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Abstract 

The incorporation of games and activities into English language teaching (ELT) is examined in 

this research as a cutting-edge educational approach. According to recent studies, learning through 

games improves student engagement, lowers language anxiety, and stimulates deeper cognitive 

processing, all of which contribute to better learning results. This study presents practical 

implications for English language educators through a thorough review of different game formats 

and their efficacy in addressing particular linguistic abilities. The article ends with a series of 

suggestions, based on current pedagogical theory and real-world case studies, for effectively 

implementing games into language instruction. 
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Oyunlar və fəaliyyətlər vasitəsilə ingilis dilinin tədrisi:  

effektiv pedaqoji yanaşma 
 

Xülasə 

Bu tədqiqat, müasir İngilis Dili Tədrisində (ELT) oyunların və fəaliyyətlərin çevik gücünü 

araşdırır. Yeni tədqiqatlar davamlı olaraq göstərir ki, oyun əsaslı öyrənmə tələbələrin dərslərdə 

iştirakını artırır, dil öyrənmə üzrə çətinliyini əhəmiyyətli dərəcədə azaldır və daha dərin kognitiv 

işlənməni təşviq edir, nəticədə daha effektiv və faydalı öyrənmə nəticələrinin əldə edilməsinə səbəb 

olur. Məqalədə bu nəticələrin ELT müəllimləri üçün praktik tətbiqləri araşdırılır. Müxtəlif oyun 

formatlarının və onların konkret dil bacarıqlarını (məsələn, söz ehtiyatının artırılması, 

qrammatikanın tətbiqi, sərbəst danışığın inkişafı) hədəfləməklə effektivliyinin hərtərəfli nəzərdən 

keçirilməsi vasitəsilə bu tədqiqat müəllimlər üçün dəyərli tövsiyələr təqdim edir. Bundan əlavə, 

mövcud pedaqoji prinsiplərə və real dünya üzrə təcrübələrə əsaslanaraq, bu araşdırma dil 

siniflərində oyunların uğurlu tətbiqi üçün bir sıra praktik tövsiyələr təqdim edir, müəllimlərə tələbə 

nailiyyətlərini artıran dinamik və maraqlı öyrənmə təcrübələri yaratmaqda kömək edir. 

Açar sözlər: ELT, oyun əsaslı öyrənmə, tələbələrin dərsə cəlb edilməsi, kommunikativ yanaşma, 

pedaqogika, tədris strategiyası 

 

Introduction 

The English as a global lingua franca has made ELT a key part of modern education. This 

change hasn’t just increased the need for English-language learning but also raised the bar for more 

active, learner-centred learning practices. The old paradigm of instruction that was based on 

memorisation and teacher-led instruction is in turn replaced by a more participatory and learner-

centred one. In such old ways, grammar translation and rote learning take the place of 
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communicative competence, and the end result is a student who passes an exam but can’t apply 

English in the workplace (Brown, 2014).  

By contrast, ELT today (eg., the Communicative Language Teaching (CLT) method) places 

more emphasis on social connection and genuine language use. Probably the best approach is to 

combine games and activities with them so that students can engage in language practice at a low-

stress, high-intensity level (Chen, 2018). Games shift language from cognitive to affective and 

social, and help students test language at their own risk.  

In this article, I will discuss the ways in which games and exercises can be used in the ELT 

classroom to improve language learning, especially in the intermediate levels. It reviews the 

theoretical basis for game-based learning, evidence of its effectiveness, and offers strategies for 

teachers who want to use games in their own classrooms (Ahmed, 2018). 

Research Questions 

1. How do games and activities enhance language learning in the ELT context? 

2. What are the practical challenges in implementing games in the classroom? 

3. How can games be designed to target specific linguistic skills effectively? 

1. Purpose of the Study 

This study seeks to analyze the pedagogical benefits of using games and activities in the English 

language classroom, particularly at the intermediate level. By examining both theoretical 

frameworks and practical case studies, this paper provides actionable insights into how game-based 

learning can enhance language acquisition and learner engagement. 

2.  Literature Review 

The pedagogical value of games in education is well-supported by contemporary research. 

Scholars such as Krashen (1982) and Vygotsky (1978) emphasize the importance of social 

interaction and play in cognitive development, principles which are foundational to game-based 

learning in language education. More recent studies (Aydin & Zengin, 2020) underscore the 

effectiveness of digital games in language learning, which offer additional opportunities for 

immersive and context-rich language use (Csikszentmihalyi, 2014).  

2.1 Theoretical Foundations 

Several mature theoretical perspectives endorse games for the purpose of language 

instruction. In this regard, Krashen’s Input Hypothesis (1982) seems particularly useful because it 

highlights the necessity of giving learners "comprehensible input" – language slightly beyond their 

own level of comprehension (i+1). Games are ideal for this kind of idea because games give 

context, allowing students to encounter unfamiliar words and grammar structures in a non-

threatening way. Since games involve repetitive practice and contextualised language use, it gives 

students the opportunity to see the same features of language repeatedly, thus improving their 

ability to internalise new concepts. 

The teaching of languages through games has a range of acknowledged theoretical 

foundations. Of particular note here is Krashen’s Input Hypothesis (1982), in which we emphasize 

the importance of giving students "comprehensible input" – language that is slightly beyond their 

current understanding (i+1). Games make a perfect vehicle for this notion because they give 

students an appropriate context in which to practice new grammar and words in a non-threatening 

way. Games improve the ability of students to learn new information by giving them the 

opportunity to encounter the same linguistic concepts over and over again through contextualised 

language usage and repetition. 

In addition, Vygotsky’s Social Interaction Theory (1978) adds to the case for games by 

emphasising the importance of social contact in cognitive development. Vygotsky argued that 

students learn from each other and from more educated others. Games, especially team or 

competitive games, offer fertile grounds for this kind of engagement as students negotiate meaning, 

give and receive feedback, and build their own picture of the language together. In this respect, 

games resemble the logical continuation of the communicative language curriculum, in which 

engagement is the dominant learning tool (Dulay, Burt, & Krashen, 2018). 
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Motivation is another key element to language learning success and Gardner’s Theory of 

Motivation (2001) argues that learners’ attitudes towards the language they are learning determine 

its outcome. Games can have a huge impact on motivation, as they help foster a positive learning 

environment. For the purpose of games, Csikszentmihalyi’s theory of "flow" (2014) (the state of 

mind when people are completely engaged in an activity) accounts for the ways that games draw the 

attention of learners and keep them engaged, leading to better learning outcomes. Students will 

experiment more freely with the language, try out new structures, and be more willing to continue 

studying when they’re fully invested in a game. 

2.2 Empirical Studies Investigating Games in Language Learning 

Empirical evidence has shown the effectiveness of game-based learning in improving various 

linguistic skills. In a longitudinal study, Lai and Li (2011) followed a group of Chinese middle 

school students learning English as a second language. Their research reported that students who 

used communicative games retained new vocabulary at a much higher rate than those using a more 

traditional, textbook-based curriculum. It afforded them numerous opportunities to come across 

new words in context, thus retaining more and being able to use them in communicative tasks. 

In related vein, Ahmed (2018) in his study with Egyptian EFL learners showed that students 

taking part in interactive storytelling games significantly improved their speaking fluency and 

listening comprehension. The games encourage learners to use language spontaneously—something 

central to developing real-world language skills that are often sorely lacking with traditional 

methods. This study has proven that game-based learning provides a class environment in which 

learners feel more comfortable taking risks and making mistakes—two very important factors in the 

process of learning a language. 

More recently, Aydin and Zengin (2020) have explored the use of digital games in ELT 

classrooms with a particular view toward the potential of these to both increase learner motivation 

and aid language acquisition. Their research shows that digital games, such as language learning 

applications or online multiplayer games, can be very effective in encouraging learner engagement. 

This immersive nature of digital games makes learners capable of practicing language skills in a 

context that closely resembles real-world language use, hence making them especially valuable in 

developing communicative competence. 

3. About Types of Games and Activities for ELT 

New technologies have been advancing with language teaching and thus digital platforms are 

picked up more. Mobile applications, online games and digital simulations create new approaches 

of interaction with the content for language learners, on a more flexible and active ground. Digital 

games (i.e., Duolingo, Quizlet, and Memrise) are no longer just leisure activities often employed 

in self-directed language learning, but are becoming more and more popularized even for 

authentic academic content delivery. 

Godwin-Jones 2021 investigations highlight the unique possibilities digital games can offer 

for personalized education. Many of the interactive platforms permit on-the-spot tailoring in order 

to meet the level of learner allowing feedback that can be used for self-directed learning beyond 

the traditional classroom. In heterogeneous classrooms, in particular the personalized learning 

trajectories are particularly useful as learners will need different levels of help to be proficient in 

language. 

Language acquisition tasks have been systematically integrated with gamification in form of 

gaming elements, like scoring systems for motivationally becoming more involved and engaged 

by students with a score as motivation. For instance, when using programs like Kahoot or Quizlet 

Live learners engage in their competitors in form of challenge both cooperative– and against other 

students. This can be especially handy on such platforms for practicing vocabulary and 

grammatical structures in a funny way. 

 3.1 Lexical Games 

Pictionary and Bingo are established tools for vocabulary development. 

These interactive games help to foster active recall and associative processes among 

students, thus facilitating better retention of vocabulary. 
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Moreover, their digital versions, including Quizlet Live and Kahoot, have been tried in 

the classroom with successful results. 

3.2 Linguistic Exercises  

The application of grammatical rules can be effectively supported through fun, competitive formats 

such as those seen in activities like Grammar Auction and Running Dictation. 

Research by Richards and Rodgers (2001) shows that these exercises support retention of 

grammatical constructions because both cognitive and kinesthetic learning modalities are being 

exercised. 

In addition, online platforms including Grammar Ninja provide other options for 

interactive engagement with grammar practice. 

3.3 Talking Games 

Interactive speaking games, such as Two Truths and a Lie or Debate Games, help students to 

speak clearly and use language naturally.  

These kinds of activities allow students to develop critical thinking and communicate in 

a persuasive way, which is very important in real life. Research by Sykes and Reinhardt 

(2020) shows how much these games are helpful in improving practical language skills. 

3.4 Listening games  

Simon Says and storytelling chains are useful listening activities for the students (Rost 2020), 

who also helps in improving their skills. Activities such as Simon Says and Storytelling Chains 

improve students' listening abilities in very interactive games by paying attention to details …key 

for listening to understand by hearing in everyday life. Other research has demonstrated 

improvements in listening with digital listening platforms like Ello and LyricsTraining (Golonka et 

al). 

4. Real-Life Applications and Solutions 

While plenty is good to know from a constructivist perspective regarding incorporating games 

into language teaching, there are indeed real-life problems about how to implement them. This 

includes control in classroom, correct task management and making sure that classroom is not just 

a mantra for what the syllabus wants. 

4.1 Word Games 

Vocabulary is commonly the first elements of a language, where games really can help most. 

The idle way in which to teach vocabulary (mind = list of words to memorize = plain-boring) is 

alas often a very fast mechanism for pupils losing motivation about using the new words they 

picked up. New words: Games like Pictionary, Bingo and online versions like Quizlet Live help 

students to remember and be able to use new words while talking with one another. Games link 

words with pictures in long-term memory or competition and make vocabulary stick (Gates, 

2022).  

4.2 Grammar Games  

Students often find grammar challenging in classrooms that focus on forms (Ellis, 2006). Games 

like Grammar Auction and Running Dictation offer a lively hands-on way to learn grammatical 

rules. These games push students to grasp grammar concepts and use them when talking to their 

classmates in real time. Richards and Rodgers (2001) found that this kind of active learning helps 

students process grammar structures more, which boosts both accuracy and memory. Online tools 

such as Grammar Ninja and Kahoot give students more chances to practice grammar. These 

platforms tell students right away if they're right or wrong, which lets them fix their mistakes and 

learn from them without feeling too much pressure (Godwin-Jones, 2021). 

4.3 Speaking Games 

Easier said than done even with adults, but one of the toughest parts of teaching a language to 

young learners is getting them started and not afraid of making mistakes. Through speaking 

activities such as Debate Games and Two truths and a lie students can practice oral communication 

in a fun and low-stress manner. These games, put students under time pressure for quick thinking; a 

variety of vocabulary and grammar can be practised in a forced, unplanned way that help to 

increase their fluency (Krashen, 1982). 
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Particular, debate games have been shown to help learners study critical thinking skills in 

tandem with the acquisition of language. Research by Richards and Schmidt (2013) states that 

debate activities not only improve fluency but also enhance the students' competences in expressive 

and complex sentences plus vocabulary. 

4.4 Listening Games 

Listening, a prerequisite for effective communication and games should target these skills. 

Simon Says and Storytelling Chains are both games that require students to listen closely in order to 

participate source Mapping. 

5. Case Studies and Data Analysis 

Research six-month study in an using game-based learning, intermediate level English class at 

Spanish University researched how effective is game-based teaching. Activities for the students 

were at least once a week vocabulary racing and grammar auctions. Students performed games 

based on grammar, a syntax auction & vocab quiz. The experimental group performed significantly 

better than the control group that used a traditional textbook based course (30 % in speaking 

fluency; 25 % for grammar accuracy. Such research, conducted by Sykes and Reinhardt (2020) as 

well as Ahmed, even examined the games effect in improving language learning results (Morya & 

Raman, 2021). 

Six-month study Periodicity: An intermediate level English course organized among students at 

a state University in Spain; how effective is game based learning 

Students engaged in weekly game-based activities such as grammar auctions and vocabulary 

races. The experimental group had 30 % better in speaking fluency and 26 % accuracy 

improvement at grammar over control group that used normal book learning. Sykes and Reinhardt 

(2020) as well as Ahmed (2018) reported the same findings from other studies which have 

examined effectiveness of games in learning language. 

 

Conclusion 

Game-based learning offers a rich, interactive approach to English language teaching. By 

incorporating games that align with communicative language teaching principals, teachers can 

foster a more engaging and student-centered classroom environment. While challenges exist, 

thoughtful planning and clear objectives ensure that games can be seamlessly integrated into 

language lessons. As demonstrated by empirical studies and case data, the use of games enhances 

linguistic skills, motivation, and overall learner engagement. Further research should explore the 

role of digital games and their potential in the evolving landscape of ELT. 
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