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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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