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 THE IMPORTANCE OF GAMES IN LEARNING A FOREIGN LANGUAGE

Games can be one of the most enjoyable supplementary activities you can do with your class whether you use them once a week or once a day. In an intensive language program you can easily use one a day and the students will not tire of them because they provide a pleasant and relaxing break from the hard work of battling with a stubborn language. Because the games are by nature a supplementary activity and a time-out from the rigors of formal teaching and learning, they are best used to review or practice words and sentences that have already been introduced. In a limited way however, the games can be used to introduce new bits and pieces of language – especially vocabulary items and idioms.

Beyond the fact that the games are fun and a welcome change of pace, they are also useful. As mentioned above, they can serve as a painless review of previously studied material. They are also invaluable in helping build the class into a cohesive group, as long as the competitive aspect of the games is not taken seriously. In several of the games, groups of students have to work together toward a common goal – whether it be solving a problem or building up points and trying to win. In the process of working together, the students necessarily have to interact with each other to help, support, suggest, encourage, correct and even challenge each other [1.p.46].
Inevitably, some teasing, joking, cheering, and playful booing pervade the classroom. In short, the games give everyone, teacher included, a chance to play and be playful. In a language classroom, play is useful.

These language games are useful in one other important way – they remove you the teacher from the sport light and allow the students to deal with each other and the cards in front of them. You are there, of course. You get things started and total up the score and serve as the impartial referee, but you can stay out of the way for a while and let the players play [2.p.88].
Game:     Matched Pairs

BRIEF DESCRIPTION: 

Similar to the TV show Concentration, these games require the students to remember the location of the cards and to make pairs.

PURPOSE:

To review vocabulary. Sometimes, new words can be added to the set, as long as the number of new words is small and not disruptive. A second purpose, if the game is played as a team activity, is to stimulate conversation among the team members – «I think seven matchers twenty-three» «Do you remember where____is?» Finally, the game, like all the card games, is fun and contributes to group building.

PREPARATION:

Сhose a category, e. g. antonyms. Write a word on each of 15 cards and the matching antonym on another 15 cards. Shuffle the cards well and then turn them over  and number them from 1 to 30 on the back.

Because the purpose of this game is to review something that has been taught rather than teach something new, go over the pairs before the game begins to be sure everybody knows what the 15 pairs are.

PROCEDURE:

1. Lay the cards out face down with the numbers showing, as in Figure1. 

2. Taking turns, the students call out two numbers, e. g. 1 and 3. Turn over the called cards. If the cards don’t match (chances are they won’t for the first few turns) the cards are turned back over. In figure 2, we see that big and deep don’t match so they are turned face down again.

3. When a student makes a match (figure 3) he removes the matched cards from the lay-out and gets another turn. He continues until he fails to produce a match.

4. When all the cards have been matched, the student with the largest pile wins.

VARIATIONS:

1.The game can be played as a team activity. One person from each team is the spokesperson for the team’s collective effort to remember locations. Students can take turns being the spokesperson.

2.When a match is made, the player can be required to use the two words in a sentence. If the player fails the cards are returned to the layout, and the next player gets the opportunity to match and use the two words.  
Level: Elementary                                         Matched Pairs

Adjective         Synonyms

Big                          large

Near                        close

Sick                          ill

Simple                    easy

Little                      small

Quick                     fast

Right                     correct

Game:            “Scrambled Sentences”.

Brief Description:

The student re-arrange jumbled sentences, e.g.

The  ?  go  they  downtown  in  Do afternoon
Each word and punctuation mark is written on a separate card.

PURPOSE:

This game is useful for reviewing word order and the placement of punctuation marks.


PREPARATION: 

The game is more effective if it concentrates on a single sentence pattern, e.g. questions in the simple present tense. Write out a sentence with each word and punctuation mark on a separate card. In general, it is best to capitalize the first word in the sentence.

 Do  they  go  downtown  in  the  afternoon  ?

To keep the various sentences from becoming mixed up, it is useful to write a number on each card, e.g.

Do3  they3  go3  downtown3 in3 the 3 afternoon3   ?3  

 5-10 sentences will be sufficient for an interesting game.

Shuffle the cards in each sentence and put a rubber band around each sentence.

Finally, make a list of all sentences for your own reference and for use in Step #5 below.

PROCEDURE:

1. Divide the class info groups of 2-3 students.

2. Give each group a sentence and put the extras in the middle of the room.

3. Tell each group that it must use all the cards to form a sentence.

4. When a group is satisfied with its sentence, it writes the number of the sentence and the sentence on a separate sheet of paper. Then the group returns its sentence to the middle and chooses a new bundle of cards.

5.When the groups have finished, read the correct sentences and have the groups check their answers. 

VARIATIONS:
1. Have the groups read their answer sheets to each other.

2. The first group to finish can write its answers on the board.

3. Instead of working at the paragraph level, arranging sentences info coherent paragraphs.

4. The numbered sentences can also be arranged into a paragraph.

So, the more important point is that the games can be enjoyed by students at all levels. After some experience you will develop a good sense for what your class can do and can’t do. [3.p.110]
Среди разнообразных приёмов организации занятий наибольший интерес у учащихся вызывают игры, игровые ситуации. Игра является действительным инструментом преподавания, который активизирует мыслительную деятельность обучаемых, позволяет сделать учебный процесс привлекательным и интересным, заставляет учащихся волноваться, переживать. Это мощный стимул к овладению языком.

Игра всегда предполагает принятие. Обучение через игру-это прежде всего увлекательное занятие. В игре все равны.

Индивидуальные и тихие игры можно выполнить в любой момент урока. Коллективные желательно проводить в конце урока, поскольку в них ярче выражен элемент состязательности, они требуют подвижности.
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