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Abstract and keywords 

El uso de las Tecnologías de la Información y la Comunicación (TIC) en el mundo se 

ha desarrollado mucho en todos los ámbitos. Este avance ha supuesto una 

revolución para todo el mundo, favoreciendo tanto el trabajo, la educación y la 

comunicación de la sociedad.  El presente Trabajo de Fin de Máster constituye el 

análisis del uso de las TIC y juegos para enseñar italiano como segunda lengua 

extranjera. Se expondrán los beneficios y las desventajas de usar estas en clase. Este 

trabajo se divide en dos partes: en la primera se desarrollan las ventajas y 

desventajas de las TIC, el desarrollo del M-learning (mobile learning), y el impacto 

de las TIC y los videojuegos (sus características, tipos y ventajas y desventajas). 

Luego, en la segunda parte, se presenta una unidad didáctica dirigida a cuarto de la 

Enseñanza Secundaria Obligatoria (ESO), donde habrá ejercicios tradicionales, como 

completar las frases o buscar errores, además de ejercicios actuales y lúdicos como 

oír alguna canción, ver vídeos de series y jugar un Wordwall. Con todo esto, se busca 

motivar y animar al alumno a aprender una lengua extranjera en la ESO. 

Palabras clave: italiano, TIC, juegos, tecnología, recursos, aprendizaje.  

 

The use of Information and Communication Technology (ICT) in the world has 

developed so much in all areas. This advance has been a revolution for everyone, 

favouring work, education and communication in society.  This Master's thesis is an 

analysis of the use of ICT and games to teach Italian as a second foreign language. 

The benefits and disadvantages of using them in the classroom will be presented. 

This work is divided into two parts: in the first one, the advantages and 

disadvantages of ICT, the development of M-learning (mobile learning), and the 

impact of ICT and video games (their characteristics, types and advantages and 

disadvantages) are developed. Then, in the second part, a didactic unit aimed at the 

fourth year of compulsory secondary education (ESO) is presented, where there will 

be traditional exercises, such as completing sentences or looking for mistakes, as 

well as current and playful exercises like listening to a song, watching videos of 

series, and playing a Wordwall. With all this, the aim is to motivate and encourage 

the student to learn a foreign language in ESO. 

 

Keywords: Italian, ICT, games, technology, resources, learning. 
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1. Introduction 

This Master's Thesis consists in researching about Information and Communication 

Technology (ICT) and the ways of working with it. It will be focused on teaching Italian 

to Spanish students. 

I have chosen this topic for this Master's Thesis because teaching and its methods have 

changed over the years, but not only that, the resources are different. A couple of 

decades ago the use of the textbook, dictations, word repetition exercises were 

predominant in our language teaching. But in the year, we are in, 2022, technology and 

society have advanced by leaps and bounds, and so has teaching. 

Technology has many good things, but also many bad things. Thus, the advantages and 

disadvantages of their use in schools will be addressed. In this master’s final dissertation 

exercises for our sessions based on traditional exercises will be created, since, in much 

or little quantity, they have to be present in the teaching methods. Internet pages, such 

as Kahoot, Quizzlet, apps, such as Duolinguo, song lyrics, interactive YouTube videos, 

even some interactive video games, have also to be present in the teaching. Video 

games have always been an entertainment tool, but today we can also use them as a 

way of teaching. 

ICT (information and communication technology) has been developed in an amazing 

way to become the powerful set of tools they are today. ICT has had a great impact in 

all areas of our daily lives for communication, since now, with just one click, we can see 

our family in real time or share our location so that a relative or a friend knows where 

we are. In the educational field it has also had a great impact, but there are all kinds of 

opinions, from teachers and students who love this work technique to teachers who 

prefer to continue teaching with more traditional methods and approaches they feel 

more comfortable with. 

Smartphones are in the daily life of students; they know how they work because it is a 

tool they use. As for the possibility of failure because either there is an error in the 

connection in the school or in the device, we have to keep in mind that if technologies 

are used in the classroom, we must have a plan B that makes us have the resources to 

teach the class and move it forward and not waste time with technical problems. 

In recent years it is clear that the age at which students acquire their first smartphone 

has moved forward to 10 years. The latest studies show that 30 percent of children in 

Spain already have a cell phone at that age. 

According to the National Statistics Institute in Spain (INE) and data collected in 2014, 

83 percent of 14-year-old adolescents have a smartphone, while at 12 it has increased 

from 30 to 70 percent. Looking at the statistics provided by the INE and seeing the 
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increase in the use of smartphones over time, it could be concluded that almost 

everyone over 12 years old has this device, which gives us an idea of the ease of 

incorporating it into the classroom in material terms. 

Living in a world with such technological advances, it must be easier and more 

motivating to introduce a new language in Compulsory Secondary Education through 

activities using ICT and gamification. Derived from this presumption, in the present 

master’s final dissertation some useful activities to improve and learn Italian using ICT 

and gamification will be designed. The objectives of this didactic unit are to understand 

and identify vocabulary about cinema, TV and music, to understand oral film scenes and 

songs, to write reviews about a film, to use passato prossimo and imperfetto to tell what 

happened in the past, and to create a presentation using grammar and vocabulary 

learned in the didactic unit. 

With this intention in mind, this project has been divided in two parts. In the first one, 

the main role and the advantages of using ICT in Italian lessons at Secondary Education 

will be set out. Furthermore, the advantages and disadvantages of using video games 

for teaching and mobile learning will be categorised and explained. In the last part, a 

lesson plan based on ICT activities and passato prossimo and imperfetto will be 

described. 

As well as the achievements mentioned above, students will be able to read, write and 

use the past tenses correctly, and the most important thing, they will be using Italian in 

a real and useful context. What is more, they will reach by the end of the unit the set of 

skills, attitudes and knowledge corresponding to the Royal Decree 1105/2014. 

 

2. ICT 

2.1 Development and impact 

As we have mentioned before, society and technology have advanced in a gigantic way, 

and this has had a great impact on both social relations and education. 

According to Khivlon and Patru (2002), in a publication of United Nations Educational, 

Scientific and Cultural Organization (UNESCO) called “Information and communication 

technology in education”: 

Information and communication technology (ICT) has become, within a very 

short time, one of the basic building blocks of modern society. Many countries 

now regard understanding ICT and mastering the basic skills and concepts of ICT 

as part of the core of education, alongside reading, writing and numeracy. (p.4) 
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For this reason, we see how most education systems are changing and adapting ICT in 

their curricula and practices, as they have seen how essential it is for the preparation of 

their students and teachers in the future. 

The development that ICT has had is purely undeniable. As Jonathan Anderson states, 

ICT does not only refer to computers, but also to laptops, desktop computers, tablets, 

CDs, DVDs, TVs, electronic whiteboards, fibre optics, Wi-Fi, speakers, mice and all the 

equipment that is necessary for these instruments to work. 

A clear example of how ICT has evolved is to look back not so long ago. Not more than 

twenty years ago, a classroom consisted of a blackboard, cassette and CD's, speakers 

that were barely audible, and if you were lucky, you could access the internet through a 

cable, as WI-FI was not available to everyone. All the teachers used were index cards 

and paper. Today, we can say that almost every school has at least a whiteboard, a WI-

FI internet connection, smartphones, tablets or computers. 

Anderson (2009) stated in his article "The Role of ICT in Teaching and Learning; Past, 

Present and Future Perfect" that the implementation of ICT began to emerge during the 

1980s with the appearance of the first computers: 

The early 1980s saw the advent of microcomputers in schools, so called to 

distinguish them from minicomputers and mainframe computers in universities. 

Microcomputers came with a variety of names – Apple, BBC, Commodore, Atari, 

Apricot. In 1981, IBM, the company whose chairman had once predicted that five 

computers would suffice for the whole world, released what it called a Personal 

Computer, giving rise to the use of the term PC today. (p. 1) 

 

Although this development was one of the strongest, we cannot forget other 

technological developments before this one, for example, the cell phone in 1973, the 

credit card, the floppy disk in 1971, the walkman, the ATARI console in 1972 or the 

joysticks or controllers in 1977. 

Before 1980 there was a development in technologies. But after, for example, electronic 

blackboards were replacing the projectors that were in schools, pendrives were gaining 

prominence and made CDs obsolete, since you could store all the music you wanted 

without having to carry a cassette or CDs in your hand, in this case, the pendrives were 

easier, lighter and faster to use than the rest. However, the biggest advance and the one 

that has had the greatest impact has been the cell phone. 
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In Munro’s words (2000):  

In the early 1980s the information technology tools on offer to teachers and 

learners in the education sector were regarded with great awe but, in retrospect, 

were primitive in comparison with the refined and sophisticated resources we 

have at our disposal a mere 20 years later. (p. 251) 

It is normal that all these technologies have changed in forty years, now ICT have more 

impact on education than before, but not only that, they also change teaching 

methodologies and ways of learning. 

Nowadays, what teachers expect from their students is that they can learn to 

communicate and use the information they have to solve problems either in daily life or 

in the educational field and that they can adapt to any situation. That is why it is so 

important that schools include ICT in their teaching, so that they do not just learn by 

heart and mechanically, but by understanding and selecting what they need to solve a 

problem. The teacher should be a guide for these students in their teaching, who should 

work cooperatively and organize themselves in order to advance in their knowledge. 

2.2 Advantages and disadvantages 

To describe the advantages and disadvantages of the use of ICT in education, Sarkar 

(2012) and Mohanty (2011) will be referred to.ICT has a great effectiveness in education. 

It is a very powerful tool, as Sarkar (2012) argued:  

ICTs are a potentially powerful tool for extending educational opportunities, 

both formal and non-formal, to previously underserved constituencies—

scattered and rural populations, groups traditionally excluded from education 

due to cultural or social reasons such as ethnic minorities, girls and women, 

persons with disabilities, and the elderly, as well as all others who for reasons of 

cost or because of time constraints are unable to enrol on campus. (p. 7) 

The advantages highlighted by Mohanty (2011) are:  

- At any time and any place, since ICT is a work tool that you can use anywhere 

and has a timeless time lag, since many times the online courses or activities can 

be accessed every day of the week and there is no prescribed schedule, you can 

enter whenever you want. And anytime, we’ve already seen it in the pandemic, 

you don’t have to have the classes in a classroom, in the confinement, each of 

the students worked and came into class from their own home or wherever they 

were at the time. 

- The savings in paper and the advantages of having limited resources, because 

with online education there is no need to have paper materials, such as books or 

photocopies, you can have them on the computer or tablet, even on the mobile, 
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which makes everything cheaper and is also an eco-friendly education, since it 

saves a lot of paper. There are also schools that have limited resources, either 

they do not have a library or they cannot afford to buy books for a whole school. 

With ICT, the books can be found by everyone on the internet or can even be 

emailed by the teacher to everyone. 

- Working life, because with the advancement of society and technology, jobs are 

looking for people who know how to use these technological tools, they ask that 

young people have the knowledge to know how to use them. Technological 

literacy represents an advantage in the working world, that is why it is important 

to prepare the new generations to know how to use them. This will give them an 

advantage in the labour market, which is becoming more and more globalized. 

 

General benefits: 

Among the general benefits we can highlight a greater efficiency in the school, there is 

a greater communication between teacher and student, either via e-mail or chat, and 

finally, these ICT can make the student have a greater motivation before any subject. 

Benefits for teachers: 

As we have said before, ICT facilitates the exchange of resources, activities, books 

between students and teachers, and also their relationship with each other. Teachers 

will have more flexibility when students have to do an assignment, since students will 

be able to do it at any time or place. They also have access to student data and will be 

able to communicate with parents not in a traditional way, but through an APP, for 

example in Spain, the Seneca application. Teachers will attract more attention from their 

students when they use a computer Instead of a traditional method, such as paper or 

the blackboard. And finally, the use of computers in class can motivate students to 

continue learning outside the classroom through any electronic device. 

Benefits for students: 

They will have classes with higher quality than before thanks to collaboration and 

resource planning among teachers and also thanks to performance data analysis. 

Students will have greater development in writing (spelling, grammar, punctuation). 

Independent learning will develop, but also cooperative learning through ICT. Today’s 

generations feel that learning through a computer is more motivating than learning 

through a paper or a blackboard. Thanks to ICT, they will have access to unlimited 

resources that will be useful for research, work and learning. A clear example today is 

that everyone can work from home and not only at school, for example, in the pandemic, 

which, thanks to electronic tools, has made it possible to carry out many of the student’' 
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work and exhibitions. And finally, the immediate correction, which gives students 

feedback on their work at the time they send their activities. 

Benefits for parents: 

ICT not only benefits teachers and students, but also parents, as they will be able to have 

a more detailed report on their children, they will also be able to communicate with 

teachers if there is any kind of problem or just for daily issues. They will also be able to 

control their children’s attendance through it. And finally, greater involvement of 

parents in the school community. 

But not everything can be good, ICT also has some drawbacks that we will see below 

thanks to research by Yunus (2013): 

Apart from all the advantages they have, teachers have some concerns, one of them 

may be that students do not get to take seriously what they are learning and do not use 

it or carry it out, or also that they have accelerated studies, because the students can 

look for information but maybe that information is not the one that is requested 

because it is more advanced to where they are or maybe that information is inaccurate 

and they learn in a wrong way, that is why we must be careful in the pages that are used, 

for example, in languages, the vast majority of students use Google translate, this being 

one of the worst to date, instead of using word reference. 

In another search by Pere Marqués (2013) he points out some other disadvantages, such 

as the distraction that students may suffer in class, the unreliable information on the 

web pages, as we mentioned before, health problems because you never know how a 

student may act and even if they can become addicted to them, mental fatigue and eye 

problems, since being so long in front of a screen can cause vision problems such as 

myopia or astigmatism. According to the World Health Organization (WHO), one out of 

four people suffer from problems associated with new technologies, such as: carpal 

tunnel syndrome, hearing problems, overweight, nervous system injuries, etc. 

For educational centres there may also be some disadvantages, since they have to 

maintain the technology, which is not cheap, and they always have to have the 

equipment updated. 

In conclusion, ICT can have benefits for study, work and personal life, but we must be 

very careful with the way students use it, the hours of use, and the pages to find the 

information. 
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3. M-Learning 

3.1 M-Learning development and characteristics 

M-learning (mobile learning) has its origins in its predecessor, e-learning (electronic 

learning). M-learning stands for mobile e-learning or mobile education and is a 

methodology through the use of mobile devices (laptops, smartphones, tablets, devices 

that have wireless connectivity).  

To learn a little about the development of M-learning, we rely on Cañizares (2013), Luna 

and Oliva (2018). The use of e-learning began in 1986 when the first EAO (computer 

assisted learning) was designed for different companies, until the Aviation Industry CBT 

Committee created the AICC, which is composed of more than 1000 pages and explained 

how to conduct online courses with the technology of the 80s and 90s. The aviation 

industry decided through a committee to develop a standard to harmonize course 

requirements and outcomes. 

In the second part of the 90s, online courses began to be introduced and the students 

who wanted to take them began to interact with the virtual environments offered by 

these courses. 

A key moment was in 1996 with the arrival of SCORM (Sharable Content Object 

Reference Model), which is a set of standards and specifications that allows the creation 

of structured learning objects. With the advent of SCORM it is possible to create content 

that can be imported into other learning systems as long as they support SCORM. 

By the year 2000, large companies had systematized online learning, incorporating 

courses in their companies, thus offering an alternative to the traditional face-to-face 

model. Both e-learning and new designs and better connections revolutionized the 

industry. 

In 2007 smartphones and PDAs arrived, e-learning became u-learning (ubiquitous 

learning), which was characterized by being accessible training at any time and place, 

which meant that e-learning had to adapt to the new devices. 

Starting in 2013, universities began to offer online courses, called MOOCs (Massive 

Open Online Courses). 

According to Area and Adell (2009), we can differentiate three types of teaching 

according to their degree of presence: 

- E-learning (everything is at a distance): virtual classrooms and classes. 

- B-learning (blended learning): combines virtual classes with the face-to-face classroom. 
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- Traditional teaching (face-to-face): face-to-face, but the virtual classroom can also be 

used as a support resource. 

According to the Polytechnic University of Madrid (2013) these are the characteristics 

of m-learning: 

- Ubiquitous: you can access it anywhere 

- Flexible: adaptable to the needs of each user 

- Portable: you can take it anywhere thanks to its small size 

- Immediate: you can use it at any moment 

- Motivating: increases motivation 

- Accessible: it is cheaper 

- Active: in addition to motivation, it makes students more active. 

- Internet connectivity: you can access websites to obtain information. 

- App access: different apps can be used. 

- Multifunction sensors: more and more sensors such as GPS or camera. 

- Personal: each user owns his own. 

- Touch screen. 

According to Guerrero (2006), these are the requirements he establishes for the 

implementation of e-learning: 

- Eliminate user control 

- Automate the service as much as possible 

- Maintain the configuration in as few steps as possible. 

- Provide all information in a language and vocabulary that the user can easily 

understand. 

- Allow for human error 

- Allow access to configuration information while performing the configuration. 

- Use existing guidelines and standards. 

- Design solutions and services for differently abled users. 
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3.2 Benefits of M-learning 

Following the previous point, we know that m-learning facilitates learning without 

dependence on where we are, in addition to the use of smartphone in the classroom 

serves as a complement to some subject. 

"M-learning, is the acquisition of any knowledge and skills through the use of mobile 

technology anytime, anywhere, that results in an alteration in behaviour". (Geddes, 

2004, p.214) 

According to Izarra (2010), these may be some benefits of M-learning: 

- Greater personalization of the device 

- Contact with those involved 

- Online access to data to work anywhere 

- The absorbing sensation of headphones for listening 

- Access at the moment 

- Easy navigation and content adaptation taking into account the processor and 

connection speed of these devices. 

- What you want and when you want it is available to the learner. 

- Can be used on all devices. 

- Mobile devices can access all online activities in the learning space. 

- Use of games to support the training process: there is a wide variety of mobile games, 

which encourages collaboration and creativity. 

Although the use of the cell phone in class has to follow some rules, the cell phone brings 

many benefits, the teacher has to know how to use it and teach students to use it, 

working and emphasizing safety issues and technological competence, there must be a 

good internet connection and a technology classroom, although if there were not, 

students can do exercises without being in these classrooms online.  Augmented reality, 

QR, on-the-fly tests (kahoot, socrative) are all the rage these days. 

All this will motivate students and participation by offering diverse communication 

according to the needs of each student, and monitoring the teaching-learning method. 

3.3 M-Learning problems 

"The availability of mobile technology does not actually guarantee that it will be used in 

an educational setting; similarly, the mere adoption of a new technology does not 

ensure its learning effectiveness." - Hwang and Chang (2011, p 1023-1031) 
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One of the main problems is the size of smartphones, although they are now bigger, 

they are still small to do activities and the apps have to be adapted to smartphones. 

Another problem may be that, although with technological progress there are more 

apps, there are still not many educational applications. If we focus on those that do exist, 

there may be problems with not being able to install the apps. 

According to Izarra (2010), some of the problems may be: 

- Low autonomy and connectivity in some devices. 

- Increasing screen size and operating system. 

- Security of content or copyrights. 

- Control of deleted items. 

- Distraction when using it. 

- Little interactivity in multimedia files. 

- Some value little that they have learned in class. 

- No restriction in learning. 

- Little accessibility in countries that are still developing. 

4. Video games 

We can define video games, according to Oxford Language as “a game played by 

electronically manipulating images produced by a computer program on a monitor or 

other display.” 

We can also take a look at the definition given by yourdictionary.com ““A type of game 

existing as and controlled by software, usually run by a video game console or a 

computer, and played on a video terminal or television screen. Controlled by a paddle, 

joystick, joypad, mouse, keyboard, or a combination of any of them.” 

4.1 Characteristics of video games 

There are many characteristics of video games, according to Gómez del Castillo (2007) 

these would be the characteristics that would be grouped into four different types: 

1. Cognitive aspects: 

- Problem solving and strategy planning. 

- Knowledge of geography, mathematics, etc. 

- Reading comprehension and vocabulary 
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- Logical and reasoning skills 

- Inductive discovery 

- Spatial perception and recognition 

- Observation of details 

- Memorization of facts 

2. Skills and abilities: 

- Curiosity and eagerness to try and investigate. 

- Visual perception, hand-eye coordination and spatial perception. 

- Motor skills, reflexes and quick responses. 

- Investment of effort that is immediately recognized 

- Involvement and motivation 

- Instinct for self-improvement 

- Self-control and self-evaluation 

3. Socializing aspects: 

- Increases self-esteem, as they provide a sense of mastery, control and compliance. 

Largely because there are personalized rewards. 

- Interaction with friends, can be face-to-face or at a distance. 

 

4.2 Types of videogames  

All video games may not be suitable for educational use since there may be age limits or 

inappropriate content for them to be used in school.  

According to Luca (2014), some of the video games that can help in language teaching 

can be: 

- Fantasy and adventure games: 

In this genre we find the majority of games that can be more accessible for high school 

due to their diversity and breadth of titles that can be found. They are usually fun, 

accessible, dynamic and easy to play. For example, "Super Mario" (Nintendo) or games 

based on movies. 

- Interactive movies: 
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In this genre you learn a lot of vocabulary because there is a lot of dialogue constantly 

and the subject matter and story, they tell are usually very interesting. Sometimes, the 

player can be forced to make decisions that can change the course of the story. For 

example, on Netflix they have released a series called "Preguntados" where it is about 

general culture and viewers have to answer questions to finish the chapter. 

- Simulation games: 

Imitating real life is a good simulation game, and this one has advantages, because you 

have to acquire vocabulary of everyday things in life in order to get by in a constant 

environment of interaction between characters. For example, "The Sims" (Electronic 

Arts). 

- (J)RPG, MMORPG AND MOBA: 

JRPG (Role playing game), MMORPG (Massive Multiplayer Online Role-Playing Game) 

and MOBA (Multiplayer Online Battle Arena) are games with an extensive range of 

possibilities for learning a language. The constant interaction between the characters 

and the dialogues they offer, will allow us to enrich our vocabulary, as well as the 

pronunciation of each of the words articulated by the characters. As they are online, the 

interaction between players is safe and will require the use of a language other than 

ours for communication. For example: "League of legends" by Riot Games, "World of 

Warcraft" by Blizzard Entertainment or "Clash Royale" by Super Cell. 

 

4.3 Advantages of the use of video games 

According to Montero et al. (2011), video games used as learning tools are able to offer 

differentiating elements that allow us to change the dynamics of work and relationships 

that we get thanks to their use are very interesting from a pedagogical point of view. 

According to Montero et al. (2011) and Morales (2009), these are some of the 

advantages that stand out: 

- These are materials that students usually know very well. If a good selection of video 

games is made, we can adapt them to the curricular contents and emphasize the 

transmission of values that they contain. 

- They improve our social interaction and fluency in understanding and writing a 

language, either with people around us or with people who do not share our language. 

Playing games is often considered a solitary activity. Playing video games allows us to be 

in continuous interaction, as most consoles have a multiplayer mode. Beyond that, there 

is also the possibility of online games, where we can put into practice our ability to 
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handle a language in this type of circumstances, uniting all types of players regardless of 

language. 

- Improving our capabilities. Even those games that do not have an educational purpose 

require players to learn a lot. Some of the games are complex and require the 

development of many skills, including some associated with languages. 

- They encourage teamwork. Like any other educational task, working with video games 

transmits values that gradually shape us as people, taking a position in the world and 

learning from it as new ideas arise. Working as a team in video games requires the 

cooperation of each of the players and they have to agree to achieve the objectives. 

Applied to language classes, this can be very helpful in improving relationships with 

peers. 

- Learning through context. You will learn both grammar and vocabulary while playing a 

video game. You interact with virtual characters, traveling to virtual places and using 

virtual tools. Reading, listening and understanding each other in the language of the 

virtual world will be rewarded. 

- Repetition. Most videogames always repeat the same words over and over again as 

the game is played. This is because the video game has key characters, actions that 

determine victory or failure, or because they want you to remember something 

important. As a result, students will be able to acquire new vocabulary. 

- Fun for children. 

4.4 Problems with videogames 

According to Gómez del Castillo (2001), Díez (2004) and Etxeberría (2009) these may be 

some of the problems that arise in teaching with video games: 

- Addiction. It is feared that video games take up more time than other more obligatory 

duties such as studies or leisure. 

- Sociability. Video game users are considered unsociable people who find it difficult to 

relate to others in real life. 

- Racism. It is rare for black, Arab or gypsy characters to appear, and when they do, they 

are usually the villains or are portrayed as dangerous characters. 

- The underestimation of the weak. Elderly or handicapped characters do not usually 

appear either. 

- Physical stereotypes. Men and women alike are characterized as young, slender, 

handsome and white. The female protagonists are usually represented with bodies of 
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not very credible proportions, trying to project the reflection of a perfect woman in 

terms of body and image. 

- Violence. It is thought that video games that are loaded with a lot of violence and 

aggressiveness end up having a negative impact on children's behaviour. However, there 

are those who believe that the violence in video games is no greater than that depicted 

in movies, for example. 

- Sexism. They reproduce roles from a sexism and traditional culture. Female characters 

rarely appear in video games, and when they do, they appear in a situation of submission 

or inferiority, or as characters who must be rescued. While male characters are 

presented as active, brave, strong and dominant. 

5. Didactic unit: Raccontami tutto in passato! 

5.1 Justification 

Digital competence is one of the seven key competences that every learner should 

achieve by the end of their educational stage. In addition, the Royal Decree 1105/2014 

states that information and communication technologies and audio-visual media, to 

obtain, select and present both orally and in writing information in the foreign language 

is essential. Furthermore, the Order of January, 15th, 2021 establishes the crucial role 

of digitisation in its proposed objectives. 

The stated objectives that have been chosen from Royal Decree 1105/2014 are b-e-g 

and i: 

b) to develop work habits both individually and collectively for a successful 

completion of the tasks. 

e) to develop skill regarding the use of ICT to obtain new insights with a sense of 

critical thinking. 

g) to develop entrepreneur spirit and self-confidence, participation, critical 

thinking, personal initiative, the ability to learn to learn, to plan, to take and make 

decisions and to assume responsibilities.  

i) to understand and express themselves in one or more foreign languages in an 

adequate way. 

5.2 Contextualization 

This lesson plan has been devised for students of 4th year of Compulsory Secondary 

Education at Santa Engracia High School in Linares (Jaén). The classroom will consist of 

20 students, 12 girls and 8 boys. There are one slow learner and one highly gifted 

student. 
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As established by the Common European Framework of References for Languages 

(CEFRL), their curricular level is B1. 

Raccontami tutto in passato will be implemented in six different sessions of 55’ minutes 

each and each session. This lesson plan will be exploited in the third term of the 

academic year 2021/2022. 

 

5.3 Objectives 

Raccontami tutto in passato aims at achieving the following objectives which have been 

devised in tune with what was established by the Royal Decree 1105/2014 and by the 

Order January, 15th, 2021: 

Didactic objectives: 

1. To understand and identify vocabulary of cinema, TV and music. 

2. To understand oral film scenes and songs. 

3. To write reviews about a film. 

4. To use Passato prossimo and Imperfetto tenses to tell what happened in the past. 

5. To take part in informal conversations relating to personal opinions respecting 

their partner’s views. 

6. To create a presentation using grammar and vocabulary learned in the didactic 

unit.  

Stage objectives: (RD 1105/14)  

B to develop work habits both individually and collectively for a successful 

completion of the tasks 

G to develop entrepreneur spirit and self-confidence, participation, critical 

thinking, personal initiative, the ability to learn to learn, to plan, to take and make 

decisions and to assume responsibilities.  

E) to develop skill regarding the use of ICT to obtain new insights with a sense of 

critical thinking. 

I) to understand and express themselves in one or more foreign languages in an 

adequate way. 
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FL Objectives: (Order 15th Jan, 2021) 

1) To listen and understand specific information from oral texts in varied 

communicative situations. 

3) To read and understand diverse texts at a level appropriate to the student's 

abilities and interests. 

5) To write texts with different purposes on different topics using appropriate 

resources of cohesion and coherence. 

8) To develop the ability to work in a team, rejecting discrimination of people 

based on sex or other condition. 

9) To adequately use learning strategies and all the means at their disposal, 

including information and communication technologies and audio-visual media. 

12) To demonstrate a receptive attitude and self-confidence in the ability to 

learn and use the foreign language in a creative way, take the initiative and 

participate. 

5.4 Key competences 

CLC: Competence in Linguistic Communication 

DC: Digital Competence 

L2L: Learning to Learn 

 

5.5 Contents 

The contents of this lesson plan have been planned in tune with the contents established 

in the Order of January 15th, 2021, which sets the official curriculum in Andalusia: 

 

Comprehension/production strategies: 

- Listening and understanding oral texts related to scenes films covered in the unit. 

- Understanding and producing clear speech about what happened in the recent 

past. 

- Understanding guidelines for the correct completion of the activities. 

- Identifying the communicative purpose of the text in digital and print form. 

- Understanding texts related to TV shows and films. 

- Writing texts using Passato prossimo and Imperfetto tenses and adjectives to 

describe a movie. 
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- Expressing the information clearly according to the patterns of each type of text. 

Communicative functions: 

- Recognising Passato prossimo and Imperfetto tenses with a song. 

- Narrating what has happened to a person in a random situation using the 

previous grammar tenses. 

- Describing TV shows and different adjectives through a game. 

Linguistic-discursive structure: 

- Vocabulary related to TV shows and adjectives to describe a film. 

- Grammar: a) Passato Prossimo b) Imperfetto 

Sociocultural and sociolinguistics aspects: 

- Recognising the FL as a means of getting close to Italian culture through TV shows 

and songs. 

5.6 Cross-curricular elements and interdisciplinarity 

This lesson plan covers the following cross-curricular elements established in the Royal 

Decree 1105/2014: 

 

a) Reading comprehension 
b) Oral and written expresión 
c) Audio-visual communication 
d) Information and communication technologies, entrepreneurship 

 
Interdisciplinarity:  

- Computer Science  

- History 
 

5.7 Methodology 

As for the methodology, this lesson plan focuses mainly on fostering the communicative 

competence of students. Therefore, Raccontami tutto in passato! follows a learner-

based communicative approach in which students are involved in real communicative 

scenarios that help them to acquire natural strategies for handling real situations on a 

daily basis by student’s interaction and meaningful language related to TV shows. Also, 

this methodology will enable working on the four skills in English: listening, writing, 

reading and speaking. 
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Moreover, autonomous and collaborative learning, stimulating individual improvement 

and their own learning, the development of all their potential, fostering their self-

confidence and promoting habits of collaboration and teamwork will be intended. 

 

5.8 Resources and materials 

As this lesson plan focuses on TV and music, it goes without saying that it will need the 

use of electronic devices and platforms, as well as some traditional materials, some of 

which are: 

- digital board, 
- interactive worksheets, 
- tablets, 
- laptops, 
- mobile phones, 
- flashcards, 
- whiteboards, 
- blackboard, 
- Kahoot 
- Wordwall, 
- books, 
- Google Classroom 
- Internet connection 
- Youtube,  
- Mentimeter,  
- Song’s Lyrics,  
- Quizziz,  
- Liveworksheet 

 
5.9 Temporalisation 
 
SESSIONE 1: 55 MINUTI 

1. Ripasso del presente - 10’ 

2. Brainstorming - 5’ 

3. Nuovo lessico! - 10’ 

4. Giocare con Kahoot! - 5’ 

5. Scialla! - 15’ 

6. 5 film italiani - 10’ 

SESSIONE 2: 55 MINUTI 

1. Patata bollente - 10’ 

2. Wow! Questo è il passato! - 20’ 

3. Hai capito più meno il passato? - 10’ 

4. Quiz! - 10’ 

5. Esercizi - 5’ 
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SESSIONE 3: 55 MINUTI 

1. Avete capito tutto? - 10’ 

2. Una volta ancora - 10’ 

3. Chi è Ana Mena? - 10’ 

4. Rispondiamo! - 10’ 

5. Davvero!? Dimmi di più! - 15’ 

SESSIONE 4: 55 MINUTI. 

1. Lavoro parlato - 20’ 

2. La macchina del tempo - 10’  

3. L’errore – 10’ 

4. Alla Lavagna – 10’ 

5. Esercizi - 5’ 

SESSIONE 5: 55 MINUTI 

1. Come hai passato il fine di settimana? - 15’ 

2. Aggettivi per l’uso - 15’  

3. Una recensione - 25’ 

SESSIONE 6: 55 MINUTI. 

1. Wordwall 10’ 

2. La ragazza con il cuore di latta - 10’ 

3. Crossword 10’ 

4. Chi è chi? - 10’ 

5. Spiegare il lavoro finale 15’ 

 

SESSIONI 7 E 8: 55 MINUTI CIASCUNA:  

1 Presentations - 55’ 
 
 
 

5.10 Sessions 

 

Depending on the different tasks and their purpose, students will work in three different 

ways: 

- Whole-class (WC) 

- Individual work (IW) 

- Pair work (PW) 
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SESSIONE 1 

Attività 1: Ripasso del presente. WC/IW (Reading/Listening) 

In this activity the teacher will review the grammar already explained to strengthen 

knowledge. The previous grammar consisted of the present simple, because without 

that verb tense, the past cannot be learned.  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

   

   

   

   

   

   

   

   

 

 

 

Attività 2: Raccogliere le idee (Brainstorming). IW/WC (Writing/Reading) 

The teacher asks the student to take their phone and scan the QR code that appears on 

the interactive whiteboard. The students must answer the following question: 
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This will be an example of their brainstorming with the names of the TV shows they know. 

 

Attività 3: Nuovo lessico! IW/WC (Writing/Listening/Reading) 

In this activity the teacher will teach the new vocabulary to his students, in this case it is 

about music, television and cinema. 
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Attività 4: Giocare con Kahoot! IW/WC (Reading) 

Take your mobile phones and scan this QR code to play a Kahoot! 

 

 

 

 

Attività 5: Scialla! (Stai sereno) PW/WC (Reading/Writing) 

The teacher will give a reading to the students that deals with a movie and people's 

opinions about it. The students will have to read it and ask the teacher questions about 

it and finally complete an exercise connected with the reading. 
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This material has been taken from Costa et al. (2007). 

 

Attività 6: 5 film italiani. PW/WC (Listening/Speaking) 

The teacher will play a YouTube video of a girl talking about five Italian movies.  The 

students have to watch and listen to the video. When they have watched the video, they 

will have to talk in pairs and say which movie they think they would like the most and 

why, using the vocabulary. 
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SESSIONE 2 

Attività 1: Ripassiamo il vocabulario! Patata bollente. WC 

(Speaking/Reading/Listening) 

With this game the students revise the vocabulary studied in the last sessions. 

GAME RULES 

o The students have to make groups of 4. 

o The teacher gives each group a 2’ stopwatch and an envelope with some words 

of vocabulary of the unit. 

o The switch on the stopwatch and the person who maintains the stopwatch must 

describe the word on the paper to the person who is in front of him/her. When 

he or she guesses the word, the stopwatch and the envelope pass to the person 

who is on the right.  

o When the stopwatch rings, the person who is holding it loses.  

Example of the vocabulary words: 
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Attività 2: Wow! Questo è il passato! WC/IW (Reading/Listening/Writing) 

The teacher will explain the grammar to the students. The students will be able to ask 

questions about the grammar. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

This material has been taken from Costa et al. (2007). 
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Attività 3: Hai capito più meno il passato? PW/WC 

(Reading/Listening/Speaking/Writing) 

The teacher will upload some sentences or texts to Google classroom. The students will 

have to answer them in their notebook. They will then be corrected out loud. 

 

 

Attività 4: Quiz! IW/WC (Reading/Listening) 

The teacher will give the link to his students to do a quiz about passato prossimo and 

imperfetto to end the class.  

https://quizizz.com/admin/quiz/62249db64580a3001e5e0f8a 

 

       

       

            

            

   

 

https://quizizz.com/admin/quiz/62249db64580a3001e5e0f8a
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Attività 5: Esercizi. WC (Listening) 

What they will be asked to do at home will be to read all the irregular verbs in Italian 

and make a list of the most important ones. 

 

SESSIONE 3 

Attività 1: Avete capito tutto? PW/WC (Reading/Writing/Listening) 

In this exercise, students have to complete the table that is useful as a grammar review. 

Then, they have to form 5 sentences using these verbal tenses. 
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Attività 2: Una volta ancora. IW/WC (Listening/Reading/Writing) 

The teacher will share a link to the page Lyricstraining with the famous song by Ana 

Mena “Una volta ancora”. In the song are many verbs in the past tense. The students 

will have to listen to the song and fill in the gaps. It will be listened to twice. Then, we 

will correct it out loud together. The students can also write any word they do not know 

and then ask what does it mean or whatever. 

 

https://es.lyricstraining.com/play/fred-de-palma-ana-mena/una-volta-

ancora/HpBOeCacBp#ibw 

 

Attività 3 e 4: Chi è Ana Mena? La conoscete? Rispondiamo! PW/WC 

(Listening/Writing/Reading/Speaking) 

In this exercise, students must watch the video of an interview with Ana Mena and write 

down their doubts. 

After the video, they have to answer the questions that the teacher will ask about the 

interview. 

 

https://www.youtube.com/watch?v=vTgY-wnmQcc 

https://es.lyricstraining.com/play/fred-de-palma-ana-mena/una-volta-ancora/HpBOeCacBp#ibw
https://es.lyricstraining.com/play/fred-de-palma-ana-mena/una-volta-ancora/HpBOeCacBp#ibw
https://www.youtube.com/watch?v=vTgY-wnmQcc
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Here are the questions: 

1. Chi è Ana mena?  

2. È stata la sua prima intervista in italiano?  

3. In che anno è stata uno dei cantanti più ascoltati?  

4. Di cosa sta parlando Ana Mena?  

5. Ana mena si sbaglia quando parla in italiano?  

6. Usa parole spagnole? Se è così, fai degli esempi 

 

Attività 5: Davvero!? Dimmi di più! IW/WC (Writing/Reading) 

Students will have to write an essay of 200 words maximum. They will have to talk about 

an important event or a moment in their life that they love.  

Attention: It is very important to use the past tense, so try to do it please. If you use 

it, you will get a good mark! 
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SESSIONE 4 

Attività 1: Lavoro parlato. PW/WC (Listening/Speaking) 

Work in pairs. The teacher shows four short videos on the interactive whiteboard. After 

watching one, one member of the pair has to tell his/her mate what has 

happened. Then, the students watch another video, and they change roles. The students 

must use passato prossimo and imperfetto tenses when speaking. 

 

 

 

 

 

 

 

Here you have useful vocabulary that will help you when speaking with your partner. 

For example: La nonna ha detto che sua figlia è cresciuta senza lei. 

 

Victorious: guerra, battaglia, popolari, follower, occhiata 

Hannah Montana: posto, horno, feste, vita mondana, camera 

Wizards of Waverly: imbarazzo, infuriando, finestrino, ricchi, lupo mannaro 

Descendants: nonna, giovane, isola, figlia, nuova generazione, distruggerci, incantesimi 

 

Links:  

https://www.youtube.com/watch?v=z9WE_Q6FvSE 

https://www.youtube.com/watch?v=TQTOVQ_TaKE 

https://www.youtube.com/watch?v=0WDLueZtU00 

https://www.youtube.com/watch?v=z9WE_Q6FvSE
https://www.youtube.com/watch?v=TQTOVQ_TaKE
https://www.youtube.com/watch?v=0WDLueZtU00
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https://www.youtube.com/watch?v=CZ6HfEFIcnY 

 

Attività 2: La macchina del tempo. PW/WC (Reading/Writing/Speaking) 

In this activity, students will have to change the verb tenses that are in the present tense 

to passato prossimo and imperfetto to see if they have understood how to use the use 

of the auxiliary. Then, the students should correct the answers with a partner.  

 

This material has been taken from Costa et al. (2007). 

 

Attività 3: L’errore. IW/WC (Reading/Writing) 

The teacher will give eight sentences with some failure. The students will have to find 

them and correct them. Then the students must upload the answers to Google 

Classroom. 

 

 

https://www.youtube.com/watch?v=CZ6HfEFIcnY
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Attività 4: Alla lavagna! IW/WC (Reading/Speaking/Writing/Listening) 

The students will say 20 verbs, which will be written on the board. Afterwards, each 

student will choose two verbs, with which he/she has to form a sentence correctly. Then, 

they will say them out loud for their classmates to correct them. Also, they have to 

upload the sentences to Google Classroom.  

Please try to always use the past tense because it is the most important part of the 

exercise!  

20 verbs: essere, avere, fare, dire, potere, volere, sapere, stare, dovere, vedere, andare, 

venire, dare, parlare, trovare, sentire, lasciare, prendere, guardare, mettere. 

 

Attività 5: Esercizi. IW/WC (Listening) 

The teacher will explain the exercises, which will be to review the vocabulary of film, TV 

and music. Also, if in the previous exercise they did not have time to do it in class, they 

will have to finish it at home. Finally, they have to read on Google Classroom “Come 

scrivere una recensione”. 
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SESSIONE 5 

Attività 1: Come hai passato il fine di settimana? IW/WC (Listening/Reading/Writing) 

The teacher will upload the link to the LiveWorksheet page to Google Classroom. 

Students will have to listen to the audios and answer the questions. They will be 

corrected exercise by exercise. 

Here is the link: https://es.liveworksheets.com/jd2394859zk 

 

 

 

 

https://es.liveworksheets.com/jd2394859zk
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Attività 2: Aggettivi per l’uso. IW/WC (Listening/Writing/Reading) 

The teacher will put adjectives on the board for them to use in a review of a movie, 

series or whatever. It will also be translated.  

 

 

Attività 3: Una recensione. IW/WC (Writing/Reading) 

In this last activity, students will have to write a review of the movie they like the most. 

For this, they will have a photocopy and a photo to help them follow the steps. This 

photocopy and the photo must already be read because it was uploaded to Google 

Classroom. 
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SESSIONE 6 

Attività 1: Wordwall. IW/WC (Speaking/Reading/Listening) 

To start the class, students will play Wordwall. Students will scan the QR and spin the 

roulette wheel. They will then have to answer the question they are asked out loud. 

 

 

 

Attività 2: La ragazza con il cuore di latta. IW/WC (Listening/Writing) 

The teacher will play the song "La ragazza con il cuore di latta" by Irama. The song is in 

the past tense, so there are many passato prossimo and imperfetto. The first time they 

listen to it, the students will be seated and when they hear a passato prossimo they will 

have to get up from the chair and when they hear an imperfetto they will have to clap 

their hands. The second time they hear it, the students will try to write the verbs they 

hear. 
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Attività 3: Crossword. IW/WC (Reading/Writing) 

The teacher will put the QR on the board and the students will scan it. Once scanned, 

they will play a crossword game about past participles in Italian. 
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Attività 4: WC (Listening/Speaking) 

The teacher will put 10 pictures of artists on the board. The teacher will think of three. 

When the teacher has chosen them, the students have to ask the teacher “yes- no 

questions”, and with the answers they must find out who they are. The student asks: 

“Ha fatto un film?”. The answer is “yes”. Another example: the teacher is thinking about 

Selena Gomez. The student asks: “Si è sposata?”. The answer is “no”. 

 

 

Attività 5: Lavoro finale. WC/IW (Listening) 

The professor will explain the final project in the last 15 minutes of class.  

- It will consist of a 5-minute presentation.  

- In the presentation you can talk about an event, a movie, a character or a 
historical artist in order to always speak in the past.  

- It is recommended not to exceed the time limit. 

- Be careful with grammatical mistakes. 

- The presentation will be uploaded to Google Classroom under: Presentations. 

- The activity is worth 40% of the final mark. 
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SESSIONE 7 E 8 

IW/WC (Speaking/Listening/Writing/Reading). 

As there are 20 students in class, two sessions are needed for oral presentations. 

 

5.11 Attention to diversity: 
 

This didactic unit will pay close attention to slow learners and fast learners. In our 

envisaged context there are two slow-learners who have attention deficits and have a 

hard time following the lessons and doing the exercises. More attention must be paid 

to these students and to make them focus and follow the class must be attempted. 

Contrarily, there is a high ability student who is ahead of the rest. She finishes the 

exercises in 5 minutes while the others usually take 15 minutes, so she will also have an 

exercise to do when she finishes earlier. 

On the one hand, the slow learner will be provided with reinforcement materials to work 

on those points he will probably have found more difficult, as well as vocabulary lists 

that help him follow the different activities of each session. 

Some of the reinforcement materials are the following: 

 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 



43 
 

Worksheet 1: 
https://es.liveworksheets.com/worksheets/it/Italiano_per_stranieri/Passato_prossimo
/Ieri_io..._vv488743gf 
 
Worksheet 2: 
https://es.liveworksheets.com/worksheets/it/Italiano_per_stranieri/Lettura_e_compr
ensione/Mine_vaganti_-_trama_ud3075754zm 
 
On the other hand, the fast learner will be allowed to go to the library and take the book 
she likes the most and read it in class, as long as it is in Italian and is appropriate for their 
level. The student will write down on a piece of paper the words or expressions she does 
not know and then the teacher will help her to translate them. 
 
 
 

5.12 Evaluation 

This lesson plan will be evaluated on the basis of the Royal Decree 1105/2014. The 
evaluation criteria and assessable learning for this didactic unit will be the following: 
 

Evaluation criteria: 

- To identify and know how to use new vocabulary related to TV shows and for 

describing a film (2.6, 3.6, 4.6, CLC, DC) 

- To understand written and oral texts related to TV shows (1.1, 3.1 + 3.2, CLC, DC) 

- To be able to describe an action in the recent past using Passato prossimo and 

Imperfetto 2.1, 4.1. CLC) 

- To write a review of a film (4.1. CLC, DC) 

- To create brief oral interactions (2.1 + 2.3, CLC, L2L) 

Assessable learning standards:  

- Identifies and used in a correct way vocabulary related to shows and adjectives 

to describe a film. 

- Understands written and oral texts related to TV shows. 

- Is able to describe an action in the recent past using Passato prossimo and 

Imperfetto  

- Writes a review of a film. 

- Creates brief oral interactions. 

In order to give a mark to each of these criteria the following instruments will be 

used: 

- Daily observation 

https://es.liveworksheets.com/worksheets/it/Italiano_per_stranieri/Passato_prossimo/Ieri_io..._vv488743gf
https://es.liveworksheets.com/worksheets/it/Italiano_per_stranieri/Passato_prossimo/Ieri_io..._vv488743gf
https://es.liveworksheets.com/worksheets/it/Italiano_per_stranieri/Lettura_e_comprensione/Mine_vaganti_-_trama_ud3075754zm
https://es.liveworksheets.com/worksheets/it/Italiano_per_stranieri/Lettura_e_comprensione/Mine_vaganti_-_trama_ud3075754zm
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- Class work: listening, speaking, reading and writing 

- Final project 

 

 

MARKING CRITERIA: 

 

CLASSWORK (EVERY LESSON PLAN’S 
EXERCISE) 

20% 

WRITTEN PRODUCTION 20% 

PARTICIPATION AND HOMEWORK 20% 

PRESENTATION 40% 
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6. Conclusion 

As has been discussed throughout this work, new technologies are integrated in many 

habits of our life, having a special influence on education. In the teaching-learning 

process of foreign languages, in this case, Italian, it has been observed how with these 

exercises the student is more motivated and tries to learn more and better, since the 

content and the exercises are varied and this attracts more attention from the students. 

But it should not be said that technology is the only possible teaching resource. It is, 

though, a complementary support that can be very helpful to make traditional teaching 

more communicative.  

Working with tablets, videos, songs, Wi-Fi and more resources allows students to 

reinforce their knowledge in a very stimulating way. Even the teacher can evaluate their 

work in a non-presential way, through works that are uploaded to Google Classroom.  

According to Valencia and Casas Moreno (2017) teachers who have used these types of 

exercises, based on gamification or ICT, have motivated the student more and have 

aroused greater interest in them. It must be said that the digital divide is still very large 

today. In rural schools or those with less money, it is sometimes difficult to carry out this 

approach because of a lack of resources. This problem should be solved little by little so 

that all students, whether they are from a school with more or less technological 

infrastructure, can use ICT. 

On a personal level, I have had the opportunity to be a trained in the high school 

"Instituto Secundaria ACEL", which enables me to affirm that the students worked more 

when they were doing exercises with ICT and in group or, failing that, in pairs.  I was able 

to put into practice some exercises of this didactic unit, and almost all of them attracted 

the attention of the students and they had fun while doing them. Causing this reaction 

in them is what was intended.  

With this didactic unit with exercises like a song, videos of series, Kahoot, etc, we were 

able to achieve the expected achieve, which were to learn vocabulary related to TV and 

music, to understand oral film scenes and songs, to write reviews about a film, to use 

passato prossimo and imperfetto to tell what happened in the past and to create a 

presentation using grammar and vocabulary. 

The limitations of implementing a didactic unit like this would be to do so in a school 

lacking resource. Little by little, schools are going digital, but the process is very slow. 

Another limitation is the failures that can occur when using these resources. The Wi-Fi 

can fail and the speakers, the tablets or mobile phones can be out of battery. As far as 

teachers are concerned, there are some teachers who are interested in teaching with 

computers, using Google Classroom or YouTube for example, but there are others who 

flatly refuse and teach using traditional exercises and only following the exercises in the 

book. In my experience, in the high school where I studied, we had almost no resources, 

the Wi-Fi could only be used by the teachers and the computers did not read the CDs. 
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I really enjoyed doing this didactic unit and it has made me want to continue researching 

a little more about ICT and the different exercises that can be carried out with it, not 

only to teach a language, but also to teach any subject at school. I hope that this will 

inspire teachers to try to teach in this way but always keeping in mind that ICT is a 

complement to teaching and not a unique teaching model. 
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