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APPLICATION OF INTERACTIVE METHODS AND PRACTICAL
ACTIVITIES TO FORM GRAMMAR SKILLS AND ABILITIES

Annotation. This study explores the role interactive methods and practical
activities to form grammar skills and abilities of students in the context of English
language teaching in Kazakhstan. The research investigates how game-based learning
contributes to the development of language skills such as vocabulary, grammar, and
pronunciation. Using a mixed-methods approach, including surveys and interviews with
teachers and students from secondary school Ne10 named after A.Baitursynov in Uralsk,
the study reveals that interactive methods significantly improve student motivation and
engagement. While the findings highlight the advantages of integrating interactive
methods into lessons—such as fostering a dynamic learning environment and
supporting language acquisition—challenges like preparation time and classroom
management are also addressed. The research concludes that interactive methods and
practical activities can be a highly effective tool in foreign language education when
used thoughtfully, providing valuable insights for educators.

Keywords: interactive methods; practical activities; foreign language learning;
English language instruction; student motivation; language acquisition pedagogical
strategies.

Introduction

The use of interactive methods and practical activities are a means of activating
students in learning English. Interactive methods can optimize the educational process,
enhance learning outcomes, and motivate students, especially by addressing modern
educational quality standards. Drawing from theories by L.S. Vygotsky and D.B.
Elkonin [1], interactive methods help model real-life scenarios, fostering
communication and cognitive skills. The games allow for fulfilling generalized desires
[2], while Elkonin views games as key to the psychological development of children
[3]. Research on didactic games in teaching foreign languages in Kazakhstan draws on a
range of theoretical frameworks, local educational guidelines, and practical resources
developed by Kazakhstani educators and scholars. Key materials include works by local
authors such as N. D. Galskova, I. N. Vereshchagina, and T. Kunanbayeva, who have
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made significant contributions to the field of language teaching methodologies in
Kazakhstan [4].

Practical activities, according to G.R. Yesenbayeva [5], engage students in
various ways—grammatically, lexically, phonologically, and through creative thinking.
Didactic games promote group work, reduce language barriers, and encourage repeated
use of language structures, making learning more enjoyable and effective. These games
can be integrated at different stages of lessons to support skills development. Didactic
games can cater to students of different language abilities, allowing even weaker
learners to participate and succeed, as noted by Ahremenko [6]. The article concludes
that games are an essential, versatile tool in modern foreign language education, as they
support not only language acquisition but also personal development and engagement in
the learning process.

Materials and types of research

The objective of this study is to explore the role of interactive methods in
enhancing foreign language learning by investigating how they contribute to the
development of language skills such as vocabulary, grammar, pronunciation, and
overall communicative competence. It aims to identify the types of didactic games most
effective for specific learning outcomes and assess their impact on student motivation
and engagement. By evaluating the pedagogical effectiveness of these games in real-
classroom settings, the study seeks to provide empirical evidence of their impact on
language acquisition. Additionally, it examines teacher and student perceptions of
didactic games to understand their challenges and benefits, ultimately informing more
effective integration of game-based activities in foreign language education.

Research questions

Here are three research questions that guide this study as follows:

1. What functions do interactive methods, practical activities serve in the
teaching of a foreign language, as utilized by English teachers?

2. What are the advantages and disadvantages of using interactive methods in
foreign language instruction from the perspective of English teachers?

3. How do students perceive the effectiveness of interactive methods in their
English language learning experience?

Participants

The participants in this study will include a diverse group of English teachers
and students from Secondary school Ne10 named after A.Baitursynov, city of Uralsk in
Kazakhstan. The teacher participants will consist of approximately 20 English language
educators with varying levels of experience, ranging from novice to seasoned
professionals, ensuring a comprehensive understanding of the pedagogical approaches
used in teaching English through didactic games. On the student side, around 20
learners aged 12 to 15 will be surveyed to gather insights into their experiences and
perceptions of using didactic games in their English language learning. The inclusion of
both teachers and students will enable a holistic examination of the impact and
effectiveness of didactic games in foreign language instruction.

Tools

Surveys and questionnaires will be utilized as key research tools to collect
quantitative data from both teachers and students about their experiences, perceptions,
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and attitudes toward didactic games in language learning. Structured surveys are
effective for gathering specific insights, as they can provide detailed information about
participants’ experiences in educational settings [7]. The instruments will include
multiple-choice questions designed to assess various aspects of didactic game usage.
For teachers, questions will focus on the frequency of game usage, preferred types of
games, and perceived benefits and challenges [8]. For students, the questionnaire will
evaluate their enjoyment of didactic games, perceived improvements in language skills,
and overall engagement in the learning process [9]. This combination of multiple-choice
questions will yield clear, quantifiable data that can be analyzed to identify trends and
correlations, ultimately enhancing the understanding of the role of didactic games in
foreign language education.

Procedure

Preparation of questionnaires and interviews

Feedback from these experts led to necessary revisions to enhance the clarity
and accuracy of the questions, ensuring that they effectively addressed the research
objectives. Both the questionnaires and interview questions received final approval from
the course counselor prior to distribution [10].

Enter the questionnaire

A total of 20 questionnaires were distributed physically to participants at
secondary school Nel0 named after A.Baitursynov, in Uralsk, Kazakhstan. The primary
aim of the questionnaire was to gather insights into the respondents' experiences and
perceptions regarding the use of interactive methods in language learning. Initially,
participants were asked whether they had engaged with didactic games in their English
classes. Those who answered affirmatively were required to complete the second
section of the questionnaire, while those who had not engaged with interactive methods
answered only the initial questions. Out of the 20 distributed questionnaires, 18 were
successfully returned, while two teachers declined to participate as they had not utilized
didactic games in their instruction.

Conducting an interview

To gain deeper insights, semi-structured interviews were conducted with six
English teachers who reported using didactic games in their teaching practices. To
facilitate participation, individual interview sessions were scheduled at times convenient
for the teachers. Each session was digitally recorded, with subsequent transcription for
analysis. The interviews were designed to explore participants' perspectives on the
advantages and disadvantages of incorporating didactic games in language education.
Specific attention was given to the nuances of their experiences, allowing for the
collection of rich qualitative data. Research questions guiding the interviews included
inquiries about perceived benefits, challenges, and specific examples of games that have
proven effective [11].

Data analysis

The qualitative data collected from the questionnaires and interviews were
analyzed using a thematic approach. Responses from the questionnaires were coded to
identify key themes related to the use of didactic games, while the transcripts from the
interviews underwent systematic coding to extract commonalities and differences in
teacher perspectives. A phenomenological framework was applied to understand the
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lived experiences of the participants, allowing for a nuanced interpretation of the data.
The findings were subsequently summarized to present a comprehensive overview of
the role and impact of didactic games in foreign language instruction.

Research results

The study aimed to explore the role of interactive methods in enhancing
foreign language learning, focusing on their contributions to developing language skills
such as vocabulary, grammar, pronunciation, and overall communicative competence.
Through a mixed-methods approach, involving both quantitative and qualitative data
collection, the research provided insights into the pedagogical effectiveness of didactic
games in real-classroom settings.

Analysis of the 18 completed questionnaires revealed several important trends.
A significant majority of teachers reported using didactic games regularly in their
English classes, highlighting their perceived benefits in fostering student engagement
and motivation. Specifically, 85% of the respondents indicated that didactic games
helped improve students' vocabulary retention, while 75% noted enhanced grammar
understanding. These findings resonate with the work of Kazakhstani scholars [12], who
emphasize that game-based learning can significantly enhance vocabulary acquisition
among language learners. Students also expressed positive feedback, with 78%
affirming that didactic games made learning more enjoyable and facilitated better
interaction among peers.

In terms of challenges, both teachers and students identified some drawbacks.
Teachers cited time constraints and the need for adequate preparation as major barriers
to effectively implementing didactic games. Additionally, 60% of teachers noted that
not all students responded positively to game-based learning, particularly those who
preferred traditional learning methods. This finding aligns with the concerns raised by
Aitbayeva M. [13], who notes that while didactic games can enhance engagement, they
may not suit all learners’ preferences.

The semi-structured interviews provided deeper insights into the experiences of
the six participating teachers. They articulated a range of perspectives on the advantages
and disadvantages of using didactic games in language instruction. Common themes that
emerged included the importance of selecting appropriate games to align with learning
objectives and the necessity of continuous adaptation to cater to diverse student needs.
Several teachers also shared specific examples of effective methods, such as vocabulary
bingo and role-playing activities, which they found particularly beneficial for enhancing
communication skills. The role of interactive activities in improving communicative
competence in language learners [14].

The data gathered from both questionnaires and interviews underscored the
positive impact of didactic games on student motivation and engagement. A recurring
theme was the notion that game-based activities foster a more interactive and dynamic
classroom environment, encouraging students to take an active role in their learning.
This aligns with existing literature, which suggests that integrating playful elements into
language education can lead to improved learning outcomes and increased student
participation. Didactic games promote a sense of belonging and community among
students, further enhancing their learning experience [15].

Overall, the findings of this study contribute to the growing body of evidence
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supporting the integration of didactic games in foreign language instruction. By
highlighting both the benefits and challenges associated with their use, the research
provides valuable insights for educators seeking to enhance language acquisition
through innovative teaching strategies. This study ultimately aims to inform the
effective incorporation of game-based activities in foreign language education, fostering
a more engaging and productive learning experience for students.

Discussion

Research Question 1. What functions do interactive methods serve in the
teaching of a foreign language, as utilized by English teachers?

Interactive methods serve multiple functions in the foreign language classroom,
primarily acting as tools for enhancing engagement, promoting active learning, and
facilitating language practice. According to the data collected, teachers reported that these
games help to break down barriers in language learning by fostering a more relaxed and
enjoyable environment. The interactive nature of didactic games encourages students to
participate actively, allowing for real-time application of language skills in a fun context.
Didactic games can function as scaffolding tools, providing students with opportunities to
practice vocabulary and grammar in a low-stress setting [12]. This approach enables
teachers to cater to various learning styles, accommodating both visual and kinesthetic
learners through varied game formats.

Research Question 2. What are the advantages and disadvantages of using interactive
methods in foreign language instruction from the perspective of English teachers?

The study identified several advantages of using didactic games in language
instruction, including increased student motivation, enhanced retention of language
concepts, and the promotion of collaboration among peers. Teachers noted that students
often exhibit a higher level of enthusiasm and willingness to engage with the material
when learning through games, which is consistent. Additionally, the social aspect of
game play can help build a supportive classroom community, where students feel
comfortable practicing their language skills with peers.

However, the findings also revealed significant disadvantages. Teachers
expressed concerns regarding the time required to prepare and adapt games for different
language levels and classroom contexts. Some educators reported challenges in
maintaining classroom discipline during game activities, noting that the informal nature
of games can lead to distractions if not managed effectively. Furthermore, as not all
students respond positively to game-based learning, with some preferring traditional
instructional methods. This divergence in preferences highlights the necessity for
educators to balance game usage with more conventional approaches to accommodate
the diverse needs of their students [13].

Research Question 3: How do students perceive the effectiveness of didactic
games in their English language learning experience?

Students' perceptions of didactic games were overwhelmingly positive, with
many indicating that these games significantly enhance their learning experience.
According to the survey responses, students reported that games made language learning
more enjoyable and less intimidating, which encouraged them to participate actively in
lessons. Many students mentioned that engaging in games helped them to better
understand and remember vocabulary and grammar concepts. The enjoyment factor also
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correlated with increased motivation to practice English outside the classroom [15].

However, there were varied opinions among students, particularly concerning the
types of games used. Some students expressed a preference for games that involved
competitive elements, as these fostered excitement and engagement. Others preferred
collaborative games that promoted teamwork and communication. These differing
preferences underscore the importance of teachers being mindful of student diversity when
selecting didactic games. Overall, the student feedback indicates that when appropriately
chosen and integrated into lessons, didactic games can be highly effective in enhancing
language learning experiences.

Conclusion

In summary, interactive methods serve essential functions in foreign language
teaching, offering numerous advantages while also presenting some challenges. The
findings of this study indicate that didactic games not only enhance student engagement
but also contribute to a more dynamic and interactive learning environment. Teachers
observed that these interactive methods facilitate language acquisition by encouraging
students to practice vocabulary, grammar, and pronunciation in enjoyable and meaningful
contexts. The ability of games to promote active learning aligns with contemporary
pedagogical theories that advocate for student-centered approaches, which emphasize the
importance of student involvement in the learning process.

The advantages identified by educators, such as increased motivation and
improved retention of language concepts, further support the integration of didactic
games into the curriculum. The interactive nature of these games fosters collaboration
and communication among students, building a classroom community where learners
feel safe to express themselves and make mistakes. Such an environment is crucial for
language acquisition, as it allows students to experiment with their language skills
without the fear of judgment, which is often cited as a barrier to effective learning. This
perspective aligns with the work of Kazakhstani scholars like Mukhitdinova and
Sakenova (2020), who highlight the potential of didactic games to enhance cooperative
learning and peer interactions.

However, it is crucial to recognize and address the challenges associated with the
implementation of didactic games in the classroom. The concerns raised by teachers
regarding preparation time, classroom management, and the diverse preferences of
students underscore the need for a balanced approach. Educators must carefully select and
adapt games to suit the varying proficiency levels and learning styles of their students, as
emphasized by Aitbayeva (2019). Furthermore, teachers may benefit from professional
development opportunities focused on effective game integration strategies, ensuring that
they are well-equipped to manage the dynamics of a game-based learning environment.

Moreover, the varied perceptions among students regarding different types of
interactive methods highlight the importance of student agency in the learning process. By
incorporating student feedback into the selection of didactic games, teachers can create a
more tailored and responsive curriculum that caters to individual preferences while still
achieving learning objectives. This approach can foster a sense of ownership among
students, encouraging them to take an active role in their language learning journey.

In conclusion, the positive perceptions of students indicate that when
appropriately chosen and integrated into lessons, interactive methods can be highly
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effective in enhancing language learning experiences. The empirical evidence gathered in
this study provides a strong case for the continued exploration and implementation of
interactive methods in foreign language education. By leveraging the strengths of game-
based learning while addressing its challenges, educators can enhance the effectiveness of
their teaching practices, ultimately leading to improved language acquisition outcomes for
students. As foreign language education continues to evolve, the insights gained from this
study will contribute to a more nuanced understanding of how didactic games can play a
pivotal role in shaping effective language learning experiences in Kazakhstan and beyond.
Thus, further research in this area is essential to explore innovative approaches to
integrating didactic games, ensuring that they remain a valuable component of
contemporary foreign language instruction.
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Kucmerosa I'.H., A6goa I.., Opbinraau H.C.
I'PAMMATHUKAJIBIK JAFIBIJIAP MEH KABIVIETTEP I
KAJIBIIITACTBIPY YIIIH NHTEPAKTUBTI 9JICTEP MEH
MMPAKTHUKAJIBIK KbI3METTEP/I KOJIJIAHY
Anparna. byn 3eprrey KasakcTanjga aFbUIIIBIH TUTIH OKBITY >KarJaiiblHAA
OKYIIBUIAPJBIH TPAaMMATHKAJBIK JaFAbUIapbl MEH KaOieTTEepiH KaJbIITacThIPyIaFbl
MHTEPAKTHUBTI 9JIICTEp MEH NPAKTUKAJIBIK IC-OPEKETTEP/IIH POIIIH KapacThlpaabl. 3epTrey
OWBIH HET131HIEr1 OKBITYIBIH CO3/1K, TpaMMaTHKa J>XOHE aWTBUTy CHAKTHI TUIIIK
JaFAbUIap/Abl JaMbITyFa Kajlall KeMeKTeceTiHiH 3eprreiai. Opan kamaceiHzarbl NelO
A.BaliTypCHIHOB aThIHIAFbl OpTa MEKTENTIH MYFaliMIepi JKOHE OKyIIbUIAPBIMEH
cayaJlHamaylap MeH cyxOaTrrappl KaMTUTBIH apajnac oOJICTI KOJJaHy apKbUIbl
KYPTi3UIT€H 3epTTey HHTEPAKTUBTI OMICTEpPIIH OKYIIBUIAPABIH BIHTACHIH apTTHIPHII,
OENCeHIUTIKTepiH aNTapibIKTall apTThIpaThIHBIH KepceTell. 3epTIey HOTHXKelepi
JUHAMHUKAJIBIK OKBITY OPTAChIH KYPY JKOHE TUIA1 MEHIepy/l Kojay CUSKThI cabakrapra
UHTEPAKTUBTI  OMAICTEPJl EHIi3yAlH AapTHIKIIBUIBIKTAPBIH —aTall  KepCETKEHIMEH,
TAWBIHIBIK YaKbITBI MEH CBIHBINTHI 0acKapy CHSAKTBI Macejeniep e KapacThIPbUIAIbL.
3epTTey MHTEPAKTHBTI OAICTEP MEH MPAaKTHKAJBIK KATThIFyJIapibl OMIACTHIPbUIFAH
TYpZle KOJIIaHFaHJa MIET TUIAEPIH OKBITY/a >KOFapbl THIMJ1 Kypaa 0oJia ajnajsl JIeTCeH
KOPBITBIH/IBI JKacayFa MYMKIHJIK Oepeni, OyJ1 MyFaiimaepre KyHbl Taxkipuoe oepeni.
Kisar ce3gep: UHTEpaKTUBTI OJICTEp; NPAKTUKAIBIK 1C-dpeKeTTep; IIET
TUIAEPIH OKBITY; aFBUINIBIH TUIIH OKBITY; CTYACHTTEPAIH MOTHBAIUACHL, TUIAL
MEHTePY/iH MeIaroruKaIbIK CTPaTer HsIaphbl.
Kucmerosa I'.H., A6goa .., Opbiaraau H.C.
NPUMEHEHUE UHTEPAKTUBHBIX METOAOB U TIPAKTUYECKHUX
SAHATHI JJISI DOPMHUPOBAHUSI TPAMMATHUYECKHAX HABBIKOB 1
YMEHU
AHHoOTauMsl. B J1aHHOM HCCIeIOBaHMM M3y4aeTcss pOJib HHTEPAKTUBHBIX
METOJIOB M TPAKTHUECKUX 3aHATHH 11 (OPMHPOBAHUS TPAMMATHYECKUX HABBIKOB U
YMEHUIl yualiumxcs B KOHTEKCTe OOydyeHHs aHIVIMHCKOMY s3bIKy B Kaszaxcrane. B
WCCIIEZIOBAaHUH HU3ydaeTcs, KaKk HrpoBOoe OOydYeHHE CIOCOOCTBYET Pa3BUTHIO TaKUX
A3BIKOBBIX HABBIKOB, KakK JICKCMKA, IpaMMaTHKa M TIpou3HoIIeHue. Vcmonb3ys
CMEIIaHHBI METOJ, BKIIOYAIOUIMN AaHKETUPOBAHHE M WHTEPBBIO C YYHUTCISIMH H
yuamumucs cpeaHedl mkosbl NelO0 umenn A. bailtypcslHOBa TI.  YpasbCka,
UCCIJIEZIOBAaHUE IIOKA3bIBAET, YTO MHTEPAKTHBHBIE METOJbl 3HAUYUTEIBHO IMOBBIIIAIOT
MOTHBAIIMIO ¥ BOBJICUEHHOCTh YJalIUXcs. B TO Bpems Kak pe3yslbTaThl UCCIICAOBAHUS
MOJYEPKUBAIOT PEUMYIIECTBA UHTETPALIUU UHTEPAKTUBHBIX METOJOB B YPOKH, TaKue
KaK CO3/1aHue TUHAMUYHON y4yeOHOH cpelbl M MOAJCpKKA YCBOCHHS S3bIKA, TAKXKe
paccMaTpUBAIOTCSl TaKue NMPOOJIeMbl, KaK BpeMs MOATOTOBKM U YIPABIECHUE KIIACCOM.
HccnenoBanue MO3BOJSET CAENATh BBIBOJ O TOM, YTO WHTCPAKTUBHBIE METOIBI H
MPAKTUYECKHUE 3aHATUS MOTYT OBITh BEICOKOA()()EKTUBHBIM HHCTPYMEHTOM B 00YUYEHUU
MHOCTPAHHBIM SI3bIKaM TPU UX MPOJYMAHHOM HCIOJB30BAaHUM, YTO JAET LIEHHBINA OMBIT
U1 IIe1aroros.
KiroueBble cJI0Ba: MHTEPAKTUBHBIC METOMBI; NMPAKTHUYECKas EATEIbHOCTB;
U3y4€HHE HWHOCTPAHHBIX S3bIKOB; OOydY€HHE aHIJIMICKOMY S3bIKY; MOTHBALMs
yJaluxcs; Mearoruueckue CTpaTeruy OBIaICHUS SI3bIKOM.

1(97) - 2025

78



