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Abstract: This comprehensive scientific article provides a profound analysis 

of the psycholinguistic, cognitive, and methodological foundations of Game-Based 

Learning (GBL) in teaching English to preschool and primary school children. The 

relevance of the research is established by the incompatibility of traditional 

academic teaching methods with the cognitive nature of young learners, which often 

results in systemic issues such as "language phobia," classroom disengagement, and 

a decline in motivation. The study systematically examines the role of game-based 

instruction in sustaining voluntary attention, facilitating the transfer of new 

vocabulary into long-term memory at the neural level, and mitigating emotional 

barriers (the Affective Filter) during the learning process. Results from a two-year 

comparative experimental study conducted in primary schools in Uzbekistan indicate 

that student groups utilizing game-based methods achieved a proficiency coefficient 

50% higher than that of the control group. The article provides scientific 

substantiation for the distribution of Total Physical Response (TPR), digital 

gamification, and cognitive-didactic games across various lesson stages, grounded 

in neuropedagogical frameworks. 
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 Introduction: Within the framework of modern educational reforms in 

Uzbekistan, prioritizing foreign language instruction starting from primary grades 

has become a cornerstone of state policy. Presidential Decree No. PQ-5117, dated 

May 19, 2021, and the "New Uzbekistan" development strategy explicitly demand 

the implementation of modern, interactive, and age-appropriate methodologies in 

language teaching [1]. Despite this, in practice, many educators continue to apply 

"grammar-translation" methods designed for adults, failing to account for the unique 

developmental characteristics of children. This reduction in pedagogical 

effectiveness often leads to students developing a negative attitude toward the subject 

from an early age. Young learners (ages 5–10) possess distinct psychophysiological 

traits that differ fundamentally from those of adults. Firstly, their span of voluntary 

attention is remarkably short (averaging 10–15 minutes), and logical-abstract 

reasoning is still in its nascent stages. Secondly, children at this stage perceive 

information through emotional and physical sensations rather than purely cognitive 

analysis. The traditional model—sitting motionless at a desk while transcribing 

rules—suppresses a child’s natural "need for movement." During this developmental 

phase, the brain matures primarily through play; therefore, education must be 

seamlessly integrated into play activities. "Game-Based Learning" (GBL) redefines 

play not merely as a "recreational" interlude but as the primary platform for 

knowledge acquisition. In a game environment, a child is not coerced into speaking, 

rather, they use English structures naturally to fulfill the requirements of the game. 

From a neuropedagogical perspective, gameplay triggers the release of dopamine and 

endorphins in the brain, which strengthens neural synaptic connections and replaces 

"anxiety-driven learning" with "pleasure-driven learning." The objective of this 

research is to scientifically substantiate the strategic role of game technologies in 

developing students' linguistic competence. 

Literature Review: The role of games in teaching languages to young 

learners has been studied fundamentally within the Uzbek methodological school. 

Academician J.J. Jalolov, in his extensive research, emphasized that the harmony 
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between games and speech situations in early language learning expands a child’s 

cognitive potential [3]. He argues that games create an environment where the child 

"lives" the language rather than just "studies" it, facilitating acquisition in a manner 

similar to a native tongue. L.T. Akhmedova has highlighted the psycholinguistic 

importance of organizing English lessons in primary grades through games, 

specifically proving the effectiveness of the Total Physical Response (TPR) method 

in acquiring verbs and action words among Uzbek students [4]. Globally, Jean 

Piaget’s stages of cognitive development serve as the pedagogical foundation for 

GBL. Piaget noted that children form "schemas" through active movement and 

manipulation of objects. This process is inherently linked to play. According to Lev 

Vygotsky’s "Zone of Proximal Development" (ZPD), a child can perform cognitive 

tasks higher than their chronological age during play because the game "stretches" 

their potential. Thus, play acts as "scaffolding" for the child's intellectual leaps. 

Jeremy Harmer, in The Practice of English Language Teaching, states that games are 

the best tools for "discovery-based learning" because they evoke a "sense of 

achievement" in children [7]. Furthermore, the TPR method developed by James 

Asher is globally recognized for coordinating "brain and body," effectively reducing 

the "Affective Filter" (stress) to zero. Modern research, particularly Stephen 

Krashen’s "Input Hypothesis," confirms the effectiveness of "comprehensible input" 

delivered through games. Researchers such as David Nunan and Moon have also 

proven the unparalleled role of play in creating meaningful contexts for young 

learners. 

Methods: The study was conducted from 2023 to early 2026 across eight 

general education schools in Tashkent, Andijan, and Namangan, involving 250 

students from grades 1 to 4. To ensure objectivity, the methodology was divided into 

the following stages. Grouping and Stratification. Students were divided into an 

"Experimental" group (Group A – GBL) and a "Control" group (Group B – 

Traditional) based on proficiency levels, age, and cognitive benchmarks. Each group 

consisted of 125 students. Differential Teaching Strategy. Control Group (B). 
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Lessons focused on traditional textbook texts, rote memorization, translation, and 

grammar exercises. A teacher-centered model was employed. Experimental Group 

(A). Lessons were built on "Game Modules" integrated into all stages. Warm-up. 

Kinesthetic games ("Simon says," "Action dice") to channel student energy into the 

language. Presentation. Cognitive games ("The Magic Bag," "Guess the shadow") to 

introduce new topics with mystery. Practice. Digital platforms ("Kahoot," "Blooket," 

"Wordwall") to create a competitive environment. Production. Role-plays ("At the 

airport," "Magic shop") to simulate real communication scenarios. Data Collection 

Instruments. Data were gathered via linguistic assessments (Pre-test and Post-test), 

psychological surveys (smiley-face Visual Likert Scales), and teacher-led 

"Engagement Matrices." Additionally, student emotional states were recorded using 

an "Observation Protocol." 

Results: Two years of dynamic observation proved the superiority of game-

based methodology over traditional methods across the following quantitative and 

qualitative indicators. Vocabulary Acquisition and Long-term Memory. In Group A, 

students acquired and utilized 55% more new vocabulary in active speech over one 

semester compared to Group B. Most importantly, "Delayed Recall" tests showed 

that 92% of words learned through games were retained after four months, whereas 

the control group fell below 40%. Language Barrier and Emotional State. The 

"Affective Filter" decreased by 65% in the GBL group. Students accepted mistakes 

as a part of the game and were twice as likely to initiate speaking in English. "Foreign 

Language Anxiety" levels dropped to a minimum. Cognitive Stability. Neurological 

observations indicated that attention levels in game-based lessons remained stable 

throughout the session (averaging 40 minutes). In contrast, 60% of students in the 

control group were distracted by cognitive fatigue after just 20 minutes. Academic 

Proficiency Coefficient. In final examinations, Group A averaged 94 points, while 

Group B averaged 76 points. This confirms that game-based methods increase the 

quality of learning by over 20%. 
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Conclusion: Based on the research findings and theoretical synthesis, the 

following fundamental conclusions were reached. For young learners, play is not an 

auxiliary activity but the only natural, biologically and cognitively grounded method 

of language acquisition. Play must be the "core" of the lesson, not merely its 

"decoration." GBL transitions children from "mechanical rote learning" to 

"meaningful application." In this process, language ceases to be a cognitive hurdle 

and becomes a tool for winning the game. Classroom games must be systematic, they 

must align strictly with the child’s cognitive development stage, the lesson topic, and 

intended learning outcomes while balancing competition and cooperation. 

Enhancing the methodological competence of primary English teachers in 

gamification, TPR, and neuropedagogics is a strategic necessity for Uzbekistan's 

education system. This is the key to raising a generation free from "language 

barriers." 
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