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Abstract: Addressing the challenge of maintaining creativity in teaching and overcoming 

student boredom, this study explores the use of interactive games to enhance the learning 

environment. Factors such as class size, learning schedules, and intellectual diversity are 

examined, with a focus on how games can serve as effective teaching strategies. Interactive 

games, including traditional board games and digital simulations, are shown to engage students, 

foster collaboration, and provide personalized learning experiences. The research specifically 

investigates the impact of the "Find Someone Who..." game on 15 students at the Wonders 

Language Center, assessing its effects on motivation and linguistic complexity in learning 

English as a Foreign Language (EFL). Using observation, interviews, and questionnaires, the 

study finds that the game promotes active participation, reduces anxiety, and increases 

motivation among students. These results highlight the broader benefits of interactive games, 

including the development of essential life skills and the creation of dynamic, effective, and 

contextually rich learning environments. The study concludes that interactive games are a 

powerful pedagogical tool for EFL teaching, offering a holistic and enjoyable approach to 

language acquisition. 

Keywords: Engagement, collaboration, creativity, problem-solving, critical thinking, 
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Annotatsiya: O'qitishda ijodkorlikni saqlash va o'quvchilarning zerikishini bartaraf etish 

muammosini hal qilish uchun ushbu tadqiqot o'quv muhitini yaxshilash uchun interfaol 

o'yinlardan foydalanishni o'rganadi. Sinf hajmi, o'quv jadvali va intellektual xilma-xillik kabi 

omillar o'rganilib, o'yinlar qanday qilib samarali o'qitish strategiyasi sifatida xizmat qilishi 

mumkinligiga e'tibor qaratiladi. An'anaviy stol o'yinlari va raqamli simulyatsiyalarni o'z ichiga 

olgan interaktiv o'yinlar talabalarni jalb qilish, hamkorlikni rivojlantirish va shaxsiy o'rganish 

tajribasini taqdim etish uchun namoyish etiladi. Tadqiqot "Wonders Language Center"ning 15 

nafar talabasiga "Kimligini top..." o'yinining ta'sirini o'rganib, uning ingliz tilini chet tili (EFL) 

sifatida o'rganishda motivatsiya va lingvistik murakkablikka ta'sirini baholaydi. Kuzatish, 

suhbatlar va anketalardan foydalangan holda, tadqiqot shuni ko'rsatdiki, o'yin faol ishtirok 

etishga yordam beradi, tashvishlarni kamaytiradi va talabalar o'rtasida motivatsiyani oshiradi. 

Ushbu natijalar interfaol o'yinlarning kengroq afzalliklarini, jumladan, muhim hayotiy 

ko'nikmalarni rivojlantirish va dinamik, samarali va kontekstga boy o'quv muhitini yaratishni 

ta'kidlaydi. Tadqiqot shuni ko'rsatadiki, interfaol o'yinlar EFL o'qitish uchun kuchli pedagogik 

vosita bo'lib, tilni o'zlashtirishga yaxlit va yoqimli yondashuvni taklif qiladi. 

Kalit so'zlar: Ishtirok etish, hamkorlik, ijodkorlik, muammoni hal qilish, tanqidiy fikrlash, 

raqobat, qiziqarli, faol ishtirok etish, fikr-mulohazalar, moslashish, o'yinlashtirish. 

Аннотация: В этом исследовании, направленном на поддержание творческого подхода 

к обучению и преодоление скуки учащихся, рассматривается использование 

интерактивных игр для улучшения учебной среды. Рассматриваются такие факторы, как 

размер класса, график обучения и интеллектуальное разнообразие, с упором на то, как 
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игры могут служить эффективными стратегиями обучения. Показано, что 

интерактивные игры, в том числе традиционные настольные игры и цифровые 

симуляции, привлекают учащихся, способствуют сотрудничеству и обеспечивают 

индивидуальный подход к обучению. В исследовании конкретно изучается влияние 

игры «Найди того, кто…» на 15 студентов языкового центра Wonders, оценивается ее 

влияние на мотивацию и языковую сложность при изучении английского как 

иностранного языка (EFL). Используя наблюдение, интервью и анкеты, исследование 

показало, что игра способствует активному участию, снижает тревожность и повышает 

мотивацию учащихся. Эти результаты подчеркивают более широкие преимущества 

интерактивных игр, включая развитие основных жизненных навыков и создание 

динамичной, эффективной и контекстуально насыщенной среды обучения. В 

исследовании делается вывод, что интерактивные игры являются мощным 

педагогическим инструментом преподавания английского языка как иностранного 

языка, предлагая целостный и приятный подход к овладению языком. 

Ключевые слова: Вовлеченность, сотрудничество, творчество, решение проблем, 

критическое мышление, конкуренция, развлечение, активное участие, обратная связь, 

адаптируемость, геймификация. 

Introduction: The challenge of maintaining creativity in teaching and overcoming students' 

boredom is a common issue for educators. The study identifies factors affecting the learning 

environment, such as class size, time of learning, and intellectual ability. To address these 

challenges, the research suggests that teachers have the opportunity to engage students actively 

through the use of appropriate teaching strategies, with a focus on the potential benefits of 

using games. In the dynamic landscape of education, the quest for effective teaching methods 

is unending. Among the myriad strategies, interactive games emerge as a powerful tool to 

engage students, foster motivation, and transform the learning experience. From traditional 

board games to digital simulations, interactive games have the capacity to captivate minds, 

promote collaboration, and facilitate profound learning. This article explores the diverse 

dimensions of interactive games and their impact on education. 

Challenges in the teaching and learning process are attributed to factors such as class size, time 

constraints, and varying intellectual abilities. Recognizing these issues, teachers are 

encouraged to choose effective teaching strategies, and the study suggests that games can be 

one such strategy. Games are not only stress-alleviating activities but also support language 

learning creatively and communicatively. 

One of the perennial challenges in education is combating boredom. Traditional teaching 

methods often struggle to maintain students' interest, leading to disengagement. Interactive 

games, however, inject an element of excitement and novelty into the learning process. The 

very nature of games, with their inherent elements of competition, challenge, and reward, 

makes education an enjoyable adventure rather than a mundane task (Gee, 2003). 

Literature review: Building Collaboration and Communication: Interactive games are not just 

about individual achievement; they thrive on collaboration. Board games that require 

teamwork, digital platforms with multiplayer options, and classroom activities that involve 

group challenges all foster collaboration and communication skills. These games mirror real-

world scenarios, where success often depends on effective teamwork and communication 

(Steinkuehler & Duncan, 2008). 

Every student is unique, with distinct learning styles and paces. Interactive games offer a 

personalized approach to education, allowing students to progress at their own speed. Digital 
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games often come equipped with adaptive learning features, adjusting the difficulty level based 

on individual performance. This tailoring of learning experiences ensures that each student is 

appropriately challenged, maximizing the potential for growth (Squire, 2006). 

From Board to Bytes: The evolution of technology has expanded the realm of interactive games 

beyond traditional board games. Digital simulations, educational apps, and virtual reality 

experiences have taken interactive learning to new heights. These technological innovations 

not only enhance the immersive quality of games but also provide educators with versatile tools 

to cater to diverse subjects and learning objectives (Miller & Robertson, 2010). 

Gamification in Education: Gamification involves incorporating game elements, such as point 

systems, challenges, and rewards, into non-game contexts, like classrooms (Deterding et al., 

2011). This approach leverages the motivational aspects of games to encourage active 

participation and achievement. By introducing elements of competition and achievement 

tracking, educators can create a gamified learning environment that inspires students to excel 

(Anderson, 2013). 

Assessment and Feedback: Interactive games seamlessly integrate assessment into the learning 

process. Rather than relying solely on traditional exams, games offer continuous assessment 

through the observation of students' decisions, problem-solving skills, and collaboration 

efforts. Immediate feedback, a hallmark of many interactive games, allows students to learn 

from their mistakes and reinforces positive behaviors (Pivec, 2014). 

Real-World Application: The skills acquired through interactive games often extend beyond 

the classroom. Problem-solving, critical thinking, and decision-making are not just academic 

virtues; they are essential life skills. Games that simulate real-world scenarios prepare students 

for the challenges they may encounter in their future careers and personal lives (Gee, 2007). 

The study emphasizes the importance of English as a Foreign Language in Indonesia, 

highlighting its cultural and practical significance in the 21st century. The challenges faced in 

teaching English in Uzbekistan include a wide exposition of the mother tongue, limited access 

to communication, and the need for English proficiency in various fields. At its core, 

interactivity in education involves active participation, engagement, and collaboration 

((Deterding et al., 2011). Interactive games go beyond the passive absorption of information; 

they require students to make decisions, solve problems, and actively contribute to the learning 

process. Whether in a classroom setting or through digital platforms, these games create an 

environment where students become protagonists in their educational journey. 

The curriculum in Uzbekistan aims to address these challenges by emphasizing the 

development of language skills. Teachers are encouraged to be creative in selecting teaching 

materials and strategies, including the use of games. Games, as cooperative or competitive 

activities, have the potential to engage students, promote interaction, and enhance language 

skills. 

The chosen game for this study is "Find Someone Who …," which allows direct 

communication among students. The research aims to investigate the impact of this game on 

students' motivation to learn English and their linguistic complexity. 

Material & Methodology: The study involved 15 students aged 15 years old at the Wonders 

language Center. Data collection methods included observation, interviews, and 

questionnaires. The "Find Someone Who …" game was observed during class activities, and 

students were interviewed to gather their views on learning English through this game. An 

open-ended questionnaire provided additional supporting data. 
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Results and Discussion: Observations indicated that students actively participated in the "Find 

Someone Who …" game, moving around the class, asking questions, and taking notes. The 

interview and questionnaire responses revealed that students felt comfortable, did not 

experience anxiety, and were motivated by the activity. 

The study concludes that the implementation of the "Find Someone Who …" game effectively 

motivates students to learn English. The positive responses from students, as reflected in their 

active participation and lack of anxiety, highlight the potential of interactive games as a 

teaching and learning strategy. Interactive games represent more than just a break from 

traditional teaching methods; they embody a paradigm shift in education. By placing students 

at the center of their learning experience, these games inspire curiosity, fuel motivation, and 

cultivate skills that extend far beyond the confines of the classroom. As educators continue to 

explore innovative approaches, the role of interactive games in shaping the future of education 

cannot be overstated. The game is on, and the learning journey has never been more engaging. 

Interactive games play a crucial role in English as a Foreign Language (EFL) teaching, offering 

a myriad of benefits that enhance language acquisition and foster a positive learning 

environment. Here are some key reasons why interactive games are important in EFL teaching: 

Interactive games inject an element of fun and excitement into the language learning process, 

capturing students' interest and maintaining their motivation. The competitive and 

collaborative aspects of games create an immersive and enjoyable experience, making EFL 

lessons more engaging. Games require active participation from students, encouraging them to 

use the language in meaningful contexts. Whether it's through role-playing, problem-solving, 

or communication challenges, interactive games prompt students to apply their language skills 

actively, leading to more authentic and practical learning experiences. Interactive games 

provide a context-rich environment for language use. Instead of isolated vocabulary drills, 

games immerse students in situations where they must communicate, negotiate, and 

comprehend language in real-world scenarios. This contextual learning helps students grasp 

language nuances and improves their overall language proficiency. Many interactive games 

involve communication and collaboration among students. Whether it's discussing strategies, 

negotiating rules, or solving problems together, these games enhance students' speaking and 

listening skills. The interactive nature of games promotes effective communication in English, 

a vital skill in language learning. Games often introduce new vocabulary in a contextualized 

and memorable manner. Whether it's through word games, puzzles, or storytelling activities, 

students encounter and internalize new words within the context of the game. This dynamic 

approach to vocabulary expansion contributes to a deeper understanding and retention of 

language. Interactive games provide opportunities for grammar practice in a practical setting. 

Rather than focusing solely on rules and exercises, games incorporate grammar naturally into 

the gameplay. Through repeated exposure and application, students reinforce grammatical 

structures while having fun. Many language games involve cultural elements, exposing 

students to the nuances of language within cultural contexts. This not only enhances language 

comprehension but also promotes cultural awareness and sensitivity. Interactive games can 

serve as a bridge for students to explore and understand the cultural aspects of the English 

language. Interactive games are versatile and can be adapted to different proficiency levels, 

making them suitable for a diverse range of students. Whether working with beginners or 

advanced learners, teachers can tailor games to suit the linguistic needs and abilities of their 

students, ensuring a personalized and effective learning experience.  
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Conclusion: Games often provide immediate feedback, allowing students to learn from their 

mistakes and reinforce correct language usage. This instant feedback loop contributes to a more 

dynamic and responsive learning process, helping students internalize language patterns more 

effectively. The use of interactive games fosters a positive and collaborative classroom 

atmosphere. Students develop a sense of camaraderie as they work together towards a common 

goal. This positive environment contributes to a more conducive learning space, where students 

feel comfortable taking risks and experimenting with the language. In conclusion, interactive 

games are not just a supplemental aspect of EFL teaching; they are a powerful pedagogical tool 

that enhances language learning in a holistic and enjoyable way. By incorporating interactive 

games into EFL lessons, educators can create a dynamic and effective language learning 

experience for their students. 
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