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GAME METHOD AS A WAY OF INTENSIFICATION OF TEACHING
UKRAINIAN LANGUAGE AS FOREIGN

In the process of teaching the Ukrainian language of foreign students, the game

Is the most effective form of learning, as it promotes the development of interest in
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foreign language communication, creates a certain information base, forms the
necessary language mechanisms. The game method is the pedagogical tool that is
able to remove the language barrier and intensify the process learning Ukrainian as
foreign language. In the game students acquire personal knowledge that becomes
meaningful and emotionally colored to them, and it helps them to understand and feel
the situation better. This, in turn, requires students to mobilize knowledge,
encourages them to learn new things, broadens their horizons and forces them to
master a set of communication skills. So the aim of the article is to observe the issue
of teaching the Ukrainian as foreign language through the game method implication.

According to N. B. Bitehtina, «...the game is an integral and necessary part of
culture, it is training in interaction with people in various social contexts and roles,
interaction carried out with the help of various tools, including language» [4, p. 48].

Jill Hadfield emphasizes that when learning a foreign language in a game of
any type, the emphasis is not on the correctness of language, but on the success of
communication, and offers her classification of games: competitive and cooperative
(non-competitive), linguistic and communicative (non-linguistic) [1, p. 3].

The value of game methods and techniques of teaching is that they cause
foreigners’ increased interest, positive emotions, help to focus on the task, which is
not imposed by the teacher, but in itself arises in the students” mind. They provide an
opportunity to solve educational problems in an interesting and active atmosphere. It
is in the game situation that the processes of students’ perception, understanding and
assimilation of educational material improve and accelerate.

Game activity forms a number of such psychological features as imagination
and symbolic function of consciousness, which give foreign students the opportunity
in their actions to transfer the properties of some things to others. The inclusion of
games in the educational process allows to solve a very important task related to the
compensation of information overload and the organization of psychological and
physiological recreation. Relaxation of the body and its mental self-regulation
contributes to positive changes in the personal-motivational and content areas of the
student [7, p. 43].
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Games often help a student to get out of a depressed or even crisis-related state
of not understanding any issues of the Ukrainian language program. The ability to be
in the role of boss, subordinate, interested, indifferent or excellent one, sophomore,
leader or outsider allows participants to feel and experience the fullness of a role, go
beyond personal stereotypes, gain experience [5, p. 70].

Methodists single out the entertaining, interesting and moving games as an
important link in teaching methods, the purpose of which is to change activities, to
feel psychological rest. Such games help to improve well-being and raise the overall
tone, create a mood for learning, psychological readiness to absorb large amounts of
information.

Simultaneously, the game can perform several functions: instructive,
entertaining, communicative, relaxing, psychoemotional [5, p. 70]. A distinctive
feature of educational games is their clear structure, the presence of an algorithm of
actions and a common role for all participants or several roles. An important feature
of the educational game is a clear goal and outcome of learning, which are
characterized by educational and cognitive orientation. Such games are held in
specially created groups, the participants of which, under the guidance of the teacher,
are involved in the process of intensive communication and self-improvement.

In order to make the game during the Ukrainian language lessons successful
some conditions must be considered and taken into account. Conducting any game is
preceded by the preparation of participants for it: the teacher explains the conditions
of the game twice. In the first games, the leader should be a teacher, but later, as the
group is involved in the game activity, the leader of each new game should be chosen
from the students involved in the game. The facilitator must have a good
understanding of the purpose and conditions of the game, must be able to
communicate with people and have the qualities of a leader, so it is natural that not all
the participants will successfully cope with this role, but should give the opportunity

to try themselves as the facilitators to all students [2, p. 72].
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It is better to include students with different backgrounds in each team, so that
the teams have approximately equal strengths. It is desirable that the same team does
not win, as the losers may lose interest to the game.

As a rule, the participants of the game evaluate its results. In games, where
possible, it is necessary to introduce an element of competition, in order to compare
the results of individual achievements or teams. ldentifying the winners should be
humorous, there should be no reproaches or condemnations for the losing teams. The
winners of the game should be awarded with an incentive: to present a prize or
award, which must be considered in advance. It is better if the prizes are symbolic,
funny or amusing. If a student lags behind, the prizes he receives are able to raise his
motivation. It is necessary to encourage not only those students who coped with the
task better and faster, but also those who made it smarter, more interesting, brighter.

The game should be based on the material familiar to students, correlate with
the topic and purpose of the lesson and help to consolidate or repeat what has been
learned. It is not recommended to use the game in the process of learning new
material, as this will lead to mass mistakes of students and disrupt the course of the
game itself. Making students want to play, the game itself should be voluntary and
spontaneous. If one of the students does not want to or cannot answer, he should not
be forced. Students should feel free in process of the game. Teacher shouldn’t make
many disciplinary remarks. The game should be lively but not noisy.

The rules of the game must be formulated concisely and clearly. The success of
the game largely depends on its organization. The teacher should prepare the game,
follow the rules, but he should not interfere in the game itself. It is not recommended
to delay the game by explaining the mistakes, you just need to quickly correct them.
If there are still moments that students do not understand, they should be commented
on after the game.

The game with the greatest possible number of participants is the most useful.
The activity of playing students increases if they see and follow the results of the
game, which are written on the board. The game creates a lively, interested, joyful

atmosphere in the audience, but it is important not to prolong it so that students do
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not feel tired and overwhelmed. The game should be played in the middle or end of
the lesson, but not at the beginning.

The use of the game in each case must be approached creatively: to decide
whether this game will be interesting to students, what in this game can capture them,
which language material will be useful to repeat. The teacher can change the
conditions of the game, simplify or complicate the task, giving the consideration of
the group preparedness.

Quality language play has the following features: lack of long preparation for
the game, the presence of intellectual impulse and activation, ease of play and a
relatively short time in class. The game is entertaining, but does not disrupt the
learning process, does not require time to control the answers. The classification of
games is diverse, but as a rule, games develop language or communication skills [3,
p. 164].

We came to conclusion that the game exercises provide an opportunity to
organize training and activation of language skills in dialogic and monologue
language, to create language communication. In such games a foreign language
becomes a way of performing a task that corresponds to the target setting of the
game. As far as the algorithms of this technique are simple, the lessons create a
situation of success for weak or disinterested students. Language games not only
increase students' motivation, promote the development of their language
competence, but also compensate for information overload in Ukrainian as a foreign
language lessons. But keep in mind that even if games give positive results, «they can
never completely replace the learning process» [6]. They should be combined with

other teaching methods.
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Mapiss AHTOLIKIHA,
BuuTenb anriiicekoi MmoBu K3 3CO I-11I ctyneniB «Ycmix»

HosoGornaniscekoi OTI', MeniTononscbkoro paiiony, 3anopi3zbkoi o0iacTi

IMPOBJIEMHY MOTHUBAIIIl YYHIB HA YPOKAX BUBUYEHHS
AHIJIIMCBKOI MOBH

Axmyanvnicms memu. CydacHMM CBIT TOCTIMHO KHJIa€ BUKJIMKUA OCBITI,
MIAIITOBXYIOYH ii HA HOB1 BIAKPUTTS Ta 3BepuieHHsA. CBIT UPPOBUX TEXHOJOTIHN Ta
PO3BHHEHOT KOMIT FOTEpHU3aIlii BXKE JaBHO 3aJIUIIUB 10337y ceOe TpaauiliiiHi Gpopmu
Ta METOJM HaBYaHHS, 110 B CBOIO YEpTry MPHU3BEIO J0 «HABUAIBHOI KpU3W». Buurtenni,
SKI HEIoJaBHO OyJd MalcTpaMyd BHKJIAJaHHSA, CHOTOJHI CTPaKIAarOTh Bia
HE3/IaTHOCT1 3alliKaBUTH CYYacHOrO TOI[IHOByBaua OCBiTH. YacTilie BOHH JIajHi
3MaTHCS, HIK PO3BHUBATUCS Ta BMOTHBOBYBATH 3700yBadiB OCBITM Ha OTPUMAaHHS
3HaHb. OCKUIBKM MOTHBAIliSl € TOJOBHUM JBUTYHOM Y Ti3HABaJIbHINA MisNIBHOCTI
cy0’eKkTa, TOX, CIiJ NPUAUIATH 1 HanexHy ysary. [IpoGrmema moTtuBarii mig dac
HABYaHHS B3arajii Ta BUBUEHHS aHTIINCHKOI SIK Ipyroi iHO3€MHOI MOBH TOCTaja He
numie B YKpaiHi, a i Mae MUAPOKE PO3MOBCIOHKCHHS CBITOM. BumTeni Ta BUKiIamadi
MOBUHHI OyTH y TOCTIMHOMY MOINYKYy, IO TPUBEAE iX JO TIUOMIOr0 PO3yMIHHS
mpo0JIeMu Ta BIAKPUE HOB1 TOPU30HTH JIJIs1 HABYaHHS 3/100yBadiB OCBITH.

[Ipo6nema MoTHBAIli MOCTIIKYETHCS B MeXaxX MISUIBHICHOTO MiAXOAY [0
HaBuaHHs, po3pobaeHoro B. PyOGinmreitHom, O. JleoHThEBUM Ta IHIIUMH. Y
HaBYaHHI 1HO3EMHHMX MOB TIICUXOJIOTIYHI THUTAHHA MOTHUBAIll PO3TIISAAIOTHCS B

npaisix A. Anxasimsini, I. 3umuboi, O. JleonTeeBa, H. CHUMOHOBO1 Ta IHIIIKX.



