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Anotatsiya: Ingliz tilini o ‘rganish jarayonini gizigarli va samarali gilish uchun
o0 ‘yinlar va interaktiv tadbirlar muhim vositalar hisoblanadi. Ushbu maqolada, ingliz
lug ‘atini o ‘rgatishda o ‘yinlarning va turli interaktiv faoliyatlarning foydaliligi tahlil
gilinadi. O ‘yinlar va interaktiv metodlar nafagat o ‘quvchilarning e‘tiborini jalb giladi,
balki til o°‘rganish jarayonini ko ‘ngilochar va samarali giladi. Maqolada, lug ‘atni
0 ‘rgatishning o ‘yin asosida tashkil etilgan yondashuvlari, interaktiv faoliyatlar va
metodlar hagida so z boradi, shuningdek, bu yondashuvlarning o ‘quvchilarga ganday
foyda keltirishi va ularning til o ‘rganish ko ‘nikmalarini qanday rivojlantirishi ):ko ‘rib
chigiladi.

Kalit so'zlar.Ingliz tili, lug‘at o‘rganish, o‘inlar, interaktiv tadbirlar,
o ‘quvchilar, metodlar, ko ‘nikmalar, samaradorlik, til o ‘rganish, o ‘gitish metodikasi.

Annomayun. UVcnonvzosanue uep U UHMEPAKMUBHLIX  MeEPONPUSMUL
ABNAEMCSL BANCHBIM UHCIMPYMEHMOM 015 I Hexmusnoco 00yueHUss aHeTUUCKOMY
A3bIKY, ocobenno 6 uacmu usydeHus cioeapHoco 3anacda. B oanmnou cmamove
paccemampueaemcs 3HAYUMOCMb Ucp U UHMepaKnu6Hblx Memooos 8 npoyecce
O6yll€H1/l}Z AHSTUUCKUM CILOBAM. Hepbl He MOJIbKO npueiexarom 6HUMAHUe y4aujuxcs,
HO U nomozcarom 3aKpenums mamepuail, noeovliiasi unmepec K 06yquw0. B cmamuve
NOOPOOHO  AHANUBUPYIOMCS  MemoObl U  NOOX00bl, UCHOAL3YIOWUEe Ucpvl U
UHMEPAKMUBHbIE MePONpUAmMuUsl 01 O00VYeHUsl CILOBAPHOMY 3anacy, a makxdce
pacemampueaemcs ux Bd)d)ek'muGHOCWlb 6 npoyecce 08/1a0€eHUs. AZIKOM.
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Knwueevie cnosa.Anenuvckuti sA3vlK, uzyueHue Ci08apHO2O 3anacad, uzpbl,
UHMEPAKMUBHbBIE MEePONPUSAMuUsL, Yiaujuecs, Memoovl, IQPhekmueHocms, 061a0eHue
SA3bIKOM, MEMOOUKA NPEN0OABAHUSL.

Abstract: The use of games and interactive activities is an essential tool for
effective English language learning, particularly in the context of vocabulary
acquisition. This article examines the significance of games and interactive methods in
the process of teaching English vocabulary. Games not only capture the attention of
learners but also help reinforce the material, increasing interest in learning. The
article provides a detailed analysis of methods and approaches that incorporate games
and interactive activities for vocabulary teaching, and discusses their effectiveness in
the language learning process.

Keywords.English language, vocabulary learning, games, interactive
activities, learners, methods, skills, effectiveness, language acquisition, teaching
methodology.

In the process of teaching English, it is important to find new, effective and
interesting approaches, especially when teaching vocabulary. Activating the process of
teaching students, allowing them to interact and practice the language, is the key to
successfully teaching students the language. The use of games and interactive activities
to achieve such a goal is one of the most effective methods. In this article, we will talk
in detail about the importance of games and interactive activities in teaching English
Vocabulary, how they can be used effectively and how they can help expand the
vocabulary of students.

Ahmadiyya Of The Games

Games play a large role in attracting students attention and increasing their
motivation for learning. Students feel more comfortable and free by playing games,
which introduces activity into the learning process. Games also help memorize new
words through multiple repetitions, and encourage the use of language in a practical
way. Games often allow classroom interaction, competition, collaboration, and

teamwork to develop.
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Examples: “Pictionary” game: in this game, readers describe a word or phrase,
while others look at this image and try to find the right word. This game helps to
understand the meaning of words, because readers have to visualize them. This game
helps students develop their vision and hearing skills at the same time. “Charades”
game: readers describe a given word using gestures. Others try to find the word. This
game develops a clear understanding of words and their correct use. “Taboo” game:
Readers are given a word, but they cannot use a specific word when describing that
word. This game increases vocabulary and develops students ' skills in using the
language creatively. “Memory Game” (Memory Game): readers must keep multiple
word cards in memory and pair them. This game is effective for memorizing words and
strengthening their meaning.

Interactive activities and their effects

Interactive activities provide active student participation, making their
language learning process more efficient. Interactive methods are based on working in
groups, which encourages students to interact with each other, using new words and
phrases. With interactive activities, students learn how to use the language in
conversations and in real life, not just reading and writing.

Examples:

“Role-Play” (role-playing): readers choose a life situation and play a
conversation between themselves in English. For example, one student may become a
restaurant employee and another student may be a customer. This technique teaches
students to use vocabulary in a variety of situations. “Storytelling” (storytelling):
readers tell short stories to each other. This method allows students to use new words
in a mutual and realistic context. Storytelling helps students improve language and
develop creative thinking. “Word Chain” (word chain): readers say words to each
other, each new word must start with the last syllable of the last word. This game helps
students memorize words quickly and learn the connection between them. “Find
Someone who” (ask Who to find): students must interact with other students in the
classroom to complete the words or tasks listed in the given list. This game encourages

readers to interact and use the dictionary in realistic dialogue.
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Benefits of games and interactive events Increases motivation: games and
Interactive activities increase students ' interest in the lesson. Students experience their
progress through games, which makes the learning process interesting. Increases
vocabulary: games and interactive techniques make it easier to master new words and
apply them in practice. Students have a better understanding of the meanings of words
by interacting with them. Helps in practical application of language: interactive
activities and games allow students to apply language in real-life situations. These
techniques develop students  correct use of grammar and vocabulary. Learning from
mistakes: games and interactive techniques give students the opportunity to analyze
their mistakes and learn from them. This improves their ability to express themselves
in language.

In summary,the use of games and interactive activities in teaching English
Vocabulary plays an important role in making the language learning process efficient
and fun. Games and interactive activities attract students ' attention to help them
become more motivated to learn the language. These techniques accelerate students’
mastery of new words, strengthen vocabulary, and facilitate practical use of language.
Through games and interactive activities, students not only grow in vocabulary, but
also develop listening, speaking, and interacting skills. These methods also increase
students ' interest and involvement in the learning process. As a result, students
continue the language learning process not only efficiently, but also in an entertaining
way. Thus, the use of games and interactive activities in teaching English VVocabulary
allows you to make the language learning process of students more productive and
Interesting. These techniques help students a lot to learn a new dictionary and actively
apply it, as well as increase their interest and motivation for the language.
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