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Game-based learning This study explores the integration of games as an effective strategy for

English language teaching (ELT)  teqching English as a second or foreign language. It focuses on three key
Jigsaw activities

Faleytag activities—jigsaw puzzles, role-playing, and board games—and evaluates

Educational board games their impact on student engagement, language skills development, and
knowledge retention. The findings reveal that games significantly
enhance critical thinking, teamwork, speaking fluency, and vocabulary
acquisition while creating an interactive and enjoyable learning
environment. Although challenges such as ensuring equitable
participation and providing clear instructions were identified, these can be
addressed through careful planning and teacher training. The study also
highlights the potential of digital game-based learning in expanding
access to interactive education, particularly in remote and hybrid settings.
This research emphasizes the transformative power of games in fostering
not only linguistic proficiency but also a lifelong love for learning among
students.

Introduction

Teaching English as a second or foreign language (ESL/EFL) has always been a complex and evolving
challenge, particularly in today’s globalized and fast-paced world. While traditional teaching methods such
as rote memorization, grammar drills, and textbook-based instruction have been the norm for decades, they
often fall short in engaging students and fostering a deep understanding of the language. Such approaches,
though effective for some learners, can lead to disengagement, lack of motivation, and a limited ability to
use English effectively in real-life contexts.

To address these challenges, educators are increasingly turning to innovative strategies that make
learning more dynamic, interactive, and meaningful. One of the most effective approaches is the integration
of games into English language teaching. Games, whether physical, digital, or task-based, offer a wealth of
opportunities to create an engaging and stimulating learning environment. They allow students to learn and
practice English in a context that feels natural, enjoyable, and relevant to their lives. Games can transform
the classroom from a rigid space of rules and repetition into a collaborative and explorative arena where
students feel encouraged to experiment with the language, make mistakes, and learn from them.

Moreover, the pedagogical benefits of games are well-documented in educational research. Games
foster collaboration, critical thinking, and problem-solving skills while also enhancing language retention
and fluency. Activities such as jigsaw puzzles, role-playing scenarios, and interactive board games not only
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target linguistic skills like vocabulary acquisition and grammar comprehension but also improve soft skills
like teamwork, communication, and adaptability. These activities provide an immersive environment where
learners use English to solve problems, negotiate meanings, and achieve shared goals, which mirrors real-
world communication.

Jigsaw activities, for instance, divide a task into smaller, manageable pieces that students must
combine to complete the larger picture. This promotes active engagement with the material, encourages
peer-to-peer learning, and ensures that every student plays a vital role in the process. Role-playing games
simulate real-life situations, such as ordering food at a restaurant or conducting a job interview, helping
learners practice language skills in authentic contexts. Similarly, vocabulary and grammar board games add
an element of fun and competition, motivating students to participate enthusiastically while reinforcing
essential language structures.

The integration of games into the curriculum is especially effective for younger learners, who often
find traditional lessons monotonous. However, the approach is equally impactful for adult learners, as it
creates a relaxed and less intimidating environment where they feel more confident experimenting with the
language. Furthermore, games cater to a variety of learning styles, making them a versatile tool for
addressing diverse classroom needs. Visual learners benefit from games with graphic elements, auditory
learners thrive in activities that involve listening and speaking, and kinesthetic learners excel in physically
interactive games.

This article aims to explore the potential of using games as a core strategy for teaching English. It
examines the theoretical underpinnings of game-based learning, highlights practical examples of games
that can be incorporated into the classroom, and evaluates their impact on learner engagement, language
proficiency, and overall academic performance. By analyzing both the opportunities and challenges of this
approach, the article seeks to provide educators with actionable insights and strategies to make English
language learning more effective, enjoyable, and sustainable for students of all ages and proficiency levels.

Methods

This study explores the integration of games into English language teaching through a qualitative approach,
focusing on three popular activities: jigsaw activities, role-playing, and board games. These methods were
applied in classrooms over a six-month period, involving learners aged 10—18. Data were collected through
classroom observations, surveys, and interviews with both teachers and students to assess the effectiveness
of these activities in promoting engagement and language acquisition.

1. Jigsaw Activities

Jigsaw activities involve dividing a task into smaller components, which students must collaboratively
assemble to achieve the larger objective. This method fosters active engagement and teamwork,
encouraging students to interact in English to complete their shared goal.

e Example: A text about cultural traditions was divided into sections. Each group of students
analyzed one section, summarized key ideas, and then combined their insights with others to
synthesize the complete text. This process required the use of reading, summarizing, and speaking
skills.

2. Role-Playing
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Role-playing activities immerse students in simulated real-life scenarios, helping them practice dialogues
and develop confidence in using English for authentic communication. This method focuses on speaking
and listening skills in a dynamic and interactive environment.

o Example: A restaurant scenario was created where students took turns being servers and customers.
They engaged in ordering, recommending, and asking about food, practicing relevant vocabulary
and sentence structures.

3. Board Games

Board games are used to teach and reinforce vocabulary and grammar while introducing an element of fun
and competition. These activities motivate learners and provide an enjoyable way to practice language
skills.

e Example: A modified version of "Snakes and Ladders" required players to answer grammar or
vocabulary questions correctly to progress on the board. The game facilitated peer learning and
improved retention of key concepts.

The data collection process involved direct observations during these activities, as well as feedback from
both teachers and students. Surveys measured student engagement and perceived effectiveness, while
interviews provided qualitative insights into the advantages and challenges of incorporating games into the
classroom.

This study builds on previous research that highlights the pedagogical value of games in language
learning (Mahmoud & Tanni, 2014; Shahriarpour, 2014) and aims to offer actionable strategies for
educators to enhance teaching effectiveness through interactive methods.

Results

The findings of this study underscore the transformative impact of incorporating games into English
language teaching. The data reveal significant improvements in student engagement, skill acquisition,
collaboration, and knowledge retention. Each of these areas is elaborated below:

1. Engagement

One of the most striking outcomes of the study was the substantial increase in student engagement. Surveys
indicated that 90% of students found lessons involving games more enjoyable and stimulating compared to
traditional teaching methods. Students reported feeling more motivated to participate, as games created an
energetic and inclusive atmosphere. Observational data corroborated these findings, showing heightened
levels of enthusiasm and active participation during game-based sessions. For example, students displayed
visible excitement when competing in vocabulary board games or collaborating in jigsaw activities, with
many describing the sessions as "fun and challenging."

2. Skill Improvement
The integration of games had a profound effect on the development of language skills:
e Jigsaw Activities: These significantly enhanced reading and summarizing abilities. Students

demonstrated improved comprehension of texts, as the collaborative nature of the activity
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encouraged them to analyze, discuss, and synthesize information actively. Teachers observed
noticeable progress in students’ ability to extract key ideas and communicate them effectively to
peers.

¢ Role-Playing: This approach greatly improved speaking fluency and confidence. Students engaged
in scenarios that mimicked real-life situations, such as dining at a restaurant or navigating a
marketplace. Post-activity feedback showed that learners felt more comfortable using English in
authentic contexts, with some reporting reduced anxiety about making mistakes in front of peers.

3. Collaboration

Games fostered a strong sense of teamwork and cooperation among students. Collaborative activities like
jigsaw tasks required students to rely on one another to achieve a shared goal. Classroom observations
revealed frequent instances of peer-to-peer teaching, where more advanced students supported those who
struggled. This not only strengthened interpersonal relationships but also created an inclusive learning
environment where every participant felt valued. Teachers noted that quieter students, who often hesitated
to contribute in traditional lessons, became more vocal and engaged during game-based sessions.

4. Retention

The use of games also demonstrated a significant positive impact on knowledge retention. Tests conducted
after game-based lessons showed a 25% increase in retention rates compared to lessons delivered through
traditional methods. This improvement is attributed to the interactive and enjoyable nature of games, which
made learning memorable and less stressful. For instance, vocabulary learned through board games or
grammar concepts reinforced during role-playing activities were recalled more accurately in subsequent
assessments.

Additional Observations

Teachers reported that games not only improved linguistic outcomes but also contributed to the
development of critical thinking, problem-solving, and social skills. Students were more willing to
experiment with language, take risks, and learn from their mistakes in a non-judgmental setting. However,
the effectiveness of game-based learning depended heavily on clear instructions, well-designed activities,
and balanced participation among students, highlighting the importance of thoughtful planning by
educators.

Overall, the findings highlight the potential of games to revolutionize English language teaching by making
lessons more engaging, interactive, and effective in fostering language development and learner confidence.

Discussion

The results of this study emphasize the versatility and effectiveness of using games as a core strategy in
English language teaching. By transforming traditional classroom practices into interactive and engaging
experiences, games address several pedagogical challenges while fostering skills that go beyond language
acquisition. This discussion explores the practical applications, strengths, and challenges of jigsaw
activities, role-playing, and board games, supported by previous research and framed within the broader
context of language education.

Jigsaw Activities: Enhancing Critical Thinking and Teamwork
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Jigsaw activities demonstrated significant potential in promoting critical thinking, collaboration, and
reading comprehension. By dividing tasks into smaller, manageable components, students were required to
analyze, synthesize, and share information to achieve a common goal. This not only improved reading skills
but also encouraged active participation and peer-to-peer learning. As noted by Babazade (2024),
collaborative approaches like these align with active learning strategies that increase student engagement
and retention.

For example, in activities centered on cultural texts, students analyzed distinct sections before
collaborating to reconstruct the full narrative. This process required them to use English actively and
critically, enhancing comprehension and communication skills. However, ensuring that all students
contribute equitably remains a challenge, as dominant learners may overshadow quieter participants.
Strategies such as assigning specific roles and offering clear instructions can mitigate this issue, as
suggested by Mahmoud and Tanni (2014), who highlighted the need for structured collaboration in group-
based activities.

Role-Playing: Bridging Classroom Learning and Real-Life Use

Role-playing emerged as a particularly effective method for developing speaking fluency and confidence.
By immersing students in simulated real-life scenarios, such as dining at a restaurant or participating in a
job interview, role-playing facilitated authentic language use in a controlled environment. This aligns with
findings by Shahriarpour (2014), who reported increased motivation and practical language application in
learners engaged in digital role-playing games.

Students reported feeling more confident in using English for real-world interactions, while
teachers observed notable improvements in pronunciation and vocabulary usage. Role-playing activities
catered to diverse linguistic needs and provided a safe space for learners to practice without fear of
judgment. However, designing engaging and relevant scenarios requires significant preparation on the
teacher’s part, a challenge also highlighted by Armstrong and Georgas (2006). Furthermore, ensuring equal
participation is essential, as some students may hesitate to engage. Rotating roles and incorporating
supportive feedback mechanisms can help address this challenge effectively.

Board Games: Making Learning Fun and Interactive

The use of board games introduced an element of competition and enjoyment, making learning more
appealing for students across different age groups and proficiency levels. Vocabulary and grammar-focused
games, such as a modified "Snakes and Ladders," turned rote exercises into dynamic and memorable
activities. Research by Mirzayev (2024) underscores the role of interactive methods in enhancing student
motivation and linguistic accuracy, particularly in ESL contexts.

Board games facilitated multi-sensory learning by combining visual, auditory, and kinesthetic
elements, which contributed to higher retention rates. Teachers observed that students were more likely to
recall vocabulary and grammar rules learned through games, consistent with findings by Wang et al. (2018),
who highlighted the cognitive benefits of game-based learning in educational settings. However, poorly
designed games or unclear rules can lead to frustration and disengagement, underscoring the need for
careful planning and iterative testing by educators.

Addressing Challenges: Clear Instructions and Equitable Participation
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Despite their numerous benefits, games also present certain challenges that educators must address to
maximize their effectiveness. Clear instructions are essential, as confusion about game mechanics or
objectives can detract from the learning experience. Teachers must allocate time to explain rules thoroughly,
particularly in classrooms with diverse proficiency levels. According to Daher, Anabousy, and Alfahel
(2022), well-structured activities are critical for maintaining student engagement in collaborative and
technology-enhanced learning environments.

Equitable participation is another critical concern, especially in group-based or competitive
activities. Dominant students may inadvertently exclude quieter or less confident peers, diminishing the
collaborative nature of the activity. Assigning roles, rotating responsibilities, and creating mixed-ability
teams can help balance contributions and ensure inclusivity, as noted by Subrahmanyam and Bandu (2021)
in their study on task-based language teaching.

Broader Implications for Language Education

The implications of this study extend beyond the immediate classroom context, offering valuable insights
into the broader field of language education. Games are not merely a supplementary tool; they represent a
paradigm shift toward more experiential and student-centered learning approaches. As highlighted by
Alisoy (2023), interactive methods like concept mapping and game-based learning foster deeper
engagement and long-term retention of linguistic knowledge.

The adaptability of games makes them suitable for a wide range of educational settings, from
primary schools to adult learning programs. Moreover, the integration of digital games and platforms holds
immense potential for expanding access to game-based learning, particularly in hybrid or remote education
models. For instance, online role-playing games and virtual collaborative puzzles can replicate the benefits
of in-person activities while reaching geographically dispersed learners (Dixson, 2010).

Limitations and Future Directions

While the findings highlight the efficacy of games in language learning, it is important to acknowledge
their limitations. The effectiveness of game-based learning depends on factors such as classroom size,
teacher expertise, and available resources. In under-resourced environments, implementing certain
activities may pose logistical challenges, as noted by Babazade (2024) in their study on blended learning
models.

Future research could explore the long-term impact of games on language proficiency, particularly
in comparison to traditional methods. Additionally, the role of emerging technologies, such as augmented
reality and gamification, warrants further investigation. As digital tools continue to evolve, they offer new
opportunities for creating immersive and engaging language learning experiences.

Conclusion

Games have proven to be a transformative tool in English language teaching, capable of revitalizing
traditional classrooms into dynamic and interactive learning environments. By incorporating activities such
as jigsaw puzzles, role-playing scenarios, and board games, educators can address multiple aspects of
language acquisition, including vocabulary building, grammar reinforcement, reading comprehension, and
speaking fluency. Beyond these linguistic benefits, games also foster critical thinking, teamwork, and a love
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for learning, creating a well-rounded and engaging educational experience for learners of all ages and
proficiency levels.

Jigsaw activities stand out for their ability to promote collaboration and critical analysis, while role-
playing bridges the gap between classroom learning and real-world application. Board games, with their
emphasis on fun and competition, motivate students to participate actively and retain language concepts
more effectively. The versatility of these methods ensures their applicability in diverse educational settings,
from primary schools to adult learning programs.

However, the study also highlights the importance of thoughtful implementation. Clear instructions,
equitable participation, and alignment with curricular goals are essential to maximize the impact of game-
based learning. Teachers must carefully plan activities, adapt them to their students’ needs, and continuously
assess their effectiveness in achieving learning outcomes.

Looking forward, digital game-based learning presents an exciting avenue for further exploration.
Technologies such as gamified learning platforms, virtual reality, and augmented reality could redefine the
boundaries of what is possible in remote and hybrid education. Future research should investigate how these
tools can enhance the accessibility, scalability, and effectiveness of game-based learning, ensuring that its
benefits reach learners across various contexts and regions.

In conclusion, games represent a powerful and adaptable approach to English language teaching,
one that not only supports academic success but also cultivates a lasting enthusiasm for language learning.
As educators continue to innovate and embrace interactive methodologies, game-based learning will
undoubtedly remain a cornerstone of effective language education.
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