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ames can be regarded as central to a language teacher’s repertoire 
and not merely a way of passing the time. Games provide one way of 

helping the learners to experience language rather than merely study it. They 
give the teacher an opportunity to create contexts in which the language is useful 
and meaningful. The learners want to take part, and in order to do so they must 
understand what others are saying or have written, and they must speak or write 
in order to express their own point of view or give information. Games can help to 
master the knowledge, make the digestion process interesting and amusing. 
There are various activities, which can make the whole process of teaching and 
learning exciting, give the learners motivation and thus have positive effect in 
results. By using games in the classroom the teacher can conduct the lesson in a 
rather interesting way. Games have the power to enliven even the most intense 
lesson.  

Key words: drill, motivation, a warm-up game, a quick refreshing game, to 
promote interactive teaching. 

Introduction 
Language is not merely learning to read or write. Language is even more 

than being fluent in speaking it. One cannot be a carrier of a language unless he 
or she has excellent communication skills. The usage of a language is not only 
that in formal and predictable dialogues, but in everyday communication. The 
word communication assumes mutual understanding between the communica-
tors, which becomes possible through a language. As mentioned above, 
speaking skills, no matter how proficient, are not enough for a successful 
information exchange: listening skills are also required. All these and many other 
skills are to be mastered during the language learning process, which is evidently 
a prolonged and difficult one. During this process learners must make an effort to 
study lexical and grammatical forms of new words, to spell and pronounce them, 
in other words to use new language appropriately in both written composition and 
in conversation (Langran & Purcell 1994:15-19). 

Games are not only entertaining, but also encouraging: they help to sustain 
interest and efforts. Many games, similar to drill exercises, cause much use of 
particular language items. The focus is put on a specific language form and its 
frequent occurrence in a short period of time: this repeated occurrence of a 
particular language form is the contribution of drill exercises. The meaning of the 
language can be more vividly experienced through games which entail emotions. 
                                                            
* Ðá¹í³ÍÝ ÁÝ¹áõÝí»É ¿ ïå³·ñáõÃÛ³Ý 19.12.2016: 

G 



148 
 

Drill exercises are quite mechanical, especially when compared to games. Thus, 
learning of particular language items through games is better imbibed than that 
based on perfunctory drills (Wright, Betteridge, Buckby 2010:2). 

Games are good exercises for brains. Pupils can enjoy a rest after the 
intensive work on monotonous structures and drills by playing a quick refreshing 
game. This not only promotes interactive teaching and learning, but also helps 
many students to overcome language obstacles and even psychological 
complexes. What is even more, the playing process (especially a group work) 
makes the class more united and the atmosphere more friendly, open and free 
and, however strange it is, more relaxed. Although children play against each 
other, they learn healthy completion and become better friends.  

 
Why Use Games? 
Learners are normally inquisitive to know all the details of the learning 

process. They are more often interested in teaching procedures. Teachers must 
be prepared to point out the reasons for which this or that activity is conducted. In 
case of the usage of games, it is sometimes necessary for the teacher to be 
prepared to justify the choice of a particular game, sometimes even the usage of 
games in general, in terms of their efficiency. The learners should know about 
the successful consequences if the language is used appropriately. It is 
preferable that the teacher should highlight factors that made him/her use 
games: memorability, the frequency with which the language item occurs and 
meaningful use of language.  

Every teacher knows that we all have various emphases in the ways we 
learn and perceive. Learning styles are not assumed to be exclusive, since even 
the same person may have different preferences in learning styles. For instance, 
one can choose to be creative at one time and analytical at others. No matter 
how different the preferences for a certain learning style are, all learners probably 
have at least one. Any class consists of different types of learners and hence 
different types of preferences exist within one class. Teachers have a wide range 
of games to choose from when considering various teaching styles. Examples of 
those styles are as follows:  

 Visual= “I see what you mean”. (This is connected with visual memory. 
Some people are best responsive to information which is seen: graphs, 
diagrams, writing and pictures. In this matter colour, size and design should be 
paid attention to.), 

 Auditory= “I hear what you are saying”. (There are people who respond 
to information much better when it is heard),  

 Kinaesthetic= “I’ve put it together, at last”. (This is connected to gestures: 
some people might prefer to move, touch things in order to learn efficiently.),  

 Creative= “Let’s have a go” (Even if it is still the beginning, there might 
be people who will need to use the language creatively.),  

 Analytical= “Let’s stop messing about and get down to the basic rules” 
and analyze some patterns. (Some people have strong analytical skills and look 
for rules, they might like to analyze language forms.  ),  
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 Cooperative = “It’s really fun to work with other people”, it makes it more 
interesting, when the task is done in a group. For some people it is not a matter 
of being more interesting, but it is easier to have and be able to use the help of 
group members. 

 Individual = “I like to be left alone to get on with it.” In contrast to the style 
described above, this one is for people who find it much more efficient to work 
themselves. They might want to avoid troubles caused by others (They might not 
work as fast as them, for instance.) or might just prefer to work separately and 
take all the responsibility on themselves only.  

 Serious = “I don’t want to mess about, but get down to the real business 
of learning”. This style is for the people who opt for rather sober approaches 
toward things, especially toward learning. This learning style has some 
similarities with analytical and individual ones, but there is something typical to 
this style only: it is the in-depth approach to things. When choosing a game for 
people preferring this learning style, one should search for ‘humourless’ games 
that don’t intend to amuse or busy pupils, but are of rather serious ‘intensions’. 
This serious style of learning is not about taking the competition in games 
seriously, instead, in concerns the so-called demanding approaches to learning.  

 Amusing = “I like a good laugh”, “Don’t take it all so seriously.” If the 
game-process has some humorous elements, it might add lightness to the whole 
experience. This is preferable for the people who concentrate better in an 
amusing atmosphere.  

 Dramatic = “I love a good story”. Some people grasp new information 
better when it is associated with drama and storytelling (Wright, Betteridge, 
Buckby 2010).   

 
The Role of the Teacher 
There are games which are teacher-led and there are those in which the 

teacher’s role is mainly a passive one: Peter Watcyn-Johns states 3 things the 
teacher is usually responsible for: 

 preparing the material in sufficient quantities, 
 explaining clearly what is to be done, 
 checking answers or managing the scoring in the end of the game or in 

the process of playing (Watcyn-Jones 1993).  
These might sound very simple and easy to do, but these are not the only 

things the teacher does, of course. These go along with conducting the whole 
lesson, finding or coming up with an appropriate game or an activity for the given 
topic, so that the lesson turns into an enjoyable time of the day.  

In addition to these, the whole responsibility for the game results (how fair it 
was, the extent of productivity of the game, etc.) lies on the teacher. Besides, any 
teaching process assumes an approach, pedagogical in general and 
psychological in particular. Especially when working with children, any action, 
any word or even a look may be crucial.  

There are games in case of which pupils work at their own pace, i.e. 
independently of the teacher. The teacher should set up a time. Once the game 
has started, he/she should walk around the room and monitor the process and 
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progress of work being done by the children and listen to them. While doing this, 
the teacher should also pay attention to the degree to which the work is shared: 
is it equally divided or is the leader doing the whole work. Keeping control over 
the discipline is always important, but this does not mean that the teacher should 
interfere or help the working process, unless absolutely necessary. Almost all the 
games a competitive essence and this is what draws the pupils’ attention. It is a 
well-known fact that a runner reaches the finish-line faster if he/she knows 
someone else is running simultaneously. Competence motivates, excites, makes 
active and gives impulse. Thus, have your pupils enjoy all these by themselves. 
On the whole, the role of the teacher cannot and should not be underestimated.             

 
Play with No Advance Preparation 
It's commonly accepted that language games require little or no advance 

preparation. We do not particularly agree on this. Having observed practical 
cases, considerably more enthusiasm can be noticed in completing home tasks 
when learners know that they are to play a game at the next lesson. This is a 
way to give them a specific short-term aim in learning the proper topic: be it a 
given vocabulary, a tense structure, a set of idiomatic expressions or some other 
game. Learners, especially at young age, are fond of practical knowledge. They 
probably do not differentiate between the active and passive layers of 
vocabulary. Thus, when they are said to learn a random thematic group, it would 
not be enough to tell them that they will need those words at some point of their 
lives. So their usual response to this would be looking through those words, 
without paying attention to their meanings and not even memorizing them. 
Learning in this case would be boring and, therefore, not much affective. 
However, when the child knows about a possible award, he/she feels motivated 
to learn the whole thematic group with proper pronunciation, definitions and 
synonyms, even with some derivatives and usages. 

In short, when assigning children to study verb forms or a given vocabulary 
list, it is a good option to tell them that they are to play a game at the next lesson. 
Any learning process can be made interesting, if properly motivated.  

Furthermore, a game, if given without advance preparation, lacks a probable 
nervous state of mind among learners, something that is typical to any 
preparation process. Games are meant to make the whole process easier and 
more interesting, not more stressful because of competition, for instance.  

Games that are played without advance preparation are just like pop 
quizzes. These "not prepared for" games give the instructor opportunity to 
examine the knowledge gained by the learners from this or that lesson. This is a 
good way of observing the results. When checking a homework assignment, a 
pop-game would be a good alternative. It is a way to make not only the learning, 
but also the checking process interesting and motivating.  

 
Conclusion 
Games are a way to make the foreign language practice enjoyable. They are 

good exercises for brains. It is always healthy to give the pupils a five-minute 
break. It is a delicate way to meet their concerns and fears. With the help of 
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different games the teacher can involve everyone in the learning process. He/she 
can use a game as a quick warm-up or a time-filler at the end of the classroom. 
The pupils enjoy playing in any conditions. They also like competitions. These two 
can be perfectly combined in one language game to both interest and entertain 
them. The more games and amusing activities involved in the learning process, the 
more engaged the students are. Any home assignment will be completed with 
enthusiasm, if the pupils know that it is going to be checked with a game. Small 
rewards, by the means of candies, stickers, kinder toys or even mere points, will 
always encourage the pupils to study harder and to learn more, though you should 
engrain more of intrinsic motivation. 

 
 
REFERENCES 

 
1. Douglas, B.H. (2001) Teaching by Principles, Second Edition. London: 

Longman.  
2. Langran, J. and Purcell, S. (1994) Language Games and Activitie[s]. 

London: CILT. 
3. Masheder, M. (1989) Let's Play Together. United Kingdom: The Merlin 

Press Ltd, Wallingford. 
4. Uberman, A. (1998) The Use of Games for Vocabulary Presentation and 

Revision in English. London: English Teaching Forum. 
5. Watcyn-Jones, P. (1993) Vocabulary Games and Activities for Teachers. 

Penguin Books: Harmondsworth. 
6. Wright, A.; Betteridge, D. and Buckby, M. (2010) Games for Language 

Learning. UK: CUP. 
 
 

Ê³Õ»ñÇ ¹»ñÁ ûï³ñ É»½áõ áõëáõó³Ý»ÉÇë 
Ðá¹í³ÍáõÙ Ý»ñÏ³Û³óí³Í ï»ë³Ï»ïÝ»ñÇ Ñ³Ù³Ó³ÛÝ` Ë³Õ»ñÁ å³ñ½³å»ë 

Å³Ù³ÝóÇ ÙÇçáó ã»Ý, ³ÛÉ ¹³ë³í³Ý¹Ù³Ý ³Ýµ³Å³Ý»ÉÇ Ù³ë ¨ áõÝ»Ý áõëáõóáÕ³-
Ï³Ý Ù»Í ³ñÅ»ù: Ê³Õ»ñÇ ÙÇçáóáí ï³ñµ»ñ ï³ñÇùÇ ëáíáñáÕÝ»ñÁ Ï³ñáÕ »Ý 
Ó»éù µ»ñ»É Ï³ÛáõÝ ·Çï»ÉÇù, ³½³ï ·áñÍ³Í»É ¹ñ³Ýù ¨ ÑÕÏ»É ³ñ¹»Ý ÇëÏ 
áõÝ»ó³Í ÑÙïáõÃÛáõÝÝ»ñÁ:  

 
 

Ðîëü èãð â îáó÷åíèè èíîñòðàííîìó ÿçûêó 
Ñîãëàñíî òî÷êå çðåíèÿ, ïðåäñòàâëåííîé â ñòàòüå, èãðû íå ÿâëÿþòñÿ 

ëèøü ñðåäñòâîì âðåìÿïðåïðîâîæäåíèÿ, à ñîñòàâëÿþò íåîòúåìëåìûé êîìïî-
íåíò óðîêà è îáëàäàþò áîëüøîé îáó÷àþùåé öåííîñòüþ. Ó÷àùèåñÿ ðàçëè÷-
íûõ âîçðàñòíûõ ãðóïï ñ ïîìîùüþ èãð ìîãóò íàêîïèòü ñòîéêèå çíàíèÿ, ïðè 
ýòîì ñâîáîäíî ìàíèïóëèðîâàòü èìè, îòòà÷èâàÿ óæå èìåþùèåñÿ íàâûêè â 
ýòîé îáëàñòè. 


