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Abstract. In recent years, the focus on the matter of the study and teaching of foreign
languages has increased significantly. Nowadays, teaching any foreign language without
appropriate and innovative methods, techniques, interactive activities and games is quite
challenging for language leaners and teachers. Implying these kinds of games during the lesson
increase leaners’ interest and attention to learn other languages. In this article the author
discussed several games which are planned to teach foreign languages for the students with
different knowledge background and age.
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3HAUYEHUE UHTEPAKTHUBHBLIX UT'P B IPOIECCE N3YUEHUA
NHOCTPAHHBIX SA3BIKOB.

Annomauyun. B nocneonue 200vl 6HuMaHue K 60ONPOCY U3VHeHus U NPenooasaHus
UHOCMPAHHBIX A3bIKO6 3HAYUMEIBHO 603pPO0CIO0. B HacmoAuee epems npenodaeanue 1106020
UHOCMPAHHOCO AA3bIKA bes coomeemcemeyrwwux u  UHHOBAYUOHHLIX M€m0()06', MEXHUK,
UHMEPAKMUBHBIX 3AHAMUL U USD ABIAEMCS 0080JIbHO CLONCHOU 3a0adell 01 U3yuarouux a3vik u
yttumejzeii. HUcnonvsosanue nooobuvix ucp 60 epems ypoka nossvluiaem urmepec u 6HUMAaHue
00yYaOWUXCcs K U3yueHuio Opy2ux A3vikog. B amoii cmamve asmop paccmompein HeCKONIbKO uep,
Komopble nianupyemcs ucnoib3o6danio onsa o6yueHuﬂ UHOCMPAHRHbIM A3bIKAM YUAUWUXCA C PA3HbIM
VPOBHEM 3HAHUU U 803PACMA.

Kniouesvte cnosa. Hepvi, memoovl, UHOCMPAHHBIN A3bIK, 3AHAMUS, YPOKU, YYUMEs,
KIaccHas cpedda, (ou 3HaHUll, MAKmuKda, poiesas uepd, 20HKd 3a 00CKOU, npeoment.

Introduction. Learning foreign languages has an importance role in developing period of
the world. In this case, languages are taught not only in higher education institutions, schools, but
also in pre-school educational institutions. If it is not taught with interesting methods and activities,
but traditional methods during the class, it can be difficult to attract students to the lesson. Implying
distinct methods in the lesson not only ensures the quality of the lesson, but at the same time
prevents boredom and attracts passive students to participate in the lesson.

Materials and methods. There are a number of various interesting games in the process
of teaching English and Russian. That is worth mentioning that when teaching any age level
leaners, it is necessary to use such games, let all students participate equally in them and get
something useful from the lesson (for instance, new vocabulary can be memorized, if this process
is repeated every day, the student's vocabulary increases to a higher level).

A lesson for students it is inappropriate to start with grammatical concepts, especially for
students of lower grades or level. It causes boredom quickly. As a result, interest in education may
fade. Even the process of greeting with them should be started in an extraordinary way, including,
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an English song about a kind of greeting to the class when the teacher enters starting with (mainly
a motivational method for elementary school students) method is an effective method. If the lesson
continues in this way, the students do not lose their attention to the task. They even wait next
English class eagerly. Of course, all this is done by the teacher who is a main organizer and it
requires the pedagogue's responsibility. Some types of games can be mentioned to make learning
foreign language as interesting as.

Result and discussion. "Role playing" activity improves the effectiveness of English and
Russian language lessons. The advantage of this game is that it comes from the situation which
will be played. This game is not only useful for learning science, but also it also helps to build
intellectual skills. In this game, the topics are selected and students create dialogues. For example,
the situational conversation of a passenger who stopped a taxi, or conversations in clothing stores,
at the airport and others.

Students will act and speak in English according to their situation. In this activity, leaners
work with a group or a partner. Also, this help students to collaborate in different cases.
Furthermore, there will be a sense of competitiveness by dividing students into groups and
different topics. In this case, competition occurs. Competition is the criterion of improvement.
Finally, teachers should not forget to reward students or groups who participated in this activity
well. It is also appropriate to use didactic games to achieve a meaningful learning process.

“Board Race” ESL game is an exciting way to get the whole class up and out of their seat.
This activity can be used with any age and level students as well as adults, based on the classroom
size. Students should be aware how to pronounce the letters of alphabet. When the teacher spell
the letters of a word(for instance, s-m-a-I-1), two students should come to the board with their
markers or chock to write down the word spelled by the teacher.  This activity can be used in
order to revise the vocabulary given as homework or as a warm-up activity at the beginning part
of the lesson.

“Object” ESL game serves to provide vocabulary for students. As we know, the most
important direction in learning a foreign language is to learn new words. If we observe the
characters of the students, each student has his own way to learn and memorize vocabularies.
Learning new words through games is an appropriate way for everyone and it simplifies the
process. Several objects are placed on the table in the classroom and students come and inspect
these items. Items are covered and then students will write the objects which they have already
seen. The student who can write many words correctly will be the winner.

Conclusion. In general, on the basis of learning foreign languages process should be
conducted with the help of interactive games and activities in order to achieve reproductive results
While using games during the lesson, teachers should choose them according to leaners knowledge
background and age. These games can be changed in order to make it easier or more complicated.
The purpose of the mentioned games is to strengthen the students' memory, intellectual capacity,
quickness, intelligence, and organize the lesson meaningfully.
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