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LANGUAGE GAMES IN TEACHING ENGLISH

In the article the theoretical underpinnings of efficiency of using language
games in teaching English are shown. The complex of theoretical methods was drawn
in the research: comparative analysis of methodical sources with the purpose of
determination the state of developed research problem; analysis of didactical sources
as for the integration language games to the process of teaching English;
systematization of different researchers’ views as for classification the language
games.

The basic results of the article are determination the definition of “game", the
advantages of using games, the study of didactic potential of language games in
English lessons, description of the main forms, types, functions of language games,
their classification.

It is shown the game is one of the fundamental learning activities. The games
should be regarded as supplementary activities. When choosing a game, a teacher
should be careful to find an appropriate one for the class in terms of language and
type of participation. Once the game has begun, the teacher should not interrupt to
correct mistakes in language use. The teacher should not compel an individual to
participate. Games are serious devices by which we can create an interesting
activity.

Games have following characteristics: they are based on a learning objective,
give the player control over his own destiny, include doable challenges, they are fun
and interesting, thus motivating, based on reality in order to intrinsically motivate
the players to continue to play the game, they require interaction, must include
everyone.

Some game forms are mentioned: information gap, guessing games, search
games, matching games, matching-up games, exchanging games, collecting games,
arranging games.

To use games effectively in the classroom a teacher should adhere to the
following rules: the game must have a clear learning objective and purpose; the
teacher should assign students to teams; be sure to explain all necessary procedures
and rules clearly and slowly; be consistent; be prepared; maintain a non-threatening
environment; it may be useful to have students create games.

The conclusion is to determine the rules for successful usage of games in the
English classes as the game is one of the most effective forms of educational process
organization and in the process of foreign language teaching at all levels is has the
great pedagogical value.
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Kocmikoea 1. 1. /luoakmuuni icpu y euknadanni auaniiicbkoi moeu. Y
cmammi  GUABIEHO  MmeopemuyHe RNIOTPYHMA  eqeKmUHOCmi  8UKOPUCHAHHS
OUOAKMUYHUX i2op NI0 YAC HABYAHHA  AH2AIUCLKOI  Mosu. Y — pobomi
BUKOPUCMOBYBABCS KOMNJIEKC MEmOo0i8 meopemuyHo20 00CAI0OHNCeHHS. NOPIGHAIbHULL
AHani3 MeEmMoOOUdHUX Oxcepell 3 Memoro UHAYEHHs CIMAHy po3pobaenocmi npobiemu
O00CNIOJCeHHS, AHANI3 HABUANbHO-MEeMOOUYHOI Jimepamypu wooo inmezpayii y
npoyec HA84aHHs AHNIUCHLKOI MOGU OUOAKMUYHUX 20p, cucmemMamu3ayis no2nsioie
Ppi3HUX 00CNiOHUKi6 Ha npodremy Kiacugixayii oudakxmuunux icop. OcCHOBHI
pe3yibmamu  pooomu Noafgealomv Y GUSHAYEHHI MEPMIHYy «OUOaKMU4Had 2pay,
3’5ICY8aHHI nepesaz GUKOPUCMAHHI (20D, OO0CHIONCEHHI OUOAKMUYHO20 NOMEHYIany
MOBHUX 120p Ni0 YAC HABYAHHS AHNIUCLKOI MOBU, ONUCI OCHOBHUX (opM, 68uUdis,
@DYHKYIU MOBHUX i20p 3 AH2NTUCLKOL MOBU, IX Klacu@irayi.

Pezynomamom nposedenozo docnioxcenns € 8usHaueHus npasu ehexmueHo2o
BUKOPUCAHHS [20p 3 AH2AIUCLKOI MOBU AK OOHIEI 3 HAUOLIbUL eheKmusHux gopm
opeaHizayii HagyaIbHO20 Npoyecy, Wo y HAGYAHHI AHIATUCLKOI MOBU HA B8CIX PIGHAX
Mae 8eUKy nedazo2iuny YiHHICMb.

Knwuogi cnoea: ouoaxmuuna epa, UKOPUCMAHHS, epheKmusHicmb, HABYAHH,
AH2NIUCHKA MO8A, 8YUMENb, VUEHD.

Kocmuxoea H. H. /luoakmuueckue uzpvl 6 npenooasanuu aHiuiicKo2o
A3vlka. B cmamoee 6bisAGIeHbI  meopemuuecKue  OCHO8bL  dpexmueHocmu
UCNONIL308AHUSL OUOAKMUUECKUX USP 6 O00VYeHUU aHeIutickomy A3vlKy. B pabome
UCNOJIb308AJICS KOMNJIEKC Memooos meopemuyecko2o UCCNIe008AHUSL:
CPABHUMENIbHBIUL  AHAIU3  MEeMOOUYEeCKUX UCMOYHUKOE C UYelblo ONnpeoeieHuUs
COCMOsIHUA ~ paspabomanHocmu  npooaemMbl  UCCAEO08AHUS,  AHAIU3  YYeOHO-
Memoouyeckou aumepamypvl NO UHmMe2payuu OUOAKMUYECKUX uep 6 npoyecc
00yUeHUs. AH2IUUCKOMY S3bIKY, CUCTeMamu3ayus 632151008 Pa3HbIX ucciedosameliel
Ha npobnemy xKiaccupuxkayuu ouoakmuyeckux uep. OcHosHble pe3yibmamsl pabomol
3aKII0OYAIOMC 8 ONpedesieHuUd MepMUHA «OUOAKMUYECKAs Uepa», 6blACHeHUU
npeumMywecms UCNONb308aHUsL USP, UCCIE008AHUU OUOAKMUYECKO20 NOMEeHYuald
AZLIKOGLIX USP HA YPOKAX AH2IULCKO20 A3bIKA, ONUCAHUU OCHOBHLIX (DOPM, U008,
@YHKYULL AZIKOBLIX USP NO AHSTUUCKOMY A3bIKY, UX KIACCUPUKAYUU.

Pe3zynomamom uccneoosanus onpedenenvl npaguia yCneuHo2o0 Ucnoib308aHus
uep Ha YpoKe aHeAIULUCKO20 5A3bIKA KAK OOHOU U3 Haubonee 3¢hgekmusHvix (opm
opeaHuzayuu yyeOHo2o npoyecca, Komopas 6 00yYeHUU UHOCMPAHHOMY A3bIKY HA
8cex yposHAX umeem OONbULYIO Neda2o2UtecKyio YeHHOCHb.

Knwueswvie cnosa: oudaxmuueckas uepa, npumenenue, 3p@ekmueHocmy,
obOyuenue, aHeIUUCKULL A3bIK, Yuumeb, Y4eHux.
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Statement of the problem. As we know nowadays Ukraine expands more and
more relations with foreign countries, hence the interest in studying a foreign
language is growing steadily. In the methodology of foreign language teaching there
are various ways of optimization the educational activity, including the game. Games
are covered in the methodological literature due to the fact that they attract foreign
language teachers’ interest because of the possibility using them as a mean of
emotional release, motivation in educational activity, training, way to test students’
knowledge and skills.

The work is dedicated to the problem of using language games at English
lessons within the framework of communicative classroom. Taking part in various
games impacts the development of attention, memory, thinking, imagination, all
cognitive processes. For example, the pedagogical and didactic value of a game is
that it allows participants to discover themselves, learn to act according to the
circumstances; learn norms of behavior; leads to the development of certain language
skills, ability to communicate, memorize the material.

However, it is important to state that the effectiveness of games as the
educational way depends on their compliance with certain requirements, such as the
presence of an imaginary situation, in which students will take part; children’s
awareness of the outcome of the game, its rules. The game is not just collective fun.
This is the main way to achieve all of the tasks in education, therefore, teachers
should know exactly what skills needed to improve. The game is a teaching tool that
activates the mental children’s activity, allows to make educational process more
attractive and interesting, makes them worry in order to create a powerful stimulus in
language acquisition.

It is important and appropriate to use various types of games, what games are
effective and. Using games during the lesson is very important. Children like indoor
and outdoor games, puzzles, crosswords, competitions. Conducting this activity,

teacher is obliged to create a friendly atmosphere during a lesson, to accept children’s
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ideas concerning the rules of the game itself, remember that all participants are in
equal conditions, maintain children’s interest to the material.

Learning foreign language is the organization of children’s education through
games, which is caused by a number of factors. Firstly, intensification of educational
process puts forward the objective of finding means of maintaining children's interest
to the material and enhance them. One of the most effective means of solving this
problem is the didactic games. Moreover, one of the major problems in teaching a
foreign language is learning the spoken language, which in its turn creates the
conditions for realizing communicative functions. The language allows to approach
the learning process to the real training conditions which increase motivation for
learning a foreign language. Children’s involvement in oral communication can be
successfully implemented in the context of playing activities.

The analysis of school textbooks shows that they don't provide a unified
theoretical and didactic foundation for using language games. In case there are some
language games in a book, it doesn’t contain many of them or have a sufficient
amount of communicative activities for developing vocabulary and grammar skills in
speech activity.

It is known in the game especially full and sometimes unexpectedly reveals the
ability of a person, especially a child. In school the special place occupied by such
forms of work that provide an active part in the lesson, each pupil, increase the
authority of knowledge and individual responsibility for the results of the pupil’s
work. The present method and practice of teaching children in elementary school
focuses on the optimal combination of different forms, methods and teaching aids.
This allows us to more effectively address training and educational objectives of the
educational program. But learning tasks that performed in class, often determine the
monotony of intellectual activity of student's by implementing a training goal —
securing knowledge and skills development. This adversely affects the development
of students and process of learning in the future. The priorities of secondary

education significantly changed in recent years. Today, it’s main goal — the
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development of creative student's personality. When using games in the classroom, it
Is beneficial for teachers to have a complete understanding of the definitions of
games, which usually are defined as a form of play concerning rules, competition,
and an element of fun [15].

Review of Literature. Many scientists have paid attention to the study of the
game: Richard-Amato [12], Ersoz [5], Carrier [4], Schultz [14], Hadfield [7], Lee
[10]. They say that any game is one of the most important means of intellectual and
moral education of children. Lessons using games and game situations are an
effective means of upbringing and education, like the rest of the traditional
constructions of the lesson the introduction of the game story attracted the attention
of the entire class. The urgency of this problem is caused by the need of showing
different approaches to using games.

The aim of the article is to study theoretical underpinnings of using language
games in the classroom. The objectives of the article consist of showing the
advantages of using games, analyzing the didactic potential of language games in
English lessons, giving the definition of "game", description of its main forms, types,
different classifications of the games, main demands to the games, the rules for
successful usage of games in the English classes.

Presentation of the basic material. Games are fun activities that promote
interaction, thinking, learning, and problem solving strategies. Often, games have an
aspect that permits the players to produce information in a short time period. Some
games require the players to engage in a physical activity and/or complete a mental
challenge. It is known a ‘GAME’ is one of the fundamental useful learning activities
in studying foreign languages. Games in language learning are effective and have
great pedagogical value at all levels.

They also defined it as an organized activity that usually has the following
properties: a particular task or objective, a set of rules, competition between players,

and communication between players by spoken or written language [13, p.153] or as
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an “activity with rules, a goal, and an element of fun” [7]. Language games are not
activities mainly aimed to break the ice between students or to kill time.

Language learning is a hard task which can sometimes be frustrating. Constant
effort is required to understand, produce and manipulate the target Language. Well-
chosen games are invaluable as they give students a break and at the same time allow
students to practice language skills. Games are highly motivating since they are
amusing and at the same time challenging. Furthermore, they employ meaningful and
useful language in real contexts. They also encourage and increase cooperation.

There are many advantages of using games in the classroom: 1) Games are a
welcome break from the usual routine of the language class. 2) They are motivating
and challenging. 3) Learning a language requires a great deal of effort, games help
students to make and sustain the effort of learning. 4) Games provide language
practice in the various skill-speaking, writing, listening and reading. 5) They
encourage students to interact and communicate. 6) They create a meaningful context
for language use.

Games have following characteristics: 1. They are based on a learning
objective. 2. They give the player control over his own destiny. 3. They include
doable challenges. 4. They are fun and interesting, thus motivating. 5. They are based
on reality in order to intrinsically motivate the players to continue to play the game.
6. They require interaction. 7. Games must include everyone.

According to different writers there are different classifications of games. Lee
[10, p.65] classifies games into ten kinds: structure games, vocabulary games,
spelling games, pronunciation games, number games, listen-and-do games, read-and-
do games, games and writing, miming and role-play, and discussion game. However,
McCallum [11, p.74] categorizes games for language learning into seven Kinds:
vocabulary games, number games, structure games, spelling games, conversation
games, writing games, and role-play and dramatics. From these two writers’ division,
we have five main kinds of games: vocabulary games, structure games, writing

games, reading games, and games for developing speaking and listening skills. Each
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kind of game focuses on a language component or a skill, so when choosing games,
one of the factors that teachers have to consider is the aim of the lesson. As
mentioned above, the language games chosen in this study must serve the purpose of
helping the learners recall vocabulary; therefore, vocabulary games were chosen in
this study.

According to Bradley [2], games have some characteristics that are
advantageous to language learners as follows: First, games engage all students in the
learning process. Second, games provide an opportunity for collaboration and/or
cooperation. Third, games provide an enjoyable learning experience.

Hadfield [7, 8] said that games can take one of the following forms: A)
Information gap. B) Guessing games. C) Search games. D) Matching games. E)
Matching-up games. F) Exchanging games. G) Collecting games. H) Arranging
games.

The second taxonomy that Hadfield [8, p.102 -104] uses to classify language
games has many more categories. As with the classification of games as linguistic
games or communicative games, some games will contain elements of more than one
type: A) Sorting, ordering, or arranging games. B) Information gap games. C)
Guessing games. D) Search games. E) Matching games. F) Labeling games. G)
Exchanging games. H) Board games. 1) Role-play games.

Nonetheless, Greenall [6, p.11] classifies games in a different way: A) Do-it-
yourself simulation. B) Role-play. C) Describing. D) Matching pairs. E) Jigsaw. F)
Logical sequences. G) Board games. H) Discussion. Activities can be used as a
springboard for discussion or questionnaires.

These games can be played in pairs, groups, or with the whole class. They can
be card games, board games, puzzles, and role-play according to the size of the class
or the excitement of the games. Games are diverse and techniques used to carry them
are various. They can be used at any stages of a class [9, p.101]. This study only

focused on labelling games in which participants matched labels with pictures. In our
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study we also single out three aspects of relevance of using educational games. The
social aspect. The scientific aspect. The practical aspect.
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To use games effectively in the classroom the teacher should adhere to the
following rules.

The game must have a clear learning objective and purpose. It should be clear
what the students are learning and practicing in the activities and procedures of the
game. For example, for vocabulary identification the students can draw or act out the
word. These games have a clear purpose and their format can be repeated in different
sections or units.

The teacher should assign students to teams. The grouping may depend on
many things but it should ultimately depend on the task the students will be
completing. Having fair teams depends on knowing the students’ abilities and
personalities fairly well. Obviously, the latter option does not usually promote much
discourse about the language or learning in general. Other students will try to pair up
with the know-it-all and be carried through the game.

Be sure to explain all necessary procedures and rules clearly and slowly. Make

sure everyone is listening and understands. If necessary, ask the students to restate
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them. With games that have been played before, ask the students to state the rules and
procedures prior to beginning game play.

Be consistent. If necessary, use a timer to make sure that everyone has the
same amount of time to answer. Do not start another round if all the teams will not
have a chance to go before class ends. Decide if only the first answer will be accepted
because sometimes students say things incorrectly, realize it after they say it and then
fix it.

Be prepared. Make sure that there are enough materials, time, questions, etc.
As an educator the unexpected always happens: an assembly, absent students, extra
or not enough time. It is the facilitator’s job to make educated and well-thought out
decisions on the spot. Knowing how the game works helps making those decisions.

Maintain a non-threatening environment. All standard classroom rules and
procedures should be observed when playing games. For example, unacceptable
behaviour should include name calling and belittling. Before we play our very first
game we discuss how to treat and talk to others. Additionally, by saying those things
certain students may become less likely to participate and thus their learning is
curtailed and they are entitled to more. Furthermore, it is just generally hurtful and
mean.

It may be useful to have students create games. It can be only recommend after
the students have had exposure to educational games in the classroom setting so that
they are familiar with game operation and how the teacher chooses to manage them.
It is important to set boundaries or requirements for the games so that the students
can narrow the focus of their creativity. Games allow the students to show a little of
their true personalities, build relationships with others, and practice various skKills.
They also allow the facilitator to see who knows the information and who is or is not
afraid to share it. Also it becomes more apparent what students need more instruction
or what concepts can or cannot be performed adequately.

Conclusions. To summarize it all, we can say that, basically, game is one of

the fundamental learning activities and not only in studying foreign languages.

182



Games in language learning at all levels have great pedagogical value. It was well
documented in different scientific works and articles. Apart from their motivational
value as an enjoyable form of activity, they provide a context in which the language
Is embedded. This context is 'authentic' in the sense that the game creates its own
world: for the duration of the game, it replaces external reality. Games also create the
circumstances for meaningful repetition. Furthermore, the same game can be played
many times yet never produce identical outcomes. Needless to say, games also ensure
that the players interact with each other, and this interaction is usually played out in
language.

We can conclude that games should be regarded as supplementary activities.
The whole syllabus should not be based on games only — even for young learners.
When choosing a game, the teacher should be careful to find an appropriate one for
the class in terms of language and type of participation. Once the game has begun, the
teacher should not interrupt to correct mistakes in language use. The teacher should
not compel an individual to participate. Some learners may not want to participate
due to personal reasons. Forcing students to participate usually does not have
successful results. A game which looks wonderful on the paper may not work in the
actual classroom setting. If it is tiring or boring, it should be stopped. Give clear
instructions. Unless the learners know what he is expected to do and how to do it, the
aim cannot be achieved, and the game cannot be played. Games are serious devices
by which we can create an interesting activity.

Prospects. The perspectives of future papers may show how students can learn
grammar, vocabulary items using games as well as a game can help both young and
adults. It will be interesting to show students’ motivation as well as games help
engage all students, provide an opportunity for collaboration and cooperation, and

provide an enjoyable learning experience.
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