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Abstract: role-playing teaches to be sensitive to the social use of language. A 

good conversationalist is often not the one who enjoys the best structures, and 

those who can most clearly recognize (interpret) the situation in which there are 

partners, to consider the information that is already known (from the situation, 

experience) and choose the linguistic resources that will be most effective for 

communication. The lesson in the form of a musical play promotes development 

socio-cultural competence and acquaintance with the cultures of the English-

speaking countries. Methodical advantages of song creativity in teaching a 

foreign language are obvious. It promotes aesthetic and moral education of 

schoolchildren, opens creative abilities of each pupil more fully. Thanks to 

musical singing at a lesson the favorable psychological climate is created, the 

weariness decreases, language activity is stirred up. In many cases' it serves 

also as a discharge reducing pressure and restors pupils' working capacity. 

Keywords: method, capacity, project, process, develop, feature, function, 
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Аннотация: ролевая игра учит быть чутким к социальному 

использованию языка. Хороший собеседник часто не тот, кто пользуется 

лучшими структурами, и кто может наиболее четко определить 

ситуацию, в которой они являются партнерами, посмотреть на 

информацию, которая уже известна (из ситуации, опыта) и выбрать 

языковые ресурсы, которые будут наиболее эффективными для общения. 

Урок в форме музыкальной пьесы способствует социокультурной 

компетенции и знакомству с англоязычными культурами стран. 

Методические преимущества песенного творчества при обучении 

иностранному языку очевидны. Это способствует эстетическому и 

нравственному воспитанию школьников, более полно раскрывает 

творческие способности каждого ученика. Благодаря музыкальному 

пению в благоприятном психологическом климате снижается усталость, 

активизируется языковая активность. Во многих случаях оно также 

служит для снижения давления и восстановления работоспособности. 

Ключевые слова: метод, потенциал, проект, процесс, развитие, 

характеристика, функция, эффективность. 

 

Recently the method of projects gets more and more supporters. It is directed 

to develop child's active independent thinking and to teach him to remember and 

reproduce knowledge which are given to him by school, and to be able to put 

them into practice.The specified forms of work are comprehensible in all 

classes. It is natural that its volume and character of management of it on the 

part of the teachers differ. 



In the methods it is accepted to allocate following levels of independent work: 

- Reproducing (copying); 

- The semi-creative; 

- The creative. 

Reproducing level of independent work is very important at learning a foreign 

language as it underlies its other levels, and it is responsible for formation of 

pronouncing -lexical and grammatical base, for creation of samples in the pupil's 

memory. 

Independence is treated in pedagogy, as one of the person's properties. This 

property is characterised by two factors. The first factor includes set of means - 

knowledge, abilities, skills which the person possesses. The second factor - the 

relation of the person to activity process, its result and conditions of the 

realisation, and also communications developing in the course of activity with 

other people. 

The design technique at work differs by a co-operative character on the 

project. Activity carried out is creative in its essence and focused on the person 

of the pupil. It assumes a high level of individual and collective responsibility 

for performance of each task on project working out. Teamwork of the group of 

pupils over the project is inseparable from active communicative interaction of 

pupils. The design technique is one of forms of the organisation of research 

informative activity in which pupils take an active subjective position. Theme of 

the project can be connected with one subject sphere or have a interdisciplined 

character. At selection of a theme of the project the teacher should be guided by 

interests and requirements of pupils, their possibilities and the personal 

importance of the forthcoming work, the practical importance of the result of 

work on the project. The executed project can be presented in the most different 

forms: an article, recommendations, an album, a collage and many other things. 

Forms of presentation of the project are also various: a report, a conference, a 

competition, a holiday, a performance. The main result of work on the project 

will be actualisation of available and getting new knowledge, skills and abilities 

and their creative application in new conditions. Work on the project is carried 

out in some stages and usually is beyond educational activity at lessons: a choice 

of a theme or a project problem; formation of group of executors; working out of 

the plan of work on the project, definition of terms; distribution of tasks among 

pupils; fulfilment of the tasks, discussion the results of fulfilment of each task in 

a group; registration of joint result; the report under the project; an estimation of 

performance of the project. 

 Work by a design technique demands from pupils a high degree of 

independence of search activity, coordination of their actions, active research, 

performing and communicative interaction. The role of the teacher consists in 

preparation of pupils for work on the project, choice of a theme, in rendering 

assistance by the pupil at scheduling, in the current control and consultation of 

pupils on a course of performance of the project with function of participator. 



So, the basic idea of a method of projects consists in transferring accent from 

a various kind of exercises on active cogitative activity of pupils during joint 

creative work. 

 The game - one of the most important means of intellectual and moral 

education of children. Great importance to the game as an educational tool 

attached AS Makarenko, "What child is in the game, is that in many ways it will 

work when she grows up.[1] Therefore, education of the future leader is, above 

all in the game. "Lessons from the use of games and game situations are an 

effective means of training and education, as the rest of the traditional 

construction of the lesson and the introduction of the game story attracted the 

attention of the entire class. The content of the game - it's always a number of 

learning tasks. In the game pupils get into a situation that allows them to 

critically assess their knowledge in an active step, cause this knowledge into the 

system. 

These important conclusions I came not once, but in the process of 

accumulation of knowledge and experience with younger students. The urgency 

of this problem is caused by the need for improving methods of psycho-

pedagogical influence on the emerging personality of the child to develop self-

sufficiency of children, intelligent, communicative and creative abilities. 

Games contribute to the implementation of important methodological 

problems: 

The creation of the psychological readiness of children to the speech 

communication; 

Provide a natural need for frequent repetition of linguistic material; 

Coaching students in choosing the right version of the speech, which is 

preparing for the situational spontaneity of speech at all. 

The purpose of this paper - to analyze the possibility of using gaming 

techniques as a means to enhance the cognitive activity of adolescent English 

language lessons. 

To achieve this goal it is necessary to solve the following tasks: 

A. To study the literature on the issue of the use of gaming techniques as a 

means of stimulating cognitive activity in adolescent English language lessons. 

Two. To analyze the different approaches to the classification of gaming 

techniques. 

Three. Highlight features of the use of gaming techniques in teaching young 

people English. 

Object: The Game methods of teaching English. 

Subject: The use of gaming techniques as a means of stimulating cognitive 

activity in adolescent English language lessons. 

The objectives and functions of education. 

Revealing the essence of learning process involves the definition of its 

functions. 



The learning process is designed to carry out educational, educational and 

developmental functions. Isolation of these functions, the learning process 

carried out conventionally, as the distinction between the processes of education, 

training and personal development are relative, and some aspects are common. 

Conditional release of these functions is necessary in practice for teacher 

training and goal-setting process, the diagnosis of the results.. 

Educational function of the learning process is to create a system of values 

and emotional relationship of personality to the world and the totality of its 

qualities. Developing function of the learning process determines the 

development of general and special abilities of the individual and mental 

processes. 

Characteristic features of the learning process be regarded as unacceptable in 

isolation performed. They are complexly interwoven cause and effect 

relationships, when one of the functions is a consequence of the other, while the 

cause of the third. Thus, the discipline of education, social activity creates the 

conditions for effective learning. A study, in turn, helps educate those qualities 

[2]. 

The main aims of education is considered to be: 

- creation of favorable conditions for the mental, moral, emotional and 

physical development of the individual all-round development of their skills, 

ensuring students receive a strong knowledge and principles of science and the 

ability to replenish their own; 

-provide universal education to the level corresponding to the rapid 

development of science and makes it possible to adapt to the modern world; 

-implement the idea of the general, intellectual and moral development of the 

individual means of humanization of education; 

-educate citizens on the basis of a highly universal moral values that can lead 

an active life, work and creativity; 

-follow the international standards for the construction of programs for 

children with high intellectual ability: deepening the content of programs, the 

development of high-level thought processes, the development of understanding 

of students' own abilities; 

-form a person with a developed intellect and high culture, ready to be a 

conscious choice and development of vocational education programs. 

The main aims in teaching students a foreign language are: 

-formation in children of primary communication skills in foreign languages, 

foreign language skills to use to achieve their goals, the expression of thoughts 

and feelings arising in real communication situations; 

-creating a positive setting for the further study of foreign languages; revival 

of interest in the life and culture of other countries; 

-education of active-creative and emotional-aesthetic attitude to the word; 

-development of linguistic abilities of students with their age-appropriate 

structure for the older preschoolers; 



-decentration of personality, it is possible to see the world from different 

perspectives. 

Despite the fact that a child's play has been written so many, the questions of 

the theory of it so complicated that a single classification of games still do not 

exist. 

 Thus, for the number of participants in the game are divided into individual, 

pair and group. And the first target to communicate with the text, and the other 

to communicate with partners. The nature and form of the game produce 

substantive, moving with a verbal component, scene, or situational, games, 

competition, intellectual (tests, puzzles, crosswords, chaynovody, etc.), 

interaction (communication), complex, etc. By way of organization of the game 

There are computers, writing on message boards, etc. In terms of complexity of 

the actions distinguish simple and complex games, the duration of the - not long 

and lengthy. 

Language pgames helping to learn the various aspects of language (phonetics, 

vocabulary, etc.) are divided into phonetic, lexical, grammatical and stylistic. 

Thus, the educational game - is focused on the zone of proximal development 

of the game, combining teaching with the aim of appealing to the motive of the 

child. 

Therefore, introducing the game into a lesson, it is important for the result of 

didactic teaching, but may not be the motivation for the work of children. The 

game has to change the style of the relationship between children and adults the 

teacher, who can not impose anything: a child can play only when he wants and 

when he is interested, and those who cause him sympathy. 

A teacher can not only be the organizer of the game - he has to play with your 

child, because children have great pleasure in playing with adults, and because 

game atmosphere collapses under the gaze of the observer. 

The main purpose of phonetic games - staged (correction) pronunciation, 

practice in pronunciation of sounds in words, phrases, practicing intonation. 

They are used regularly, mostly at the initial stage of learning a foreign language 

(water-remedial course) as an illustration and exercises to practice the most 

difficult to pronounce sounds and intonations. As we move forward phonetic 

games are implemented at the level of words, sentences, Rhymes, tongue 

twisters, poems and songs. The experience gained in games of this type can be 

used by students in the classroom in the future in a foreign language. 

Lexical games have focused students' attention solely on the lexical material 

and are designed to assist them in acquiring and expanding vocabulary, and to 

work to illustrate the use of words in communication situations. There are 

different types of vocabulary games 

Battle Ships - A Vocabulary Game 

Level: Easy to Medium 

Preparation: 



Divide the students in to groups of four or five. Then ask the student to make 

the name for their ships for example with the names of animals, cities, movie 

stars or let them find their own favourite names. 

Ask them to choose the Captain and the Shooter. The captain's duty is to 

memorize his ship's name, so he can reply if somebody call his ship's name. The 

shooter's duty is to memorize the names of the ships of 'their enemies', so he can 

shoot them by calling their ship's name. 

Activity: 

Arrange all the captains in a circle, the ships' crews must line up behind their 

captains. The shooter is the last crew member in line. 

The teacher must decide a lexical area of vocabulary, this vocabulary will be 

used to defend their ships from the attacks. Every students (except the shooters) 

must find their own words. The lexical area for example, "Four Legged 

Animals". Give the students 1-2 minutes to find as many possible words as they 

can and memorize them. 

Start the game by calling a ship's name, for example the ship name is "THE 

CALIFORNIAN". The captain of THE CALIFORNIAN must reply with a word 

from the lexical area given, for example he says "TIGER" followed by his crews 

behind him one by one, "COW"; "SHEEP" until it is the shooter turns and he 

calls out the name of another ship and the captain of the ship called must reply 

and his crews must do the same thing. No word can be repeated. 

If the captain is late to reply (more than 2 seconds) or his crew can not say the 

words or a word repeated or the shooter shoots the wrong ship (his own ship or 

the ship that has already been sunk) the ship is sunk, and the crew members can 

join the crew of another ship. 

The teacher can change the lexical area for the next round. 

In the last round there will be two big groups battling to be the winner. 

Grammar games are designed to provide students practical skills to apply 

knowledge of grammar, increase their mental activities to the use of 

grammatical structures in natural communication situations. 

Tell Me Everything You Know 

Here are the basics: 

1. Write a sentence on the board and set a time limit. 

2. Pupils write down everything that they can about the grammar of the 

sentence. 

3. When the time is up, pupils individually share their observations. If anyone 

else in the room has the same observation, they must cross if off of their list. If 

they are the only ones who have made that particular observation, they get a 

point. 

4. Whoever has the most points wins. 

Stylistic games aim to teach students to distinguish between formal and 

informal styles of communication, as well as the right to use each of them in 

different situations. 



Verbal games teach the ability to use language resources in the process of 

committing an act of speech, and repelled from the specific situation in which 

speech acts are carried out. 

Role-playing game. 

Among the different types of games holds a special place role-playing game. 

As you know, of great importance in the educational process is learning 

motivation. It helps to enhance the thinking is of interest to a particular kind of 

occupation, to perform a particular exercise. 

The strongest motivating factor is the training methods that satisfy the need 

for students to study material novelty and variety of the exercises. Using a 

variety of teaching techniques helps to perpetuate the memory of linguistic 

phenomena, creating a more stable visual and auditory images, maintaining 

interest and activity of students. 

The lesson of foreign language is seen as a social phenomenon, where the 

classrom a particular social environment in which teachers and students enter 

into definite socialrelations with each other, where the learning process the 

interaction of all  present. 

The success in training - is the result of collective use of all opportunities for 

learning. And students should make a significant contribution to this process. 

Ample opportunities to revamp the educational process is the use of role-playing 

games. Role play - methodological procedure relating to a group of active 

methods of teaching practical language skills. 

Role-playing is a contingent of actors playing real practical activity, creates 

conditions for real communication. The effectiveness of training is due primarily 

to an explosion of motivation, increased interest in the subject. 

Role-play motivates speech activity, as students find themselves in a situation 

where the need is updated to say anything, ask to find out to prove something to 

share with someone. 

Students clearly convinced that the language can be used as a means of 

communication. The game will intensify the desire to contact the guys with each 

other and the teacher creates the conditions of equality in the speech partnership 

breaks the traditional barrier between teacher and student. 

The game allows a timid, diffident students to speak and thus to overcome the 

barrier of uncertainty. In the usual discussion students, leaders tend to seize the 

initiative, and the timid prefer to remain silent. In the role-play, each gets a role 

and must be an active partner in speech communication. 

In games, pupils master the elements of communication such as the ability to 

start a conversation, keep it, to suspend the interlocutor at the right moment to 

agree with his opinion or disprove it, specifically the ability to listen to the 

interlocutor, to ask clarifying questions, etc. 

Role-playing teaches to be sensitive to the social use of language. A good 

conversationalist is often not the one who enjoys the best structures, and those 

who can most clearly recognize (interpret) the situation in which there are 



partners, to consider the information that is already known (from the situation, 

experience) and choose the linguistic resources that will be most effective for 

communication. 

Almost all the training time devoted to role-play voice for the practice is not 

only talking but also listening to the most active, as it is to understand and 

remember the replica partner, correlate it with the situation, determine how 

relevant the situation and the problem of communication and properly respond 

to the cue. 

Games have a positive effect on the formation of students' cognitive interests, 

contribute to the conscious development of a foreign language. They contribute 

to the development of qualities such as independence, initiative, foster a sense of 

collectivism. Students actively, enthusiastically working to help each other, 

listen carefully to their comrades, but the teacher manages the educational 

activity. 
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