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Abstract-- Task-Based Language Teaching (TBLT) has 

gained significant attention in language education due to its 

emphasis on practical, real-world activities that foster active 

communication and interaction. Unlike traditional teaching 

methods that emphasise only grammar and rote learning, 

TBLT engages learners in meaningful tasks that closely 

mirror real-life scenarios. This fosters a more authentic and 

functional use of language. This study investigates the 

application of innovative task-based activities in enhancing 

English language proficiency among college students. These 

activities are carefully designed to incorporate cognitive, 

collaborative, and interactive learning strategies and offer a 

blend of traditional classroom methods and modern digital 

tools. The study explores how task-based activities—such as 

role-playing, problem-solving tasks, digital storytelling, and 

gamified learning—can significantly improve language 

fluency, learner engagement, and communicative competence. 

It assesses the integration of digital platforms and 

technologies like interactive apps and multimedia resources in 

task-based learning. The findings reveal that combining 

cognitive strategies with collaborative tasks and technology-

driven tools creates a dynamic learning environment that 

effectively supports English language acquisition. This 

research highlights the benefits of implementing a blended 

approach that caters to diverse learning styles, making 

English language instruction more relevant, engaging, and 

impactful in contemporary educational settings. 

Keywords-- Task-Based Language Teaching, English 

Learning, Interactive Activities, Cognitive Strategies, ESL, 

Digital Tools, Collaborative Learning 

I. INTRODUCTION 

In recent years, there has been a shift in English 

language teaching from traditional methods toward 

approaches that prioritise communicative competence. As 

the demand for English proficiency in both academic and 

professional contexts increases, there is a need for teaching 

methodologies that focus on the practical application of 

language skills in real-world scenarios. Task-Based 

Language Teaching (TBLT) has emerged as a powerful 

instructional approach within this paradigm. TBLT centres 

on engaging learners in purposeful tasks that replicate real-

life situations, thereby promoting language accuracy, 

fluency, and communicative effectiveness. 

Unlike conventional methods that primarily focus on 

grammar exercises and vocabulary memorisation, TBLT 

immerses learners in activities that require them to use 

language as a tool for communication. These tasks can 

range from everyday interactions such as ordering food in a 

restaurant or giving directions, to more complex scenarios 

like participating in debates, conducting interviews, or 

collaborating on group projects. Through these tasks, 

learners develop language skills in context, which makes 

the learning process more authentic and relevant. 

This article introduces a range of innovative task-based 

activities specifically designed to enhance English 

language learning among college students. Recognising 

that today’s learners are digital natives, these activities 

integrate technology, gamification, and interactive group 

work to create a dynamic and engaging learning 

environment. By leveraging digital tools and platforms, the 

proposed tasks go beyond traditional classroom instruction, 

offering learners diverse modes of interaction and 

participation. 

The focus is on activities that stimulate cognitive 

engagement, promote collaboration, and encourage 

creativity while simultaneously building linguistic 

competence. Integrating digital elements such as online 

quizzes, virtual role-playing, and multimedia storytelling 

adds an interactive layer to these tasks, making the learning 

experience more engaging and motivating. Moreover, 

gamified elements introduce a competitive yet enjoyable 

aspect to language learning, encouraging students to 

participate, improving their fluency and accuracy actively. 

The primary objective of this study is to explore how 

these innovative task-based activities can be effectively 

implemented in college-level ESL classrooms to foster 

language proficiency and communicative competence. By 

examining the intersection of cognitive strategies, 

collaboration, and technology, this research seeks to 

contribute to the evolving landscape of English language 

education. Ultimately, the study aims to demonstrate how a 

well-designed task-based learning framework can create a 

more interactive, student-centred learning environment that 

aligns with the needs and preferences of modern learners. 
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II. LITERATURE REVIEW 

The evolution of language teaching methodologies over 

the past few decades has brought a greater emphasis on 

communicative competence, leading to the development 

and widespread adoption of Communicative Language 

Teaching (CLT). Within this framework, Task-Based 

Language Teaching (TBLT) has emerged as a prominent 

approach that prioritises real-world language use through 

contextually meaningful tasks. Unlike traditional methods 

that rely heavily on rote memorisation, grammar exercises, 

and isolated vocabulary drills, TBLT encourages learners 

to engage in authentic communication by completing tasks 

that mirror the kinds of interactions they encounter outside 

the classroom. 

The central premise of TBLT is that language is best 

learned when it is used as a tool for meaningful 

communication. Research has consistently shown that this 

approach enhances learner engagement, motivation, and 

retention by providing opportunities for students to apply 

their language skills in relevant contexts (Ellis, 2003). 

Willis and Willis (2007) argue that task-based learning 

fosters critical thinking and collaboration, essential skills 

for communicative competence. In their studies, they 

highlight the benefits of tasks that require learners to 

negotiate meaning, solve problems, and work together to 

achieve specific goals, leading to improved fluency and 

accuracy in language use. 

However, despite the success of TBLT, challenges 

remain in adapting the approach to meet the needs of 

today’s digital-native learners. Prabhu (2019) points out 

that while traditional task-based activities are effective, 

there is a growing demand for more creative and 

technology-integrated strategies that resonate with modern 

students. With the increasing role of technology in 

education, there is a clear opportunity to enhance TBLT by 

incorporating digital tools, multimedia resources, and 

gamified elements. These additions not only appeal to the 

interests of digital-native learners but also offer greater 

flexibility and interactivity, making learning more engaging 

and accessible. 

The literature also emphasises the importance of 

designing tasks that are cognitively demanding and relevant 

to learners’ real-life experiences. As Brown (2015) notes, 

successful language tasks should involve complex 

problem-solving, decision-making, and critical thinking, 

allowing learners to develop both linguistic and cognitive 

skills simultaneously. The need for task variety, 

adaptability, and contextual relevance is further supported 

by studies that show how task design can influence student 

motivation and outcomes (Skehan, 2016). 

This research builds on these foundational studies by 

proposing innovative task-based activities that blend 

traditional classroom methods with technology-driven 

tools. The activities are designed to leverage both cognitive 

strategies and interactive digital platforms, creating a 

learning environment that not only fosters communicative 

competence but also aligns with the preferences and 

learning styles of contemporary students. By integrating 

gamification, multimedia storytelling, and collaborative 

digital projects into TBLT, this study aims to demonstrate 

how task-based learning can be adapted to better serve 

today’s college-level ESL learners. 

III. METHODOLOGY 

This study was conducted with 60 undergraduate 

students enrolled in English as a Second Language (ESL) 

programme at a college level. The participants were 

divided into two groups: a control group and an 

experimental group, each consisting of 30 students. The 

objective of the study was to evaluate the effectiveness of 

innovative task-based activities compared to traditional 

lecture-based instruction in enhancing language 

proficiency, fluency, and learner engagement. 

Participants and Grouping: 

The 60 participants were randomly assigned to either the 

control group or the experimental group to ensure that any 

differences in learning outcomes could be attributed to the 

teaching methods rather than pre-existing differences 

among students. Both groups were composed of students 

with similar language proficiency levels, determined 

through a standardised pre-test conducted at the beginning 

of the study. 

Instructional Approaches: 

The control group followed a conventional instructional 

approach, which included teacher-led lectures, textbook 

exercises, and grammar drills. The focus was primarily on 

accuracy and rule-based learning. On the other hand, the 

experimental group was engaged in a series of innovative 

task-based activities over a semester. These activities were 

designed to be interactive, collaborative, and technology-

enhanced. Examples of the activities included digital role-

playing scenarios, collaborative multimedia projects, 

language games with gamified elements, and problem-

solving tasks that required group work. 
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Data Collection: 

The study utilised a mixed-methods approach for data 

collection, incorporating both quantitative and qualitative 

data. Quantitative data were gathered through pre- and 

post-tests to measure improvements in language 

proficiency, fluency, and overall communicative 

competence. The tests assessed key language skills, 

including listening, speaking, reading, and writing, and 

were administered to both groups at the beginning and end 

of the semester. 

Qualitative data were collected through classroom 

observations, student feedback surveys, and interviews. 

Observations focused on student engagement, participation, 

and interaction during the tasks. The surveys and 

interviews aimed to capture students’ perceptions of the 

learning experience, their motivation levels, and the 

perceived effectiveness of the activities. 

Analysis: 

The collected data were analysed using statistical 

methods to determine whether there were significant 

differences in learning outcomes between the control and 

experimental groups. Pre-test and post-test scores were 

compared to assess the extent of improvement in language 

proficiency. Additionally, the qualitative data were 

analysed thematically to identify patterns in student 

engagement, motivation, and perceptions of the innovative 

task-based approach. 

1. Digital Storytelling with Multimedia Integration 

Demonstration: 

Students are asked to create a digital story titled "My 

College Journey." They work in groups of 4-5 and are 

given one week to complete the project. Using tools like 

Canva, Adobe Spark, or Microsoft Sway, students develop 

a narrative that includes text, images, and background 

music. They begin by scripting their stories, focusing on 

coherence, descriptive language, and sequencing. Each 

group then records voiceovers and synchronises 

multimedia elements to create an engaging digital story. 

The final product is presented in class, followed by a peer 

feedback session where students discuss narrative structure, 

language accuracy, and creative elements. 

Results: 

This task fosters creativity while reinforcing language 

skills like writing, speaking, and listening. Students 

actively engage in storytelling, which aids in language 

retention and fluency.  

 

The use of multimedia tools enhances their digital 

literacy, making them more adaptable to technology-

enhanced environments. Peer feedback sessions contribute 

to self-reflection and critical thinking. As reported by Yang 

and Wu (2012), digital storytelling can improve students’ 

narrative abilities and encourage more confident oral 

language production. 

2. Role-Playing Simulations with Real-World Scenarios 

Demonstration: 

Students participate in a role-play activity simulating a 

job interview. The class is divided into two groups: 

interviewers (employers) and interviewees (job applicants). 

Each interviewee prepares a resume and cover letter while 

interviewers develop questions targeting both general skills 

and industry-specific knowledge. The interview sessions 

are conducted in a mock setting with professional attire to 

simulate real-life job interviews. After the role-play, 

feedback is provided on language usage, confidence, and 

soft skills like eye contact and body language. 

Results: 

Role-playing allows students to practice English in 

authentic, career-related scenarios. Research by Gholami 

and Rezaei (2017) shows that role-playing enhances 

students' communicative competence, particularly in 

professional settings. Participants in this activity often 

demonstrate improved fluency, reduced anxiety in 

speaking, and better use of formal language registers. The 

immersive nature of the task encourages students to think 

critically, make quick decisions, and apply their language 

skills in realistic situations. 

3. Gamified Vocabulary and Grammar Challenges 

Demonstration: 

The class participates in a vocabulary-building game 

using Kahoot! Each quiz session consists of 20 vocabulary 

questions ranging from multiple-choice to word scrambles 

and fill-in-the-blanks. The class is divided into teams, and 

points are awarded for speed and accuracy. After each 

round, students discuss the correct answers and clarify any 

misunderstandings. The gamified approach is extended 

throughout the semester, with a leaderboard displaying the 

top-performing teams. 

Results: 

The competitive element increases motivation and 

engagement, as students are eager to see their names on the 

leaderboard.  
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According to Plump and LaRosa (2017), integrating 

gamification into language learning enhances both 

engagement and knowledge retention. Students exposed to 

this method demonstrate higher proficiency in vocabulary 

and grammar and exhibit better retention due to the 

repetitive, fun nature of the tasks. The collaborative aspect 

encourages peer support, leading to stronger team 

dynamics and cooperative learning. 

4. Collaborative Problem-Solving Tasks 

Demonstration: 

Students work in groups to tackle the problem: “How 

can our college reduce plastic waste?” The task is divided 

into phases: research, brainstorming solutions, creating a 

proposal, and presenting the findings. Each group 

researches the issue, discusses feasible solutions, and 

prepares a report or PowerPoint presentation outlining their 

proposed strategies. They then present their findings to the 

class, followed by a Q&A session where peers critique 

their ideas. 

Results: 

This problem-solving task enhances both critical 

thinking and language production. As noted by Willis 

(1996), engaging in collaborative problem-solving tasks 

improves students’ ability to use language pragmatically 

while developing higher-order thinking skills. The task 

promotes teamwork, negotiation, and active participation, 

resulting in more meaningful communication. Students 

often report a sense of ownership over their learning and 

demonstrate improved fluency and critical thinking in 

discussions and presentations. 

5. Virtual Pen Pal or Language Exchange 

Demonstration: 

Students are paired with international pen pals through 

platforms like ePals or PenPal Schools. Over the semester, 

they exchange emails or video messages on topics such as 

culture, hobbies, and global issues. The exchange happens 

weekly, with students discussing predetermined themes like 

"Festivals in My Country" or "My Future Career 

Aspirations." Toward the end of the semester, students 

compile a reflective report on what they’ve learned about 

language and culture from the exchange. 

Results: 

Virtual pen-pal exchanges provide authentic language 

practice in real-world contexts. Research by Lee and 

Markey (2014) shows that such exchanges enhance writing 

fluency, intercultural communication skills, and confidence 

in language use.  

Students gain exposure to different cultures, develop 

empathy, and apply their language skills in meaningful 

exchanges. The reflective report further helps them analyse 

their learning journey, leading to improved metacognitive 

awareness and self-regulation. 

6. Interactive Discussion Forums and Debates 

Demonstration: 

Students participate in an online discussion forum using 

Google Classroom on the topic: "The Impact of Social 

Media on Communication." Each student is required to 

post an argument or opinion and respond to at least two 

peers’ posts with counterarguments or supporting evidence. 

The forum remains open for a week, allowing students to 

engage asynchronously. In class, a debate session follows 

where students discuss key points from the forum and 

defend their views. 

Results: 

Interactive forums and debates encourage deeper 

engagement with topics and develop critical thinking skills. 

Zheng, Warschauer, and Farkas (2013) found that online 

discussion forums promote thoughtful argumentation and 

better language output. Students participating in these tasks 

demonstrate enhanced reasoning skills, the ability to 

construct logical arguments, and increased fluency in both 

written and spoken language. The combination of 

asynchronous and synchronous interactions ensures 

comprehensive participation and richer language use. 

7. Real-Time Language Games with Mobile Apps 

Demonstration: 

Students use the Duolingo app as part of a class-wide 

“Streak Challenge.” They are required to complete a set 

number of lessons each week, tracking their progress and 

competing for rewards. At the end of each week, students 

share their achievements, discuss difficult exercises, and 

reflect on what they learned through group discussions. 

Results: 

Mobile apps introduce a flexible, gamified learning 

experience that appeals to digital-native learners. 

Vesselinov and Grego (2012) highlight that such platforms 

significantly improve language acquisition due to repeated 

exposure and personalised learning paths. Students engaged 

in this task show enhanced vocabulary retention and 

grammar skills, thanks to the regular, low-stakes practice. 

The competitive streak challenge also builds self-

motivation and a positive attitude toward language 

learning. 
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8. Escape Room Language Challenge 

Demonstration: 

The classroom is transformed into an escape room, 

where students must solve language-based puzzles to 

unlock clues and “escape.” Puzzles include tasks like 

decoding a ciphered message using grammar rules, 

unscrambling words to form sentences, and matching 

vocabulary to definitions. Teams compete to solve all 

puzzles within a time limit. The final clue requires them to 

write a short passage using all the words or grammar points 

encountered during the game. 

Results: 

The escape room format adds excitement and urgency to 

language learning, making it an effective tool for 

engagement. Panoutsopoulos and Sampson (2021) report 

that educational escape rooms enhance problem-solving, 

teamwork, and language application. Students involved in 

this activity demonstrate improved collaboration, critical 

thinking, and the ability to apply language skills in context. 

The fun, game-like environment also reduces anxiety and 

fosters a positive classroom atmosphere. 

9. Flipped Classroom with Pre-Task Videos 

Demonstration: 

Students are asked to watch a pre-recorded video on 

“How to Give Effective Presentations” using Edpuzzle. 

The video includes embedded questions and activities that 

they must complete before the next class. During the in-

class session, students apply what they learned by 

preparing and delivering their presentations in small 

groups. Each presentation is followed by peer and teacher 

feedback. 

Results: 

Flipped classrooms shift passive learning out of class, 

allowing more time for interactive, practice-based tasks 

during in-class sessions. Hung (2015) found that flipped 

learning enhances student engagement and knowledge 

retention. In this activity, students demonstrate better 

preparedness, more confident speaking skills, and higher 

participation in class discussions. The pre-task content 

provides a strong foundation, leading to more productive 

and meaningful in-class interactions. 

10. Collaborative Blogging and Online Journals 

Demonstration: 

Students create a class blog where they post weekly 

reflections on assigned topics like "The Role of 

Technology in Learning English" or "My Favourite Book." 

Each student must comment on at least two of their peers’ 

posts, providing constructive feedback and engaging in 

discussions. The blog is managed collaboratively, with 

students taking turns to moderate and curate content. 

Results: 

Collaborative blogging encourages continuous writing 

practice and peer interaction. Fellner and Apple (2013) 

found that blogging significantly improves writing fluency 

and critical thinking. Students involved in this task develop 

stronger writing habits and become more aware of audience 

expectations. The task also promotes digital literacy, as 

students learn to engage in online discussions, provide 

constructive feedback, and curate content. Blogging gives 

students ownership over their learning, motivating them to 

produce higher-quality work. 

These detailed demonstrations and anticipated results 

illustrate the practical implementation and effectiveness of 

task-based activities in English language learning 

classrooms. 

IV. DATA PRESENTATION: PRE-TEST AND POST-TEST 

RESULTS 

1. Overview 

The study assessed the impact of innovative task-based 

activities on English language proficiency among college 

students. Data were collected using pre-tests and post-tests 

to measure changes in language fluency, vocabulary usage, 

and overall communicative competence. 

2. Participants 

● Total Participants: 60 undergraduate ESL learners 

● Experimental Group: 30 students engaged in task-

based activities 

● Control Group: 30 students following traditional 

lecture-based methods 
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Pre-Test Results 

Table 1: 

Pre-Test Results 

S.No Metric Experimental group Control group 

1 Average Fluency Score (out of 100) 55.4 54.8 

2 Vocabulary Score (out of 50) 28.3 27.9 

3 Engagement Score (out of 10) 6.2 6.1 

● Fluency Score: Measures the ability to speak smoothly and spontaneously. 

● Vocabulary Score: Measures the range and accuracy of vocabulary used. 

● Engagement Score: Measures student interest and participation in class activities. 

Post-Test Results 

Table 2:  

Post-Test Results 

S.No Metric Experimental group Control group 

1 Average Fluency Score (out of 100) 78.6 58.2 

2 Vocabulary Score (out of 50) 39.7 30.1 

3 Engagement Score (out of 10) 8.4 6.3 

V. ANALYSIS 

● Fluency Score: The experimental group showed a 

significant improvement in fluency, with an increase 

of 23.2 points (from 55.4 to 78.6), compared to a 3.4-

point increase in the control group (from 54.8 to 

58.2). This suggests that task-based activities 

significantly enhanced students' ability to speak 

smoothly and spontaneously. 

● Vocabulary Score: The experimental group 

demonstrated a notable increase in vocabulary use, 

with a rise of 11.4 points (from 28.3 to 39.7). In 

contrast, the control group only improved by 2.2 

points (from 27.9 to 30.1). This indicates that the 

task-based activities were effective in expanding 

students' vocabulary and usage. 

 

 

● Engagement Score: The experimental group reported 

higher engagement, with an average increase of 2.2 

points (from 6.2 to 8.4), while the control group only 

saw an increase of 0.2 points (from 6.1 to 6.3). This 

demonstrates that interactive and innovative tasks 

significantly increased student involvement and 

interest in the learning process. 

VI. DISCUSSION 

The data show that the innovative task-based activities 

led to substantial improvements in language proficiency 

and student engagement. The experimental group’s 

significant gains in fluency and vocabulary, along with 

higher engagement levels, highlight the effectiveness of 

incorporating interactive and digital tools into language 

learning. This contrasts with the more modest 

improvements observed in the control group, which 

reinforces the value of adopting modern, dynamic teaching 

approaches. 
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VII. RESULTS AND DISCUSSION 

The results of the study highlight the significant impact 

of task-based learning and technology-integrated activities 

on English language acquisition among college students. 

The experimental group, which participated in the 

innovative task-based activities, showed considerable 

improvement in language fluency, motivation, and overall 

engagement compared to the control group, which followed 

traditional lecture-based methods. 

1. Improvement in English Fluency 

The pre- and post-tests conducted revealed a marked 

increase in fluency among the experimental group. 

Students displayed better command of language, increased 

vocabulary usage, and enhanced ability to construct 

grammatically correct and contextually appropriate 

sentences. Their speech became more fluid and 

spontaneous, with a noticeable reduction in pauses and 

hesitations. The digital storytelling and role-playing 

activities particularly contributed to this growth, as they 

required students to practice speaking and writing in 

authentic and meaningful contexts. Studies like that of Ellis 

(2003) and Willis & Willis (2007) affirm that real-world 

tasks improve language fluency by encouraging learners to 

focus on meaning rather than form. 

2. Increased Motivation and Engagement 

The integration of gamification, multimedia tools, and 

collaborative tasks had a significant positive effect on 

student motivation. Feedback from student surveys 

indicated that they found these activities more enjoyable 

and relevant than traditional classroom exercises. The 

competitive elements in the gamified tasks, like the Kahoot 

quizzes and escape room challenges, generated excitement 

and sustained interest throughout the semester. This aligns 

with findings by Prensky (2001), who notes that game-like 

elements can engage learners by tapping into their intrinsic 

motivation. Additionally, the sense of achievement from 

completing digital storytelling projects or winning a 

challenge fostered a deeper commitment to the learning 

process. 

3. Enhanced Sense of Ownership and Active Participation 

The task-based approach encouraged students to take 

ownership of their learning. The collaborative nature of 

activities like problem-solving tasks, digital storytelling, 

and role-play simulations led to active participation and 

peer learning. Students reported feeling more responsible 

for contributing to group outcomes and valued the 

opportunity to explore creative solutions and ideas.  

The virtual pen-pal exchange, for instance, promoted 

consistent interaction and reflection, allowing students to 

track their language progress over time. As highlighted by 

Gholami and Rezaei (2017), such activities empower 

learners to become active participants rather than passive 

recipients of knowledge. 

4. Benefits of Digital Tools and Flexible Learning 

The use of digital platforms like Canva, Edpuzzle, and 

Duolingo provided students with real-time feedback, 

allowing them to correct mistakes immediately and adjust 

their learning strategies. This instant feedback loop played 

a critical role in reinforcing correct language usage. 

Moreover, the flexible nature of these digital tools enabled 

students to engage in self-paced learning outside the 

classroom, reducing pressure and allowing them to revisit 

challenging content at their own pace. The flipped 

classroom approach was particularly effective, as it 

prepared students for more interactive and productive in-

class sessions, leading to more meaningful learning 

experiences. According to Hung (2015), flipped classrooms 

can enhance student preparedness and encourage deeper 

engagement with content. 

5. Collaboration and Critical Thinking 

The collaborative tasks, such as group discussions, peer 

feedback sessions, and problem-solving challenges, 

cultivated teamwork and critical thinking skills. Students 

had to negotiate meaning, debate ideas, and reach 

consensus, which fostered not only language development 

but also higher-order cognitive skills. These activities 

mirror the real-world demands of communication, where 

language is used not in isolation but as a tool for interaction 

and decision-making. As noted by Willis (1996), TBLT’s 

focus on meaningful tasks provides opportunities for 

learners to develop both communicative competence and 

cognitive strategies. 

6. Overall Learning Outcomes 

The experimental group’s overall learning outcomes 

were notably superior to those of the control group. The 

combination of interactive, technology-driven, and 

collaborative activities proved effective in promoting 

comprehensive language learning. The research confirms 

that task-based learning, when supplemented with digital 

tools and real-world applications, offers a holistic approach 

to language education, making the learning process more 

engaging, relevant, and adaptive to the needs of today’s 

digital-native learners. 
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The study demonstrates that innovative task-based 

learning activities, supported by digital tools and 

interactive strategies, significantly enhance English 

language learning among college students. These activities 

not only improve language fluency but also foster 

motivation, engagement, and critical thinking skills, 

leading to a more effective and enjoyable learning 

experience. This approach offers a promising direction for 

modern ESL instruction, addressing the needs of diverse 

learners while integrating technology and authentic 

communication tasks. 

VIII. CONCLUSION 

This study underscores the effectiveness of innovative 

task-based activities in enhancing English language 

learning among college students. By integrating traditional 

classroom methods with digital tools, the research 

demonstrates how a dynamic and interactive learning 

environment can be created to support both fluency and 

communicative competence. The activities not only 

promote active participation but also cater to the diverse 

learning styles of today’s digital-native students. The 

results indicate that task-based learning, when coupled with 

technology and real-world applications, offers a holistic 

approach that aligns with modern educational demands. 

The study also emphasises that as education continues to 

adapt to technological advancements, it is crucial to 

incorporate strategies that are both engaging and 

pedagogically sound. The proposed task-based activities 

not only enhance language proficiency but also contribute 

to the development of critical thinking, collaboration, and 

problem-solving skills. These innovative methods hold 

promise for language teaching in the 21st century, 

providing learners with the tools to communicate 

effectively in real-world contexts while making the 

learning process more relevant and enjoyable. 

The findings suggest that task-based language teaching, 

enriched by digital resources and meaningful 

communication tasks, is a highly effective approach to ESL 

instruction.  

It bridges the gap between traditional language learning 

and the evolving needs of contemporary learners, offering a 

versatile and future-oriented model for English language 

education. 
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