g ?f! ) ObPA30BAHUE HAYKA H HHHOBAI[HOHHBIE H/IEU B MUPE I b\ l
2181-3187

—
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Abstract: The actuality of the article is defining drastically effects of games in
teaching foreign languages.
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At present, the country is undergoing tremendous changes in education. In
particular, the President's resolution "On measures to further improve the system of
learning foreign languages™ is an integral part of wide-ranging educational reforms in
our country and provides a solid basis for the fullest use of foreign information
resources by our youth and their further international cooperation. Nowadays teaching
of a foreign language on the basis of interactive methods and non-traditional methods
Is becoming an urgent task. This motivates us as teachers to further explore, learn and
apply our knowledge. One of our interactive methods of technology is interactive game
play, which involves many processes. There are many types of games that are used in
classroom activities. They help to develop reading, listening, writing, writing and
speaking skills. The games listed below are focused on developing oral and listening
skills, and we will review the explanations and comments in English. Memory is
sharpened. Learner - one of the participants starts the exercise with the following
statement. I'd like... (Men xoxmapaumkw...) The other participant can continue the
conversation as follows: I'd like a cup of coffee (MeHn Oup 4arka kaxBa XOXJIaiiMaH...)
The third participant: I'd like a cup of coffee and chocolate... (Men kaxBa Ba 1110K0J1a]
xoxJjaiman...) In this way, all participants add one word to the next. Each participant
adding a new word will have to repeat the sentence from the beginning. The exercise
ends when the first respondent returns the sentence and the associated words. It is up
to the learner's choice of how to begin and add the words, and in this process, the
freedom of choice creates the enthusiasm and enthusiasm of the participants. This
exercise can be used for student demand inquiries.

We can also use the "Weak the Memory" exercise on many topics, including:

sport-(Croprt); Food, fruits - (Cab3aBoTiap Ba Max,cynotiap, MeBaiap); The
historical places in Paris - (ITapmwkuunr Tapuxuii éaropaukiapu); My spare time-
(Menunr Oy BakTiM); Professions/occupations-(Kacomap) etc.

For example, xacomap maB3ycuia:
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Participant 1: | am a doctor. | work at hospital (Men mudoxopman. Men
mrdoxoHaaa HITaliMaH)

Participant 2: | am a teacher. | work at school (Men ykutyBurMan. Men MakTabaa
UIITaiiMaH)

Participant 3: I'm a pupil. | study at school. (Men ykyBuuman. MeHr MakTabaa
TabJIIM OJIaMaH)

Fruits andfoods-(Ca03aBotiap Ba Max,cysoTiiap, MeBaiap) on the subjekt:

Participant 1: I go shopping and buy... (Men 0o3opra OGopamaH Ba COTHO
0JIaMaH...)

Participant 2: | go shopping and buy a kilos of meat, 2 kilos of tomatoes and 3
kilos of cucumbers... (Men 6o3opra 6opamaH Ba OUp KHJIO TYIIT, 2 KHJIO TOMHJIOP, 3
KHJIO OOJpHUHT COTHO OJIaMaH...)

Participants can sometimes add 1 to 4 new words.

It helps to retain the words learned through listening and understanding, repetition
skills, improve memory skills, and improve vocabulary.

This is most effective when you use the "Weigh the Memory™" exercise at the end
of a lesson or at the beginning of a lesson to complete a homework assignment. 2. In
the True and False Exercise, one participant says 3 words, 2 of which must be correct
and the other 1 should be correct. The statements are simple. For example:

1) I like ice-cream. (MeH My3KkaliMOKHHU EKTHPaMaH)

2) I like laughing (MeH KyJIHIIHA XX KypaMaH)

3) I like swimming (MeH Cy3UIIIHM SXIITU KypaMmaH)

Everyone in the group agrees that each statement is true. The complainant counts
his left fingers for the wrong words. He counts his right index finger for the correct
answers that haven't been found. If he has a lot of right fingers, he is a winner.

This exercise helps group members get to know each other's interests, personal
lives, and teamwork. This exercise can be used at the end of a lesson or outside the
classroom. During the game, the group members can sit in the form of a crescent, with
the main participant appearing.

3. Jacques said in the exercise, participants sit in a circle. One participant

Jaques a dit: "Asseyez-vous!" (XKak aemu: "YTupunr!") -, may start. Everyone
sits. The queue continues to the next participant:Jack said: Stand up! (Kax genu:
"Vpuunruzgan typunr!") everyone gets up and the word is given to the next
participant. If you are a participant Jack said (JKakx nemu) If he does not begin his
speech, then his order will not be followed. Related Examples:

Jack said: "Dance!" (JKak nenu: "Pakcra tymunr!")

Jack said: "Jump!" (OKak menu: "Cakpanr!")

Jack said: "Turn round your head!" (JKax nenu: "bommarusuu aitmantupuar!")

Jack said: "Open your mouth! " (OKak neau: "OF3unru3au ouusr!")
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This is a good way to use the Imperative (Teaching Command) exercise to quickly
strengthen your understanding and application after explaining the rules in the lesson,
as well as improving the learners' enthusiasm during the lesson.

4. My brother's name is Rock. The teacher invites one participant to come out and
look at him My brother's name is Rock (Menunr akamaunar ucmu Pok) and starts the
game. Then he asks: Where does he live? (V kaepma smmaitmu?). The participant in
question asks the name of a country or city. Next person will ask the following
question: What's his wife's name? (YHunr xorununu ucmu kannai?) the expected
response may be as follows:” er name is Ann (AHHa, yHUHT ©cMH AHHA); the answers
given are complete. Again What did he say? (V auma eiigu?) will continue with such
questions. All the answers start with the letter "A". When the first round is over, the
teacher selects another player and starts the game with the same words: My brother's
name is Bernard (Menunr akamauar ucMu beprapn). Of course, Bernard lives in a
country or town that starts with the letter "B". This is how the game goes.

During this exercise, the participants will be seated in a semi-circle or "P" shape
and will be more comfortable.

Grammatical question words have a positive effect when used in the questionnaire
survey.

In this exercise, learners will be able to enhance their grammar skills, increase
their verbal skills and vocabulary.

During the exercise, the learners are emotionally and physically diverse: they
debate, laugh, and express themselves freely. During the game, the participants mostly
share their emotional state. It is well known that from a psychological point of view, a
person will remember what he has said or heard in such a situation for better and longer.
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