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The interactive methods of learning English have a better level of visual
methods usage and give learners a chanse to make linguistic material more
interesting.

Educational games are explicitly designed exercises with educational purposes,
or which have educational value. Games are created to help students more easily and
quicker learn educational material. Educational games as a method of teaching
during the lessons is the process of communications [3]. It is the result of making
something that is brand new and unusual, exploration of strange things. Educational
games motivate brain activity, encourage students to work in pairs or in groups. Role
games give a great abilities for activate learning process.This type of games help
students to fill up a vocabulary and use language in real life to communicate with
each other [1].

For children game is a way to new knowledge that helps to be involved in
playing work process. Its goal is to improve student’s language skills, logical and
creative thinking.

The concept of role play is based on asking the learner to introduce himself or
his friend. As a result, every student is enrolled into educational process. The ultimate
goal of the game is for the learner to acquire new knowledge and gradually transform
them into skills. Communication games focus on accuracy to the development of
fluency and more purposeful ‘communication’ or often rely on information gap. It is
often played in pairs or small groups [1]. Children need frequent changes of activity.
The teachers should to be more imaginative and creative in making a teaching

method. Children like playing games. Teachers can use game that is provided any
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communicative activity in teaching English to children. Teaching English by using
games is a good way. Playing with the language in this way is very frequent in first
language improvement and is a very natural stage in the first stages of foreign
language learning too [2].

So, the usage of game in teaching a language can help students in discovering
their language exclusively in the first step. It means that play is the essential nature
of child.

Conclude that a game is enjoyable and interesting activity. Students like
playing fun activity. Teacher can use games as the method of teaching English to
children. As a method of teaching-learning process, games have a great influence on
helping students to learn English language. Therefore, games can make the class
activity entertaining and lively.
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MOBLIBbHI JOJATKHW Y BUBYEHHI IHO3EMHOI MOBH

Menpaumax C.1.
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3apa3, y 21-My CTOJITTI CBIT BCE Jeall MPOrpecye, 0COOIMBO CIPSIMOBYIOUH
pO3BUTOK Ha iHGOpMaliiHI TexHojorii. ToMy OCBITHS Tally3b cTajia OljIbIle
pyXaTuch y 1LbOMY HanpsMKy. BuBYaTH 1HO3eMHI MOBHM HE TaK BXe 1 MPOCTO.
Oco0MMBO KOMM HE JOCTa€ Cy4acHHX MaTrepiaiiB Ta mporpam. IcHyrOTh O6e3miu
MOKJIMBOCTEH BUBYATH 1HO3EMHI MOBH, aji¢ BEJIMKOKO MOMYJSPHICTIO HA JaHWI Yac
KOPHUCTYETbCS OH-JIalH HaBYaHHs. 3a BUIAaMH PUHOK OH-JIAilH OCBITHU MOXKHA
PO3AUTUTH HAa HACTYIIHI:

1. lucraniiiine HaBYaHHS,

2. OH-naitH Kypcu;

3. MoO11bH1 JOJATKH.

Oco0OnuBy yBary st 6 X0Tija 3BEpHYTH Ha OCTaHHIM MYHKT, aJ)Ke came Led BU]L
€ aKTyaJbHUM ChOTOJHI. ICHYIOTH O€3iiu mporpam, siki COpsIMOBaHI Ha BUBUYEHHS
1HO3eMHUX MOB. Po3risiHemMo X nepeBaru.

[lo-nepiie, MU MOXEMO BHUBYATH MOBY y OyIb-SIKOMY MICIli, TOJIOBHE MaTH
InTepuer. Skmio droaMHA YacTO MOJOPOXKYE ab0 K I3AUTH Yy BIAPSKEHHS, BOHA 3
JIETKICTIO MOY€ TIPUCBITUTH KUIbKa XBWIMH Y JIITAKy, MalllKH1, MMOi3/1 TOIIIO.
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