e L o ISSN:3030-3621
Ta'lim innovatsiyasi va integratsiyasi

TEACHING NUMBERS, COLOURS, END BASIC CONCEPTS THROUGH
ENGLISH GAMES AND ACTIVITIES

Abduvoxidova Feruza Yo ‘lchi qizi
Chirchik State Pedagogical University
Faculty of Tourism

Methodology of English

3" year course student
feruzaabduvokhidova5@gmail.com
+998951663106

Scientific supervisor: Mukhabbat Anatolevna Yusupova
PhD, Associate Professor of Linguistics
and English Teaching methodology
Department, Faculty of Tourism,
Chirchik State Pedagogical University
m.yusupova@cspi.uz

+998901364849

Abstract

This paper examines effective methods of teaching numbers, colours, and basic
concepts to young learners through English games and interactive activities. The
research is based on modern pedagogical theories such as communicative language
teaching and constructivist approaches. The findings show that game-based learning
significantly improves students' motivation, participation, and vocabulary retention.
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Annotatsiya

Ushbu magola yosh o'quvchilarga ingliz tili o'yinlari va interaktiv mashg'ulotlar
orgali ragamlar, ranglar va asosiy tushunchalarni o'rgatishning samarali usullarini
o'rganadi. Tadgiqot kommunikativ til o'gitish va konstruktivistik yondashuvlar kabi
zamonaviy pedagogik nazariyalarga asoslangan. Natijalar shuni ko'rsatadiki, o0'yinga
asoslangan o'rganish o'quvchilarning motivatsiyasini, ishtirokini va so'z boyligini
saglashni sezilarli darajada yaxshilaydi.

Kalit so'zlar: yosh o'quvchilar, ingliz tilini o'qitish, ta'limiy o'yinlar, so'z
boyligi, ranglar, ragamlar, kommunikativ yondashuv.

AHHOTALUA

B nannoii cratee paccMarpuBaroTcs d(PQPEeKTUBHBIC METONBI 00YUYEHUS NeTel
MIIaJmIicero BO3paCTa 4YuCliaM, IBCTaM H 6330BBIM [MOHATHUAM C IIOMOIINBIO HI'P HaA
AHTJIMMCKOM SI3bIKE M HWHTEPAKTUBHBIX 3anaHui. lccnenoBaHne OCHOBAaHO Ha
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COBPCMCHHBIX IICAAIOTMYCCKUX TCOPUAX, TAKUX KaK KOMMYHHKaTHBHBIﬁ moaxoa K
O6y‘{€HI/IIO A3BIKY H KOHCTpYKTI/IBI/ICTCKI/Iﬁ IIOAXOM. Pe?)y.]IBTaTLI IIOKA3bIBAIOT, 4YTO
06yquHe C IMOMOIIBIO HIP 3HAYHUTCIBbHO IIOBLIIIACT MOTHBALWIO, BOBJICUCHHOCTDL
YHaIIUXCs U YIIYUIIACT 3allOMUHAHHUC CJIOBAPHOTO 3aIraca.

KiaroueBble cJioBa: [OHBIC YUYCHHUKH, HPCIIOoaAaBaHHC aHTJIUNCKOTO SA3bIKA,
Ppa3BUBAIOIINEC UI'PHI, JICKCUKA, IBETA, YUCJIA, KOMMYHI/IKaTI/IBHblf/'I Imoaxona.

Introduction

In modern education, teaching English to young learners has become
increasingly important. Children learn more effectively when they are actively
involved in the learning process. Games and interactive activities provide opportunities
for students to practice language in meaningful contexts. In the modern era of
globalization, learning foreign languages is becoming an important necessity for every
person. [1:113] In particular, English is widely used in many countries of the world as
a means of international communication. Therefore, great attention is also being paid
in the education system of Uzbekistan to teaching English to the younger generation
from an early age. [2:98] In the process of teaching English to students at the primary
education stage, the use of modern pedagogical technologies and innovative methods
Is of great importance.

Methodology

One of the most effective methods of teaching English to children is the use of game
technologies. Teaching through games increases students’ interest, encourages them to
actively participate in the learning process, and helps them acquire new knowledge
easily and effectively.[3:76] Especially primary school students easily accept learning
through games because at this age their interest, ability to imitate, and imagination are
highly developed. Examples of Interactive Games
1. “Click and Count” Game

In this game, students count the number of different colored and shaped objects
shown on the screen. For example, three red apples and two blue apples appear on the
screen. Students choose the correct number, and the correct answer appears on the
screen. This game helps reinforce numbers, colors, and counting in English.
2. “Color Match” Game

Students see objects of different colors on the screen. They must select the
correct color name. For example, they match a red card with the word “red.” This game
helps students remember colors in English and develop their visual memory.
3. “Shape Adventure” Game

Students identify and name different shapes on the screen such as circle, square,
triangle, and rectangle. Through this activity, shapes and basic geometric concepts are
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reinforced. The game is interactive, and when the correct answer is chosen, animations
and sound rewards appear.
4. “Interactive Storytelling”

In this activity, children participate in an interactive story. The characters in the
story perform different tasks, and students influence their actions. For example, a
character may need to find a number or a color, and students help by choosing the
correct answer. This game expands vocabulary and develops communication skills.

5. “Guess the Word” Game

The teacher shows a partially hidden object or color on the screen, and students
must name it completely. For example, if a partially hidden picture of an apple appears,
students write “apple.” This game helps develop speaking and vocabulary skills.

In the process of teaching English in primary education, increasing the
effectiveness of learning activities is one of the most important tasks of the pedagogical
process. [4:96] An effective lesson ensures that children acquire knowledge quickly
and firmly, develop their speaking and vocabulary skills, and increase their interest and
motivation toward the lesson.

Results

According to modern pedagogical approaches, the use of games, interactive
activities, role-playing games, and various didactic methods in the learning process
increases the effectiveness of students’ learning. [5:143] These methods not only
provide knowledge but also help develop students’ speaking activity and form
independent thinking skills. Therefore, studying the methodology of using games and
activities in teaching English is considered one of the important issues. Numbers and
colours are fundamental vocabulary elements. Games such as counting activities and
colour recognition tasks help students learn effectively. Basic concepts like size,
direction, and position can be taught through movement-based activities and interactive
exercises. The research demonstrates that interactive activities contribute to the
development of communicative competence. Many educational games require
collaboration, negotiation of meaning, and peer interaction. [6:198] These social
dynamics encourage learners to use language for authentic communication rather than
rote repetition. Consequently, students develop not only linguistic accuracy but also
pragmatic competence, which is essential for real-life communication.

Discussion

The findings of this study indicates that teaching numbers, colours, and basic
concepts through English games and interactive activities is an effective pedagogical
approach for young learners. The results derived from theoretical analysis and
pedagogical literature demonstrate that game-based learning significantly contributes
to the development of linguistic, cognitive, and socio-emotional skills. [7:87] From a
pedagogical perspective, one of the most significant outcomes of this research is the

&% https://journalss.org [ 147 ] 66-son_2-to’plam_Aprel -2026

-y
<Xz


https://journalss.org/

e L o ISSN:3030-3621
Ta'lim innovatsiyasi va integratsiyasi

confirmation that young learners acquire language more effectively in contexts that are
meaningful, engaging, and interactive. Unlike traditional teacher-centered instruction,
which often emphasizes memorization and mechanical repetition, game-based learning
facilitates active participation. [8:54] This aligns with constructivist learning theory,
which suggests that knowledge is constructed through experience and interac tion with
the environment.The analysis further reveals that the integration of games in teaching
fundamental language elements such as numbers and colours enhances vocabulary
retention. When learners are exposed to language input through visual, auditory, and
kinesthetic channels simultaneously, cognitive processing becomes more efficient.
[9:153] This multisensory learning approach strengthens memory encoding and
retrieval processes, resulting in improved long-term retention of lexical items.

Conclusion

It can be concluded that the use of games and interactive activities in teaching English
in primary education significantly increases the effectiveness of the learning process.
Such methods:

o Stimulate children’s interest;

« Ensure quick and solid acquisition of numbers, colors, and basic concepts;

« Develop speaking, vocabulary, and communication skills;

. Help apply knowledge through practical activities;

« Form teamwork and creative thinking skills.

It should be emphasized that organizing lessons using interactive and visual
methods while considering psychological characteristics, age, and interests makes the
pedagogical process highly effective. As a result, primary school students learn English
In an engaging, active, and practical way, which provides a strong foundation for their
future language learning.
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