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Using project method and games in teaching a foreign language

The article deals with how to use project method and games in teaching a foreign language.
Many experienced textbook and methodology manuals writers have argued that games are not just
time-filling activities but have a great educational value.

Keywords: project, game, language, competence, factor

B cratbe paccMaTpuBacTCsa HCIIOJIb30BAHUC HpOCKTHOfI MCTOJAUKH U UI'D B O6y‘IeHI/II/I HHO-
CTPaHHOMY A3BIKY. MHorue OIbITHBIC ABTOPbI y‘le6HI/IKOB n MCTOANYCCKHUX mocoouit YTBCPIKIAAJIHN,
YTO UI'PbI — 3TO 3aHATHUEC, KOTOPOC HC TOJILKO 3aIlOJHACT BPCMs, HO U UMCCT 6OJH>HIYIO 06pa3013a-
TCJIIbHYIO HECHHOCTD.

Knrouesnie cnosa: IMPOCKT, UI'pa, A3bIK, KOMIICTCHII M, CI)&KTOp

In the European languages, the word "project™ is borrowed from Latin: the par-
ticiple 'projectus’ means thrown out "forward", "striking one's eye". With reference to
a lesson of foreign language, the project is specially organized by the teacher and in-
dependently carried out by pupil’s complex of the actions, finished with creation of a
creative product. A method of projects, thus, is the set of educational and cognitive
modes, which allow solving this or that problem because of independent actions of
children with obligatory presentation of results.

Let's result some examples how to achieve at once at the lesson with the help
of project methods the several purposes — to expand children's vocabulary, to fix the
investigated lexical and grammatical material, to create at the lesson an atmosphere
of a holiday and to decorate a cabinet of foreign language with colorful works of
children.

The work with the projects teacher can realize in groups and individually. It is
necessary to note, that the method of projects helps children to seize such competenc-
es as: to be ready to work in collective, to accept the responsibility for a choice, to
share the responsibility with members of the team, to analyze results of activity.

It allows forming also the conscious attitude to consideration of problems, ac-
tivity in its discussion, speech culture, an orientation on revealing of the reasons of
arising problems and installation on their decision further. Here the principle of for-
mation of critical thinking in pupils is realized. Language, thus, is simultaneously
both the purpose and means of teaching. The method of debates helps pupils to not
only seize all four kinds of speech activity, but also to means of a language situation
on a background of a problem in social and cultural sphere to find out the reasons of

103



the arisen situations and to try even to solve them. Interest to the independent deci-
sion of a problem is the stimulus, driving force of process of knowledge [1].

Thus, application of a method of discussion allows making active cognitive ac-
tivity of pupils, their independence, forms culture of creative operative thinking, cre-
ates conditions for use of personal life experience and received before knowledge for
mastering new. As discussion and the decision of problems occurs during controlled
group dialogue at participants skill to operate in interests of group is developed, there
Is an interested respect for interlocutors and conducts to formation of collective. Ap-
plication of this method in aggregate with a method of projects will allow generating
thinking and owning not only the English language [2], but also the expert under-
standing in various problems, capable to be guided in quickly varying information
streams.

Not less interesting technique of activation of cognitive activity trained is the
technique of role game, which also can to reflect a principle of problematical charac-
ter at its certain organization and allows solving problem situations of a various de-
gree of complexity. It can be used as independently, and in a context of a method of
projects, is especial as the specific form of protection of the project. Trained apply
the experience of the saved up knowledge, results of research during work above the
project in realization of socially significant roles growing on the importance with
passage of a cycle of occupations. Such modeling of situations of professional —
business intercultural dialogue helps pupil to get used to various situations of the fu-
ture activity, which he can face in a real life. Problematical character of role game is
realized through modeling of situations in which this or that problem can find the cer-
tain decision. Being in a role, pupil solves problem situations, evidently showing in
full communicative competence the practical decision of a problem. Certainly, such
way of protection should be adequate to a researched problem. Selection by that and
problems for use of this or that method - a separate research problem. Here it is im-
portant, that communicative competence be formed in real acts of intercourse in
which the English language is means of formation and a formulation of idea. Thus,
pupil, being based on the skills generated with the help of a debatable method, it is
capable to apply and develop these skills in concrete situations of dialogue, carrying
out socially significant roles and skill to assert the position in problem situations.

Many experienced textbook and methodology manuals writers have argued that
games are not just time-filling activities but have a great educational value. W. R. Lee
holds that most language games make learners use the language instead of thinking
about learning the correct forms. He also says that games should be treated as central
not peripheral to the foreign language-teaching programmer. A similar opinion is ex-
pressed by Richard-Amato, who believes games to be fun but warns against over-
looking their pedagogical value, particularly in foreign language teaching. There are
many advantages of using games. "Games can lower anxiety, thus making the acqui-
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sition of input more likely" (Richard-Amato). They are highly motivating and enter-
taining, and they can give shy students more opportunity to express their opinions
and feelings (Hansen). They also enable learners to acquire new experiences within a
foreign language, which are not always possible during a typical lesson. Furthermore,
to quote Richard-Amato, they, "add diversion to the regular classroom activities,"
break the ice, "[but also] they are used to introduce new ideas". In the easy, relaxed
atmosphere which is created by using games, students remember things faster and
better (Wierus and Wierus ). Further support comes from Zdybiewska, who believes
games to be a good way of practicing language, for they provide a model of what
learners will use the language for in real life in the future.

Games encourage, entertain, teach, and promote fluency. If not for any of these
reasons, they should be used just because they help students see beauty in a foreign
language and not just problems.

There are many factors to consider while discussing games, one of which is
appropriacy. Teachers should be very careful about choosing games if they want to
make them profitable for the learning process. If games are to bring desired results,
they must correspond to either the student's level, or age, or to the material that is to
be introduced or practiced. Not all games are appropriate for all students irrespective
of their age. Different age groups require various topics, materials, and modes of
games. For example, children benefit most from games, which require moving
around, imitating a model, competing between groups and the like. Furthermore,
structural games that practice or reinforce a certain grammatical aspect of language
have to relate to students' abilities and prior knowledge. Games become difficult
when the task or the topic is unsuitable or outside the student’s experience.

Another factor influencing the choice of a game is its length and the time nec-
essary for its completion. Many games have a time limit, but according to Siek-
Piskozub, the teacher can either allocate more or less time depending on the students'
level, the number of people in a group, or the knowledge of the rules of a game etc.

Games are often used as short warm-up activities or when there is some time left
at the end of a lesson. Yet, as Lee observes, a game "should not be regarded as a margin-
al activity filling in odd moments when the teacher and class have nothing better to do".
Games ought to be at the heart of teaching foreign languages. Rixon suggests that games
be used at all stages of the lesson, if they are suitable and carefully chosen. At different
stages of the lesson, the teacher's aims connected with a game may vary:

1. Presentation. Provide a good model making its meaning clear;

2. Controlled practice. Elicit good imitation of new language and appropriate
responses;

3. Communicative practice. Give students a chance to use the language.

Games also lend themselves well to revision exercises helping learners recall
material in a pleasant, entertaining way. All authors referred to in this article agree
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that even if games resulted only in noise and entertained students, they are still worth
paying attention to and implementing in the classroom since they motivate learners,
promote communicative competence, and generate fluency.
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MeToauka coBeplLIeHCTBOBAHUSA
(poHeTHYECKOr0 HABBIKA Y HHOCTPAHHBIX CJyLIATEEH
(Ha mpuMepe CKOPOroBOPOK U CTUXOTBOPEHUI)

B cratbe paccmaTpuBaeTcs METOAMKA COBEPIIEHCTBOBAHUS (DOHETHYECKOIO HaBbIKa y MHO-
CTpaHHBIX CylIaTeel myTeM mpoBeaeHus (OHETUUYECKOM 3apsiiKu Al OTPAOOTKU MPOU3HOLIEHUS
CJIOKHBIX COIVIACHBIX 3BYKOB PYCCKOTO sI3bIKa. B KayecTBe A3BIKOBOTO Marepuasna IPUBOASATCS CKO-
POTOBOPKHU U CTUXOTBOPEHUS

Knroueswie cnosa: pycckuil s3bIK Kak HHOCTpaHHBIN; (poHETHUYECKH HABBIK; (poHETHUYEeCKas
3apsika; POHEMaTHUECKUH CITyX; CKOPOIOBOPKA; COIVIACHBIN 3BYK

@doHEeTUYECKHI HABBIK — CIIOCOOHOCTH MPABHIIBHO BOCTPUHUMATH 3BYKOBOM
oOpasell, acCOIMUPOBaTh €ro Co 3HAaYCHUEM U aJIeKBAaTHO BOCIPOM3BOIUTH. [lokaza-
TenaeM cOPMUPOBAHHOCTH (DOHETHUUECKOTO HABBIKA SIBJIECTCS JIOBEIACHUE YKa3aHHOM
CITIOCOOHOCTH JI0 COBEPIICHCTBA. ITO 3HAYMT, YTO BOCTIPUATHE CIIBIIITUMOTO 3BYKOBO-
ro obpasiia u ero BOCIIPOU3BECHHUE OCYIIECTBISIFOTCS aBTOMAaTU3UPOBAHHO, OE301IIH-
604HO, OBICTpO, cTaOWIHLHO. Hapsiay ¢ TekcHuecCKUMH ¥ TpaMMaTHYeCKUMH HaBBIKAMH
(hoHETHYECKNI HABBIK BXOJAUT B COCTaB YMEHUH, 00€CIIEUUBAIOIIUX YCIECIITHOCTh MPO-
TEKaHUSI PEeYeBOM AeATENbHOCTU. [IpUHATO BBIIEIATH CIASAYIOIIME CTaauu (popMupo-
BaHUsl (JOHETUYECKOTO HABBIKA: BOCTIPUATHE, UMUTAIWA, TUDPepeHImpoBaHue — 0Co-
3HaHHUE, 3BYKOBOC KOMOWHHPOBAHME, WHTOHAIIMOHHOE KOMOWHHMpoBaHHE. llenbio
dbopmupoBanusi (HOHETUIECKOTO HABBIKA CIEAYET CUMTATh MOCTAHOBKY MPOW3HOIIIE-
HUS, MAKCUMAJIbHO OJIM3KOTO K MPOU3HOIIEHUIO HOCUTENEH s3bIKka [2, ¢. 339].
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