MexxayHapoAHbIM Hay4YHbIHN KypHaJl Ne 33 (100), yactp1
«Hayunbiit ®okyc» ®eBpauig, 2026

USING GAMES AND ACTIVITIES IN ENGLISH LANGUAGE TEACHING

Ibrohimova Gulyora Ilhom qizi
Uzbekistan State University of World Languages
Faculty of English Language and Literature, Znd-year student

Abstract: This study investigates the role of games and activities in improving
students’ motivation, classroom participation, and language development in English
language teaching. The research focuses on how interactive methods influence
vocabulary learning, grammar accuracy, and speaking skills. A mixed-method approach
was applied, including classroom observations, structured activities, and student
feedback. The participants were second-year university students who took part in game-
based lessons over a four-week period. The findings indicate that carefully selected games
increase learner engagement, reduce anxiety, and support better memory retention.
Students became more confident in using English and showed noticeable improvement in
communicative performance. The study concludes that games and activities are effective
tools for making lessons more learner-centered and dynamic. Teachers are encouraged
to integrate games into regular instruction while maintaining a balance between
enjoyment and educational objectives.
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AHHOTAUUA: B 0aHHOM UCCAE008AHUU pACCMAMPUBAEMCS POAb U2P U PA3AUYHbBIX
8udos desime/sbHOCMU 8 NOBbIWEHUU MOMUBAYUU CMYJeHMOo8, UX y4acmus 8 y4ebHOM
npoyecce u paseuMuU s513blKOBbIX HABLIKO8 NpuU O0OY4YeHUU AH2AULICKOMY S3bIKY.
OcHoBHOE B8HUMAHUE ydeasemcsi momy, Kak UHmMepakmugHole Memoodbl 8AUSIIOM HA
yc8oeHue JIEKCUKU, 2paMMamu4eckyo moyHOCMb U pa3eumue HA8blKos 2080peHusl. B
pabome ucno/1b308a/1Cs1 CMEWAaHHbIU Memod uccaedo8aHusl, 8BKANYALWUL HabaodeHue
3a 3aHAMUAMU, npogedeHUEe CMPYKMypUpOBaHHbIX U2POBbIX 3A0AHULl U aHA/AU3
0m3b1808 cMydeHmMos. Y4acmHukamu ucc1edo8aHusi cmaau cmydeHmbl 8Mmopozo Kypca
YHUBepcumema, Komopbvle NPUHUMAJAU yydacmue 8 3dHSAMUsIX C UCN0./1b308AHUEM
uzposblXx Memodo8 8 meyeHUue uembuIpéx Hedesb. Pe3dysbmambl nokaszaau, 4mo
npasu/sibHO NOO0OGPAHHBIE U2Pbl NOBLIWAKIM 808/1EYEHHOCMb 00YYAWUXCS, CHUNCAIOM
YPOBEHb MPEBONCHOCMU U Chocobcmeyrm  JAyvulemMy 3anOMUHAHUK — Y4e6HO020
Mmamepuaaa. CmydeHmvl cmajau ysepeHHee UCN0./1b3084Mb AH2AUUCKUU S3blK U
npodeMoHCMpuposaiu 3amMemuoe yJayduleHue KOMMYHUKAMUBHbIX Haevikos. B
3ak/104eHue desaemcsl 861800 0 MOM, YMO U2pbl U y4ebHble aKMUSBHOCMU S8/15H0MCS
agppekmusHbiM cpedcmeom 051 NOBbIWEHUS OPUEHMUPOBAHHOCMU 00YyYeHUs Ha
obyuarnwezocss U npudaHusi 3aHAMusM 6oavuwel duHamuyHocmu. Ilpenodasamensim
peKomMeHdyemcs: UHmezpuposams u2poswvle Memodbl 8 pe2yAsapHblil yYebHbll npoyecc,
COXpaHsisi 6anaHC Mexcdy pa3sieKameabHbIMU U 06pa308amebHbIMU YeaAsiMU.
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KiouyeBble cioBa: 0Ob6yuyeHue  aH2AUUCKOMY  SI3blKY, U2pbl, y4eOHas
desimesbHOCMb, MomuBayusi cmydeHmos, yyacmue 8 3aHSAMuslX, JIeKCUKd, HaB8bIKU
2080peHUsl, UHMepaKkmugHoe 06yyeHue, KOMMYHUKAyus, cmpameauu npenodasaHusl.

Learning English as a foreign language can be challenging for many students,
especially when traditional teaching methods are used. In many classrooms, lessons
are still based mainly on textbooks, grammar rules, and written exercises. Although
these methods can help students understand language structures, they often fail to
develop communicative skills such as speaking and listening. As a result, learners may
become passive, lose motivation, and feel anxious about using English in real
communication (Richards & Rodgers, 2014). Modern language teaching emphasizes
the importance of learner-centered and interactive approaches that actively involve
students in the learning process.

Games and activities have been widely recognized as effective tools in language
education. According to Harmer (2015), activities that include elements of fun and
competition can increase students’ interest and create a positive classroom
atmosphere. Wright, Betteridge, and Buckby (2006) state that games provide
meaningful practice and allow learners to use language in a natural context. Similarly,
Thornbury (2005) explains that speaking activities such as role-plays and discussions
help students improve fluency and confidence. These studies show that games are not
only entertaining but also pedagogically valuable when linked to lesson objectives.

However, many previous studies mainly focus on vocabulary learning through
games, while less attention is given to their impact on overall language development,
especially speaking and listening skills (Larsen-Freeman, 2000). This creates a
research gap in understanding how different types of activities contribute to multiple
aspects of language learning. Therefore, the present study aims to explore how games
and activities influence motivation, participation, and language skills in English classes.
The objectives of the study are to examine improvements in vocabulary and grammar,
to analyze changes in students’ speaking performance, and to provide practical
recommendations for teachers.

The research was conducted with 25 second-year students at Uzbekistan State
University of World Languages. A mixed-method approach was used in order to obtain
both quantitative and qualitative data. Over a four-week period, students attended two
40-minute lessons per week that included game-based and activity-centered
instruction. The lessons consisted of warm-up games, vocabulary and grammar
activities, role-plays, pair work, and group discussions. Competitive and cooperative
tasks were designed to encourage interaction and teamwork. Data were collected
through classroom observations, short tests before and after the activities, and written
feedback from students. Their participation level, accuracy, and fluency were carefully
recorded and analyzed.
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The results of the study demonstrate significant positive effects of using games
and activities. Vocabulary test scores increased by an average of 18%, showing that
students remembered new words more effectively. Grammar errors decreased by
approximately 15%, indicating better understanding and application of language rules.
In addition, students showed noticeable improvement in speaking confidence and
willingness to participate in classroom discussions. Observations revealed that
learners were more active, asked more questions, and interacted more frequently with
their peers. Many students reported that they felt less nervous when speaking English
during game-based activities, as the atmosphere was friendly and supportive.

Student feedback further confirmed the benefits of interactive learning. Most
participants stated that they enjoyed the lessons more than traditional classes and felt
more motivated to study English. They believed that games helped them practice
language in a realistic and meaningful way. Cooperative activities encouraged peer
learning, while competitive tasks increased attention and focus. These findings suggest
that emotional factors such as enjoyment and reduced anxiety play an important role
in successful language learning.

The findings of this study highlight the importance of integrating games and
activities into English language teaching. Such methods support vocabulary
acquisition, grammar practice, and speaking development at the same time. Teachers
should carefully select activities that correspond to lesson goals and students’
proficiency levels. It is also important to maintain a balance between fun and learning
so that games serve educational purposes rather than becoming distractions. Despite
its positive outcomes, the study has some limitations, including a small sample size
and a short duration. Future research could involve larger groups of learners and
examine the long-term impact of game-based instruction on language proficiency.
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