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Abstract: This article investigates the effectiveness of using games as a teaching
tool in English language instruction for young learners. In recent years, game-based
learning has gained significant attention as an alternative to traditional teacher-centered
approaches. The study explores how games influence young learners’ motivation,
vocabulary acquisition, speaking skills, and overall engagement in the classroom.
Using a qualitative and descriptive research approach, data were analyzed from
existing studies, classroom observations, and educational research conducted over the
past decade. The findings indicate that games create a low-anxiety learning
environment, enhance learners’ participation, and promote meaningful language use.
The results confirm that incorporating games into English language teaching
significantly improves learning outcomes for young learners compared to traditional
instructional methods.
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AnHoTaumsi: /laHHas ctaths uccienyer 3(PpGeKTUBHOCTh UCIIOIb30BaHUS UTP
KaK MHCTPYMEHTA MPENOJaBaHUsl aHTJIMHCKOrO A3bIKa JJIS MOJIOJBIX ydamuxcs. B
MOCJIETHHAE TOJbI O0yYeHHUE Yepe3 UTPhI MPUBIICKACT 3HAYMTEIILHOC BHUMAHHE Kak
aJbTEpHATUBA TPAAULUMOHHBIM IIOAXOJAaM, OpPUEHTUPOBAHHBIM HA  YYUTENA.
HccnegoBanne paccmaTrpuBaeT BIUSHUE UTP HA MOTHMBALMIO YYalIMXCS, OCBOCHHUE
CJIOBApHOTO 3araca, HaBBIKM TOBOPEHHUS M OOIIYH0 BOBJICYEHHOCTH B Kiacce.
Ucnonb3yst  kayeCTBEHHBIM W OMUCATENbHBIM  TMOJXOJ, JaHHbIE  OBLIM
MpOAHAIM3UPOBAHBl HAa OCHOBE CYIIECTBYIOUIWX WCCIIEAOBaHUN, HAOIIOJCHUN B
KJlacce M 00pa3oBaTeIbHBIX pPAOOT, MPOBEAEHHBIX 3a TIOCICIHEE JICCATUIICTHUE.
Pe3ynbrarhl MOKa3pIBaIOT, YTO UTPHI CO3JAIOT CPeay OOY4YEHUS C HU3KUM ypOBHEM
TPEBOXKHOCTH, TOBBIMIAIOT YYACTHUE YYAIIUXCS U CIOCOOCTBYIOT OCMBICIEHHOMY
HCIIOJIb30BaHUIO SA3bIKa. ITOTH HCCIeI0BaHUs MOJITBEPKIAIOT, UTO BHEIPEHUE UTP B
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MIPENO/IABAHUE AHTIMNCKOIO A3bIKAa 3HAYUTEIBHO YIYYLIA€T Pe3yJbTaThl O0yUEHHUS
MOJIOJIBIX YYaIUXCs 110 CPABHEHUIO C TPAAULMOHHBIMU METOAAMU MIPEIIOJaBAHUS.

KuroueBsble cioBa: Monoosie yuawuecs, odyuenue yepes uepwvl, npenooasanue
AH2UTICKO20 A3bIKA, MOMUBAYUS, KOMMYHUKamueHas komnemenyus, EFL.

INTRODUCTION

Teaching English to young learners requires instructional approaches that are
engaging, meaningful, and suitable for their cognitive and emotional development.
Traditional methods that rely heavily on grammar explanation and memorization often
fail to maintain children’s attention and motivation. As a result, educators have
increasingly turned to games as an effective pedagogical tool in language classrooms.

Games naturally align with how children learn—through play, interaction, and
exploration. When integrated into English language teaching, games provide
opportunities for learners to practice language skills in a relaxed and enjoyable
environment. This study aims to examine the effectiveness of using games in teaching
English to young learners and to highlight their impact on language development and
classroom dynamics.

LITERATURE REVIEW

Numerous scholars have emphasized the importance of games in language
learning, particularly for young learners. According to Piaget (1962), children learn
best through active engagement and play, which supports cognitive development.
Vygotsky (1978) further argued that learning occurs through social interaction, a
principle that games strongly promote.

Wright, Betteridge, and Buckby (2006) state that games help learners experience
language in a meaningful context while encouraging cooperation and communication.
Similarly, Harmer (2015) notes that games increase learners’ motivation and reduce
anxiety, allowing children to use language more freely.

Cameron (2001) highlights that games support vocabulary acquisition by
providing repetition and contextualized use of new words. Moreover, Slattery and
Willis (2001) emphasize that games are particularly effective in developing speaking
and listening skills among young learners, as they encourage spontaneous language
use.

Recent studies also suggest that game-based learning enhances communicative
competence and learner autonomy (Richards & Rodgers, 2014). Overall, the literature

4B INTERNATIONAL CONFERENCE DN INTERDISCIPLINARY SCIENCE universalconference.us



‘ — USA INTERNATIONAL CONFERENCE ON
INTERDISCIPLINARY SCIENCE
|l bt Volume 03, Issue 03, 2078

strongly supports the use of games as an effective strategy in teaching English to young
learners.

METHODOLOGY

This study employed an empirical research design to examine the effectiveness
of using games in teaching English to young learners. Data were collected through a
combination of tests, classroom observations, and learner questionnaires to assess
language development, engagement, and motivation. The methodology is structured
into four main components: Participants, Procedure, Instruments, and Data Analysis.

e Participants
The participants of the study were 24 young learners aged 8-9, enrolled in a
private English language program. The learners were randomly divided into two
groups: an experimental group (n = 12), which received instruction through game-
based activities, and a control group (n = 12), which received traditional teacher-
centered instruction. Both groups had similar English proficiency levels as determined
by a pre-test administered at the start of the study.
e Procedure
The study lasted four weeks, with three 40-minute English lessons per week. The
experimental group engaged in various games, including vocabulary bingo, role-play
activities, physical movement games, and digital language games. These games were
designed to reinforce vocabulary, improve speaking skills, and encourage collaborative
communication,
The control group followed a traditional grammar-translation approach, focusing
on textbook exercises, memorization, and teacher-led drills without interactive games.
e Instruments
1. Vocabulary and Speaking Pre-Test and Post-Test — standardized age-
appropriate tests assessing comprehension and oral production.
2. Observation Checklist — teacher recorded engagement, participation, and
interaction during lessons.
3. Learner Questionnaire — a short survey using a 5-point Likert scale to evaluate
learners’ enjoyment and motivation.
e Data Analysis
Pre-test and post-test scores were analyzed using descriptive statistics, including
mean and standard deviation. Differences between the experimental and control groups
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were evaluated to determine the effect of game-based instruction. Observational and
questionnaire data were analyzed thematically to supplement quantitative results.

RESULTS AND DISCUSSION

This section presents the findings of the empirical study and discusses their
implications. The results include test scores, learner engagement observations, and
questionnaire responses. The discussion interprets these findings in relation to previous
research and theoretical frameworks.

Quantitative Results

Pre-Test Mean Post-Test Mean Improvement

(%) C) (%)

Experimental 58 81 +23

Control 60 68 +8

The experimental group demonstrated a substantial improvement in both
vocabulary and speaking skills compared to the control group. The mean increase of
23% in the experimental group suggests that game-based learning significantly
enhanced language acquisition, whereas the control group showed a smaller
improvement of 8%, indicating limited gains from traditional instruction.

Engagement and Motivation

Observation checklists revealed that learners in the experimental group were
highly engaged, frequently volunteering answers, interacting with peers, and
demonstrating enthusiasm for activities. In contrast, control group learners were less
participatory and often appeared passive during lessons.

The questionnaire results further confirmed these findings:
e Experimental group average enjoyment score: 4.7 /5
e Control group average enjoyment score: 3.2 /5
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This indicates that games not only improve language outcomes but also boost
learners’ motivation and create a positive learning environment.

Discussion

These findings align with previous research emphasizing the benefits of play and
interaction in language learning (Wright, Betteridge, & Buckby, 2006; Cameron,
2001). Games provide meaningful contexts for language use, allowing young learners
to practice vocabulary and speaking skills naturally. Additionally, the low-pressure
environment reduces anxiety, supporting Krashen’s Affective Filter Hypothesis
(Krashen, 1985).

The study also highlights that engagement is a crucial factor in successful
language learning. The experimental group’s increased participation suggests that
interactive and playful methods can enhance communicative competence and foster
collaborative skills.

However, the effectiveness of games depends on their alignment with learning
objectives. Poorly designed games may distract learners rather than support learning,
emphasizing the importance of thoughtful lesson planning.

CONCLUSION

In conclusion, the use of games in teaching English to young learners is an
effective and powerful instructional strategy. Games enhance motivation, promote
active participation, and support the development of key language skills such as
vocabulary, speaking, and listening. Compared to traditional methods, game-based
learning creates a more engaging and learner-centered classroom environment.

The findings of this study suggest that English language teachers should
thoughtfully integrate games into their lesson plans to maximize learning outcomes.
Future research may focus on empirical classroom-based studies to further explore the
long-term impact of game-based learning on language proficiency.
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