YalHIAThl, TEKCTOB ¢ (DAKTOJIOTMYECKUMHU OLIMOKaMU WIN NpoOerdaMy; HHCTPYKTAX U WIUIIOCTPa-
LUl JTaJIOHA pacCyXJIeHHs (CO CTOPOHBI MpernojaBaTeis), HANpaBJICHHbIE Ha CAMOCTOSTELHOE
MOCJIEeAYIOIIee UCTIOIb30BaHUE CTYJIEHTOM B MPOLECCE MBICIUTEIbHON IE€ATEIbHOCTH; COOCTBEHHO
pOJIeBBIE UTPHI, CYTh KOTOPBIX CBOAMTCS K pa3/elIeHUIO TPYIIIBI CTYIEHTOB HAa HECKOJIBKO YacTel ¢
oTpeAesIEHUEeM JIJIsl KaXK10M rpyIIbl y4eOHBIX (YHKIIHIA.

TexHoa0rus NPOEKTHOro 00yYeHUs, KOTOpasi MOJy4ylsia JOBOJBHO LIMPOKOE paclpocTpaHe-
HUE B BBICILIEH IIKOJIE, pelIaeT IpobsieMbl KOMIIETEHTHOCTHOTO nojxoAa. CTy[eHT MpH peanu3aiuu
9TOM TEXHOJIOTUH CaMbIM HEMOCPEICTBEHHBIM 00pa30M BKJIIOYAETCS B aKTHBHBIM MO3HABATEJIbHBIN
MIPOIIECC, CAMOCTOATEIRHO (hopMyHpyeT yaeOHY0 TIPOOJIeMy, OCYIIECTBISIET cOOp HEOOXOIUMOMN
uHpOpMalKH, TUIAHUPYET BO3MOXKHBIE BapUAHTBI PELICHUs MPOOJIEMBI, /1e1aeT BbIBOAbI, aHATIU3H-
pYeT cBoOO aeaTenabHocTh. HeoOxoqumbIM pe3ynbTaToM 00y4eHHs Ha OCHOBE IPUMEHEHUs POEKT-
HOW TEXHOJIOTMM SIBJISIETCS HE TOJBKO OCBOEHHME CTYyICHTaMH 00pa3oBaTeNbHOM MpOrpamMMsbl, a
3aT€M YMEHHUS MPUMEHSAThH MOJTYUYCHHbIE 3HAHUS B NMPAKTHUUECKOM JeATeNbHOCTU. Tak, Hampumep,
CTyJCHTaMH B paMKax u3ydeHus: TeMbl «CoBpeMeHHOe (PyHKIMOHUpPOBaHME HApOAHOM menaroru-
KW» BBINOJHSUICSA MPOEKT, KOTOPBI 3aBepiuaics myOonuuHoi 3amuroil. Kpome Toro, 4ro Ha 3aHs-
THUSIX CTYJIEHTHI BKJIIOUEHBI BO B3aUMOEHCTBUE, KOTOPOE CO3JA€TCs B YCIOBUSAX KOIAOOPAaTUBHOM
cpenpl. st 3TOrO CTy/IeHTaM B OOYYEHUH IMPEIararoTcs METO/IbI, KOTOPhIe HE TOJIBKO BKIIOYAIOT
IpyNIOBOE M JUAOrOBO€ OOYy4YEHHE, HO W JAIOT BO3MOXKHOCTb IOJEIUTHCS JUYHBIM OIBITOM,
HMOLUSAMH, OTHOILIEHHEM K O0IIEYETOBECKIM LEHHOCTSIM.

OTHOINEarorMyeckue MUaeu, KOTOPbIE BHEAPSIOTCS B COJep)KaHHe 00pa3oBaHMs BbICIIEH
IIKOJIBI, CIyXaT 3ajadyaM J{yXOBHO-HPaBCTBEHHOTO BOCIUTaHHMA OyIyuiux menaroroB. OmbIT
HCIOJIb30BAaHUS aKCUOJIOIMUYECKOr0 MOJAX0/a B MPENoJaBaHUU 00O0ralaeT coAep KaHue 3THOKYIIb-
TYPHOTO 00pa30BaHMUA.

TemipOaeBa Kakcoirya JlecoexoBHna

«Tinnep» kadenpachiHbIH aFa OKBITYIIBICHI

IHa3bl10Ba AnThiHA AOyOBHA

«Tinmep» kadenpachiHbIH aFa OKBITYIIBICHI, MATUCTP
Kemaua /Iunapa

«IeTen Timi: €Ki meTen TiT»yMaMaHIBIFBIHBIH CTYJICHTTEpI
«CoIpnapus» yauBepcureri, XKericaii k-ce1, OKO

WAYS AND MOTIVATION USAGE OF THE GAME
IN TEACHING ENGLISH

AHHOTALIUS

Maxanaoa xazipei xazax b6acmayvius mekmenmepinoe azvlubli MiniH OKbIMYOblY JHCAL-HCALOAlIbI,
a0ic-macindepi  dcailivl  KplcKauia 20icmeMenik WOy JHCACANEaH, UHHOBAYUSILIK MEXHON02Us MeH
unmepaxmue a0icmep MeH MICiIOepOiy Kazax MeKmenmepine euin Keayi, uiemen mIiNiHiYy OUbIH
aneMeHmmepin naudaiaHy maceneiepine oe dcau-dicakmol mokmangan. OUblH 1eMeHmmepin OKblmyOblH
MeopusnblK, Maceneiepine KeHiHeH ol epbimin, OHblY Heei3ei maxcam MiHOemmepi MeH adicmemenik
Macenenepi 0e JCan-icaKmol co3 60aaobL.

Tyitinoi co30ep: mypni oiibIHOAp, NCUXOTIOSUANBIK OAMY, DeliceHOl KamblCy, Kbl3bleYULbLIbIK.

AHHOTALUA

B smoii cmamee paccmampusaromcsi 80Npocvl Memood NpPenooa8aHUs AHIUNCKO20 A3bIKA 8
KA3aXCKOU HAYQIbHOU WIKOJe, BKIIOYEHbl 80NPOCHI UCNONb308AHUL MEMO008 U NPUEMO8 UCHONb308AHUS
UHHOBAYUOHHOU ~ MEXHON02UU U  UHMEPAKMUBHOU  O0O0CKU, CNOCOObl  UX UCNOAb308aHUs. BHecenwvi
meopemuyecKkue ONPOCsl YNOmpeOieHUs USPOBLIX INEMEHMOB.

Kntouesvie cnosa: pasiuunvle uepvl, NCUXOIO2UYECKOe — pazgumiue,  aKmMusHoe — yuacmiue,
3aUHMEpPeco8anHOCMU.
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ABSTRACT
This article deals with the methods of teaching English language in the Kazakh primary school,
including the use of methods and techniques for the use of innovative technology and interactive whiteboard,
how to use them. Made theoretical questions the use of game elements.
Keywords: a variety of games, psychological development, active participation, interest.

The most important condition for the attractiveness of the educational games is a strict record
of the age of psychological-pedagogical peculiarities of students.

So, when teaching a foreign language pre-school age children should take account of the
psychological and pedagogical features, as curiosity and inquisitiveness. However, it is important to
remember that they can not for a long time hold the attention on one type of activity. Therefore,
their activities in the classroom should be of diverse Noah, emotionally rich. Many researchers note,
that in the all levels of the age of the purpose of the training successfully achieved with the game of
motivation and the assessment of the behavior of peer .

Game 's activity includes exercises, forming the ability to highlight key features of objects,
compare; group games on the generalization of the items on certain grounds; group games in the
course of which the students develop the ability to control himself, speed of reaction to the word,
phonemic hearing. When the story develops in parallel with the main content of the training, helps
to intensify the learning process. The game helps to memorize, which is predominant in the initial
stage of studying a foreign language, that it enhances and supports the interest to the dialogue. It is
possible to allocate the following kinds of training-the voice of the games at the initial stage of
learning a foreign language [1].

Having considered the age of psychological - pedagogical features teachers can single out
the main conditions for the appeal of the game at all stages of learning a foreign language

The function of inter-ethnic communication. The game allows a child to learn the universal
human values, the culture of representatives of different nationalities, since the "games of the
national and at the same time international, transnational.

The function of self-realization of the child in the game as "the range of human practice".
Game allows revealing the child.

The communicative function of the game clearly illustrates the fact that the game - activity
communicative, allows the child to enter into the real context of complex human communications.

Diagnostic feature of the game gives the teacher an opportunity to diagnose the various
manifestations of the child (intellectual, creative, emotional, etc.). At the same time, game is “a
field of self-expression” in which children check their powers and abilities in the free actions, assert
themselves.

Therapeutic function of the game is to use the games as a means of overcoming the various
challenges that arise in a child in behavior, communication, teaching of the [air conditioning general
specification].

Correction function - is making positive changes, modifications in the structure of
personality indices of the child. In the game, this process occurs naturally and gently.

The entertaining function of the game. The game is organized by the cultural space of
leisure of the child, in which there is its development.

So, the game activates the cognitive abilities of learners, in the course of the operation
increases the motivation of teaching, increases the level of interest of (heuristic function), working
out and improving the skills and skills (training function), because the acquisition of new
knowledge through the game goes simultaneously with their embodiment, in the course of which
the repetition of not "pall", easily leading to a more lasting learning.

As a child does not feel the object of impact of an adult, considering himself a full-fledged
subject of the activity, then there is a possibility through the game to form his personal qualities
(educational function).

Functions of the game's form of education promote the use of various methods of
motivation.
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Motives of communication:

a) Students jointly solve the problem, participate in a role play, and learn how to
communicate, take into account the opinion of the comrades;

b) In the role-playing game, there aim is to solve collective problems, there are different
opportunities to students; students in practical activities on their own experience aware of the
usefulness of their actions and the actions of their comrades on the game; they can critically assess
how quickly their partners; in the game disciples become cautious, and sometimes risky;

c) Joint emotional experience during the role-playing game; contribute to the strengthening
of interpersonal relations

Moral motives:

In a role play every student can express themselves, their knowledge, skills, their character,
strong-willed qualities, their attitude to the work and to playing with him the other pupils.

Educational games:

the situation of success creates a positive emotional background for the development of the
cognitive interest; failure is perceived not as a personal defeat, and the outright defeat in the game,
and stimulates educational activities;

b) in the gaming activity in the process of achieving the common goal is activated,
cogitative activity; the idea of seeking a way out, it is directed on the decision of cognitive tasks.

Conditions of the contingent of students

The practical part of this work will demonstrate how the games may be used in a process of
language learning/teaching, which in this case is English. The aim is to present different games
representing various games’ types which should develop the English learning/teaching process. The
focus will be the game itself not the involvement of the game to the lesson plan. Although four of
five games presented here will be used in one lesson. The psychological development of the
students of the group corresponds to the norm. Children are sufficient degree of independence in
judgments, are able to analyze, compare, distinguish between the essential and nonessential features
of objects and phenomena, to draw your own conclusions, and find ways of solution. Most of the
students correctly express their thoughts in oral and written forms. Able to work independently with
a book, learn the material. Aware of the importance of received knowledge. Have sustained
attention in class, disciplined, respectful of the teacher[2].

With pleasure they take an active part in the lesson. The group is rather emotional, friendly.
Children do not conflict between themselves and are engaged in the various sections and groups
(chorus, sport, music, dancing). Increasing the number of students comply with the school mode.

The purpose of testing according to my research was to test the system of training of the
games at the lessons of foreign language at the early stages.

The tasks of testing:

* Find out the attitude to the English language of the students at the early stages;

* Determine the initial level of knowledge of the students;

* Pick up the game forms of work with students;

* To play the form of work on the lessons of the English language;

* Compare the level of knowledge of students before and after testing.

At the first stage of work with the students were offered a questionnaire with a view to
identifying the relationship to the English language. Question: what subjects do you like to study,
and what you do not to like?

A positive response regarding the English language gave 90% of the students.

Surveys allow making a conclusion about the presence of comfortable situation on the
lessons of the English language and about the interest to the subject for the majority of students.

The second questionnaire was aimed at the identification of the preferred forms of work.

Question: what forms of work at the lesson do you like?

The results show that the game is a favorite form of students' work at the lesson.

Game forms of work have been adapted to the topic of "Meals", which the students took place at
this stage of learning. Lexical material on the topic was introduced in the previous phases of the
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training. In connection with the fact that the methodological development was included in a holistic
pedagogical process, its objectives correspond to the objectives and tasks standing in front of
teachers at a particular stage of learning vocabulary. The main objective of the methodological
development - training of students combining the familiar lexical elements in a variety of speech
situations.

The initial stage of the lesson on the topic "Meals":

Objective: the repetition of the lexical material on the topic.

the Game-drill ", Insert the letter ".

Description: on the board are written the words from the current dictionary, in which missed
one or a few letters. The task of the students is to fill in the blank, speak and translate a word.
Students undertake the task of "the chain".

Reflection: the exercise is very easy on the plan and the conditions of carrying out. It is
carried out at the initial stage of a lesson in several minutes. This exercise intensified students,
helped to tune in to work with the vocabulary of a foreign language. Students repeated spelling,
pronunciation and translation of active words.

Game- exercise "Drawing up of the recipe”.

Description: the students choose and write the word, which is part of the "recipe".

Reflection: this game is an exercise aimed at a repetition of the writing of active words, but
in contrast to the previous exercises here from students require a great deal of autonomy in the
choice of words, his writing. May be a logical continuation of the previous exercise, or enter into a
cycle of exercises to replicate vocabulary. Some confusion on the part of students caused the
conditions of the game - the compilation of the general "recipe". After the game we have a
vocabulary dictation, which showed that the disciples make fewer mistakes.

Game-exercise "Guess the word."

Description: students are divided into teams. The teacher reads out the characteristic words,
the task of students is to guess what the word in question and it correctly pronounce.

Reflection: this exercise is very necessary when learning new vocabulary, because it gives
the opportunity to understand the meanings of the words and their synonyms. The students were
active during this exercise, committed mistakes in determining the values of the words. In difficult
situations teacher did explanations.

The main stage of the lesson on the topic "Meals":

Objective: training of combining the familiar lexical elements in a speech situations.

Game situations.

Description: the game consists of two stages. The first stage: the teacher distributes each pair
of students’ cards with the active vocabulary (product names). The task of the students is with the
help of questions to find out, who from the group have the necessary cards, and exchange them([3].

Reflection: with the help of this game, a situation was created realistic communication
between students, which included the questions and the response of the replica. In communication
between the participants of the game was a certain amount of spontaneity, however, the remarks
were "tied "to the lexicon. This game is an excellent training usage in speech studied vocabulary of
a foreign language. Many students managed to open up creatively.

Description of the second stage: the task of the students act out the dialogue in the roles,
using the speech active words.

Reflection: in this case the pupils trained to use the vocabulary in a situation of dialogue of
communication, which includes the question, the answer, and the subsequent reaction in the form of
a question or a statement. The students told the dialogue in accordance with the role, in which they
were. Phrases were previously thought, and spontaneity in communication practically was not.
However, this form of work allowed the teacher to trace the errors and inaccuracies in the speech of
the students and explain them.
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Tumomenko JI.H.,
cepTU(UIIMPOBAHHBIN YUUTETh
nepBoro (MpOABUHYTOT0) ypPOBHS,
c. Aynuekosb

CETEBOE COOBIIECTBO KAK MHCTPYMEHT
METOANUYECKOU NOAAEPKKHU B PABOTE YUYUTEJIA

AHHOTALUA

Oszexminiei. O3zin-631 oicemindipy, Oip-Oipiniy Oinimin, magicipubecin KabvLIOay dicoHe Oepy Yulin
neoazoemapowvl  Oipnece OKblmyOul KYpy Kadcemmizci myblHOauObl. JKeninix  KaybiMOoacmolk Hemece
myzanimoep Oiprecmici — Oyn YublMHuIY dcenioeei Kaciou Kvizmeminiy ocana gopmacel. byn 6ip nonoix
Hemece dicenioeei npooIeManvly Kaciou KvlzmMeminoe JHcymuic icmetimin Kaciou mamanoap mobwl. Kaciou
Jrceninik  Oiprecmikmepee Kamoicy, myeanimoepeedip endiy ap MyKnip-myknipiHoe omip cypemin JicoHe
utemenioe 0ip-0ipiMeH KapblM-KambvlHAC Jcacayaa, Kaciou macenenepoi uteulyze, 03in Jcyszece aculpyed JHeoHe
63IiHIY KaCiOU OeHeellin apmmblpy2a MYMKIHOIK 6epeoi.

Makcamul. Kaciou damwvlmyOvly UHHOBAYUSIBIK MOOENiH KYpY.

Ooicmepi.  Myzanimoepdiy  Oinikminiein ~ apmmulpy, — Kociou  Jceninik  KoeamoacmelKmol
aknapammanowvlpy JicaHe a0icmemeinik Koaoay Kepcemy Makcamvliod aHeime Jcone manoay Kalcemminicin
KYPY JcaHe Oamblmy.

Hoamuboicenepi.

° Oipvineail aknapammaolk Keyicmix Kypy,

o madcipube anmacy, Koioay Kopcemy H#aHe blHMbLMAKMACmblK,

® maocipubemen armacy,

° Y30iK nedacocukansix maoicipubenepoi mapamy,

® KoCiOU MaKbIpbinMapea pecmu KHane delipecmu KapblM-KamovlHACHbL YUbIMOACMbIPY,;

o [lnmepHemmeH mulc 03apa apekemmecyi yuliH KetliHHeH 8upmyanovl 03apa apeKemmecyiniy

bacmamacwl;
° Kacibu Oeneetlin apmmulpy;
o Jrcana 6inim bepy bacmamanrapvii Koioay.

Kopvimuvinoer.  Kociou  oiceninik  Kozamoacmelkmul — KYpy — nedazoemapovl — Oipiece  OKblmy
MYMKIHOIKmMepin Keyetimyee scazoail dcacay Yulin scane mekmenme Oinim 6epy canacvli apmmaolpyaa blKna
ememin O01AO0bL.

Tyitinoi cezoep: y30ikciz Kacinmix OKblmy, JICeniniK Ko2amoOacmvlK, aKnapammolk KY3blpemmilik,
WbIRAPMAWBLIBIK — 03iH-031  dcemindipy, KP pecnybnukacvliHbly nedazo2ukansvlk — KayblMOACMbl2blHA
unmezpayusi.

AHHOTALNMUA

Axmyansnocms./[na mozo, umobbl CO8ePUICHCMBOBAMbCA, Nhepeddsambv U NePeHUMamb ONblm U
SBHaHUsi Opye y opyea GO3HUKAem HeoOXOOUMOCMb CO30aHUsl KOMIADOPAMUEHO20 00YUeHUsT Neddzo2os.
Cemesvie coobwecmsa unu 06veOUHeHus yuumenell — 3mo Ho8ds Gopma opeanuzayuu npoPeccuoHarbHOU
dessmenvHocmuy @ cemu. IDmo 2epynna mnpogeccuonanos, pabomaowux 8 O0O0HOU NpeOMemHOU Ulu
npobOaIeMHOU  NpoghecCUOHANbHOU  OessmenbHoCmuy 8 cemu. Yuacmue 6 NpopeccuoHanrbHbIX Ccemesbix
00beOUHEeHUAX NO36OSEM VUUMENAM, JHCUBYWUM 6 DA3HBIX V2OJIKAX OOHOU CMmpaHvl U 3a pyoeicom
obuamecs Opye ¢ Opyeom, peutams npodecCuoHaIbHble 8ONPOCHL, Peanu308ams cebs U NoGblUAmMb C80l
npogeccuoranbHulil yposeHs.

1env. Coz0anue uHHO8aYUOHHOT MOOENU NPOPECCUOHATLHOLO PA3EGUNMUSL.
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