento o studio della lingaare o di undingua seconda;
in senso stretto I dattivit”™ consiste nell d8i

2019:17)2

However,Mollica (2019)goesfar beyondthe givendefinitions,emphasisingts valueas
a language facilitation tool. According to him, any language teacher who wants to apply
thismethodcanexploitall thosetechnique$rom enigmisticaandludolinguisticg indeed,

in his definition, he combines the two terms and states:

Any word game which can motivate students to learn basic vocabulary, grammar,
encourage them to write or acquire knowledge and appreciate the culture of the target

language is fair game (Bernardini, 2018:302).

12 TheVocabolario Treccaninserts theLudolinguisticaterm after an interview by Tamara Baris with
AnthonyMollica, who emphasisethefacilitator valueof this disciplinein thelearningprocesof first or
second language (see Mollica, 2019).
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Not surprisingly, Mol |l icads answer to the
Recreational i n g u ihsereplies:& Mdt, iamwset ee,a(tbid.B06).So,according

to its pioneer, any activity that can stimulate cognitive efforts of a logical, linguistic or
creative nature can support language pupils to learn the target language, under the

condition that they must be fun and rewarding.

3116 Ludol i mglad E s it g oamatterof purposes

Although there is a strong connection between traditional puzzle and Recreational
linguistics since sometimes the materials can coincide, they should not be confused as
theyaretwo differentdisciplineswith differentpurposesBegotti(2007:7),in herattempt

to distinguish thememphasisesow Ludolinguisticauses the language for playful
activities based on the concept o f a |lingu
addition, in thdanguagegames proposed by Recreatiolauistics notalways theres

only onesolution,asin theclassicpuzzle butamore alternativsolutionastheaimis to

foster creativity and discovery. Fornara and Giudici (2015), bes®synising the

relationship between these two disciplines, state that Recreational linguistics does not
simply use classic puzzle techniques in the L2 classroom; rather, it takes some elements

of 6pured puzzle and tr ans hging ackvities Wwithm i nt o
languagdearningobjective,sincethereis theunderlyingbeliefis thattheycanstimulate

the cognitive process involved in language learning in a more fun way, without denying
thementaleffort requiredhiddenbehindthegame. Hhwever the bestexplanatiorof this

differentiation is given by Mollica, who interviewed by Bernardini (2018), emphasises

the primary aim ofLudolinguistica hamely language teaching/learning. According to

him, enigmisticau s es wor d games to play on words of

their puns on words are to elicit humour, whereas:

| useRecreationalinguisticsto teachvocabulary grammarandculture.Iln otherwords,
| focusmy suggestedctivitiesto emphasize topic whichteachersare teachingandtry
to make that topic more 6épal atabl eb. [ é] M

(playing for the sake of teaching/learning).
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3.1.2 Recreational activities: languagfeaching puzzles and languaggaching games
It is necessary to differentiate langudgeaching puzzles from languatgaching games
sincetheformer areproblemsolving texts thatequiretheindividual learner to comep
with a solution within the rules of the text; atiek latter, on the other hand, represent
problemsolvingactivitiesthatinvolve groupinteraction andthereforearemorefocused
on context(Mollica, 2019). Furtherto this distinction, thereis a differentiationin the
implementationof thesetwo glottodidacticstechniques,as Danesi and Mollica
(1994:350)note: 6 | a n geachiggpuzzlesare usableprimarily for form-basedand
meaningbased language tasks, and langd@gehing games for more communication

based and group interaction tasks. 0

An interesting study omanguageeaching puzzle techniques and grammar has been
conductedy Addazi(2020),who stateghatpuzzlegamessharethe samecharacteristics

of language text in which certain grammatical structures must be observed. The hidden
wordto bediscoveredn acrosswordnirrorsthelinguistic structureto befoundin atext,

and the identification of it is guided by a set of rules, namely the rules of the crossword
and the grammar rules in the text, that the student is implicitly learning. Following this
thoudht, the authorlbid.) claims that it is possible to outline a parallelism between the

structure of a puzzle game and language text.

Neverthelesghe centralaim of languageteachingouzzlesis motivatinglanguagepupils

and the same is true for languagaching games. Both are effective means for

chall enging the studentsd innate tendency t
goal, making the language acquisition process more enjoyable and meaningful.
Furthermore, both techniques involve learners cognitively as they require the usage of
problemsolving strategy, or a great activation of creativity, all aspects that fostes pupil

to shift from aspontaneou amorestructured and elaborated thought. For that reason,

asMollica stateqseesection3.1),any activitywhetherof a puzzleor playful naturethat
stimulatesandmotivatedearnergo continuelanguagdearningis valid andefficient,and

pl aces them under the O&édumbrella termd of r
nature, can be proposed to be carried out in pairs or gsogesthe level the child reaches

in solving problemsin collaborationwith others determinesthe area of proximal
developmen(Vygotskij 1990:269n Carsano2021;seesectionl.3.3).In thisway, even

the leastcompetentpupil can benefitfrom the activity being guided by a peer,who

45



explaining and motivating the other indirectly improves and gains greater awareness of
his/her thinking.

A further distinction is provided by Begotti (2007) in her study on affective humanistic
glottodidactics in teaching Italian L2 to adults. The scholar proposes a classification of
games in which ludolinguistics and enigmatic games are distinguished. rimer fare
characterised by the prevalence of the creative element of language, while in the latter it
is thesolutionof anenigmathroughlanguagéo prevail. Thoseactivitiesof ludolinguistic

nature, such as acrostic, tautograms and alliteration, are apgropriate for students

with amediumto high languagdevel, asagoodcommandf thelanguages requiredto
completetheactivity. Onthecontrary activitiesfrom enigmismisticasuchascrossword,

riddle and so on, can be used and adapted to any language level. However, as Begotti
(Ibid.) notes, Anthony Mollica has created innumerable ludolingustics games for any
language level proficiency, confirming their effectiveness at any stage of the second

language process and any age of students.

3.2Recreationallinguistics at school

Although the strategic value of recreational activities as language facilitation is well
established, there are still prejudices that target the credibility of those activities; that,
consequently, leads to a kind of exclusion of their use in schoolsafféoén Giudici,

2015). These games with oO6pencil and paper6
anarchy6 due to the mistaken belief that ci
best when free of any constraints. On the contrary, as the twtaschbid.) point out,

the greatness of creativity lies precisely in being able to move withiestablished

constraints. Also Ghetti (2022) affirms that the rules in word games carry a natural
fruitfulness, and young pupils, already at an early stage, knowélisand accept the

rule as indispensable for the continuity of play.

Consequentl vy, it i's evident how recreation
teaching timdillers, allow pupils to construct their own language learning process
throughdiscoveryandplay, undertheguidanceof theteachemwhois afacilitator. Inany

caseasFornaraandGuidici (2015)highlight, it is importantto uselanguageggamesasit
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is aneffectivelanguagdeachingstrategy but underthe conditionthatit is implemented

with full awareness and flexibility.

3.2.1 Benefitsof recreationalactivities

Pavan and Begotti (2011) state that the benefits of Recreational linguistics activities are
innumerable. Firstly, they allow the same linguistic objective to be pursued through
differentmodalities favouringall cognitiveandlearningl e a r stykesinghéclassroom.
Secondly, the activities are very flexible, meaning that they can easily be adopted and
adaptedy theteachemccordingo thelanguagegoals.Anotheraspecto consideris that

many of languagéeaching puzzles and games are activities that support language
acquisitionprocessesasDanesi(2008,in Pavan& Begotti,2011)notes sincetheyallow
thebimodalitytheoryto apply,settingall areasof thebrainin motion(seesection2.2.1).

The invitation to use recreational activities in the second language classroom as crucial
elements for motivation, language learning and challenge, is given by M@04d®)
himself,whodescribeshemasversatileiechniqueshatcanbeusedor bothspecifictasks,
suchas grammareinforcemenbr vocabularyknowledge or interactivetasks for foster
communicatiorandfunctions. Thefield of glottodidaticscanthereforeonly benefitfrom
recreationadctivities,andoneof thegreatemdvantagethatRecreationdinguisticsoffers

is the possibility of creatinga successfulatmospheran the languageclassroomand
bringing to pupils T especiallythe weaker one$§ great languagéearningbenefits,as
Fornara and Giudici (2015:12) highlight:

Giocare con le parole significa dunque avere qualche carta in piu per raggiungere un
uso consapevole e critico della lingua, o comunque per aprire nuovi spiragli di
consapevolezza anche a chi ne resta abitualmente (cioé con un approccio scolastico

tradizionale) escluso.

3.2.2Howto implementecreationalactivities
The implementation of Recreational linguistics withisecond language classroom can
bring great benefits to all students, from the youngest to the oldest, under the condition

thattheteachemppliesthe activitiesof this disciplinein anappropriatenannerBosc&
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Zenoni , 2021) , as they O&Omust b eevesgfnchr oni
c o mp e t(anesiandMollica, 1994).ForinstanceasMollica (2019)notes children

may have some difficulties in logltased puzzles or rebuses, whereas they can easily

handle simplified forms of languageaching puzzles such as crossword, search word
puzzlesetc. Theinvitationto theteacheis thereforeto adaptheactivity alwayskeeping

in mind his/her target students, as it can define the success or failure of the second
language learning. Mollica (2019) urges language teachers to consider five aspects to

ensure the effectivenes$recreational activities:

- Linguisticarea

- Languageskills

- Languagdevel

- Choice of activity:the teacher has to choose which modality he/she wants to
implementto makethesecond languagearning mored a p p e tThissmpleg 6 .
a knowledge of the innumerable languagaching techniques of this discipline,
which the teacher must carefully select;

- Instructionstheymustbeclearandsimpleto avoid misunderstandinglhisis an
essentiahspecsince,asMollica (Ibid.:21) highlights,eventhe choiceof theverb

is decisive in instructions:

6i verbi abbinare, accoppiare, associare, col

un 6 at di iabbinaménto;trovare, cercare = crucipuzzle; 6 i n s e=r cruciverba;

O

s ¢ e gsdeleamutiplaecc.

3.2RecreationalLinguisticsand Italian L2 children learners

Any second language teaching action addressed to children must be built around the
concept of playfulness (Freddi, 199(Recreational linguistics, besides respecting
playfulness as the copginciplef or ¢ h i |deVéopmegt] adds dwdeativeusage

of languagdo the L2 acquisitionprocessywhich motivatesandamusest thesametime,

fosteringdiscoveryandexplorationof languageGhetti (2022),a primary schoolteacher
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anduniversityprofessowhois involvedin Recreationalinguisticsfor years emphasises

howthis creativeuseof languagelevelopsattentionto the form asit permitslanguageo

separatérom its utilitarianrole. This contributesotonly to alexical enrichmenbutalso

to a Otasted6 for words that is indispensabl
for those languagaspectshat areusuallyé b or | ogn@® cdraad i asgraninar. s u c h

All theseaspectarealso indicated in thendicazioni nazionalof Italian primaryschool

curriculum, which invites the primary language teacher to:

Favorire | desplorazione e | a pe@ogeread a, al f
nuove conoscenze. In questa prospettiva, la problematizzazione svolge una funzione
insostituibile:sollecitagli alunnia individuareproblemi,a sollevaredomandea mettere

in discussione | e conoscenze gi "~ el abor at e,

cercare soluzioni originali (MIUR, 2012:28).™

As Mollica (2020) notes, children like to solve complex problems as the success of
solving gratifies them, and the final solution is intended as a kind of reward, an aspect
thatfostersthelearningprocessnotivatingpupilsto continueto learn Accordingto Bosc

and Zenoni (2021), recreational activities froodolinguisitcacan be used as a means

for facilitating second language learning as early as primary school and, for some
techniquesgcanbebroughtforwardto thelastyearof preschoalin supporiof theirthesis,

practical examples for young learners are presented, such as tautogram and crossword.

The former, according to the authors, can be implemented for reviewing alphabetical

order at early stage, whi |l e t hegamneagat er |, de
excell enced, can be employed with fidi fferen
lessicali,perla comprensiondeitestinarrative dedicatiai suonisimili,a | | dewertm,

all e coniugazibmmBr9.e molto altrod

From same though are Fornara and Giudici (2015), who have compiled a long list of
recreational l i ngui stics proposal s 6born

discovering the Italian language through play and fun:

13 https://www.mim.gov.it/documents/20182/51310/DM%20254 2012.pdf/1{96086648fb-95e9
€15d49f18831?version=1.0&t=14804184947B&t view 11/01/2025)
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Siamo [€é] s3 convinti che il gioco linguist

essere awviato con buon profitto gia nei primi anni di scolaritd non tanto per veicolare
apprendimentmirati, quantoper far nascerenelbambinol & a nperla parola eperle

sue mille trasformazioni (lbid.:9).

Thereforethelanguagegameis definedby thetwo authorsasavaluabled a |td induce
young | earners to discover what wusually
sorprendente meccani s mlbid..I2h Burthersmgreg activitids | i
proposed byLudolinguisticaare based on the cornerstone of current Italian language
teachingwhich accordingo them(lbid.) aretherole of textualityandthe metalinguistic
reflection, the reevaluation of the error and the development of vocabulary. Indeed,
communicative life is governed by textual dimension and for this reason any Italian L2
teaching action should use text as a starting point, and then ¢rtoeesrdsa reflection
onthelanguagevithin thetext. Neverthelesgp accessvritten/oraltextsandto guarantee
metalinguistic reflection, it is essential to know and master elements that compose the
text, namely words and letters. Recreational activities can facilitate this passage and
support young learners in the first steps of the Italian L2 languagesition process.
Additionally, these kinds of activities can facilitate the transition from a more
spontaneouandnaturaluseto adeeper linguisti@awarerss.Thereforewhenpupilsare
engaged in completing these recreational activities, their attention is on the hidden
mechanism of the Italian language without realising it, asRile of Forgettingsee

2.3.1) is fully applied. Working andeflecting on words and letters implicitly allows
pupilsto expandheirvocabularywhichaccordingo FornaraandGiudici (Ibid.), should

be oneof the mainaimsof languagdaeachingasit allowsthe child to developarticulate
thinking and construct effective texts. This aspect enables foreign children to develop
their BICS and construct efficient and accurate CALP competence in due time. Further,
as Ghetti (2022:17) highlights, working on vocabulary has innumerable benefitd|l ov
second language acquisition process, for instance, it also has a positive effect on

graphemic competence:
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Il lavoro sul lessicdé] profondamenteonnessa tutte lealtre dimensionidella lingua,
perchéunapprocciochefavoriscal 6 a r r i cdelledsicoleandadutepositiveanche
s ul | 6 o delleparaleadf iadresolidamentalel legametra il significatodelle parole
e la loro forma grafica e fonologica puo favorire uno sviluppo armonico delle abilita
linguistiche di tutti gli allievif €] ( Ardassino, 2017:150) .
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Chapter. 4 Teachinggrammar today betweenlinguistic reflection and

play

Overthelastfew centuriesteachinggrammartasundergoneseverakchangesn methods

andin theinterpretation®f the concepitself. Forinstanceuntil the1950s60s,therewas

a strong conception that grammar should be taught through rigorous grammatical and
logical analysis (Balboni, 2023a), whereas in recent decades, as Luise (2011) notes,
languages have been taught according to the principles of the communicative gpproach
in whichgrammamasonly acomponentln thislatterapproachthefunctionaldimension

of language was accentuated at the expense of explicit reflection, thus prioritising
competencef use over competenam the use of language. Nowadays, after decades of
languagdeachingbasedon communicative@rinciples,grammarbasedn theconcepif
linguistic reflection is returning, distinguishing the teaching grammar fthase
approaches and methods that considered it as a rigid and mechanical system to be
assimilated deductively. Therefore, as LUidrd.) affirms, theintention is to overcome

the glottodidactics tradition that sees language grammar teaching as merely the explicit
teaching of morphosyntactic rules. Teaching grammar, far from being only a matter of

morphosyntacticulesandachoiceof theteacherjsa6 p afontaementaleli unqualsiasi

curricolo di lingua, sia essa materna, seconda o strafibia.:3) ; or to use Bal
words (2023a: 66), it is Ol 6éimpalcatura for
But what does it mean O6grammar 6? According

does not refer to one grammar but several ones:

Siusagrammaticgperindicaremorfologiae sintassi,n realtasonogrammatiche
tutti quei complessi di meccanismi (di solito detti regole che rimandano a
regolarita, cioé meccanismi che ricorrono regolarmente, e non a norme) che

governano i vari assi di strutturazione della lingua (lbid.:61).

Following thisstatement, it ipossibleto affirm that grammar is setof rulesgoverning

one of the various systems of language. Consequently, morphology and syntax are not
the only grammars that drive a language system, but also lexical, graphemic,
phonological, textual, sociolinguistic, pragmatic and ektrguistic grammar (see
Ibid:61-3).
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4.1 An empirical grammar: the overcomeof traditional languageteaching
grammar

Linguisticreflection isrelatively arecenttermthathasbeen introducetbr thefirst time
in the Italian ministerialschoolcurriculasince1979,referringto grammarteachingasit

is written in theNuovi programmi per la scuola medidddazi, 2020)

Léapprendi mento |l inguistico comporta | a rif

della grammatica, non come proposta di astratte e aride cognizioni teoriche e

terminologiche, ma come riflessione suoi ca
ingua nella realt? dei SuUOoIi usi . Tale stud
d e | | 6 eohdoticerifletiere sullestrutturegrammaticalicomesi presentanmeitesti

di ognitipo eda sperimentarlenel proprio parlare e nelleproprie espressionscritte. Le
6regol ed della grammatica non sono che wuno

approssimativo (Programmi 1979: 49 in |bid:21).

This formulation is the result of a strong willingness to change the language teaching
implemented by GISCELGr uppo di |l ntervento e Studio n
Linguisticg, which began a strong criticism towards the traditional teachiathod

around the 1970s. The latter, therefore, advocated grammar teaching consisting
exclusively of grammatical and logical analysis, condemning any linguistic production

t hat 6clashedd with the norm, as an appro
grammar* The criticism culminated in 1975 with th@i eci t e s per | 0e
linguistica democraticaa fundamental text of the ob&eta linguistica italianeheaded

by Mario De Tullio, in which they attacked the traditional language teaching as highly
inefficient for teaching Italian L1. The text aimed at democratic language education in

whichit is the languag® prevail;for that reason, thgroupof scholargroposed a new
languagepedagogy morepen to thaiseof new andlifferentmodalities, as iis written

in the eighth thesis (GISCEL, 1975 in Ghetti, 2020):

In ogni caso e in ogni modo occorre sviluppare il senso della funzionalita di ogni

possibiletipo di formelinguistichenotee ignote.La vecchiapedagogidinguistica era

146 Lpedagogidinguisticatradizionalesi € largamentdondatasullafiducian e | | &dursaéghaiet
analisi grammaticale e logica, paradigmi grammaticali e regole sintattiche. La riflessione scolastica
tradizionale sui fatti l i ngui sti cilimitidelai duce a ques:H

pedagogia linguistica tradizionali@ https://giscel.it/diectesiperleducaziondinguistica
democratica/#selast view 28/12/24)
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i mitativa, prescrittiva ed esclusiva. Di cev
erroreo. La nuova educazione | inguistica (p
e anche questohe pareerrore o stranezzguodirsi e si dice;e questa il risultato che

ottieni nel dire cos® o0 cos?®06 (GI SCEL, 1975

ForthisreasonasMaria LuisaAltieri Biagi (1984:38;in Addazi,2020:22)statedd n @ n
lagrammaticadesserascioccamail mododii n s e g A mathbdgh&traditionalone,

that disables pupils from critical thinking towards linguistic aspects, even at the highest

levels of education, as any deep cognitive reflections leading to discovering exceptions

or creativeuse oflanguage wabanned andtudents wereeenaspassivesubjectgo fill

with dunquestionabled grammar rules. With -t
necessity of an O6empirical grammar 6 was bor
of language education. Empirical, ashould have mirrored the scientific method, and

for that reason, a grammar teaching methodology in which the mechanisms of the
language are discovered by pupils in an inductive way, made up of observations,
hypotheses and verifications (Addazi, 2020priithis momenbnward, thapartof the
curriculumthatdeals with theules of languag&inctioning begins to baddressed with

the term linguistic reflection, and not anymore as grammar teaching (Luise, 2011).

4.2 Linguistic reflection: a consciousnessaising
Linguisticreflection,asLuise(2011)highlights,refersto a procesof analysinganguage

in search of regularities and patterns that diverges from the memorization and passive
applicationof rules.Nonethelesghis termis not intendedo diminishthe centrafole of
communicative competence, which has language use as its priority; rather, it intends to
complementherole of communicatiorwith thatof metacommunicatiooompetencer-or

that reason, any language curriculum must also include the goal of developing
metalinguistic competence: 6ci o il passag !
capacita di descrivere e ragionare esplicitamente sulla regole stesse, dalla competenza
déawsall a compelbiked).za sull usod (

In order to linguistiaeflection to takeplace, itis necessary firdb possess theiles and

then to know and reflect on them; consequently, this means that linguistic and

metalinguisticcompetencaretwo distinctskills thatshouldnotbeaddressedtthesame
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time and in the same way since, as Luibgd(56) wr i t es: 6l a funzion

applica alla lingua acquisitaé and for t h
precedere | a compet en nahis sedse,dimydstic(redlectonis ect i or
translated into a true O6itinerary of disco\

to discoverthatthey alreadyimplicitly know. It is thereforea proposalfor alogical and
scientificgrammarhatupholdsthe cognitivevalueof reflection onlanguageasalsothe
Indicazioni NazionaléMIUR 2012:39 in Addazi, 2020:23) states:

Lariflessionesullalingua, secondottain modoinduttivoesenzau n 6 i nt rtwgpo zi on e
precoce della terminologia specifica, contribuisce a una maggiore duttilita nel capire i

testi e riflettere e discutere sulle proprie produzioni. Essa, inoltre, si intreccia con la
riflessione sulle altre linguedele per t ori o del |l 6all i evo, i n un
interculturale. Ma il ruolo probabilmente piu significativo della riflessione sulla lingua

e gquello metacognitivo: la riflessione concorre infatti a sviluppare le capacita di
categorizzare, di contiere, di analizzare, di indurre e dedurre, utilizzando di fatto un

metodo scientifico (MIUR 2012:39).

Essentially, the purpose of the education is to move towards an empirical grammar
teachingthat aimsat cognitivedevelopmentas much aslinguistic one,namelytowards
consciousnesgising.Explicit consciousnessf grammaiis, accordingo Lo Duca(2004

in Ibid.:24), the ultimate goal of the educational action of grammar teaching. Bialystok
(1988 inlbid.) identifies it in the third level of linguistic knowledge, the explicit stage
that raises the implicit knowledge (awareness) to full consciousness. Therefore, in the
field of second language teaching, the English language allows the distinction between
awareness (implicit knowledge) and consciousness (explicit knoe)jedgcording to

this reasoning, implicit knowledge is also internal, that is a form that has not yet
undergone metalinguistic o6testingd. The wult
to support and drive pupils in the discovery of grammaticalha@sms of a language
through an inductive way, which leads to the maturatiomeficit-internal knowledge,

awakening the metalinguistic awareness.
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4.2.1Differencesetweeneachinggrammarandlinguistic reflection

It is common to find the ter ms Ot eaching
opposition, as they represemiue modi opposti di proporre allo studente percorsi sulle
regole che governano una |inguad (Lui se,
alreadyevidentin therole of thestudentswhoin thefirst caseplay a passiveaole - akind

of tabula rasa On the contrary, in the second case, they are at the centre of the learning
process, playing an active role at the centre of the learning préagsser, linguistic
reflectionrepresentshed p od fn t a rthaiisthadoriceptuatool is an empty schema

that pupils, stimulated and guided by the teacher, have to complete. Teaching grammar,
ontheother handrepresentsthé st ar t i n glanguageheardingrodessthahis

the learner receives a full schema to memorise and apply. Considering what has been
claimed, it is evident how linguistic reflection promotes an inductive learning process,
that is,from theparticular tothegeneral. Thigypeof procesgliffers from the deductive

one whichworksfrom thegenerato theparticular.In thisregard Luise(2011:11)writes:

Oggi tutta la didattica, non solo quella delle lingue, propende a dare la priorita ai
processi induttivi, perché sono basati sulla scoperta da parte del discente, favoriscono
| 6autonomia dell o studente che diviene il

rispetto ad una impostazione centrata sull'intervento diretto dell'insegnante

Following theseassumptiondjnguistic reflectionbringsstudentsa motivationbased on
the pleasure of discovery, solving a problem or winning a challenge, deferring from the
0t r ad teachimggramimarperceivedas an obligation, boring and sometimeseven

anxiouswhich hasa scholasticandthereforeonly temporarymotivation(Luise,2020).

4.2.2Whypromotelinguistic reflectionat schoolwith Italian L2 learners?

As pointed out by Luise (2006), one of the main values that foethatational context
canaddto asecondanguagéearningprocesss theopportunityto developmetalinguistic
competence, by providing learners with tools and methods to consciously reflect on the
language.n the context of Italian L2, allowing pupils to develop this competence is

essential for the following reasons (Luise, 2011; 2020):
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- Correction ofwronghypothesesduringthe secondanguageprocessthe learner
creates hypotheses about how the language works, often through simplifying or
overgeneralization strategies, and sometimes endingapgying incorrect
suppositions. Linguisticeflection carsupporthim/her tocorrectthewrong ones
through an explicit reflection on the use of language.

- Monitor function: linguistic reflection can help studentsild a rational
mechanisnf or ¢ c thar@hkguaggyrdduction stefby step,by beingmore
conscious of their second language learning process (see section 2.3.1).

- Provide the construction of mental representations: when the second language is
not only used for communicatiyeurposeshput it is also the object of analysis,
pupils are driven to create wallganised and systematic mental representations
of the mechanisms of language, in which they can insert new information.

Consequently, students do not have to always rely on theiromgeto recall

grammatical rules or vocabulary, as it
they can rely on these ment al 6gridso
been Ometalinguisticd tested.

School therefore has a responsibility to ensure language reflection, especially in L2
contextsindeed, thdoreignpupil whois learningltalian asasecond languageayface
some | inguistic Oobstacles6 that he/ she
problems. For that reason, driving foreign students towaretslinguistic competence
means helping them to not interpret their language gap as an intellectual problem, since
this could lead them to frustration and a sense of inability (Balboni in Aa. Vv., 2000 in
Luise, 2006). Supporting foreign pupils in undemsiiag this aspect through linguistic
reflection can be crucial in motivating them to continue their Italian second language

learning process.

4.2.3The path of language acquisition: the sequence leading to linguistic reflection
Driving students toward inductively linguistic reflection, and thus promoting the active
role of the students, requires the following of a series of sequences in which the explicit
reflectionis at the end, asthe competencef useprecedesthe competencen the use
(Luise, 2020). The explicit reflection is thus stimulated through the following sequence
(Ibid.:1045):

57

S
t

ca



a. Observation: at the beginning of the language acquisition process, texts or
activitiesaregivento thestudentswith thepurposeof inviting themto noticesome
specificrules (morphosyntactic, graphemic, phonological and so on); this phase
intends to provide examples frowhich pupils can inductively discover thale
by themselves, before any formal explanation.

b. Hypotheses making and verification: once the linguistic phenomenon has been
observed, students are led to create hypotheses about what has been noticed; for
instance, through group comparison and discussion. After that, the students are
driven to verify tke validity through other texts or activities.

c. Fixation: this stage requires activities of repetitive nature since the purpose is to
memorise and automate the rule observed, hypothesized and verified.

d. Reuse of the rule: free composition or simulation techniques can be used in this
stage, thus prompting autonomous astherule as theultimategoalis to foster
mastery at the communicative level.

e. Explicit language reflection with the formalisation of the rule: this phase allows
pupils to systematise and formalise the rule by consciously reflecting on it. It
represents the oOfinal destinationd that

competence?

4.2.4The fixation phase: a central role in the second language acquisition process
Languageaeacherslwell agreatdealin the phaseof fixation (seesectionabove pointc).

The reasonlies on the fact that fixation-teachingtechniquespasedon repetition and
manipulation,are perfecstimuli for language reflection anplay a crucialrole in the
second language acquisition process, but have the drawback of being unmotivated for

students, as Balboni (2023a:65) claims:

La fase dellafissazione, cioé della creazione di automatismi che intervengono
nell 6esecuzione (comprensione, produzi one ¢

tradizionalmentepiu tempo nelle lingue non materne, con esercizi fondati sulla

15 |t is important to point out, as Luise (2020) states, that in specific teaching contexts the last phase, namely
the explicit reflection, cahe shifted in the middle of the proceas;well as it could be necessary to alternate

the inductive methowvith the deductive one, especially with adult studefits.furher detaisl see Luise
(Ibid.:103, paragrapHnsegnare la grammatica agli adylti
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ripetizione - che gli studi sui neuroni specchioci indicano comefondamentaleper

| 6acqui si zi one, ma che per gli studenti son

In the specificfield of glottodidacticsthereare twokindsof activitiesthat carfoster the

creationof automatismmanipulationexercisessuchasé w r thefokowing sentencem

the futuret ens e 6, -ealed patiemedrills dorn from the néehaviorism

psychology of the 195680s in which the learners must provide a response based on an
externalstimulus. Thesexercises wereostly banned by theommunicativeapproach;

however f proposedn aplayful perspectiveandmadethemo6 a p p e talearnergthiey

canbring greatbenefitsto the secondanguageclassroomTherefore with the studieson

mirror neurons and their role in language learning, reiteration is seenaasivanand
dynamic process: battiva perch® i neur oni
azione; dinamica perché implica una risistemazione continua dell'architettura della
propriac 0 n o s ¢l@dx68aFarther,whenitisnotad p a r rrepetitiom,gh@ mirror

neurons strengthen the connection between the meaning and the form, facilitating
language learning. These typologies of exercise, that give an immediate language
reinforcement, have the great advantage that they can be easily aalaghtetbdified

(Luise, 2011). Most of the recreational activities proposed by Mollica (2019, 2020,
2020a) represent a valid solution to tran:
necessaryexercisesnto achallengng andstimulatingfixation activities;for thatreason,

it is evident how the Recreational Lingui st

the Oparroté repetitiveness and rigidity of

4.3 Children and linguistic reflection

Linguisticreflectionis afundamentahspecthatmustbealsoincludedin curriculaaimed
atchildren,undertheconditionthataplayful methodologys applied.In thisregardthere

are different opinions on whether language reflection should be done with children, as
Luise (2006, 2011, 2020) notes. On one hand, there are those who argue that a child is
not sufficiently cognitively developed, and he/she is therefore not ready for linguistic
reflection.On the otherhand,some advocates makige mistakeof proposingthe same
methodology of themother tonguefor linguistic reflection on thesecond language

teaching. In this case, the foreign pupils, having not yet fully developed the
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communicativecompetenc®f the secondanguagewill find themselvegarryingout a

Ousel essd reflection that can provoke a |
foreign pupils have to go through all the phases of the path to linguistic reflection (see
section 4.2.3), while their Italian peers have generally already done tHeuntst steps

and have to reflect on a language that they know how to use after years of practice and
exposure.

For these reasons, it is essential to propose specific language reflection paths for L2
languages and for foreign children, as the age factor, despite prejudices, does not

represent an obstacle as Luise (2006:127) writes:

Per quanto il fattore eta sia stato visto da diversi studiosi come determinante per la
qualit?” e |l a quantit? del |l 6acquisizione |
rassegna delle varie posizioni in merito, si veda Pichiassi, 1999, pp. 241 e ss.) e la
competenzaetalinguisticasia stataa lungoritenutaunacompetenzahesi creaconla
maturitalinguisticae cognitiva,probabilmentea causadelle difficolta connessailla sua

verifica in soggetti molto giovani, oggi sempre piu & dimostrato che ogni soggetto, a
qualsiasi eta, esposto ad una lingua usa le sue capacita innate per comprenderne e
ipotizzarnde regoleedusarlanonsoloripetendagli stimolicheharicevuto,main modo

nuovoe creativo(si vedana risultati del TAM, Testdi Abilita Metalinguisticheelaborate

gia negli anni Ottanta da Titone e Pinto, in Titone, 1989b), e che la consapevolezza
metalinguistica si instaura nepar | ante fin dall det” del | a
al | 0 agelateorianentalisticadi Chomskye delsuoLAD, meccanismaaturaledi

apprendimento delle lingue.

Neverthelessyhendesigningalanguageeflectionpathfor childrenlearningltalianasa

second language, it is important to ensure an inductive and concrete approach. Further,
thiskind of reflection has to be proposed in the form of games or predddring tasks,

in order to engage pupils actively. Whenever possible, teachers should use contrastive
analysis to highlight the common errors and support chilor@orrectingtheir wrong
hypothesedurther,peerinteractionshouldbeencouragetb fostercollaborativdearning

and deeper reflection on language (Luise, 2011; 2020).

60



4.4 Graphemic competence

Graphemiacompetencegccordingto Balboni(2023a)is theskill to translatento written

form thephoneme®f alanguagethatbecomegraphemes® Orthographyis the resultof

correct graphemic competence, which does not concern the aesthetic quality of
handwriting, namely calligraphputrather the saalled spelling rules, that is graphemic
correctness. The latter does not only include the letters of the alphabet, i.e. the graphical
symbolsusedto creategraphemedyut also thecorrectuseof punctuation andiacritical

marks. In order to transform this skill into a performance, namely the correct use of
orthography, students have to work gnaphemic grammar, one of the many grammars

of languages! As Balboni(2023)notes,in ltalianL1 it is theprimaryt e acher 6 s t as k
work on this type offrammar and to develop good graphemic competermépils at the

end of the primary school cycle. In foreign language teaching, on the other hand, usually
teachers work on this category of grammar only through the technique of dictation or
recopying, letting pupils acquire it on the basis of input, g.geading. In Italian L2, the
situation is even more complex as there are students who are literate in other alphabets or

not literate at all.

4.4.1The main challenges in Italian orthography for children L1/L2 learners
Quintarelli (2015) finds in her extensive work on Italian orthography four most critical
areasn children:diagramsandtrigrams;similar phonemesgonsonangroups;consonant
doubling, accentand apostropheThe consonantdoubling is also found in studies
conductedby Tressoldiand Cornoldi (1991, in lbid.) as the third major category
committedin ItalianlanguageThereforethestudiesconductedy thelatterscholarsare
among theifst to have provided a classificationathography errors in the context of
Italianlanguageproposinga categorisationhatvalidatesatool for assessingriting

skill

16 As Balboni (2023:111) notes, the English language allows the dichotomous between thahilityds

and skill. The former deals with the cognitive dimension; while the latter with the procedures, i.e. the

0 p r a adalisati@ndf e ability. Onthe contrary,theltalian languagedoesnot havethis differentiation

and uses the general word 6abilit”™o.

Theaim of theschoolis to developskillsi’competencieshoweverit is alsonecessaryo includecognitive

development, hence the ability to be awarba# the acquired skills work.

17 The competence/performandéchotomycanoftenleadto misunderstandingsy thinking of thetwo as

similar notions. On the contrargpmpetenciesre the skills, i.e. the assimilated cognitive abilities, that

become the basis for performance: the realisation in theveeld of the skills. Thisreferst6 saper f ar e
(con) laac cloirndgiunagb t o Bal boni 6s communi c9 whichdoesc o mpet en
not only refer to the four basic skills (writing, reading, listening and speaking) but also to the skills such as
summarising, writing under dictation, translating, rtatking and so on.
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and orthography correctness (Tressoldi & Cornoldi, 2000, in Stefanelli, 2020). Their
proposal considers the following three types of errors: phonologicalpmamological

and phonetic errors. The first typology of errors, as Stefarlbltl.(63-4) states, are
produced by the inaccuracies between phorgrapheme relationships, and can be
revealedunderdifferentforms,asthefollowing exampleakenfrom Stefanelli(Ibid.) and
Quintarelli (2015):

i.  graphemeddition(i.e. gattato/gattotavolovo/tavolo)
ii.  graphemenversion(i.e. diavno/divanopamblabobambola)
iii.  graphememission(i.e.tavlo/tavolo,pese/pesce)
iv.  incorrectuseof diagramsandtrigrams(i.e. conilio, coniglio)

v. chanceof consonan(i.e. folpe/volpe brina/prima

Thesecond categormamelythenon-phonologicabnesrepresentthese errorg which
thesoundof the wordremainsunaltered irthewritten form, buterrors areresent at the
orthography level. Therefore, it includes all those inaccuracies in orthographic
representationthatdonotmodify thesoundof theword,or modify it tobarelyperceptible,

asin thefollowing instances:

i. illegalmerging(i.e.l a g o /llabcagguoa,/ | 6 ac qua)

ii. illegal separatiorfi.e in sieme/insiemeparlo/ parlo)
iii.  exchangef homophonegrapeheméi.e. squola/scuolajucina/cucina)
iv.  omission or addition of thietter h (i.e. un hannf@/un anno fa, haasa/a

casa)

The last category proposed by Tressoldi and Cornoldi (1991; 2000, Stefanelli, 2020;
Quintarelli, 2015:) includes all errors that cannot be attributed to the -abertoned

types, and they are the phonetic errors, which can be of two types:

i.  omissionor additionof thedouble(i.e. gato/gattopala/palla)

ii.  omissionor additionof theaccen((i.e. piu/piu, perchefperché)

Further categorisation of orthography errors in the context of the Italian language is

proposedby Pinto et al. (Pinto, Bigozzi, Gamannossi& Vezzani,2012,in Stefanelli,
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2020), who propose a dichotomous classification, dividing them into homophones and
nornthomophones errors. In the first case, the pronunciation of the word remains
unchanged, they are therefore morphologically incorrect, not phonologically, as in the
following caseslbid.:65):

I.  illegal separatioror mergegqi.e. innanziutto/innanzitutto)
ii.  homophongraphemexchangdi.e. quore/cuore)
iii.  apostropher capitalletteromission(ie.unor a/ undor a)
Iv.  addition or omission of the accentdasesvhere the sound does not
change (i.e. si/ si)

V. incorrectsyllabication(i.e. palla/patla)

Thecategoryof non-homophonids theonein which itis possibleo 6 h etleeer@rssince
there isa changen the soundaf the wordthey represeniThis can happen becaubere
is no correct conversation of the phoneme to grapheme, or the order of the graphemes

may be incorrect, as in the following examplésd.:65):

i. graphemexchangdi.e. fino/vino)
ii.  omissionor additionof graphemer syllable(tavo/tavolo)
iii.  graphemeénversion(i.e. mecrato/mercato)
iv.  omissionor additionof doubleg(i.e. tuto/tutto)
v. omission or addition of the accent, in cases where the soundwbtte

change (i.e. citta/citta)

Considering what has been addressed, it is fundamental to work on the correct use of
doublesastheybelongto thecategorie®f spellingerrorsmostcommonlymadeby child
learnersCreatinglanguagdearningpathsthatmakeit possibleto approactthis aspecof

the Italian language in a stimulating and enjoyable way is essential to consolidate

graphemic competence to improve the chil
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4.4.2Thecrucial role of graphemiccompetencen academicsuccesgor foreign
children

Mastering a good graphemic competence represents an indispensable goal to achieve
during the years of primary school due to the fact that, if not achieved, it becomes an
0 i n v ad bi sdtaarcalceessfutompletion of theschoolcareer and beyon@igozzi
etal.,2009),asit is alsowrittenin theIndicazioninazioniali(MIUR:30): 6 fondamentale

che essa sia acquisita e automatizzata in modo sicuro nei primi anni di scuola, in quanto
diventadifficile apprenderlgiuin la congli a n nim tllesamdine of thoughtis Bigozzi

et al. (2000), who highlight that if spelling errors are not overcome at an early age, they
then persist into adulthood, when it will be more difficult to remedy.

Therefore, the inability to correctly automate spelling rules has negative effects on
children as these typologies of errors, besides interfering with writing skills, can
O0stigmati sed p upassdgbeiweespsimpaeyschoalantimiddiéone.As h e
Carsano (2021) writes about the secondary school teachers, who complain that pupils
‘commettono ancora tanti erraiiortografia € nomiescono pita recuperare tutto ciche

non é statoacquisitonegliannip r e ¢ e dbal.r222). tergfore,whenstudents enter
secondary school, among the skills that are presumed fully acquired, there is graphemic
competence, as Osoglia minima di apprendi me
Consequently, orthography errors are not only perceived bydagoteachers aslack

of attention butlso as indicative of incomplet&iting skills, afactor that camegatively
affect,besideg u p schoml@erformance, thaimotivation andself imagine (Palladino

et al., 2000, irbid.). In fact, spelling mistakes, if numerous and recurrent, can generate

in pupils a perception of inadequacy in relatitm their peers, undermining self

confidence and seé f f i cacy towards onesel f, since of
essere considerato dall 6i ns esgugrandebaetedet e gat i v e
rendimentaoscolasticodandoluogoad un effettoalonen e | | a v albid..B)aFori one 6 (

these reasons mentioned above, it is evident how the development of graphemic
competence is essential ¢gmarantee academic and private success, emphasizing the
strong need to build targeted learning pathways in the development and reinforcement of
this competence. In the specific case of foreign children, the need is even greater, as they
may have initial ddadvantages compared to their Italsggeaking peers (see sections
2.5.1; 2.5.2). Therefore, as Carsano (2021) pamis althoughthe Italian language
presenta 6 t r a n swpiteng systetn i can
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conceal many insidious cases that can lead to errors even for native speakers.
Consequentl vy, write in an orthographically
poich® | dacquisizione di una regol a si b a
(Ibid.:223). For that reason, educational pathways aimed at the improvement of
graphemicompetencesuchasthecaseof C a r s dllido) @rsograMia, a collectionof

all the materialproduced oveyearsof teachingtalian orthographyin primaryschools,

are highly useful for all those foreign children struggling with the acquisition of Italian

L2, as the scholar herself has tested.

4.4.30rthographyat Italian primary schoolbetweerreality and normative

Thel ndi cazi oni Nazioni per il curriculo del
doi st r(MIER B0AZ2 suggests general principles on how to deal with the
orthography during the first years of primary school. According to the ministerial
documentjn thefirst threeyearsof schoolchildrenshouldbeinducedto payattentionto

thespellingof wordsontexts,concentratingheteachingof graphemigrammartowards

the development of spelling skill in their own written production, as it is written in the
section Oel ement. di grammatica esplicita
0 p r eatenaianallagrafiadelleparoleneitestie applicarde conoscenzertografiche

nell a propria produzione scr it tsehdol, theA't t he
ministerialdocumengenerallystateghatstudentshouldknow thefundamentatulesof

orthography, having therefore acquiredlid graphemic skill and be able to use this
competence to sef or r ect : 6conoscere | e fondament al
servirsi di questa conoscenza per rivedere la propria produzione scritta e correggere
eventualie r r (dbid.i38). NeverthelessasCarsanq2021)notestheguidelinesremain

genericanddo not specifytheindividual orthographyrulesthatshouldbetaught,northe

best time within the five years of school, generating some ambiguity among primary

teachersConsequently, as Lo Duca (inid.) notes:

Non tutti i fatti ortografici saranno acquisti e padroneggiati da un bambino in uscita

dalla scuolaprimaria. Non & semplicementgossibileche cido accada.Forse potrebbe

18 |n this regard, Balboni (2023a) writes that the problem of orthography varies according to the target
language; Italian presents good correspondence between phonemes and graphemesittailitige

0t r a n yypuplamumagedlowever theinsidiouscasesarenumerousasthe exampleproposedy the
scholar (bid.:75) of the phoneme /k/ that can occur with c,ch,q
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essere di grande utilita provare a rendere p@8plicite le lapidarie formulazioni
ministeriali, approntando, per esempio, un sillabo che disponga i fatti ortografici in
scala, dai piu facili e intuitivi ai piu complessi, in modo da dare agli insegnanti una
bussola credibile (Maria G. Lo Duca, s.d.,Ind.:222)

I n addition to these O0ambiguousd direction
children to orthography in a playful and interesting way, in order to create a motivating

learning environment, since teachers often fall into the prejudice of seenagm@phy

as something 6édmechanical 6 (Balboni, 2023) .
implementedo improvespellingareusuallymadeup of repetition withoutanylinguistic

reflection. Thesetypologieshavenotledto anyimprovementsasQuintarelli(2015:222)

states: 0l e esercitazioni standardizzate e
risultatis o d d i s finstea@jtristesséntialo createactivities wherechildrenhavethe

opportunity to activate spelling decision processes, error awareness and linguistic
reflection, andRecreationalinguisticspresents all thpotentialfor whathasbeenstated

to occur within the Italian L2 classroom.

4.4.46 L e seOir ¢ @ g rthaHiddemrélation betweerexical expansiorand
graphemic competence improvement

In light of thefundamentaimportanceof graphemicskill, thenegativeconsequencetsat
difficulties in correct spelling have on children, and the ineffectiveness of mechanical
exercises often proposed to improve this competence, a series of educational
reinforcements have been elaborated by Bigozzi et al. (2009) demonstrating ity validi
through empirical evidence. The educational treatment, ch#edico e Ortografiais
presented itwo volumesThe first isaimed at childrefrom the first tothe secondyear

of primary school (Boschi, et al., 1999, in Stefanelli, 2020), while the second volume
(Bigozzietal.,2009)is developedor childrenbetweerthethird andfifth yearof school.

Both achieve aignificant decrease in orthography errors, promoting the prevention and
recoveryof readingandwriting learningdifficulties anddisorderghroughthestimulation

of the vocabulary learning process, without the use of repetitive spelling exéfcises.

As reported by the results on spelling errors (Bigozzi & Biggeri, 206d;), this
approachis very effectivein reducingall typologiesof orthographicerrors(seesection

19 Thedecreasén orthographicerrorsalsohasstatisticallypositiveeffectson the populationcomposef
children with specific learning disorders.
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4.4.1), both in dictation and spontaneous writilige positive results are provoked by an
0indirectdo effect, that is the i mplementat.
of the Dual Route Model elaboratedby Coltheartand collaborators(1993; 2001; in

Ibid.:19):

I risultati relativi all 6esistenza di un ef
ortografica ci sembrano molto interessant.
lavorandosullacompetenziessicalevaletto,tenendali contodelladistinziongproposta
dalmodelloaduevie (Coltheartetal., 1993;2001),comeeffettodel trattamentadidattico

sul potenziamento della via semantlessicale o direttali lettura e di scrittura, quindi
strettamente connesso a una migliore effic
grafemico, il quale ha il compito di ritenere temporaneamente le rappresentazioni

ortografiche prima che questa vengano convertite in nggritta (Miceli, 1992)

The model theorised the existence of two processes underlying the recognition and
production of a written word: the phonological or indirect way, and the lexical or direct
way. Regarding the first wayword recognition occurs through three operations:
decomposition of its graphemes, association of them with the corresponding phonemes,
and reassembly in the phonological form of the word; the operation follows the reverse
sequencén the caseof written production.Thelexical route,onthe otherhand,involves
long-termmemorysincethewordis alreadypreseninthei n d i v lexdcaléa $ ©and e 6

is made available in iterthographic and phonological form, as well as in its semantic
value.As aconsequencsatrengtheninghevocabularythroughqualifying learningwork,

and improving the efficiency of the direct route of the Model, children are accompanied
towards an increase in the number of known words that consequently enable them to
assimilate the correct written foraeéns, sin
conosciutgrofondamentesianei suoimolteplicisignificati chenellasuaformaesteriore

o ortografica, equesto impedisce di scriverla scorrettaméBigozzi et al., 2009:10

11). The Dual Route Model, therefore, emphasises the coexistence of three components
underlying the process of acquiring reading and writing skills: a phonological,
orthographic and lexical component, which are evolutionarilyréotenected (Frith,

1985; Pinto, Bogizzi, Accorti e Vezzani, 2008;lmnd.). For that reason, strengthening

the vocabulary also means accompanying the child to a deep encoding of the words

themselvesln fact, storingwordsin their triple componen{phonological,orthographic
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and semantic form) allows children to assimilate the correct graphemic forms
0 un c o n s lodeedwrsehegcdunteringanewword, it is noteasyto noticeapossible

error in its written form because we know it less and have to resort to the indirect route,
so phonem@rapheme correspondence, to check for correctness. The latter mechanism
predominates the early stages of schooling, wheraasind the age of eight, the
phonological and visuarthographic vocabularypegin to consolidate in children,
learningto recognisevrittenwordswithouthavingto decodehemeachtime. In thatway,

they becomenor e and more Oexpertd reasemantc and wi
mental store increases, both in terms of word meaning emmabdingdecoding
orthographyMazzotta Barca,Marcolini, Stellae Burani,2005;Pinto,2003;in Ibid.:10).

It is therefore evident that lexical competence plays a central rdleeiprocesses of
graphemic competence development, as the increase in the number of known words

implies the process of storing their orthographic forms.

4.5RecreationalLinguistics and orthography: a successfubinomial

As Fiorentino and Citrano (2021; in Pagnoncelli, 2024) emphasise, Recreational
linguistics drives pupils towards a deep reflection on words and their graphemic forms,
as it challenges their intelligenaehile playing recreational activities. Following this
reasoningit is evidenthow theactivitiesfrom this disciplinecanbeusefulteachingools

to facilitatetheimprovementindconsolidatiorof graphemicompetencealsoby laying
orthography under a different perspective, that is one filled with motivation and
involvementdueto the enjoyable andhallengingnatureof thelanguage gamedeed,

this disciplineallows thecreationof a playful andstimulatinglearning environmerthat
promotes the learning process of orthography, which becomes more involved and less
static and demotivating. Moreover, encouraging creative use of language and promoting
the concept of o6échallenged towar ckesnthenesel f
number of words known, and consequently to their correct graphemic forms, according
to thelexical routeof the Dual RouteModel (seesectiord.4.4).Anotherimportantaspect

that this discipline gives to the field of second language teaching is the mechanism of
repetitionthatmostof thelanguageteachingpuzzletechniquesllow to beimplemented

in the languageclassroomiransforming theé b o r classigfigation exercises into more

0 p a | alanguadeactévities. Indeed,by repeatingthe spelling of words pupils are
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supported to automate the correct fornfiirdamental and indispensable process in the
second language learning process (see section 4.2.4). Therefore, language games play a
key role in the automation of orthography as the students involved in the solution of the
01 i n@bisd @dodtrealisethattheyarepractisingorthography(seesection2.3.1).

Mollica (2012) points out that every recreational activity can become an opportunity to
reflect and improve graphemic competence, for instance by asking pupils to rewrite
certain words/sentencas order to complete the language game, without actually
perceiving the tedious act of copying. Consequently, even the simple -woade

matching activity can become a useful practice time for spelling, as it is possible to ask

children to write down the @rds to the corresponding imageAt t i vi t ™ facil i s
direteo, wr lbid. & s Malol,i canv(ece, i 6copi at ¢
nell apprendi mento di una | ingua, e ha anct
errori ortograficio.

Further, Cazzaniga and Baldi (2016), the authors ofétiMi n i gi al i del | 6
| 6eni gmi stica per | o svibuppoidel bet cbmaet &

of activities suctthe crosswordouzzleandits derivativesallow for selfmonitoringand
reflection(seesection2.3.1)thatis rarelyfoundin standarapellingexerciseWhenthere

is an error in the spelling of letters, this is immediately visible to the child who can not
completetheactivity, leadinghimto reflecton whathasbeenproducedThis6 o b | i gat or y 6
moment of revision and reflection is hardly activated independently in younger pupils,

but if guided by the teacher or the activity itself, it can bring enormous benefits:

Le attivita enigmistiche obbligano il bambino ad analizzare la sequenza grafemica
direttamente in fase di produzione, consentendo un aumento dei processi di
automonitoraggiachenonvengonasolitamenteattivati nella scrittura spontanea sotto
dettatura (Ibid.:55).

For all these reasonsinumerable studies have been conducted to confirm the validity
andeffectivenes®f Recreationalinguisticsin theteaching/learningtalian (L1, L2, LS),

as well as many learning paths have been designed that can be taken by teachers to
implement recreational activities in elementary school to facilitate the development of
lexical and writing skills, and therefore also the graphemic competence (senBlic
2021;Bigozzi et al. 2009; Carsano2021; Cazzaniga& Baldi, 2016; Fiorentino,2022;
Fornara& Giudici, 2015; Ghetti2022;Meregalli,2021; PagnoncellR024; Lotti,2023,;
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Taddeo & Zollo, 2022) The common thread of these studies, among emigsealtch,

thesis and books, is the improvement of graphemic competence in the Italian language.
Although many of these have lexical development or writing skill improvement as the
principal aim, at the same time they contribute to a greater developmerapbiemic
competence, according to the Dual Route Model (see 4.4.4), as both phonological and
lexical route are stimulated by the language games proposed by Recreational linguistics
(Bigozzi et al. 2009).

4.6 Recreationalactivities for orthography improvement: insights and pedagogical

applications of the most popularwordg a mes wi t h 6épencil and pap
I n this section, some of the most famous a
papero6 from Mollicadbs (2019, 2020, 2020a)

theintentionof highlightingthesuccessfubinomialbetweerRecreationalinguisticsand

graphemic competenéeThey are oOtraditional o gl ottodi
3.4.7)andpuzzlegamegsee3.4.1,3.4.2,3.4.3,3.4.4,3.4.5,3.4.8,3.4.9)transformedy
theltalo-Canadiarscholarinto recreationabctivities.A detaileddescriptions given,and

how they can be adapted and implemented in the Italian second language classroom
context, with gocus ontheusage oflouble consonant3he languaggameshavebeen

selected and adapted considering the foreign Italian L2 child learner as the target pupil,
whois agedsevenandupwardsasassimilatiorof thealphabetigrinciplesis requiredin

order to complete the languagames’!

20 Therecreationahctivities addressedb notrepresenanexhaustivdist, ratherit is a brief mentionof

the mostpopulargames. Fofurtherdetails sed/ollica (2019, 2020, 2020a), who in his three volumes

has presented innumerable recreational activities that language teachers can take as a starting point.
2lIndicatively, the following recreational activities are designed for children frdml7 ( Pi aget 6 s conc
operational stage, see section 1.3). There are therefore activities that aim to implement and reinforce the
orthography difficulties, which impliehatpupils have alreadgnastered basic reading and writing skills.
However therearecognitively andlinguistically moredifficult activities,suchas riddlesthataresuitable

for children from eight years of age and upwards, since until that age, words and redlitysamething

and the structure of riddle might be too ambiguous and difficult to comprehend (Bigozzi et al. (2909).

the other hand, recreationalactivities such as the dotto-dot, tic-tactoe, matching and maze can be
implemented also with underagechildren, if properly adapted.
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4.6.1Crosswordpuzzle

As Mollica (2008a) writes, besides the short history of crossword, there is no doubt that
it is themostpopularword gameandthefavouredoneby languageeachersDefinedas
aneffectivedidactictool (Mollica, 2019),it representa gameof everydaysphereoutside
theclassroomwhichis why it canbeusedby teacherssatool for reflectingonlanguage,
especiallyconcerningthe graphemicand lexical aspectsf the targetlanguage(Luise,
2011). This word game diageamsin whighthesalverhast s of
towrite wordsguessedromc | u(Augade, 1984in Mollica, 2008a).Crosswordpuzzle

was introduced in language teaching in the 1970s and it is generally found in language
textbooks as an activity of reinforcement, review or valuation (Torresan, 2004).
Nevertheless, its benefits can also be obtained in the motivation phase watmtbé
eliciting familiar vocabularyIn this casecrosswordgromotethe expectancgrammar
anessentiamechanisnof thecomprehensioprocessthatunderlieghelanguagdearning

acquisition processiid.).

In the neurdinguistic field, it has been observed how the crossword activates the

| earners6é6 minds, Il nvol ving and making them
process, as itonstantly utilises imaginative channels of the cognitive dimension

( Mol I'i ca, 2019) . Therefore, as Mollica (20
mind and personality is not through mechanistic, repetitive training techniques, but

through thosetha al |l ow us to enter into the mindos
thatlanguageeacheshouldalsousetechniqueshatevokeanimageor imagisticeliciting
procedur esbob, and o reeablali edaarcrt @ rcs 6t oioma gtihnaatt i nvee
precisely the crossword puzzle. Further, as the scholar (2019) claims, in the early stages

of | anguage acquisition, the Oillustrate
definitionsanddescriptiongy establishinganassociatiometweerlanguagendimages.

It is exactlythis directassociatiorthat,accordingo Mollica (2008a) facilitateslanguage

|l earni ng; as Cardone (Torresan, 2004) st at
presentazioneompletadelle caratteristiché e s s i ¢ a | areandaprebuppodtperm,

un ricordo stabile nella memoria semanticab

In addition, this type of crossword with picture clues can also be presented to the
classroom when the familiarity with the topic is low, as only image recognition is
required;t her ef or e, students who may not know t

ingeniouslydiscoverit by countingthelettersof theanswerandinsertingit in theproper

71



spaces6 ( Mol |and the actikify hec@mesl &) exercise to learn new
vocabulary. On the other hand, in case of familiarity with the lexicon, students may be
given only visual stimuli crossword puzzles without words. In this case, the activity
becomes a s or ttudemté cam veefs iy dhemsdivesr oe in groups their

knowledge about the topic.

This valid pedagogical tool was introduced into the Italian school curriculum by the
Ministry of Education in a Memorandum, dated July 16, 1999, although Mallizh)(
hadalreadysuggestedts implementationn Italian secondanguagdeachingnanyyears

earlier, as he stated:

[crosswordpuzzle]is the mostusefuland multifacetedool to teach,learn, recall aswell
as expand oneobs knowl edge of vocabul ary.
teaching/learning, for i ts compl ement s t he

auditory or visual:

- Thekinaesthetic learneneedgo write downwordsto determinegft h e y rightf e e |
- Theauditorylearnermay mouthhe wordssilently whilereading.

- Thevisuallearnerrecognizedvordshby theirconfigurations(lbid.:20)

Followingtheseeflectionsijt is essentiato integratehesespecificword gamesnto daily
school practice, which is why the teacher has the task of training and aigingness
in thisregardin orderto offer increasinglystimulatingandcreativecrosswordouzzlesto

ensure cumulative and enjoyable language learning acquisition.

- Pedagogicabpplications

As Balboni(2008:82) notedtalian orthographyd p essereafforzatac on t gerig 6 un a
di tecnicheadi naturdudicabasatesuvariantidelc r u c i $ameelaanpleof adapting

crossword puzzles for foreign children to implement their Italian L2 spelling are given:

i) Hlustratecrossworddefinitionsareexpressetby imagesthestimulusis visual,
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i) Reverse crossword: students work in pairs, and each receives the sacuenpédite
crossword (i.e. student X has the horizontal grids already resolved, and student Y the
verticalones). StuderX has to givahedefinitions of thenorizontalwords to studenY

to complete his missing part and vice versa. As well as being collaborative, the activity
generates positive interdependence by involving even those learners who are not very

attracted to language games (Torresan, 2004).

i) Mimed or drawn crossword: students work in pairs or small groups; in turn, each
student must mine or draw the definition of

chanced. This variant all ows allbid)tognitive

The crossword puzzle tool is crucial for implementing Italian graphemic competence,
especially for those words with a doubling consonant. Therefore, while writing the
vocabulary inside the squares, in the case wiissing double consonant children will
notice it immediately and can adjust it by ssdirrection, an aspect that also fosters
metalinguisticcompetence. For instance, if after writingvard, theyoung pupilnotes a
missingletter, hewill haveto arousesuspicionand applycognitive processéds find out
where the error lies (Addazi, 2020).

4.6.2Wordsearchpuzzle

An alternative to the crossword puzzle, although less popular but equally beneficial for
educationapurposesis theword searchpuzzle in whichthevisuallearnerenefitsmost.
Therefore, students are asked to search for words, vertically, horizontally or diagonally,
within a pattern in which there are alphabetical letters. This kind of recreational activity
that falls into the category of exercise games (Caon and Rutka) 28n have various
alternatives and can laelapted according to tlage, needand language leveif pupils

(see Mollica, 2019).

- Pedagogicahpplications

i) Traditional word search puzzle: a list of words is given to search for within the grid.
There is usually a hidden phrase that is only obtained once the word game has been
correctly completed.
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i) Word search puzzle with images and words: this type of word game can also be used

in case ounfamiliarity with the topic, and it is aimed at the expansion of vocabulary.

i) Illlustrateword searchpuzzle:only pictures argjivenascluesto the search afords,

in this casethe vocabulary has already been known by students.

In all thesealifferent typologies, it is important to highlight the implicit language reflection
thatpupilsareaskedo do onthespellingof words;indeedwhile searchingor theword

they must think about the written form of the word and implicitly think about the
orthography, which is confirmed when they find the words on the grid. In that sense, word
search activity can be implemented by the language teacher to foster metalinguistic
competencandto practisedoubleconsonantdpr instancein thefirst phase of the lesson
when the teacher wants students to note a specific vocabulary.

A further alternative to focus deeply on orthography can be thenameich the teacher

asks students to mark with some colour the double consonants in each word they have
foundandthenstartadiscussioronplenumwhile checkingaltogetherAnotherversion of

this recreation activity could be a search word activity without a word list but just telling
pupils that the words that they have to find are only the ones with double consonants; in
this case, it can be proposed as a review activity of thebudary seen together so that

students already know the words to search in the grid.

4.6.3Acrostic
Acrosticis a language game that consists of writing terms from vertical letters of a chosen
word. Mollica (2019) defines it afollows:

Composizionpoeticachedaluogoa unnomea unafraseo aunmessaggiauile lettere
inizial.@ del ver so si |l eggono vertical mente
frase sta al centro, questo si definisce mesostico, se invece sta alla fine, si dice telestico
(Ibid.:43).
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In glottodidacticsacrostids usuallyimplementecasamnemonicactivity. An interesting
examples givenby theword WEDDINGS,which canbeusedin theto recallthe usesof
subjunctive as Knop (1971: 340, in Mollica, 2019: 47) notes:

Will (verbidi volonta,preferenzeecc): preferiscoche vengaui.

Emotion (verbi e espressioni di emozione come, mi dispiace, sono contento, ecc): sono
contento che sia venuta a festeggiare il mio compleanno.

Desire(verbidi desiderio: desideraregcc.):desidercchelo faccialui.
Doubt(verbicome dubitareecc.): Dubito che piovadomani.
I mpersonakxpressiongespressionimpersonali):é possibilechesi siamoltagente.

Negative (proposizioni con antecedent. negat
nessuno che mi sappia indicare la strada.

Generalized characteristics (proposizignibordinate con antecedentin specificate):
c6 qualcuno che mi sappia indicare |l a stra

Superlative(superlativo):e il miglior film cheabbiavisto.

Thistypeof languagegamecanalsobe usefulfor working on learningadjectivesasone
of the most popular acrostics is the one with the first name, in which pupils are asked to
describe themselves through qualifying adjectives. Nonethelessstic can badapted
to differentsubjectareago expandandenrichvocabularyaswell asto fix grammarrules,
duetoits flexibility (Ibid.:61).Althoughthiswordgamefalls into thecategoryof exercise
gamegseeFreddi,1990),CaonandRutka(2013)alsoplaceit in the categoryof creative
games which are part of the symbolic games, and on the same thought is Begotti (2007)

who includes this | anggiahyd ludpleguisticd .nt o t he c a

- Pedagogicahpplication

In the context ofitalian L2 with foreign pupils, this kind of activity can be used to
memorise some specific Italian double consonants vocabulary, besides as a creative
activity where young pupils are asked to use language creativity to make up their own
acrostic. For ingtn c e , the | anguage teacher can take
themasanexercisdo learnby heartwith theimplicit aimto betterremembewordswith

double consonants, i.gatto = grande amico tanto tanto onorato.
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Oncepresentedvith acrosticalreadymadeby theclass perhapaisingltalianwordswith
consonant doubling, the teacher can get children to create an acrostic with the help of a
dictionaryor analphabetidist of wordsthattheyknow. However,it is recommendetb
propose it when pupils feel ready to do it, as in negative cases this kind of activity can

demoralise them and lower their motivation.

4.6.4Thedot-to-dot activity

The dottodot activity is very simple and for th
textbooks as it fits well with younger pupils. As Mollica (2008b:22) states, there is
Opractically no instruction: thefoehtol d i s |
thelast] n u mhlaedoncetompleted t deseiltwill beapictureoras c e iheréfore,

it is notagamethatrequiresspecialintellectualskills; howeverasMollica (2020,2008a)

highlights, by modifying it could be transformed into aative language activity and a

test of second language teaching.

- Pedagogicahpplication

Thetraditionalversionof this languagegameis usedto review numbersor the letters of

the alphabet. However, it is possible to adapt it for the purpose of improving reading
competence or listening comprehensikills, as the following examples (Mollica,
2008b):

i) Reading skill: pupils have to read the written form of numbers and then proceed by
searchindor the corresponding Arabic number.

i) Listening skill: studentscan completethe activity by correctly understandinghe

number order dictated by the teacher.

iil) Fostersecondlanguagethinking: studentscan solve the dot-to-dot activity by

resolving a series of arithmetical operations.
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Nevertheless, this language game is extremely flexible, as Mollica (2008b) reminds us
andproposes a selectiaf differentcombinations t@ompletethe dot-to-dot activity. A
furtheralternativeto this activity is theversionwith multiple choiceor atrue-falseto use

as a stimulus for the completion of it. Through this modification, it is possible to create
questions aimed at improving different competence and lang@sagetsyhich in the
present thesis is the graphemic drer instance, a multiplehoice activity can be created

with shortsentencesontainingwordswith doubleconsonantslreadyaddressedo the

pupils, who have to choose the correct one as one of them has an error, namely the missing
doubleconsonantThrough the completion of the multiple chqitiee learners obtaia
sequencef numberghattheymustfollow to completehegameIn caseof anerror inthe
multiple-choiceactivity, the child will understandt on his own asthefinal drawing will

not be correct.

Its flexibility is sogreatthatthis kind of activity can beausedin differentmomentsof the
lessonForinstanceatthebeginningafterhavinggivenatextto pupils,theycanbeasked

to complete a deto-dot activity with questions true/false on the text to check their
comprehensiowr to foster pupils to note some specific grammar aspect in the text. At
the same time, it can be used as a langteaghing technique to fix some specific
languagespectjn thatsenseit canbeusedaspatterndrills butin aplayful mannerand

with thepurposeof completinghehidden drawingTheactivity can bemplemented also

at the end of the lesson, as a competition game with the implhguage aim in the
guestions or problems to solve in order to gain the correct order of numbers to complete

it with a timelimit.

4.6.5Tic-tactoegame

The game of tigic-toe is one of the rule games linked to the development of reflective
intelligence and falls into the category of exerasenes(Caon & Rutka, 2013). This
simplegameis usually played by two peopleho taketurns drawing tokens (X dd) in

a 3x3 grid; the victory is achievedby placing threetokenshorizontally, vertically or

diagonally It is easily adaptable to language teaching, as stated by Mollica (2019), and it

is one of the most famous Opencil and pape.]
advisable to create a set oftaztoe games with images and words; going up d,léve

types rangdérom the mostdiverse,for instancewith questionssynonymoushistorical

datesetc.
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As Mollica (Ibid.) advises, this kind of recreational activity is advisable with a thematic

approach and is very good for revising vocabulary and grammar.

- Pedagogicalmplication

) lllustratetic-tactoe:insidethe nine squaresthere arénidden images linked to specific
vocabulary (previously addressed in tt@ssroom) thatheforeign child musturn over
to discover the picture. Once observed the pistihe pupil has to correctly write down

the word that will contain double letters. If correct, the child can insert X or O.

This activity canbeimplementedo practiceandfostergraphemiacompetenceaspupils

areasked to writehe correctwritten formof thegiven image, allowing theno practice

orthography while playing. In order to create a more-fteess environment, this

language game can be done in groups, where children can discuss all together before
writing the word; i n that senseébeingasked t he 06 s

to write words in front of the peers.

4.6.60ddmanout

Anotheractivity that isextremelypresent in languageaching textbookis theoddman

out. The learner is asked to identify within a given group of words that term which for

some reasons does not belong to the group. The real aim of this type of game is not to
identify the 6foreignd word butmdoesngr ovi de
belong to the given list of words (Mollica, 2019). The implicit objective allowssthe
calledRuleof Forgetting(seesection2.3)to occurin its entirety,as thefocusshiftsfrom

language to language usibid.:129). It is usuallrecommended to have this activity
carriedoutin pairsor smallgroupssothateachstudentanenrichthecommonreflection

with their own reasoning and according to their own logic (Bassani & Perello, 2021).

- Pedagogicalmplication

78



At the initial stage and with children, it is recommended to create this game with visual
stimuli to facilitate the activity. The following instance aimed to develop graphemic
competence in the Italian L2 language: four images (i.e. horse, cow, cat, gindrelo
providedto pupilswho,dividedinto groups mustfirst write thewritten Italian equivalent

of the words on a sheet of paper; after a check by the teacher to verify correctness, they
areaskedo find theintruder,whichin thiscasewill betheltalianword& a nastlieonly

one withouta double consonant.

At amoreadvancedanguagdevel,Balboni(2008:96)proposesreworkingof thegame.

Thelearner is given gextwith someerrors thatanbeo f v ari ous kinds, 6d:
alle scelte socib i ngui sti ched. Pupils have to spot |
after which a discussion in plenum is initiated that allows for reflection on the various

corrections, and as Balbobid. : 96) writes: O6in una cl asse d

Following Balboni's(2008) suggestion, ithe case of foreign children an alternativeas
givethem a text, and after haviogtaineda general comprehension, ask them to highlight
the vocabularyegardingthe topic of thelesson(for instanced f o eoduicheropizza,
caffé, mozzarella, latte, biscottc.). Once checked that they have found all the target
words, somef whichwill bewrittenwith onelessdouble pupilsareaskedo find errors

by themselves, individually or in pairs.

4.6.7Matchingactivity

Activities that require the pupil to connect two parts that have something in common, or
thatgeneratea sentence, arealleddé dabbinamento accoppiamentanaancheincastro
(Balboni, 1998, in Mollica, 2020:137). Students who bemabtefrom this typology of
activity are the ones witmore analytical thinking, as the activity allows for grammatical
reflection (Balboni, 2008). However, as Mollica (2020) notes, they remain valuable
recreationahctivitiesfor presentinghelife andcultureof thesecondanguage, as well as

its grammar. For this reason, it is considered important to implement them in the second

language classroom to stimuldéteeignstudents

-Pedagogicahpplication
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i) Termillustration matching activity: pupils are asked to match the term corresponding
to the illustration. To develop writing skills and graphemic competence, students can be

asked to copy the terms under the picture in order to practice (Mollica, 2020).

Theactivity of copying, although tedious ani@motivating servego focusattentionon
handwriting, an essential activity to implement graphemic competence. A solution to its
tediousside canbe self-correctionthat allows studentgo identify their weaknessesas
suggested by Balboni (2008:119):

[ é] i compito di ricopiatur a, infatti
modelloe scrivendolaaffidandosi allamemoriasia semanticasia ortografica,in

una sorta di riproduzione del testo stesso. E possibile organizzare attivita che

non richiedono ufficialmente la ricopiatura ma che possono implicarla,

addirittura dando allo studente il piacere di sentirsi piu furbo del docente: ad

esempio, si puo pparare una versione di un dialogo ascoltato in precedenza in

cui si presenta solo la parte inizialdelle battute e si chiede agli studenti di

compl etarl e, testando in tal modo | a prc
una piacevolesfida con sétessi, ma ogniolta chelo studente én difficoltai e

nonpuononesserioe gl i tende a barare, andando a

Following this assumptionheteacher can propose a matching activity with recopying in

order to develop graphemic competence, as the following example:

i)Reconstruction of a sentence from individual words given in random order: initially,

pupils areaskedto reconstructhe sentenceéy joining the wordsin the correctposition

with lines. Afterwards, the completed sentence is asked to be rewritten allowing pupils to
practicethewritten form. To turnthis activity into a moremotivatedandstimulatedone,

it is possible to ask to rewritten the completed sentence on thebideksheet of paper

with theinvitationnotto 6 p e arklibis herethatstudentsna y 6 bytirngng togead

the sentence sever al ti mes, going o6uninten:

was the implicit language teaching aim.
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4.6.8Mazeactivity

A labyrinth or maze activity is a puzzle in the form of a comfleanching passage
throughwhich the playermust findthe exit. Thelabyrinthhasa veryancienthistory and
themostfamousstructuredatesbackto ancientGreecewith themyth of theMinotaur.In
educationapracticethis activity playsanimportantrolein thelanguagdearningprocess,
asMollica (2010:20)statesp t doleingof labyrinthssharpenshel e a r viseataduiy,
isusefulforhaney e coordination and sharpens the
for the young pupils who are still developing their motor skills, training their-egad
coordination is an essential aspect to consider as a primary tesiclce children can

benefitmostfrom thistypeof activity, thatis cognitive languageandmotordevelopment.

Usually, c¢classic mazes include a single
6expandbd the traditional definition and
onesolutionto challengeandstimulatestudentsandatthe sametime, teach/leardexical,
grammatical and cultural elements of the language (see Mollica, 2020). Especially for
teaching grammar, which as Mollica (2020) states, can often represent boring moments
for pupils, the mazeactivity can proveto be a useful toolto makelanguagegrammar

learning more interesting and fun.

- Pedagogicalmplication

A maze activitycanbe createavith grammarorientedquestions tguidestudentdo the
resolution; or using for instance questions with a thenagdproach to review or recall
vocabularies, as well as cultural information. However, the activity is very flexible and
canbeintegratedvith otherteaching techniquesichasmultiple choice trueor falseetc.

A visual maze can also be created using images, allowing young pupils to make a direct
imageword associationandit isthed m ousefulattheearlystagesoflanguage e ar ni ng o
(Mollica, 2010:20).Thefollowing practicalexamplesareaimedat theimplementatiorof

the correct usage dbuble consonants:

i)Maze with illustrations and terms: a list of images is given; to find the exit of the
labyrinth children follow only the corresponding written terms and cross out the terms

notassociatedvith illustration. No practice,suchaswriting or copying,is requiredand
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for that reason this kind of activity can be used in the motivation phase to introduce the

topic to the class.

i) Mazewith only words:to gettheexit, thechildrenhaveto follow the correctlyspelled
wordsandcrossoutthewrongonesAlso in thistypologypracticeis notrequired butthe
activity requirescarefulreflectionandfor thatreasorhasto bepresentedo theclassroom
when there is familiarity with the topic.

i) Maze with riddles and solutions or nursery rhymes: a further alternative to stimulate
Italian L2 learningis themazeconsistingof riddlesgivento studentsvho haveto follow

the matching solutions to get out. It is important to calibrate riddles to the age of pupils
soasnot todemotivate them igaseriddlesare toodifficult, which iswhy with children

it isrecommendetb useasinputsimpleriddlesthathaveperhapslreadybeenaddressed

in the classroom. The same activity can be created with uncompleted nursery rhymes,
ideal for children who have to find and follow the final parts of the nursery rhymes to

finish the maze.

4.6.9Riddleactivity

Riddle is probably the oldest and most diffuse word game ever. Its origins can be found

in ancient Greece with the famous riddle of the Sphinx that only Oedipus was able to
sove.The Greek word means O6to speak in a col
VocabolarioZingarelli offers thefollowing definition: 6 b r éomponimentd é ] cui n
ambiguamente allusivamentesi proponeunaparolao unconcettadai n d o v (200& r e 6

in cd-rom,in Mollica,2020a:121)Rossi(2002in Danesi2019:3323) definestas6 b r e v e
componimento che allude a un concetto da indovinare tramite pensiero associative

me t af dypesofbrifdles are innumerable, there are some with the solution inside,

the riddles in verse or the ones that are simply a statement. Often it is a paradox that can

also lead to absurdity and has elements that confuse the solver, and many are based on
proverbs and require cultural knowledge. From a second language teaching perspective,
theriddleis aneffectiveteachingool for facilitatingthelearningof idiomaticandcultural

expressions of the target language, as Damieisi. () wr i t es: una chi ave
civilt®™ e alla cultura della seconda | ingu
(Ibid.) notes, riddle is among one of the least teaching techniques studied in education

althoughit is anauthenticandeffectivelanguagematerialin stimulatingthe metaphoric
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thinking. The invitation to implement the riddle in the second language classroom is

summed up in the following words by Dandsid.:338) who states:

Rispondere all'indovinello & istintivo e percid non € nemmeno nhecessario insegnare a
"leggerlo”. Si tratta dell'uso di una logica esplorativa che € innata in tutti. Si tratta
dell'attivazione di lo6gos, e quindi di una bimodalita di pensiero che sottdstay@n

parte degliatti discorsividi ognigiorno. Forsenessuraltro testo,0 materialeautentico,
possiede questa caratteristica olistica, la quale, come menzionato, costituirebbe ['input

naturale piu idoneo per attivare I'acquisizione (Krashen 19835)9

The choice and the difficulty of the riddle must be made according to the teaching
requirementandtheageof thelearnersinceyoungpupilsdo nothaveasensef humour

as strong asdults and a mediwnigh L2 language level. Nevertheless, as Mollica
(2020a:141) states, adapted and simplified riddles can be used also with young students
with a low language level since they are language techniques useful for learning
vocabulary and cabe implemented also to focadgtentionon the characteristic of a

particular word, as in the example below:

[l cammellonehadue,il dromedariounasola.Cosa?
La lettera m.

(Zanoncelli,2000,15; Zanoni2001:69; inMollica 2020b:138)

- Pedagogicalmplication

Mollica (2020a) suggests the alternative which is having pupils work in pairs or small
groupsto createariddle. In this case theteacheris responsibldor providingthem with
specific guidelines on how to create a riddle, suchdasttifying an answer, working in
groups and brainstorming by examining the characteristics of the word (definitions, use
in idiomatic expressions, use in proverbs). Once these directions have been followed, the
studentswill haveenoughinformationto createa riddle usingsynonymsgharacteristics,
personificationsetc. This activity encouragepupilsto look up definitionsandtheusage

of wordsto guesstherefore|t turnsoutto be agoodlanguageool to introduceforeign
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children to the use of vocabulary. For these reasons, the riddle activity should not
discouragehe primaryteacherandthe childrencanbe askedo createariddle basedfor
instancepn synonymsandantonymssothatin additionto learning/recallinghe specific

word by looking up thedefinition inthedictionary,they havethe opportunity topractice

the synonyms and antonyms while expanding their vocabulary and graphemic
competence, as they have to write it and check the correct spelling foworads.
However, with young pupils, Mollicélbid.) suggests getting thehildren into theiddle
mechanism by providing them riddles with possible answers from which to choose the
right one; further, this typology of activity also facilitates language acquisition in the
initial stages. The riddle activity can be used both at the beginningtioe ahd of the
lessonunderthe conditionthatit is relevantto the knownvocabularyor thelessorof the

day.
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Chapter 5. A didactic proposal of a Recreational Linguistics workshop
to improve the useof double consonantsn Italian L2 for young pupils:
60tto, il bassotto poliziotto, e il

Having validated the successful binomial between graphemic competence and
Recreationalinguistics,the lastchapterof the presenthesisintendsto demonstratéow

this 6dsynergyé6 can be converted into o6real
pathwayaimed aimproving theltalian orthography, witha specificfocuson thecorrect

useof doubleconsonantsThefollowing didacticproposals organisedvithin anarrative

frameworkof thestory of Otto, Gl bassottgoliziottad who mustfind thethiefof Ve ni c e 6 s

Lion statue.To do so,Otto askschildrenfor help collectingclues,which areachievedoy

solving the various language games. The project has been created considering four
hypotheticaimeetingseachlastingtwo hours,aimedatchildrenagedbetweerv-11years

old. Further,it hasbeendevelopedvith theprospectivdo beappliedwithin anltalianL2

wor kshop, as the |l atter is considered extr

heterogeneous class with different ages and levels of L2 competence.

5.1.The contextof application: the Italian L2 workshop

It is believed appropriate to briefly explain what is meant by the Italian L2 workshop to
better understand the proposed educational pathAsyCaon (2016) points out, it is a
spacewithin theschoolwherevariousgroupsof nontltalian speakindearnersof different
agesculturalbackgroundsmother tongueand L2competence levelshareto learnand
reinforce the Italian language during school or extracurricular hours. Within the
workshop, foreign learners usually feel more comfortable socialising and actively
participating in the lesson, as the linguistic and cultural differences are lesscamgnifi
thanin theclasswith their ltalian-speakepeersTherearetwo macreareaghattheltalian

L2 workshop can address: the language of basic eonuation (talBasg, and the
language of studylt@lstudio), the distinction can be compared with BICS and CALP
competencéseesection2.5.1).While ItalBaseis moresuitablefor newly arrivedpupils

and therefore aimed at the development of first communicdtadStudiois addressed

to those pupils who needto solve specific languagelearning problemssuch as the
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complexityof CALP andlinguistic-cognitiveskills (Ibid.). In anycaseastudentdoesnot

go from BICS to CALP from one step to another, but rather it is a long and demanding
process, and the acquisitionltdlBasedoes not guarantee the acquisitioritafStudiq

as the latter does not provide all the tools to deal with the language of study (Bortolon
Guidolin, 2016). It is therefore essential to work onthe sol f a d e 6tp ensutee 6
thedevelopmenbf CALP, whichis indispensabléor academisuccessndbeyond.The

0 br ipth q s an&@ssentisdccesphaseo theltalian languagdor thedevelopmenof
CALP, and according to Bortolon Guidolin (ihid.), in this phase, it is appropriate to
work on the consolidation of skills related to the language of communication and to go
onto develop stepby step,cognitiveandmetacognitiveskills to enableforeignpupilsto
participaten thecommonlearningwith their Italian peersin this stageteachersvork on
strengthening and implementing vocabulary, by proposing activities that are still linked
to the context (BICS) but gradlly move towards more cognitive and metalanguage

processes, closely to school requirements (CALP) (Luise, 2006).

5.1.1Varietyof recreationalactivitiesanddifferentlevelsof difficulty astoolsfor
heterogeneous classroom management

To ensurdanguagdearningwithin agroupof pupilswith differentagesJinguistic levels

and also different personal factors, Caon (2016) identifies two strategies to apply for
greater classroom management: a di f f eemdé hai aztranhebdi 6azi one
The latter aims to differentiate the linguistic input to ensure each student opportunity to
activate the cognitive strategy most suitable to his/her style, while the former refers to the
presentation of activities that should follow the sequdrm®a the easiest to the most
difficult. A further strategy highlighted by Caoibid.) is to propose probleisolving
activities, as it allows different skill levels to be managed simultaneously. Considering all
these points, the following proposal is structured respecting the differentiation of the
i nput 6s pr esent atactiaties oli wtionsgtypes emdrvargng itheim a |
implementation within the five language acquisition sequences (see section 4.2.3), as well
as presenting simpler activitiesida then gradually advancingy complexity, both
linguistically and cognitively. For instance,the crossword puzzle, initially always
presented with the illustration as an aid, becomes more cognidiegigndingattheend

of the pathwherealsowritten questionsare presented
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to children.Moreover,its variation,the searchword puzzle,is usedin differentphase®f
thelessonsasatool for linguistic reflectionor to fix vocabularybutalsoasalanguage
gameto usein theinitial phaseto motivateandengageupilsaboutthelessonsandrecall

known vocabulary. The maze activity is also implemented for different purposes; for
instanceto fix andreusehevocabularyobservedor to recallknowledgeandvocabulary
already knownthe samefor thedot-to-dot activity, extremelguitablefor theskimming
process to check the comprehension of a text but also as a tool to allow pupils to verify
the hypotheses made.

5.2 Clarifications
It is believed fundamental to give some clarifications in order to accompany the reader
towards a greater understanding of the Recreational Linguistics Italian L2 workshop

presented and to facilitate hypothetical applications in the classroom.

5.2.1Targetpupils

Considering what has bestated, the present proposal is aimed at foreign children who
have already completed BICS but have yet to fully develop those lingoigjrative

skills required by the language of study (CALP) to enable them to access the study of
school subjectsFor these reasons, the following proposal deals with different semantic
areas, which the children should already be familiar with, but through more demanding
cognitiveandmetacognitiveactivities.Theforeignchildrento whomthepresenproposal

is aimed aren the age range ofX1, since in order to be able to complete and solve the
language games presented, it is required to know and have fully assimilated the basic
principlesof theltalian alphabetThereforethepresenRecreationalinguisticslearning
pathway is suitable for amalStudioworkshop, as children must already have practised
the spelling of the Italian language during school hours with their Italian peers and need
a specific course to reinforce their graphemic competence. Indicatively)ahguage

level of L2 varies between AR1, according to the Common European Framework of
Reference. Théexical topics havébeen chosen following thesevels, and therefordne
foreign children are familiar with vocabulary related to school, family, leisure and jobs,
parts of the body, animals and so on.
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5.2.2Linguisticaims

Further clarification is required in order to better understand the aim of the present
proposalwhichis structuredo differentially meettheneedsof studentdetweenA2 and

B1 languagéevels and has as main linguistic aim the consolidation of the correct use of
Italian doublesln orderto dothat,the RecreationaLinguisticsproposaintendsto work

ontwo levels.Thefirst is the explicitone,visible andperceivedoy pupilswho approach

it with awarenessyhichis organisednto four differentlinguisticaims.Thelatters, which

follow the order of the four meetings, are the following:

- Fixing jobs vocabulary, and masculifemininetransformation of professions,
with a focus on irregular transformations,

- Fixing family andhomevocabularyandsemantia@ssociatiorf everydayactions
with home objects;

- Fixing vocabularyof the parts ofthe bodyandamainfocusonirregularplurals,

- Fixing animalsvocabularyandidiomaticexpressionsvith them.

On the other hand, the implicit l evel,
children, represents the main objective of the present proposal: the improvement of the
correct usef Italian double consonants. While the young learners focus on the explicit
objectivesof therecreationahctivities,theypracticeindirectly onthedoubleconsonants.
Therefore, therincipalaimis to drive childrento improvespellingwithout askingthem

to explicitly focus on doubles as an isolated language objective to avoid traditional and
unmotivatedexercisesThroughrepetition practiceandhabitin dealingwith vocabulary,
students can absorb the graphemic forms without the need for isalatedezhanical
activities or explanations, as the lexical route of the Dual Route Model assumes (see
section 4.4.4). Considering what has been claimed, A2 pupils can achieve the implicit
aim without encountering possible obstacles, as they are indiredtlio leepeat and
practice the graphemic form of words chosen according to known semantic areas, and
with a greater presence of double consonants. As far as the explicit objectives are
concerned, there are no difficulties with the further fixing of vocabulas these are
semantiareasalreadyaddressedtthe A2 level. Neverthelesgheymayencountesome
difficulties with certainirregularitiesandidiomaticexpressionfoundacrosghepractical
proposalOntheotherhand,studentswith a higherlanguagdevel caneasilyachievethe

explicit linguisticsaimsandbenefitfrom the linguistic challengeprovidedby the more
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cognitive effort recreational activies which have been chosen with the intention of not
demotivating them byresenting activities that are too simple and exclusively aimed at
lexical reinforcement. Therefore, B1 pupils are also fostered to develop and strengthen
their metalinguistic competence, since
0 we a k e rOriving ene supporting their peers by consolidating what they already
know, B1 students have the opportunity to develop a greater linguistic awareness which
enableghemto fosteradeeperandmorelastinglanguagdearning.Forinstancetheyare
calledto recognize spelling errors or to solve activities that require problem solving,
makinginferencesgiving reasoningor the useof divergentthinking. In this perspective,
acollaborativeand playfullanguage learning environmeastensuredwherealsothe A2
learners benefit as they are gradually driven by their peers towards metalinguistic
reflection, allowing them to lay the first basis for CALP development, while the others

strengthen and practice their cognitive and metacognitive skills.

5.2.3Theunderlyingprincipal core: learning by playing

Themainobjectiveof this proposals to improvethe correctuseof doubleconsonantn
foreignchildrenlearnersHowever the proposaldoesnot presentany directexplications

of orthography rules focused alouble consonants. The reasons behind this choice are
several. Firstly, the Iltalian language presents very few rules to apply concerning
consonantoubling,anddespitethis theyarenot presente@stheintentionis to adoptan
inductiveapproach, ensuring a more natural second language acquisition process within
aneducationaénvironmenthatallowslearningwithin thezoneof proximaldevelopment
(seesection 1.3.3). Further, tlgoal of spellingimprovemenis achieved byconsidering

the concept of the lexical route of the Dual Route of Model (see section 4.4.4), through
which children assimilate the correct graphemic form of words through lexical
reinforcement, which takes place through the act of reading and writingotiaks that
arefixed, consequently the act of repetition takes place without noticing it. Finally, the
principalcoreof thefollowing proposais drivenby theunderlyingconcepof facilitating
language learning through a playful attitude and the implementation of recreational
activities,in which playis seerasthe6 v icthaalthgtgiv@spupils6 e n eandagefse

of joy while learning, as it is perceived as playing. By activating students, who become
curious and motivated to move forward with thiEinguage process, learning itself

becomesdeeperand more authenticin which the child doesnot perceivethe second
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languagecquisitionprocessasimposedandmadeof 6 b u i b Id 0 ¢olpesagsimilated,
but as an enjoyable and motivating time in which the hypothestlef of Forgetting
(see section 2.3.1) is fully applied.

5.2.4Thenarrativeframework

Thefollowing Recreationalinguisticsltalian L2 workshopproposafollows thestory of

Ot tilobassofto poliziottd , w h osoleacase of theftvithin the city of Venice?
Althoughthis narrativeframeworkis theleitmotif of theactivities, it only hasthefunction

of motivating and involving the pupilsore within the educational pathway; it does not
represent a constraint for teachers who want to implement some of the proposed
recreational activities in their ltalian L2 classroom. However, in order to make the
proposal even more motivating for childrehere are some specific language games
closely related to the storyline, aimed at testing comprehension of the written texts,
consequently, these can not be taken individually, as well as those that their completion
gives pupils a clue, and therefore tharrative framework is required to make sense.

These specific activities are marked with a double asterisk (**).

5.2.5Thesourcesf recreationalactivities

All thepresentecreationahctivitiesarebeingtakenfromMo | | stedeespgecifically,

thefollowing volumeshavebeentakenasreferences2019,2020,2020a.Two typologies

of language games, on the other hand, have been taken from the work of Cazzaniga and

Baldi (2016), which aré&:s c ar t o owhichohgsrbaeh icaled b et t er e nas c o ¢
andbscel t a omithdhasmheenh lefcwdttbthe same name. Nevertheless, all the
recreational activities have been adapted and modified according to the target students

and the language objective: implementation of the correct use of double consonants.

22 Theideaof creatingastorylinein which a caseof thefthas tobe solvedwas takerfrom thevolumes of

Mi ni gi al | i of Gazdahigh SusitanddSilve Baldg in which the inspector Ortografoni has to

solve different cases through the solutions of language games.

The volumesarefive, the presenfproposalhastakeninto accountthe lastone,numberfive: L 6 i spett or e
Ortografoni e il sabotaggio del Big Bday Cazzaniga, S. and Baldi, S. (2016).
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5.36 Ot iltbassottqoliziotto,eil furto delLeonediVene zi a 6

In the following paragraphs, the project is presented in four parts respectively. Each of
which deals with a different semantic area
thattheyareperceivedy the studentsarryingouttheactivities;while theimprovement
andreinforcementf the correcuseof doubless definedasanimplicit objective, aghe
students are not aware of it, and which represents the principle aim of the present
Recreational Linguistics Italian L2 Workshop proposal (see sebtiz 2).

Each of the following paragraphs explains the application of the proposed recreational
activities to guide the teacher who intends to apply the following teaching sheets in the
Italian L2 classroom. The indicative time that each activity requires is givanding
someminutesto dedicateo theendactivity feedbackFurthermoremost languaggames
proposedairerecommendetb bedoneindividually to allow adeepefocusonthewritten

form; however, it is advisable to spend some minutes allowing childreheck the

activity in pairs or small groups before giving the feedback to the entire class.

5.3.1Applicationfirst part andrecreationalactivities(seeappendixl)

For the first part, it is recommended to spend about 10 minutes presentmgjdct,
specifying to pupils what their job will be, namely solving a theft and finding the thief.
Images of Venice and the Lion statue are recommended as visual support, in order to
further contextualise the story that will accompany the children im#netings. This is

the moment when any questions can be answered.

Recreationahctivity 1)

Readingextandsearchwordspuzzle(20 minutes- individually)?

After having read the text which introduces children to the story and explained to them
whattheir6 j d@slgaingto be,asearchword puzzleis presentedavith theaim of bringing

the children further into the narrative framework. It does not require any written

production; thechildren are asked to search for and observe specific words.

23 All the recreational activities suals crossword, search word puzzles, maze antbddot (drawings)
are made through the following websitétps://ohmydots.conWith the exception of the last proposed
crosswordactivity, which containsa hiddensentencandhasbeencreatedhroughthefollowing website:
https://www.papirata.com

Furthermoreall the didacticworksheetsn the appendixarecreatedhroughthe graphicdesigntool
Canva.
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Recreationahctivity 2)**

Dot-to-dot activity to testtext comprehensio20 minutes,n pairsor smallgroups).

In order to find the hidden picture, children have to answer questions that adhere to the
text choosingetweertrueor false,implicitly allowingthem toreflecton thegraphemic

forms of words. For further test comprehension, it is possible to ask children to correct

the false answers. This activity gives a clue, which is the picture of a paintbrush. It is

recommended to spend some minutes talking about this tool; dianoe, in plenum:

what is a paintbrush? Who uses it? By doing these children should orally recollect some

job vocabulary to connect with the next activity.

Recreationahctivity 3)

Matchingactivity (15 minutes,individually).

Theactivity indirectly allows students to makgpotheses on tharitten formof words

and verifythemthrough the visual and written aids. Furthermore, they are asked to rewrite

words once they have madwtchedo practice graphemic forms.

Recreationahctivity 4)**

OLet t er e20mmwes,dirstindividually, then pairs of small groups for check)
This recreational activity aims to fix the verified words in the previous language games
throughguidedproductionof singlewords.Sincethesetypesof activitiesareoftenboring

and not stimulating, a clue has beenhiddeninside to makethemmore'ac cept abl e 6.
Children have to find the letters in a random sequence of letters to compose the written
form of the given illustration; once done, they have to create a sentence with the letters
excluded.Somewords relatedto jobs are deliberatelyin the female genre.Oncethe
activity is over, itis advisabldo check if ithas been noticed and reflext it together to

link to the nextanguage game.

Recreationahctivity 5)

Crosswordllustratedwith words(15 minutes pairsor smallgroup).

The crossword is given to reuse and reflect on the words with the double consonants
addressedlhefemalegendels requiredto completethegameandsomeof themchange,;

the linguistic effort is therefore slightly higher, but pupils with a higher language level

should have no problems and support the mor
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Recreationahctivity 6)**

0Scel ta d20tmnges,difsti irdigidually, then in pairs or small groups for
check)

To selftest what has been done, children are asked to choose between twoOmosls.
found the correct one they must count the letters and find the one indicated by the given
number (written on the side) and transcribe it in the little square next to the words; the
letters will form the hidden word, which is the topic of the next meeting. This activity
leadsto greatattention tahesinglegraphemesandallowsself-correction,asin thecase

of wrong choice, the hidden word will not be revealed.

5.3.2Applicationsecondpart andrecreationalactivities(seeappendix?)
At the beginning, it is advisable to spend a few minutes reconnecting with the previous

meeting, where the last language game has revealed the main topic of the session.

Recreationahctivity 1)

Searchwordspuzzle(10 minutes,individually)

To clarify and recall the known vocabulary adheretthédamily topic, children are asked
to carry outa search wordpuzzle. This activity is proposed to stdre work on what

they already know, Ki+h@desectiors2.3hypot hesi s fo

Recreationahctivity 2)**

Text reading (short riddle and nursery rhyme) and matching activity (cloze) to check
comprehension (25 minutes, individually reading and pairs or small groups for cloze
activity)

To enter into thearrativeframework, theeading of anysterious relativef thethief is
given.Thisactivity askspupilsto solveashortriddle in whichthesolutionis easilyfound

by phonological assonance. A second short text is given, a nursery rhyme that aims to

i ntroduce the semantic area of Ohouse and
comprehension, @ozeactivity, requiresinsertingsynonymsof wordsfoundin thetexts

within sentences.
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Recreationahctivity 3)**

Matchingactivity (20 minutes,individually)

Once connected to the topic of the house and its objects, children are asked to make
associations using inferences, therefore they have to associate everyday actions in the
house with the corresponding objects. The vocabulary of objects should already be
known. Theactivity allows students to makessumptions abotiie written forms of the
illustrations as they are not given. Individually they are asked to match and write down

the correct graphemic forms, then to verify it in pairs or small groups.

Recreationahctivity 4)

Mazeactivity (20 minutes,in pairsor smallgroups)

The following language game aims at the fixation of the observed and verified
vocabulary, as it requests children to follow only the correct words to get out of the
labyrinth, and implicitly fix thevocabulary. Onceut of themaze, dinguistic reflection

is graduallyintroduced as pupils are asked to correct some of the misspelt words, going

again to fix and reuse the correct form.

Recreationahctivity 5)

Crossword challenge (30 minutes, two different groups, each student must have the
correspondingrossword shedb fix words by writing the written forms)

This activity is usedto reflecton whathasbeendone requestinghildrento completethe
crossword puzzle through visual clues (actions or objects that should be linked to the
correspondingction).Theclassis dividedinto two groups groupA hashorizontalclues

and group B the vertical ones. Only by collaborating, they will be able to complete the
language gamdurthermore since each groupannotshowthe illustrationgo the other

team, thechildren are also invited to use their bodies to mine the action to guess.

Recreationahctivity 6)**

Tic-tactoe activity (15 minutes, in groups of three) To ensure a moment of
selfevaluation, a tidactoe game is proposed to be played in groups of three. The nine
boxes contain illustrations of which children have to write the written forms; if correct,

they get a point and can put an X@iplus the syllable written inside the box; if wrong,

it is the opponentés turn. At alkthesyllablesd, t hey

to form the clue: the semanticareaof the next meeting.A
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third child is calleduponto actasajudge,thuscheckingthatthewrittenwordsarecorrect
in orderto give agreatersensef autonomyandcollaboratioramongpeersAll this must

be done under the supervision of the teacher.

5.3.3Applicationthird part andrecreationalactivities(seeappendix3)
In orderto recallthemaintopic of themeeting|t is advisabldéo remembewhathasbeen
doneduringthelastsessiorwith theimplicit aim of reconnectingvith thelastrecreational

activity that has revealed the main semantic area of the third meeting.

Recreationahctivity 1)

Mazeactivity (5 minutes,individually)

Torecallvocabularyandmotivatepupils,a mazeactivity is proposedn which theyhave

to follow onlywordsregarding the parts of the body, a semantic area that A2/B1 students
should already know. The vocabularies given in this activity also have their respective
determinative articles with the intention to recall the feminine, masculine, plural and

singular lody parts, including the irregular forms.

Recreationahctivity 2)

Reading text and matching activity to checkmprehension (20 minutes, first
individually, then in pairs to check comprehension)

A short text is given where a global reading is first required. Thereafter, to develop
scanningskills and checkeading comprehensiodhildrenare askedo completethetable
matching where they must enter the traits of the thief described by the witness. Within
the text an idiomatic expression with the body is also presented, it is suggested to orally
check that it has been noticed and spend some minutes asking if they Kreaw ot

expressions about the human body.

Recreationahctivity 3)

Searchword puzzle(10 minutes,individually)

Thefollowing activity aimsto shift thefocusto theplural forms of thehumanbodyeven
more, as the Italian language has a feegularities that can confuse the learners. The

searchwordspuzzleimplicitly doesnotrequireanyproductionasit askspupilsto search
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for andcircle the pluralformsof thegivenwords.Pupilswho mayhavesomedifficulties
with theirregularpluralformsaresupportedy thegametself. As soonasthey have found
the first letter of the word, they can easily obtain the whole word, allowing for observation

and verification of the assumptions made.

Recreationahctivity 4)**

Dot-to-dotactivity (15 minutes,in pairs orsmallgroups)

Theactivity is completedhroughmultiple choices Eachchoicegivesaspecificsequence

of lettersto follow in orderto completethe hiddendrawing,whichin turnrevealsaclue.

In this language game, the observed and verified words are reused and fixed within
different contexts, and within certain idiomatic expressions, including the one observed

in the initial text.

Recreationahctivity 5)

Crosswordllustrated(20 minutes,in pairsbutwith two worksheetgo allow eachpupil

to write and fix the words)

To allow children to reflect on what has been addressed, they are asked to solve an
illustrated crossword puzzle without word clues. The children have to write down the
plural of the given images, the difficulty lies in the fact that they also have totkate
corresponding definite articles. This is required with the intention to foster an explicit
language reflection on some special cases of the Italian language, futhas e n o

ma na rid gidocchio- le ginocchid .

Recreationahctivity 6)

Oddmanout (30 minutes,in pairsor smallgroups)

This exclusion teaching language technique is a powerful language game that allows
pupils to reason and deeply reflect on the language. Therefore, the following activity is

proposedvith theintentionof fosteringadeepetanguageeflection.To bedonein pairs,

or small groups, pupils must justify their choices, and, since some list words have more
than one solution, a discussion at the end will arise. The focus is on the presence or
absence of double consonants; however, learners have to pay attdstomo a

singular/plural and feminine/masculine forms.
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Recreationahctivity 7)**

0 Sc el t a g (2arhinutesndividually)

Children are asked to sdHst by an activity thatequires great focus on the single
graphemesandallowsfor self-correctionsincein caseof awrongchoiceword, theletter

to be entered in the next box will also be wrong, not revealing the hidden word.

5.3.4Applicationfourth part andrecreationalactivities (seappendix4)
At the beginning, it is advisable to spend a few minutes reconnecting to the previous

meeting, in which the last activity has revealed a clue linked to the present session.

Recreationahctivity 1)
Searchword puzzlewith illustrationsandwords(10 minutes,individually)
Thefollowing activity is proposedo recallthe knownvocabularyto startthe sessiorby

working on what children already know.

Recreationahctivity 2)**

Textreadinganddot-to-dot activity to checkcomprehensiofil5 minutes,in pairs)

A short text is given to reconnect to the narrative framework. Within it, there is also an
exampleof idiomatic expressiowith animals.To checkthe comprehension dot-to-dot
activity is introduced, where iaddition to testing text comprehension, children are
requiredto makesomeinferencesstheyaretestedn understandingheimplicit elements

of the text, which are important for the success of the lesson, and foedsan it is

advisable to do it in pairs.

Recreationahctivity 3)

Matchingactivity (20 minutesfirst individually, secondoartin pairs)

To allow pupils to make assumptions and verify them, a matching activity with words
andillustrationsis proposed, invhich theyhaveto rewrite thewordsto reuse and fix

them. The following activity presents a second part, where children are fostered to reflect
through guided questions abooértain animalcharacteristics, such as strength or
cunning,thatpupilshaveto associatevith someanimalsaccordingo their pointof view.

The objective is to create a O6bridged for

idiomatic expressionsvith animalsby extrapolatingcertainanimal characteristicsfor
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instancesincealion is strong,if apersons comparedo alion, it couldmeanthathe/she

is strongandhascourag€(i.e. coraggiosocomeun leong. In doingso,childrencanfoster
theirdivergenthinking by makingassociationbasedntheirimaginationandcreativity,
buttheyarealsocalledto creatanferencedetweerthecommonfamiliar traitsof animals

and moreabstractand complex concepts througlpacess based on analogittahking

used to find parallelisms.

At the end of theactivity, children are required to recollect the last clue obtained by the

text and circle all the animals that have tails and whiskers: one of them is the thief.

Recreationahctivity 4)

Maze(15 minutes,n pairs)

A multiple-choice maze is introduced to enablaldren to deeper reflection. Therefore,

to getout of the labyrinth theyhave tochoose theight animal tocorrectly complete the
idiomatic expression. In case of a wrong choice, children can easily deduce it for
themselves as they witiot be ableto finish thelanguagegame. In this activity therare

no spelling errors, the choice is between two animals as the main objective is to drive
themto understandheinferencethroughfamiliar traits of animalsthatcanbeassociated

with people.

Recreationahctivity 5)**

Crosswordchallengg30 minutes,in smallgroups)

To fosteralinguistic reflectionon whathasbeendoneduringthefour meetingsa puzzle
challenge is proposed that contains also the vocabulary of previous meetings. Clues to
solve the following language game are made up of words, illustrations or both, and
childrenareencouragedo usebody movementdo makeothersunderstandhe hidden

word. A secret sentence is hidden inside the crosswepdesenting the last clue that
allowschildren tofind outthethief. Oncethe clue hasbeenobtained pupilsareaskedo

return to activity 3 (matching activity), in which they have to find and circle the animal
thathas tailswhiskersandadouble lettewithin their name(lastclue), turningout tobe

the animalé g a.tTheocballenge component is given thye time, as the first team to

solve the crossword puzzle discovers the thief first and wins the game.

Recreationahctivity 6) ** To do onlywith all theclues

Jigsawactivity (30 minutes smallgroups)
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As alastgameto promoteproblemsolvingandcooperationajigsawactivity is proposed

to reconstruct the storyf the theft. Firstlychildren areasked to takéhe clues collected
duringthelessonsandto follow themto reconstructhestory. To make theactivity more
challenging, it is possible to ask them to cut the five parts of the story and give one to
each group, they will have to collaborate with other groupsetonstruct the story.
Thereforegachgrouphasto first find outwhich partof thestorycouldbetheirworksheet,
andwith which clueit couldbe associated. Theeachgroupexplains tahe clasavhich

part of the story they have, and all together work to reconstruct it.

5.3.5Theend:6 at t diphateci pazi oned

It is suggestethateachstudentreceivethed ¢ e r t attbstingta thed @articipationin

the Lion Theft of Venice investigation, intending to reward and motivate them for
possiblefuture Italian L2 workshops. Therefore, the aim is to generate a positive final
evaluatiorby children,evenfor thosewhomayhavecooperatear workedless allowing
thecreationof a positivememoryto fosterawillingnessto repeathesekinds of learning

experiences in the future.
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Conclusions

Theprincipalaimof thepresenthesisis to demonstrat@ow, throughtheimplementation

of recreationahctivities,theaccurataiseof doubleconsonantsanbeimprovedin Italian

as a second language. To verify it, the study seeks to support the successful synergy
between linguistic reflection and Recreational linguistics, by discussing the strategic
dimensiorof playin secondanguageeachingwith aparticularfocusonlanguageyames

from Recreationalinguistics.Thelatterallowsovercomingraditional teachinggrammar
techniques to give space for motivating and challenging language activities. Following
thisassumptionthisdisciplinehasbeerrevealechsagreatsecondanguagenethodology

for ensuring teaching grammar without the renouncement of the pleasure of learning by

playing.

To validatethebeneficialunionbetweergrammarandplay, this thesishas begumnvith an
excursion of playbés educati on&aVolvemeantinue acr o
childés devel opment, and its role as a | ear
developmentln the specific contexaf second languageducationthe Playful language
teachingmethodologyevidencesherole of play asthemoststrategicool for facilitating

language learning. Following this assumption, | focused my study on Recreational
linguistics, a branch of linguistics that recognisespibtental of play in second language

teaching. The activities from this discipline aim to motivate and facilitate language
learningby stimulatingcognitive engagementhroughlanguagegamesRelying on the

human tendency to probleswolving, they allow fopractisingand improving language

skills without perceived language learning effort, and foster pupils to exploit their
cognitive and metacognitive resources to solve the game, promoting a deeper dttention
theform, without theimplementatiorof unmotivatecandrepetitiveteaching techniques.
Consequently, nowadays it is impossible to imagine a second language teaching without

word games, and this can be deduced from the analysis conducted on the evolution of
grammar teaching, which has highlighted the fundameoitabf linguisticreflectionand

the needfor a more engagingand motivating teachingactivity to foster metalinguistic

competence.
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In consideration of all these assumptions, the didactic proposal is based on established
theoreticaandempiricalstudieso supportts validity. Forthatreason] expectto obtain

positive results in the case of an Italian L2 Workshop future application, and also an
improvement in the metalinguistic competence due to the cognitive and metacognitive
effort required by recreational activities. In support of these assertiens,dtre several
considerations. Firstly, regarding the improvement of the correct use of double
consonants, the positive reinforcement generated by word games fosters children to
practise more and more, fixing the correct graphdorim of words. Therefore, to keep
motivation up and ensure a greater sense of satisfaction that encourages students to
continue their second language acquisition process, a hidden clue has been inserted in
some activities. Moreover, a positive result xpected as almost all of the proposed
recreational activities require children to recopy, and therefore fix the specific words,
according to the studies that highlight the crucial role of the fixation process in second
language acquisition, rale thatis even moreessentiain caseof graphemic competence

i mprovement . Further support for the propc
reinforcement, investigated by several empirical research, that highlights the
interconnectionwvith theimplementatiorof graphemicompetenceWith thebasisof this
evidencethepresentidacticproposabhddressedifferentsemantiareasalreadyknown

by the children. The intention is to reinforce the knowledge and frequency of these
vocabularies, since if children haa deep understanding of words and their meanings,
they are less likely to make spelling errors, according to the lexical route of the Dual
Route Model.

The recreational activities deal wittocabularystill connected to the contexts and
familiar wordsbut graduallymovetowardsmorecognitiveandmetacognitiveprocesses,
closeto schoolrequirements-ollowing this reasoninganimprovemenbf metalinguistic
competence and the development of an awareness of orthography is expected, since
languageeflectionis supposedo occurnaturallyasit is intrinsically rootedin thenature

of the language game itself. Unlike traditional teaching spelling techniques, such as
manipulation exercises or pattern drills, that can be perceived as forced and unnatural
activities, language games foster children to use and reflect on language m
spontaneously and enjoyably. Moreover, children with a higher language level, who are
called upon to tutor their Oweaiklenguage peer s,
reflection.Theyhavethetaskof explainingandmakingtheir spellingchoicesunderstood

by their peers,consolidatingand reflecting on what they alreadyknow that fostersa
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deeper and more lasting second languagening process. Nevertheless, the different

degrees oflifficulty of the proposedecreationahctivities donot represenainy obstacle

to successful future applications in the mixed abilities classroom. Therefore, through
collaboration, children achieve greater objectives and can easily overcome their issues
through reciprocal support. According to this assumption, | also aghenverification

o f positive results for the | inguistic Owe

collaboration and pig achieve and expand their zone of proximal development.

The present didactics proposal represents a valid insight for future research that will be
necessarto confirmtheconcretemplementatiorof thecorrectuseof doubleconsonants.

| suggesusingpre- andposttestson childrento obtaindatato analyseandconfirmatthe

end of the application. Dictation is one of the assessment tools most used for spelling
competence, but it has the downside of generating anxiety and stre$iserafiore the
datacouldbecompromised. Thadvice isto transformit into arecreationahctivity. For
instance, researchers or teachers can take a short story and divide it into separated
paragraphs and then dictate them in random order and ask children to reconstruct the
story.Playcomponentaregivenby thelimited time andthe challengeagainstoneselfor
peersAs analternativejt is possible tausethetic-tactoe gamewith imageson specific
semantic areas that you wantinwestigate, and children are asked to write the correct
written forms.

Furthermoreit is alsopossible tdoroaden theesearchljuestionon moreaspectslealing

with orthographyasthedidacticproposafocusesonthecorrectuseof doubleconsonants
improvementhroughlexical reinforcemenaindexpansionThisimpliesthattherearenot
targetedhctivities,asthelanguageim of doubleconsonantss implicit andnotperceived

by the pupils. For that reason, future researchers may focusniwestigation on other
aspect®f orthographyaccordingo themainltalian spellingerrors,maintainingthesame
recreational activities proposed. For instance, concerning the category of phonological
errors:theadditionof graphemesi.e. gatto- gattato) theomission(i.e. tavolo- tavlo) or

the inversions (i.e. divanadiavno).

Also, with regard to nohonological errors: the homophone grapheme exchange (i.e.

cucina- qucina) or illegal separation (i.e. insieme, in sieme) could be investigated.

In conclusion, adopting Recreational linguistics in a second language mixed abilities

classroomappearsto be a valid and effective solution for improvingbothpupi | s 6
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linguistic and metalinguistic competencies. By overcoming threitional and
monotonous teaching grammar techniqgues i nt
this discipline evolves the second language learning process into a more intellectually
stimulating and enjoyable experience. Language games not oniljtatacthe

development of linguistic skills but also foster a more authentic and lasting second
language acquisition, as they lead pupils to metalinguistic reflection and a more natural

| anguage |l earning path by exploiting playods
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APPENDIX1

In una tranquilla mattina di settembre, un misterioso furto ha luogo nella
citta di Venezia.

La famosa statua del Leone di piazza San Marco & scomparsa e la citta &
messa a soqquadro nel tentativo di trovare il colpevole!

La notizia inizia a circolare rapidamente, lasciando i cittadini senza parole.
Chi potrebbe aver rubato un simbolo tanto amato?

Cittadini di Venezia! Non preoccupatevi, c'@ Otto il bassotto poliziotto,
famoso per il suo fiuto investigativo e la sua valigetta che non abbandona
mai. Con la sua lente d'ingrandimento e un cappello da detective che gli
calza a pennello, Otto si mette subito al lavoro per trovare il ladro!

Ma per risolvere il furto piu grande della citta di Venezia ci sara bisogno di
indizi e questi si ottengono attraverso giochi di parole, e Otto, che arriva
direttamente dalla Germania, non puo farcela da solo perché non conosce
molto bene la lingua Italiana. Solo con il tuo aiuto sara possibile trovare il
colpevole e riportare la statua del Leone di Venezia al suo posto, in cima
alla colonna di Piazza San Marco. Allora, sei disposto ad aiutarlo?

CERCA E CERCHIA GLI OGGETTI DENTRO LA VALIGETTA Di OTTO,
POSSONOQ ESSERE IN VERTICALE 0 IN ORIZZONTALE

o MAPPA <.
* OCCHIALI PILAIHCCO./
; WONIUCCATT
* TACCUINO
& rLRrRLVBIDTEG
~_* CAPPELLO ELOREUEFNE.
& . FiscHETTO NEPDFS(AOID ¥
NPAXLSIPI[RHV .
. * PENNA APWLFOPIQCT S'UCCEnZO £ cos,
75+ BUSSOLA LACAALIAIG SV  Lerrgg, 5Ty,
QCBFNAWMO I G PARoy,, ~ s
ZPOKPAPQEFD APPEL o
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UNISCI | PUNTINI

PER TROVARE IL PRIMO INDIZIO DEVI SCEGLIERE SE LE SEGUENTI AFFERMAZIONI SONO VERE O FALSE.
AD OGNI RISPOSTA SEGUI LA LETTERA ACCANTO PER COMPLETARE LIMMAGINE NASCOSTA: E' L'INDIZIO
CHE SERVE AD OTTO! SEGUI | PRIMI DUE ESEMPI PER AIUTARTI.

eQ
’ A oA .| COSA D\SEG“O?
?
'\ S L
o \/ oI /
b ’ . v
‘A, LR
. AN 'S
o3 R .
2 7‘_
D M at
0w
1) Otto, il cane poliziotto, & a Venezia per risolvere oK
il caso del furto del Leopardo di Venezia [ FALSO (G - F
VERO (G-Q) ; FALSO (G-F) \ ( ) J
e e

2) Otto, & conosciuto per avere un potentissimo fiuto . .
che lo aiuta a trovare i colpevoli.
VERO (F - A) ; FALSO (F - O) ke J
3)Otto parla molto bene [italiano e per questo non ha bisogno r "
del tuo aiuto per trovare gli indizi
VERO (I - J ); FALSO (A - M) 2 ’

4 3

4)Gli indizi sono degli elementi che aiutano a risolvere il caso e
si trovano facendo dei giochi linguistici. ke J
VERO (M-W) ; FALSO (M - E)

5)Otto ha sempre con sé uno zaino.
VERO (W - K); FALSO (W - J)

6) La citta di Venezia & nel caos per cercare il colpevole p
VERO (J - P ); FALSO (U-N)

\ v
7) La notizia del furto non si diffonde velocemente in
citta. F )
VERO (P - H) ; FALSO ( P- C) [ )
a ™)

8) Otto ha un cappello da detective che gli sta
perfettamente in testa. L }
VERO (C - G) ; FALSO (C - A)
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f
" LE PROFESSIONI
o

INSERISCI IL TERMINE SOTTO L'ILLUSTRAZIONE GIUSTA, COME NELL'ESEMPIO

Pittore - Meccanico - Poliziotto - Parrucchiere - Dottore
- Commesso - Pasticciere - Scrittore - Professore

Pittore
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LETTERE NASCOSTE

CERCHIA LE LETTERE CHE COMPONGNO LA PAROLA
ILLUSTRATA, POI SCRIVILA NELLA CASELLA ACCANTO.
GUARDA L'ESEMPIO PER AIUTARTI!

L F@@E@@Wﬂ@@g ] [ PARRUCCHIERE
ﬂ') [BUSUSONLAO ] [

/[TACSCUITNOU ] [

@[PADSTICECIENRA ] [
iz

E[ VATLIGETETA ] [

\ | PeEnDNAI |

]

g‘v‘b1STURDENATESSA] [
~ =

OTTIMO! ADESSO TRASCRIVI QUA SOTTO LE LETTERE
SCARTATE, TROVERAI IL SECONDO INDIZIO PER TROVARE
IL LADRO!
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CRUCIVERBA ILLUSTRATC

VOLGI AL FEMMINILE SEGUENTI PROFESSIONI PER
COMPLETARE IL CRUCIVERBA, COME NELL'ESEMPIO

W@ 3D 9ol
F n. g:
PASTICCIERE POLIZIOTTO PITTORE COMMESS0
"l A0 PR Ve
|| 2" mn n
PROFESSORE SCRITTORE PARRUCCHIERE DOTTORE

),

2

o b

4

446

Pl — (OO (4| || Oq~
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SCELTA OCRTOGRAFICA

PER OGNI COPPIA SCEGLI LA PAROLA SCRITTA CORRETTAMENTE, POI CERCA
LA LETTERA INDICATA DAL NUMERO E SCRIVILA NELLA TABELLA ACCANTO.
ALLA FINE SCOPRIRAI L'ARGOMENTO DEL PROSSIMO INCONTRO.
SEGUI L'ESEMPIO PER AIUTARTI!

If— ___________ ——_I e ———
I BUSOLA - BUS S o)A 6 L
S S S S S S S S N S S J
g A
POLIZIOTTA - POLIZIOTA
L J 10
FISCHIETTO - FISCHIETO 1
r ™
SOCQUADRO - SOQQUADRO o
COMMESSO - COMESSO 4
\, /
TACCUINO - TACUINO 6
.

VALIGETTA - VALIGETA

OCHIALI - OCCHIALI

0
7/
PASTICCIERE - PASTICIERE 8
O

DOTORESSA - DOTTORESSA ]

SCRIVI QUA LA PAROLA
TROVATA
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APPENDIX2

AMIGLIA DEL gty
- gOLPEVOLE

CONTINUANO LE RICERCHE DEL LADRO DEL LEONE DI VENEZIA.
DAl UNA MANO AD OTTO A CERCARE | MEMBRI DELLA FAMIGLIA DEL LADRO..

CERCA E CERCHIA LE SEGUENTI PAROLE; POSSONO TROVARSI IN
ORIZZONTALE, VERTICALE E DIAGONALE ><

MAMMA -~ PAPA’ = GENITORI = NONNO — NONNA - ZI0 - ZIA
FRATELLO - SORELLA = GEMELLI = NIPOTE - CUGINO = CUGINA

S O F R ATE L L G
ORI IS A OCD P E
R C Z Z | B N U A | N
E URMT Z NNL P |

LG F E &S N & L QDT
L I Uuo Il UEMILNDO
AN I P GMARNAR
YO0 1 EMS HMPF |

AT NGM L E I G A N
E A A A CPR Q P T
FNONNUOAWPI B C
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Otto haricevuto una lettera anonima!
Si tratta di un indovinello per scoprire chi sia il parente
misterioso, puoi aiutare Otto a risolverlo?

oLo ?I
e\ 900 @0 d
e —n

E NON VOGLIO MIO FRATELLO IN CELLA,

NOI GEMELLI STIAMO BENE INSIEME,

SU POLTRONE COLOR MIELE,

A NOI PIACE LA COMODITA,

E STARE ORE INTERE SUL SOFA,

IL NOSTRO SOGNO NEL CASSETTO

€ STARE TUTTO IL GIORNO SU UN COMODO LETTO.

INSERISCI LA PAROLA GIUSTA:

DIVANO - PRIGIONE - GEMELLA - DESIDERIO - NOME

OTTO HA RICEVUTO UNA‘ LETTERA SENZA ____
IL PARENTE MISTERIOSO E LA ______ DEL LADRO

LETTO.
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IL LADRO E UN GRAN PIGRO A CUI PIACE PASSARE
TUTTO IL GIORNO IN CASA.
OTTO SUGGERISCE DI INDAGARE TRA LE AZIONI
QUOTIDIANE CHE SI FANNO IN CASA.... MAGARI
TRA QUESTE C'E UN INDIZIO!

COLLEGA LE AZIONI ALL'OGGETTO DELLA CASA CORRISPONDENTE.
POI SCRIVI L'OGGETTO NELLA CASELLA ACCANTO.
AIUTATI CON L'’ESEMPIO: €

OTTIMO LAVORO!
HAI VISTO CHE UN
OGGETTODELLA | QUALI AZIONI TI
CASA E RIMASTO | VENGONOIN
VUOTO? QUELLO E | MeNTECON
L'INDIZIO! . | QUESTA PAROLA?
SCRIVILO QUA | -
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IL LABIRINTO DELLA CASA DEL LADRC

G

e
& I g Iz.o | m § GEMELI
ol 5 o] P LEGERE
%S o g 1) )
~N
q >
P ——
ol @ APENDERE [NONNO & 3| &
Fo1 Bl ————
AGIUSTARE | ™| »| TAPETO I 4 2 é
o o — 9|8
- Z
s o |cuabro |casseTTo S "
- v
] INOISIAATIIL sPAazARe O | B
a' N
TAPPETO | ACCENDERE SORELA N
w | I SCOPAi a
<
| CelLao ASPIRAPOLVERE
>
3 | o | auaoro - GEMELLA
(V) g &’ m o
R 3 al & 1k
R Jr— -
Z AGIUSTARE m E ol 3
E »lz
MeTTere APosTo |CAsETTO @ | >
o YWYW APENDERE
a =
£l I 3
Z|g'e =
<|> E ACENDERE m
= b w o)
I DOCCIA TAPETO

GOJ

HAI FINITO IL LABIRINTO?

OTTIMO LAVORO!

ADESSO SCEGLI 5 PAROLE SBAGLIATE
ALL'INTERNO DEL LABIRINTO E SCRIVI
INSIEME AL TUO COMPAGNO LA FORMA

CORRETTA :'
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COME USCIRE DAL
LABIRINTO?

SEGUI LE PAROLE
SCRITTE
CORRETTAMENTE
E TROVERAI LA
STRADA GIUSTA!



%o
CRUCIVERBA A SQUADRE

YY  INSERISCI NEL CRUCIVERBA LE AZIONI COLLEGATE ALLE ILLUSTRAZIONI DATE
CONISIGLIO DI OTTO: USA IL CORPO PER MIMARE LE AZIONI DA INSERIRE NEL CRUCIVERBA

-

4

10

YN
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SFIDA A COLPI DI TRIS
INSIEME AL TUO COMPAGNO RITAGLIA | QUADRATINI,
PUCI METTERE XO O SOLO SE SCRIVI CORRETTAMENTE LA PAROLA
DELL'IMMAGINE.
UNA VOLTA FINITO, PROVATE INSIEME A RICOSTRUZIONE LA FRASE
NASCOSTA E SCRIVETELA QUA.
SARA L'ARGOMENTO DELLA PROSSIMA LEZIONE I
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APPENDIX3

IL LABIRINTO DEL CORPC UMANO

COME USCIRE DAL LABIRINTO?
SEGUI LE PAROLE CHE FANNO PARTE DEL CORPO UMANO E NON TI PERDERAlI

LE GINOCCHIA 31NO¥d4d V1 LA GUANCIA

GO’

IATDIAVO 31

IL GOMITO

<
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—
(=]
1]
-
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IL CAPPELLO AVERE UN SOGNO NEL CASSETTO
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CACCIA ALL'UOMO MISTERIOSC Q iy
LEGGI L'ARTICOLO PER SCOPRIRE IL VOLTO DEL LADRO DEL LEONE DI VENEZIA

Sabato 12 settembre 2024
GIORNALE DI VENEZIA

Le indagini vanno avanti per il furto del Leone di Venezia!

Un testimone, di bassa statura e di carnagione pallida, afferma di aver

visto il ladro e di metterci la mano sul fuoco, come ha detto in TV: -
‘Sono sicurissimo che fosse il ladro! L'ho visto! E alto e snello, la sua pelle é

rosea e i suoi capelli sono biondi. Ha gli occhi azzurri e grandi sopracciglia

chiare, niente barba, labbra sottili, naso e mento appuntiti.’
E caccia all'uomo misterioso, chi sa parli!

COMPLETA LA TABELLA

INSERISCI LE CARATTERISTICHE DEL LADRO COME DESCRITTE DAL TESTIMONE

- ﬁﬁl o e Q B e . g —
OCCHIE SRt L A
CORPORATURA ICARNAGIONE | copaccrel 1A NASO Shpsilicaannn | HAMERK MENTO
-" arri £ f
CRUCIPUZZLE | O R E N
CERCA E CERCHIA'IL PLURALE DELLESEGUENTI C C A E |
PAROLE NEL CRUCIPUZZLE COME NELL'ESEMPIO b E A A P
LE PAROLE POSSONO ESSERE IN VERTlCALE.l W T e W L
ORIZZONTALE E IN DIAGONALE ON L O A
— \
C A E A B
orecchio piede €E LT ® B
labbro e H G N | R
: caviglia
occhio ; | I DO A
gamba braccio & B QT Q
ginocchio mano ! Al R
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