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THE IMPORTANCE OF GAMES IN LEARNING ENGLISH
Games can be one of 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 programm 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 batling with a stubborn language. Because the games are by nature a supplementery 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 place, 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 these 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. In short, the games give everyone, teacher included, a chance to play and be playful. In a language classroom, play is useful.
At different stages of the lesson, the teacher’s aims connected with a game may vary:

1. Presentation. Provide a good model making its meaning clear;

2. Controlled practice. Elicit good imitation of new language and appropriate responses;

3. Communicative practice. Give students a chance to use the language.

Games also lend themselves well to revision exercises helping learners recall material in a pleasant, entertaining way. All authors referred to in this article agree that even if games resulted onlu in noise and entertained students, they are still worth paying attention to and implementing in the classroom since they motivate learners, promote communicative competence, and generate fluency.

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.

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 matches twenty-three'' ''Do you remember where---is?'' Finally, the games,like all the card games, is fun and contributes to group building.

PREPARATION

Chose a category, eg. antonym. Write a word on each of 15 cards and 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 Figure 1.

2. Talking turns, students call out two numbers, eg. 1 and 3. Turn over the called cards. If the cards don't  match ( chances are they won't for the first new turns) the cards  are turned back over. In figure 2, we see that big and deap don't match so they are turned -face down  again.

3. When a student makes a match (figure 3) he removes matched the cards from the lay out and gets another turn. He continues untill 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 lay out, and the next player gets the opportunity to match and to use the two words.

Level:    Elementery                                       Matched pairs

             Adjective                                           Synonyms

             Big                                                     Large              

             Near                                                   Close
As a conclusion we should say that games help students to relax, entertain and encourage them and help to develop their communicative competence and vocabulary acquisition.
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