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YET TUWIAEPAU KBI3BIKTYY OKYTYY: METOJAUKAJIBIK bBIKMAJIAPBI

AHHOTAUMsAA. A3BIPKbl yudypAa 4YeT THIAEPAU OKYTyy OarbIThlHAA CTYAECHTTEpAUH
MOTHUBALMSCHIH, KAaTBIIIYYyCYH KaHa THJIAM ©3A6IITYPYYCYH apTThIpyyra OarbITTalraH KbI3BIKTYY
KaHa OKUrepayy BbIKMalapabl KOJJAOHyyra KeOypeek KeHyn Oypynyyna. byn wmakanana
OIOHJAIITHIPYY (reiiMuduKans), 101000pro HETU3IENTEH OKYTYY, POJIIYK OIOHAp, YblrapMayblil
HCKYCCTBOJIOp, CAHAPUIITUK Kypajiap, M33 TMMHACTUKAChI XKaHa KJIacCThl )KaH/IaHTyy4y KOHYTYYJIep
CBIAKTYY KOHYJIYY OKYTYy BIKMAQJapblHBIH TEOPHSUIBIK HETU3JIepU JKaHa MPAKTUKAIBIK
KOJIIOHMOJIOpY Kapanar. Tankyyna TUAAM OKYTyy METOLAOPYHYH TapbIXblii OHYTYYCY M3WIICHMIIL,
CaNTTyy TIpaMMaTHKa-KOTOPMO J>KaHa ayAMO-TMHTBAIBIK BIKMaJapAaH TapThil, KeOypeex
KOMMYHUKATHB/IMK KaHa CTyJI€HTKE OarbITTalraH bIkMajapra 4eiiuHKH 5K0J1 cypeTTesieT. Makanana
3G heKTUBAYY YHPOHYYAO SMOLMSIBIK XKaHa KOTHUTUBIUK KaTBIIIYYHYH MaaHHCHH, OLIOH/IOM 31e
MO3UTUBYY OKYYy YOHpOeCcYH TY3YYA©® >arbIMAyy HII- apakeTTepAUH poOJyH Oaca OenruieHer.
[IpakTukansik Mucanmap katapbl «Find It Fast» sxanpanTyydy oroHyH, «Cross Crawl»
HEWPOTUMHACTHKAJIBIK KOHYTYYCYH kaHa «Hot Seat» mHTEepakTHBIYY OIOHYH aiftyyra 0ojot. byn
CTPYKTypajldyy >KaHa OIOH TYPYHAeIY WHII-apakeTTep TIpaMMaTUKaHbI, ce3 OalJbIbIH, CYWHJI0e
KATBIKTBITBIH ’KaHa OUpreNielIKeH MacelIeH! Yeuyy KeHIeMIepYH Oup yuypaa Oekemaeere xapaam
Oeper. byn bIkManap ap KaHJall JEHID3JJIETH CTYACHTTEpre bUIaMbIKTAIITHIPBUIBIN, ap TYPIYY
KJIACCTBIK INApPTTAapra BIHIAMJAIITHIPBUIBIIIBI MYMKYH. Makanaga TWIOUM OKYTyyra KbI3BIKTYY
ANEMEHTTEPAN KUPru3yy TWIJUK KOMIETEHTTYYJIYKTY TaHa KY4YeTIIOCTOH, MOTHBALUSIHBL,
MIIEHUM/IU JKaHa COLMAIIBIK- AMOLMOHAIIBIK KbIPTraJublIBIKTHI /14 )KOTOPYJIaTapblH, OMIOHAYKTAaH
plpaxaT ajayy — a3bIpKbl YeT TWJI OKYTYYHYH MaaHWIYy >KaHa axsbIparbic OeJyIy SKEeHIUTd
OenruieHer.

Heruzrm ce3gep: Yer Tuin oKyTyy, KOHYIIYY BIKMajap, OIOHJIALITHIPYY, H0J000pPro
HErM3eNireH OKYTYy, POJIIYK OIOHJAAp, ublfapMaubll HCKYCCTBOJIOp, CAHAPUIITUK Kypanjap,
HEHPOrMMHACTHKA, XaHAAHTyy4dy KOHYTYYJep, CTYACHTTUH MOTHUBALMSCHI, KJIACCTarbl KaThIIYYy,
TUJIN ©310LITYPYY.

474


https://scipress.ru/archive-articles/?author=%D0%90%D0%BB%D0%B8%D0%B5%D0%B2%D0%B0+%D0%90%D0%B4%D0%B8%D0%BB%D1%8F+%D0%A0%D1%83%D1%81%D1%82%D0%B0%D0%BC%D0%BE%D0%B2%D0%BD%D0%B0
mailto:alievaadilya875@gmail.com
https://scipress.ru/archive-articles/?author=%D0%90%D1%85%D0%BC%D0%B5%D1%82%D0%BE%D0%B2%D0%B0+%D0%AD%D0%B2%D1%80%D0%BE%D0%B0%D0%B7%D0%B8%D1%8F+%D0%94%D0%B0%D0%BC%D0%B8%D1%80%D0%BE%D0%B2%D0%BD%D0%B0
mailto:yaizaorve@gmail.com
user
Вестник КГУ имени И. Арабаева


2025, Ned/3

Anuena A.P.

MarucTp, CTapIIvil IpernogaBaTeib

KoIpreI3ckuii rocy1apcTBEHHBIN YHUBEpcUTET MEeHH M. ApabaeBa
r. bumkek

alievaadilya875@gmail.com

AxmetoBa J./1.

MarucTp, CTapIinil mpernoaBaTesb

KbIpreisckuii rocyiapcTBeHHbIN YHUBEpcUTET nMeHu M. ApabaeBa
r. bumkek

yaizaorve(@gmail.com

HaiibipoexoBa JI.M.

MarucTp, U.0. I0LEHTa

KoIprei3ckuii rocynapcTBeHHbIN yHUBEpcUTeT nuMenu M. ApabaeBa

r. bumkek
dm268@mail.ru

BECEJIBIE CIIOCOBBI ITPEITIOJABAHUA NHOCTPAHHBIX A3BIKOB:
METOJOJIOI'MYECKHUE ITOAXO/bI

AnHoTanusi. CoBpeMeHHass cucrtemMa OOy4YeHHMs HMHOCTPAHHBIM s3bIKaM Bce OoibliIe
OPUEHTUPYETCSI HA UHTErPALUIO IPUATHBIX U YBJIEKATEIbHBIX METOJOB I IIOBBILICHHUS] MOTUBALIUH,
BOBJICUEHHOCTH U OBJIAZICHUS S3BIKOM CTyIEHTaMu. B 3T0i1 cTaThe paccMaTpUBarOTCs TEOPETUYECKHE
OCHOBBI M IIPAaKTHUUECKOE IPUMEHEHNE BECENBIX MOJIX0J0B K 00YUEHHIO, TAKUX KaK rediMuuKanus,
IIPOEKTHOE 00yUEHNE, POJIEBBIE UTPhI, TBOPUECTBO, U POBHIE MHCTPYMEHTHI, THMHACTUKA JIJIsl MO3Ta
U aKTUBU3alLlMs 3aHATUN B Kiacce. B xoae MUCKyCCHM NMPOCIEKHUBAETCS UCTOPHUUYECKOE pa3BUTHE
S3bIKOBOM TMENarorukd - OT TPAJUIMOHHBIX METOJOB I'pPaMMaTHYECKOro IMepeBoJa U ayJauo
JUHTBUCTUKM 10 Oojiee KOMMYHUKAaTHUBHBIX MOJXOJ0OB, OpPUEHTHPOBAHHBIX HA YYaIMXCS.
[TomuepkuBaeTcs BaXKHOCTb SMOLMOHAIBHOM W KOTHUTHBHOM BOBJIEYEHHOCTH B 3((deKTuBHOE
o0yyeHHMe, a TaKKe poJib MPHUATHBIX 3aHATUH B CO3AAHUU TO3UTHBHON Yy4eOHOH cpelbl.
[IpakTuyeckue npumepbl, Takue kak osHepmxkaiizep "Find It Fast", nelipormMmHacTHueckoe
ynpaxkHenue "Cross Crawl u wuHrepaktuBHas wurpa "Hot Seat", aemMoHCTpUpYIOT, Kak
CTPYKTYpPUPOBAHHBIE U UTPOBBIE 3aHATHS MOTYT OJTHOBPEMEHHO YKPEIISATh FPAMMAaTHUKY, CIIOBapHBIN
3amac, OerjJocTh peud U HaBBIKM COBMECTHOTO PELIEHUS MpoOsieM. DTU METOAbl adalTUPYIOTCS K
Pa3IMYHBIM YPOBHSIM BJIAJIEHUS S3BIKOM M MOTYT OBITh aJalTUPOBAHbl K Pa3INMYHbIM YCIOBUSIM
o0yueHus B Kiacce. B ctaTbe yTBepKIaeTcs, YTO MHTETPALMsl BECENIbs B U3yUEHHE S3bIKA HE TOJIBKO
MOBBIIIACT JMHIBUCTUYECKYIO KOMIIETEHTHOCTb, HO U MOBBIIIAET MOTHUBALIMIO, YBEPEHHOCTH B ce0e 1
COILIMAJIbHO-IMOILIMOHAIBHOE OJIaronoIy4ne, YTo JIeNaeT yA0BOJIbCTBUE BaKHEHIIIUM KOMIIOHEHTOM
COBPEMEHHOTr0 00yUeHUs] HHOCTPAHHOMY SI3BIKY.

KiroueBble cioBa: oOyueHue MHOCTPAHHOMY SI3BIKY, Becellble METO[bl, TelMuuKaIus,
MIPOEKTHOE O0YyYEHHE, POJIEBBbIE HMIPHI, XYyJI0)KECTBEHHOE TBOPUECTBO, LU(POBBIE HHCTPYMEHTHI,
HEHPOrMMHACTHKA, CTUMYJISITOPBI, MOTHBAIUS YYalIUXCs, BOBJICUEHHE B YUEOHYIO JIEATEIbHOCTD,
OBJIAJICHHE A3BIKOM.
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FUN WAYS TO TEACH FOREIGHN LAMGUAGES: METHODOLOGICAL
APPROACCHES

Abstract. The modern landscape of foreign language education is increasingly focused on
integrating enjoyable and engaging methods to enhance student motivation, engagement, and
language acquisition. This article examines the theoretical foundations and practical applications of
fun-based teaching approaches, such as gamification, project-based learning, role-playing, creative
arts, digital tools, brain gymnastics, and energizing classroom activities. The discussion traces the
historical development of language pedagogy, from traditional grammar-translation and audio-lingual
methods to more communicative and student-centered approaches. It emphasizes the importance of
emotional and cognitive involvement in effective learning, as well as the role of enjoyable activities
in creating a positive learning environment. Practical examples such as the "Find It Fast" energizer,
the "Cross Crawl" neurogymnastics exercise, and the "Hot Seat" interactive game demonstrate how
structured and playful activities can simultaneously reinforce grammar, vocabulary, speaking
fluency, and collaborative problem-solving skills. These methods are adaptable to different
proficiency levels and can be customized to fit diverse classroom settings. The article argues that
integrating fun into language learning not only enhances linguistic competence but also boosts
motivation, confidence, and socio-emotional well-being, making enjoyment a crucial and essential
component of contemporary foreign language teaching.

Key words: Foreign language teaching, fun-based methods, gamification, project-based
learning, role-playing, creative arts, digital tools, neurogymnastics, energizers, student motivation,
classroom engagement, language acquisition.

Teaching and learning foreign languages have always been a challenge for teachers and
students alike. Many students struggle to use the language in real-life situations due to a lack of
practice, fear of making mistakes, or loss of motivation. In traditional classrooms, a lot of attention
is paid to memorizing vocabulary and learning grammar rules through repetitive exercises. While
these methods can improve accuracy, they often fail to encourage students to speak fluently and
maintain interest in learning. In recent years, there has been a shift in the focus of language teaching.
Teachers now place more emphasis on communication, independence, and learning through
experience. The concept of incorporating "fun" into lessons has also gained popularity. Today,
educators understand that enjoying class is not just about making students happy; it also helps them
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retain new material, reduce stress, and become more creative. Activities such as games, role plays,
and digital simulations enable students to practice language in real-life scenarios, making the learning
process more engaging and useful.

Teachers often face the challenge of choosing the right exercises to achieve optimal results in a limited
time frame. Using games as part of the learning process represents an unconventional approach to
teaching and adds a pleasant element to the lesson. This focus on game-based learning is well-
founded, as it stems from several specific reasons [1, p. 593]. The relevance of this article lies in the
fact that more and more schools and teachers are seeking new ways to make lessons more engaging.
Fun activities not only increase motivation but also reflect modern trends in education, such as
gamification and interactive learning. In today's rapidly changing world, these have become essential
tools for achieving better and faster results. This article will explore various methods of incorporating
fun into foreign language teaching and demonstrate how it can enhance students' motivation and
learning outcomes.

In the last century, the teaching of foreign languages has evolved due to significant changes
in methodology. These changes reflect broader trends in education, psychology, and society. Earlier
methods, such as the Grammar-Translation approach, focused on memorizing vocabulary, translating
texts, and learning grammatical rules. Although these techniques helped students develop accuracy
and knowledge of the language, they largely ignored communication skills, leaving learners unable
to apply their knowledge in real-world situations. In the mid-twentieth century, the Audio-Lingual
Method, based on behaviorist psychology, gained popularity. This approach relied heavily on
repetition and drilling to establish correct linguistic habits. While it brought more dynamism than the
Grammar-Translation method, it still limited opportunities for genuine interaction, creativity, and
student autonomy. Many learners found these exercises tedious, which often impacted long-term
motivation. These methods were influenced by constructivist theories, which emphasized the
importance of communication, engagement, and student well-being in the learning process. As a
result, educators began to prioritize these aspects in their teaching practices. Language was viewed
as a tool for social and cultural interaction rather than a set of rules. Learners became active
participants in their own learning process rather than passive receivers of knowledge.

This historical evolution has led to approaches that incorporate fun, creativity, and enjoyment into
foreign language classes. Research suggests that emotions and motivation play a significant role in
cognitive processes such as memory retention and problem-solving. Emotions represent specific
qualities of a needs-regulating system, including specific action tendencies, typical information
processing patterns, and characteristic physiological configurations [2, P 160]. From an evolutionary
perspective, emotions are quick information processing systems that help people act with minimal
conscious deliberation [3, P 3]. This supports the idea that effective language learning requires a
balance between rigor and enjoyment.

Emotions are not simply subjective experiences, but represent a system that regulates needs and
directs attention and actions towards meaningful goals. From an evolutionary perspective, emotions
act as fast information-processing systems, allowing learners to respond adaptively and efficiently,
reducing cognitive overload and facilitating memory consolidation. In practice, incorporating
enjoyable activities such as games, role plays, and interactive simulations into language lessons takes
advantage of these psychological mechanisms. Students become more motivated, less anxious, and
willing to take risks, enhancing both linguistic competence and socio-emotional development.
Through positive emotional engagement, fun-based methods support deeper learning and create an
environment that encourages exploration, collaboration, and creative language use [4, P 145].
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Overall, the development of language teaching methods has seen a steady trend towards approaches
that focus on authenticity, interaction, and enjoyment. Four methodological frameworks, such as
Communicative Language Teaching, Task-Based Learning, Content and Language Integrated
Learning, and gamification, provide a strong theoretical basis for incorporating fun into the
classroom. The communicative method, in particular, emphasizes that the student is at the center of
learning as a subject of educational activity, and the learning system assumes maximum consideration
of the individual psychological, age and national characteristics of the student's personality [5, P 361].
These approaches highlight the importance of engaging students in meaningful activities that promote
communication and active participation, thus creating a more enjoyable and personalized learning
experience.

Engaging students in foreign language learning requires not only passion but also a structured

methodological approach. Activities designed to be enjoyable should align with learning goals and
support both language and cultural development. When planned carefully, these activities can range
from simple games to more complex tasks that encourage communication, creativity, and
understanding of different cultures. One of the most effective ways to make language learning more
engaging is through the use of games and gamification. Gamification is not only enriching the
learning process, but also contributes to the formation of a sustained interest in languages [6, P 1].
The benefits of using fun ways of teaching are not only reinforce vocabulary but also help learners
develop pragmatic skills, cultural awareness, and emotional intelligence. As learners gain confidence
through games, they can move on to more challenging collaborative tasks, creativity, and teamwork.
The appeal of this approach lies in the sense of ownership and achievement, rather than competition.
Students see how their individual efforts contribute to a meaningful collective outcome, which
reinforces their motivation. This method expands engagement opportunities by combining these
elements. At the most advanced stage, a fun-based approach involves cross-cultural and collaborative
projects that integrate multiple elements. In these activities, fun is more than just entertainment. It is
a meaningful social experience that fosters communication, collaboration, and creativity among
learners. These activities embody the ultimate goal of foreign language education: using language as
a tool for connecting with others and understanding them.
This section presents a practical example to illustrate how "fun" elements can be integrated effectively
into the language classroom. While theoretical discussions and methodological frameworks provide
guidance, it is through concrete classroom activities that the transformative potential of innovative
teaching approaches is most clearly demonstrated. Games, in particular, are powerful tools as they
combine structure and flexibility: they have clear rules and goals, while also allowing for creativity,
adaptation, and student initiative. By examining a single game in detail, we can see how enjoyment
and pedagogy merge seamlessly into an engaging learning experience. The following example
demonstrates how a carefully designed activity can address multiple learning objectives
simultaneously. It promotes grammatical accuracy in a natural context, enhances speaking fluency
through role-play and negotiation, and encourages collaborative problem-solving as learners interact
with one another.

The activity is highly flexible, allowing beginners to focus on structured practice, while more
advanced learners can explore more complex language use. Therefore, this activity serves as an
engaging classroom exercise and illustrates how fun-based methods can bridge the gap between
theoretical knowledge and practical application in modern language education. It is also important to
note that incorporating fun into language teaching goes beyond games. A key component of a fun-
oriented approach is the use of neurogymnastics and energizers. These short, dynamic activities are
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not just simple warm-ups; they are scientifically proven techniques that engage both sides of the brain,
increase concentration, and reduce mental fatigue. In language classes, these exercises have a dual
purpose.

First, they prepare the cognitive system to better absorb and process new information. Second,
they create a playful and stress-free environment that boosts motivation and encourages active
participation. For example, simple lateral movements, such as "Cross Crawl" stimulate neural
connections that support memory retention and information processing. When students perform these
exercises before or during a language lesson, they become more alert and responsive, which enhances
the effectiveness of subsequent grammar or vocabulary practice.

Combining these movements with verbal tasks, such as chanting irregular verbs while clapping in
rhythm, links physical activity with language recall, reinforcing memory through multisensory
engagement. Energizers play an important role in the classroom. These short, fun activities, lasting
two to five minutes, help to refocus students' attention when it starts to wander. They can be mini-
competitions, rhythm games, or team-building exercises that require quick communication. Although
they may seem simple, energizers are essential for maintaining student engagement during longer
lessons. They help to reset the emotional atmosphere, break up the monotony, and encourage students
to use the target language spontaneously in a relaxed and stress-free environment.

What makes neuro-gymnastics and energizers so valuable is their versatility. They can be adapted to
fit the needs of young learners in the form of playful movements and action songs, or they can serve
as stress-relieving exercises or icebreakers for adults. In either case, the benefits are consistent:
increased energy levels, improved focus, and a more positive learning environment. When used
systematically, these techniques make language learning not only more enjoyable, but also support
cognitive development and overall well-being, making them an essential part of modern language
education.

A simple and effective classroom activity is “Find It Fast.” In this exercise, students get a list
of words, grammar points, or themes. They must quickly find objects, pictures, or words in the
classroom that match the list. The time is usually one or two minutes. Beginners can start with simple
words or pictures. Intermediate learners can use verbs or short phrases. Advanced students can work
with full sentences or idioms. This activity helps students remember vocabulary and grammar. It also
makes them think quickly and stay focused.

Moving around the classroom keeps them active and alert. Working in pairs or small groups
encourages communication and teamwork. Teachers can add small competitions or challenges to
make it more exciting. The activity can also include cultural or real-life topics. For example, students
can find objects related to food, travel, or holidays. After the game, students can talk about what they
found using the target language. This helps them practice speaking and using words in context. “Find
It Fast” is not just a game. It helps students learn, think, and work together, all in a fun and engaging
way.

When students play ‘Find It Fast’ in pairs or small groups, they learn to compete and cooperate at the
same time, which creates a positive and friendly atmosphere. Short and fun exercises like this help
teachers keep students’ attention, reinforce previously learned material, and make the classroom
lively, interactive, and enjoyable. At the same time, they support language learning and overall
classroom dynamics.

Another practical technique that can easily be incorporated into lessons is the "Cross Crawl"
neuro-gymnastics exercise. In this activity, students stand up and touch their right hand with their left
knee and vice versa. They do this in a slow and rhythmic manner. While performing the exercise,
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students can say words or phrases in the target language, such as naming vocabulary items, giving
synonyms, listing words that start with a particular letter, or forming short sentences.

This exercise has numerous benefits. It helps stimulate both sides of the brain by crossing the body's
midline. It also enhances concentration, alertness, and memory, allowing students to better remember
language structures and vocabulary. The Cross Crawl provides a playful break, re-energizing students
and reducing mental fatigue. This creates a positive and relaxed atmosphere in the classroom,
especially during long or challenging lessons. Teachers can adjust the activity to make it more
challenging or easier, depending on the level of the students. For beginners, saying single words or
short phrases is enough. Intermediate learners can describe objects, actions, or use new grammar
forms. Advanced students can speak in full sentences, answer questions, or even practice dialogues
while moving.

The exercise can also be used to review previous lessons or introduce new vocabulary in a fun way.
Working in pairs or small groups adds a social element to the activity. Students take turns leading the
movement or giving prompts in the target language, which encourages communication, cooperation,
and confidence. Cross Crawl is not just a physical exercise, but a way to combine movement with
thinking, speaking, and learning. It supports cognitive and language development, keeping students
active and making lessons more productive.

The next engaging classroom activity is "Hot Seat". In this game, one student is chosen to sit
facing away from the board, while the rest of the class works together to write a word or phrase for
them to guess. The other students then provide clues in order to help the student in the hot seat guess
the correct word. The faster they guess, the more points they earn, creating a friendly competition
that promotes quick thinking, attentiveness, and cooperation. This game can also be played in teams,
with students taking turns providing clues and guessing words.

This format adds an element of cooperation and strategy, as well as a sense of healthy competition.
It encourages students to listen carefully, communicate effectively, and make quick decisions. It also
ensures that everyone participates actively and does not remain passive. "Hot Seat" has many
educational benefits. It helps students use vocabulary and sentence structures naturally. It improves
listening skills, fluency in speaking, and provides practice in paraphrasing and description. The time
limit and friendly competition encourage students to think quickly and respond. It also reduces the
fear of making mistakes, as the activity is enjoyable and playful.

This game is suitable for all levels of proficiency. Beginners can focus on simple words and
adjectives, while intermediate learners can work with verbs, short phrases, or idioms. Advanced
students can practice using full sentences, conditionals, or more complex vocabulary. Teachers can
customize the game to focus on specific topics, such as food, travel, or holidays, making it useful for
language and cultural learning. Working in small groups or pairs adds a social element to the
classroom. Students can support each other, share ideas, and cheer for their teammates. This helps
build confidence, teamwork, and positive relationships among classmates. At the same time, it keeps
energy levels high and makes lessons more interactive and enjoyable. “Hot Seat” is not just a game,
but a valuable tool for language learning. It helps students improve their speaking and listening skills,
as well as their ability to work collaboratively. By combining fun and learning, this activity makes
lessons engaging and motivating for all students, regardless of their level of proficiency.

All the techniques described in this article, including energizers, games, and neuro-gymnastic
exercises, have been successfully tested in real classroom settings. Empirical evidence shows that
when used thoughtfully, these activities not only make lessons more engaging, but also improve
vocabulary and grammar retention, increase confidence in speaking, and raise overall student
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participation. In the hands of a skilled teacher, almost any game can be transformed into a valuable
pedagogical tool that supports specific instructional objectives. However, it is crucial to ensure that
the focus of the lesson remains on learning goals, rather than just entertainment. This ensures that
enjoyment supplements, rather than replaces, the learning process.
Building on this idea, contemporary approaches to foreign language teaching increasingly emphasize
the importance of using fun-based methods as an integral part of effective instruction. Practical
examples such as energizers like "Find It Fast", neuro-gymnastic exercises like "Cross Crawl", and
interactive games like "Hot Seat" illustrate how carefully designed activities can simultaneously
improve linguistic accuracy, communication fluency, and cognitive engagement. By incorporating
movement, friendly competition, collaboration, and creativity into the classroom, teachers create a
learning environment that not only reinforces language structures but also fosters motivation,
confidence, and socio-emotional well-being. These methods are adaptable to different levels of
proficiency and bridge the gap between theoretical knowledge and practical experience. They confirm
that enjoyment and learning are not opposing but complementary elements of modern language
education.
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