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Methods of using game techniques at the English language
lessons in secondary school

The article describes the peculiarities of teaching English for students in secondary school. The authors em-
phasized the most important tasks that a modern foreign language teacher faces i.e. how to implement the ef-
fectiveness of game techniques in teaching students foreign languages, increase students’ interest«n the lan-
guage being studied, and enrich the content of foreign language education in secondary schools. Considering
the peculiarities of teaching English, it is necessary to identify possible problems arising in the studying pro-
cess, as well as the solution of these problems in order to make the learning process the most effective. The
teaching game is the main activity in teaching foreign language at school, as it creates a favorable atmosphere
for effective mastering of the educational material, the work of students in the team and-independently, de-
velops the skills of foreign language communication, and also contributes to the mental and psychological
development of the child. The game method of teaching a foreign language can be used at.any stage of learn-
ing, taking learners’ age features into consideration. The use of game techniques is designed to help students
accept English as a real communication tool and become a useful experience.in the possession of a foreign
language. The authors presented ways for learners’ motivation for studying English, different game methods
for language skills development of students in secondary school; the practical material is analyzed.

Keywords: teaching game, the English language learning, communication; language skills, teaching methods,
secondary school, lessons, foreign language, learners, playing techniques.

Nowadays the importance of learning English is very relevant. Knowledge of a foreign language pro-
vides great opportunities: a person can study in prestigious universities, has more chances to find a good and
highly paid job, travel to any country in the world, as about one and a half billion people speak English, and
as many study it. One can work abroad, negotiate or.communicate with people of different nationalities,
learn their culture and traditions, share experiences. Thus, English is the global language of information
transmission both in the business environment and in everyday communication.

There are certain difficulties in studying any foreign language. Frequently this is due to certain errors of
both the student and the teacher. One of the main mistakes is high self-criticism. A student is very demand-
ing of himself, and then, without achieving certain results, often despairs. It is also an important mistake to
think in your native language, and then translate into a foreign language. Of course, it is difficult for lan-
guage learners to understand how-one can think otherwise, but still it is worth trying. Teacher's mistakes in-
clude incorrect imparting of material (inaccurate pronunciation, incorrect explanation of the topic). It is nec-
essary to note that excessive attention to grammar is also a mistake. A person can study it for years, but, hav-
ing got into the language environment, will not be able to express his thoughts.

There are many ways and methods of learning a foreign language, which help to deal with difficulties,
to prevent errors. This article considers the gaming teaching methods.

One of the main tasks of teachers is to make pupils interested and love the subject. Using the game
method at foreign language lessons leads to creating a favorable psychological atmosphere of communica-
tion and helps. students realize that a foreign language is, first of all, the real means of communication. It is
therefore very important that lessons with playing techniques are unusual, funny and long-awaited activities.

With the help of certain types of games it is possible to develop pronunciation, listening skills, lexical
and grammar material become active and is mastered absorbed by students intensively. Children discover
creative and intellectual abilities. Children are given the opportunity to solve various issues themselves, to
make choices: how to act, what to say, and so on. The game is a specially organized activity requiring emo-
tional and mental strength.

The use of active methods requires a certain pedagogical skills and efforts. The driving force of speak-
ing as a type of speech activity is the motivation. Creating a motivation for speaking is the most difficult
component of the teacher's activity when organizing a lesson. But, despite the difficulties faced by the teach-
er, do not ignore the game itself as an effective teaching tool. Such methods as situational, debates, discus-
sions, mini-plays performance cab be considered as active methods of the English language methods. If there
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is a theatrical action, you need to take care of the details of the props and costume - they will make the game
more full and convincing [1].

Gaming activities at the lesson not only contribute to real communication in English, but also develops
mental and strong-willed activity. Despite the fact that this is a complex, but at the same time interesting ac-
tivity, it requires a great concentration of attention, trains memory, and develops speech. Game exercises im-
press even the most passive and poorly trained students, which has a positive effect on academic perfor-
mance. Gaming techniques enable pupils to overcome shyness, which prevents freely use words of another
language in speech, students stop being afraid of making mistakes.

In modern schools, gaming activities are used in the following cases:

—in order to help students study certain topics on their own;

— as elements of another method;

— as a whole lesson or part of it (introduction, explanation, consolidation, control or exetcise);

The game form of the lesson is carried out at the lesson due to the use of gaming techniques and situa-
tions, which are the means of motivating and stimulating for students. In the process of the game activity
situations can be repeated as often as possible, and they can also be varied.

In addition to games that create situations of real communication, there are also games in the process
whereby children easily and unobtrusively memorize new words, constructions; and repeat the material.
Working with younger children, teacher often faces the problem of keeping/attention‘and quickly tiredness of
pupils. Thus the teacher can apply the game developed by the authors called «accordion» Sheet A4 is folded
into an accordion. Preliminary it is necessary to choose the covered topics-on.grammar, vocabulary and
physical exercises. At each bend, the question is written alternately. For example: 1) Present Simple Tense.
Examples. 2) Name 10 words. Theme: Family. 3) Turn around’5 times. The learner having completed one
task, unfolding the accordion, moves to another. This game allows you to remember the material you've
passed, change your usual position behind the training place, and develops a quick switching of the student
from the mental to the physical exercises.

For vocabulary, memory development and attention, you can use games such as «Rhymer», «the
Blanks», «Associations». The game is «the Rhymery-s:that the student has to find pairs of rhyming words.
With the help of this game updated vocabulary of the language, if you know one of the rhymes it is easier to
remember the second. After learning vocabulary, you can return after some time in order to repeat. For play-
ing «the Blanks» are selected simple poems, related to certain topic. On the first sheet of paper written the
poem as a whole, the second cleaned a few words on the third half. The student is offered two times to read
first the leaf, then the second and third turns, inserting the missing words. This game helps to develop
memory and repetition of the vocabulary on the topic. Also during the game the previous unfamiliar words
and structures are also revised.

Game «Associationy is that the student selects an object and calls the three related words. The others
must guess the object. The hidden words can be from a specific region or completely different. With this
game you can also check how well the guys know each other and understand. If you guess the Association is
not difficult, a group of studentsis quite close-knit and understand each other «at a glance».

There are also games that contribute to the development of spontaneous speech. One of them of such
games — «ode to‘the subject» The student is invited to get out of the bag the first item and then declares the
task. It lies in the fact that the learner needs to describe as much detail as possible, their chosen subject.

Game; with the help of which you can practice the use of individual grammar topics or designs is also
very.good. So, to repeat this long period of time the student is offered the situation (example: You went out
into the yard atnight and see a picture.) and it needs to describe at this time the situation happening on the
street: The repetition of the passive voice can be used a method of asking questions-riddles about the heroes
of Russian fairy tales (for example: who was eaten gingerbread man?).

It is necessary to emphasize the games that are aimed at the study of any specific lexical topics. The au-
thors also developed two such games, called «Cook» and «Stickers». Game «Cook» is used when studying
the topic «Foody». On stickers there is a list of ingredients for making well-known dishes. The task for the
students is to guess these dishes. The results of this game are the repetition of the names of dishes, ingredi-
ents and the development of imagination, as to determine meals you need to provide all the ingredients and
mentally connect them with each other. Also an effective and entertaining method of studying of the topic
«Food» is to create projects about a favorite dish. Students can explain the technology and features of the
cooking, the history of the origin of the dish. Children can draw posters, make models from clay or even
bring on a tasting of food, if there are appropriate conditions.
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The game «Stickers» used on the topics: «Parts of the human body» and «Clothes». Students can be di-
vided into several groups. They distributed stickers with the names of the parts of the body (clothes), and one
student becomes the model. The rest of the band sticks on parts of the body corresponding stickers. This
game not only remember new words but also changing the work environment, mood. Students work in
groups, learn to come to a decision, to listen to the opinions of others.

There are also playing techniques, which you can use to build a large part of the lesson, to prepare to
study the following subjects or test knowledge of the material covered. To explore the theme «Traveling» the
author develops the game called «Customhouse».

The class selects three assistants to the teacher. The class is divided into 3 groups. The customhouse in-
cludes four stations: 1) physical preparation; 2) quiz on knowledge of the country, which is chosen for travel-
ing; 3) check; 4) passport control

Each student gets a mini-passport, which contains the initials, pages for the passing stations, the loca-
tion for the photo (picture), stamp and signature. At the station of physical training of the students show that
they are healthy and will be able to endure the flight (they walk, whirl, clap, etc.). At the station «Quiz» stu-
dents are asked questions on the knowledge of the country. At the station «Luggage check» students name
10-15 things necessary during the journey. In the station «Passport control» students are checked whether all
stations are passed, and stamped.

Competition is an integral part of the game, attracting the attention of students. Guys get pleasure by
participating in the game, which creates favorable condition for foreign language lessons and reinforces the
desire to study the subject. This game is based on competition. Also develop skills of group work, mental
exercises are replaced by physical.

The introduction of learning games can be relevant, at first, due to the nature of foreign language learn-
ing, where much depends on the motivation of the students; secondly, the use of educational games to devel-
op creative thinking of students and their communication skills, and third, facilitates the formation of a unit-
ed team. The game allows the teacher to organize the students, make it more active, interests them in the
study of the subject and provides the additional resources for more information. The game helps to develop
such qualities as independence and initiative. Learning games provide opportunities for development of crea-
tive abilities of the student during the lesson due to the fact that the role of the teacher is limited only by the
explanation of the task to the student and then.the student works independently selecting those language
means which he considers necessary in the situation [2].

Thus, it is especially important to note that the game activates the desire of younger schoolboys to con-
tact with each other and the teacher creates the conditions for equality in speech activity, destroying the tra-
ditional barrier between teacher and student.

Communicative games provide a variety of language that is due to the situation of communication, eve-
ryday life. The game situation is stored in children twice more words than a conventional plant for memori-
zation. The fact that the game is of interest and activity of children and gives them the opportunity to express
themselves in a fun activity for them contributes to a more rapid and lasting memorize foreign words and
sentences. Based on the foregoing, it must be concluded that the use of the game form in the initial stage of
learning a foreign language is an effective method in the development of communication skills of primary
school children [3].

The game method may be used at any stage of studying with a specific adaptation for each age. Using
this method‘is called to create a favourable psychological atmosphere of communication and to help students
see.the foreign language as a real means of communication. It is therefore important that lessons using gam-
ing techniques have become for the students a pleasant experience. This can be achieved if properly and me-
thodically psychologically reasonable to work to find ways of optimal organization of lessons in a foreign
language. It should be noted that the use of games in various stages of training not only helps in learning a
foreign language, but also plays a role in the transition of the student to a new and higher stage of mental
development [4].
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7Korapsbl MekTenTe aFbLIMIbIH CA0AKTAPHIHAA OMbIH
dlicTepin maiaagany aaicremeci

Makasana opra MEKTel OKYIIbUIAPbIHA aFbUIIBIH TUIH OKBITY CpPEKIICIIKTepi KapacThIpbUIFaH. ABTOpIap
Ka3ipri meTen TUTI MYFaIIMIiHIH ajJIblHAAa TYPFaH MaHBI3Ibl MaKcaTTap/bl, aral aiTKaH/Aa, OKYIIbUIapFa
HIeTeNT TIMIH OKBITYJBIH THIMII OMICTEpiH KaMTy JKOHE OKYIIBUIAPABIH TUITe JETeH KbI3BIFYIIBIIBEFBIH
apTThIPY, OpTa MEKTENTE ILIETe] TUIH OKbITY Ma3MYHBIHBI TOJBIKTBIPYJbIH HAKThl JKOJIIAPBIH KOPCETKEH.
AFBITIIBIH TUTIH OKBITY €PEeKIIETiKTEPiH €CKEPE OTHIPHIIN, BIKTUMAJ OKY MPOILECiHIe MoceNenep i, CoHaai-ax
OKBITY YPZICIH HEFYpJIBIM THIMJI €Ty YIIIH OChl IpoOieManap/pl Menyi aHbIKTay KaxeT. MekTenTe OibIH
apKBUTBI OKBITY IIET TUTIHAE HEeri3ri OKy MaTephasblH THIMII MEHrepy YIIiH KOJaiiibl OpTa TYbIHIAWIbI,
cebebi CTyJeHTTep KOMaHIala JKYMBIC JKoHe aepOec, HIeT Tili KOMMYHHKATHBTIK AaFbUIAPbIH NAMBITY;
COHJIaii-aK OalaHbIH IICHXHUKAJBIK KOHE MMCHXOJOTHSUIIBIK JaMyblHa bIKHad eredi. 1Iler TiniH OKpITYAA OWBIH
OJIICIH jkacKa coikec OKBITY Tajam erieni. OMBIHHBIH dicTepl CTyJSHTTEp HAKTHI OaillaHBIC KYpaJIbl JKoHE
IIeTeN TLTIH HeNirinae maliaansl ToxipuOeci peTiHae aFbUIIIBIH TUTIH MEHrepyre -KoMeKTecy YIIiH apHaIFaH.
ABTOpIIap OKYIIBUIAP/IBI BIHTANAHABIPY OCTEPiH YChIHA OTBIPBIM, KOFAPhl CHIHBIN OKYIUBUIAPBIHBIH TIIIK
JIaFIbIIapbIH TAMBITY/Ia OMBIH 9[iCTEPiH TYPJI XOJApbIH, IPAKTHKAJIBIK MAaTepHANbl KOIl KOJIIaHyFa KeHec
Gepeni.

Kinm ce30ep: oiinan yiipery, aFbUILIBIH TiJiH OKBITY, KOMMYHHUKATUBTIK, TUIHIK JaFbUiap, OKbITY dIicTepi,
opTa MeKTel, cabak, UIeT TiTi, OKyILIbUIap, OUBIH d/ICTepI.
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MeToanka MCNOJIb30BAHUS UTPOBBIX MPUEMOB HA YPOKAaX
AHIVIMICKOIO SI3bIKA B CPe/IHeH LIKOoJIe

B cratbe paccMOTpeHbl 0COOEHHOCTH 00y4YEHUS aHINIMMCKOMY SI3bIKY YUaILUXCs CpEeIHEH IIKOJIBl. ABTOpaMH
BBIICJICHBI BOXKHEHIIINE 3a/ja4l, CTOSIIHNE IIEPE COBPEMEHHBIM yUHTENIeM HHOCTPAHHOTO SI3bIKa, — KaK OCY-
IIEeCTBUTH (P (PEKTHBHOCTH HTPOBBIX METOMUK B.OOYIEHHN WHOCTPAHHBIM SI3bIKAM YYaI[XCs, TOBBICHTH HH-
Tepec yJamuxcst K M3y9aeMoMy sI3BIKy, 000TaTHTh COJIep)KaHNe HHOS3BITHOTO 00pa30BaHUsI B CpeHEN IIIKO-
ne. PaccmarpuBas 0coO€HHOCTH O0YUCHUS aHIIIMICKOMY SI3BIKY, CIIEAYET ONPEAEIUTh BOZMOXKHBIC MpoOiIe-
MbI, BO3HUKAIOIIHE B IIPOLECCEe O0YHYEHHMS, a TAKKE PEIICHHUE 3THX MPOOJIEM ¢ LIeJIbIO ClIeNaTh y4eOHbIH npo-
necc Haunbonee >ddexruBHbM. OOydaromas urpa SBISIETCS OCHOBHBIM BHAOM JAGSTENFHOCTH B OOYUCHUH
HMHOCTPAHHOMY SI3BIKY B LIKOJIE, IOCKOJbKY CO3JaeT OnarompustHyio armochepy it 3dpdekTuBHO-
IO yCBOGHHSI yueOHOrQ Marepuana, paboThl yJalluXxcsi B KOJUIGKTHBE M IO3BOJSET CAMOCTOSTENIBHO Pa3BH-
BaTh HABBIKM MHOS3BIYHOTO OOMIEHMS, @ TAKIKE CIIOCOOCTBYET YMCTBEHHOMY U IICHXOJIOTHYECKOMY Pa3BUTHIO
pebenka. C yd4eToM BO3PACTHBIX OCOOCHHOCTEI MIpOBOM METOJ] OOYyUeHUsS] MHOCTPAHHOMY SI3BIKY MOJKET
OBITH MCIONB30BaH Ha JE000H cragun o0ydeHns. Vcnoms30Banne UIPOBBIX METOJIVK IIPU3BAHO TIOMOYL yda-
IMUMCSl PACCMATPUBATh AHTVIMHCKUH S3BIK KaK PEeaJbHOE CPEACTBO OOMIEHWS M CTAaTh ITOJIE3HBIM OIIBITOM
B OBJIa[IEHNM MHOCTPAHHBIM S3bIKOM. B craThe mpuBeIeHbI CrOCOObI MOTHMBALMM 00Y4aeMbIX, pa3iIHyuHbIC
CrIOCOOBI M UTPOBBIC NPUEMBI JUISL PA3BUTHS PEUEBBIX HABBIKOB YYAIUXCS CPEIHEH LIKOJIbI; IPOaHAIN3HPO-
BaH NMPaKTHYECKHIl MaTepHal.

Kuiouesole crosa: oOyvaromas urpa, o0ydeHHe aHIIIMHCKOMY SI3bIKY, OOIICHHUE, SI3bIKOBBIC HABBIKH, METOJIbI
00yueHH, CpeHsIs IIKOJIa, YPOK, HHOCTPAHHBIH S3bIK, YUCHUK, UTPOBbIC TIPHEMBL.
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