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Abstract

The article discusses the mainstreaming of trilingualism in government education reform from the point

of view of the policy of teaching young students foreign languages through interactive games. Examples of
researchers in which a number of problems are solved are given, where games bring real situations to the
classroom, which gives students the opportunity to use the language. Also, games are social activities that
allow you to develop social skills, such as coexistence and collaboration. This shows that any game, including
interactive, can be used not only as a warm-up or time filler, but also as part of a lesson or even a whole
lesson, if it is, for example, an assessment.

Keywords: games, class, over language practice, pedagogical value, structured activity, self involvement,
cognitive and emotional, associations with language.

Introduction

The current government’s educational
reform in terms of three-language policy
makes the foreign language teaching
to young learners a relevant question
to research. Therefore, finding effective
ways to conduct English lessons to
young learners, taking into account their
distinctive features is crucial part of
language teachers’ work. Before giving
the drawbacks of using interactive games
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and ways to solve them, it is necessary
to outline its importance while teaching
English to young learners.

According to Rixon the term “young
learners” defines children between 5 to
12 years old, which means that game is
their natural way of learning. It should be
born in mind that language learning is a
challenging task requiring constant effort
especially for young learners. Games
encourage learners to direct their energy

Central Asian Journal of Art Studies N4 | 2017



towards language learning by providing
them with meaningful contexts (Wright,
Betteridge and Buckby) Therefore, it is
important that teachers should not see
games as time fillers or tools designed

for fun only, but integrate them into their
foreign language teaching programmes.

It is possible to come up with many
descriptions proposed by various
researchers about the nature of games.
Rixon [1, p. 3], for example, describes
games as “form of play governed by rules.”
Likewise, Hadfield (1990; Quoted in Deesri,
2002, p.1) describes games as “an activity
with rules, a goal and an element of fun.”
According to Haycraft [ 2, p. 94], “Games
are an agreeable way of getting a class

to use its initiative in English.” However,
games are described by Gibbs [3, p.3]

as “games are activities carried out by
cooperating or competing decision makers,
seeking to achieve, within a set of rules,
their objectives.” [4] Games can motivate
children greatly and they are activities
which are usually familiar to children as
regards structure, rules etc. Due to this
familiarity they link back to the children’s
home background. As games are inclusive,
they involve the whole class and can be
suitable to different learning styles and
personalities. They also include repetition,
thus maximizing input, frequency of target
items without making learners bored.

A simple guessing game can be played
numerous times with children despite
possibly limited language (e.g. “Isita
...?"). The students will happily repeat the
structure without getting bored as it is part
of a game and has a real communicative
function.

Methods

Games are simple structured activities
which may involve little language but are
meaningful to students and involve the

whole self (cognitively and emotionally),
thus creating strong associations with the
language used.

As scientists state games bring real-
life situations to the confinement of the
classroom which provides learners with an
opportunity to use the language. Finally,
games are social activities which enable
the development of social skills such as
coexistence and collaboration.

It is believed that when cooperation
and interaction are combined with fun,
successful learning becomes more
possible. To conclude, no matter how
differently games are described, one
cannot underestimate their pedagogical
value both in teaching and learning a
foreign language. [5]

Results

Realizing the importance of games
may cause another question: when to
use games. According to the research G.
Yolageldili and A. Arikan, even though a
lot of teachers understand the value and
benefits games have, teachers are not
sure enough to use them on the foreign
language lessons. It is believed that games
can be used only as time fillers when
there is nothing meaningful left, mostly
at the end of the lesson. However, Lee
[6] proposes that “games should not be
regarded as a marginal activity, filling in
odd moments when the teacher and class
have nothing better to do.” Rinvolucri [7,
p.3] clarifies that a game can be used in
any of these three stages while using them
as a part of grammar instruction:

a) before presenting a given structure,
especially to find out diagnostically how
much knowledge is already known by the
learners;

b) after a grammar presentation to see
how much the group have grasped;

c) as a revision of a grammar area.
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This shows that any game, including an
interactive one, could be used not only as
warm-up activity or a time filler, but also as
a part of a lesson or even a whole lesson, if
it is an assessment for example.

Discussion

Teachers should be well aware of
their roles while using games in their
classes. Since it is rather difficult to
find a game that meets all the needs of
the learners, careful preparation of the
teacher is necessary, especially if you are
teaching young learners. They are totally
unpredictable, many young teachers
while having a lesson with young learners
witnessed the situation when children got
frustrated since they did not understand
the rules and lost the game; when the
game “ended in a draw”; it was too easy
or too difficult. McCallum (1980, pp. x-xi)
suggests that the teacher should organize
the game before the instruction. The
teacher may need some extra equipment
or materials to play the game and most of
the time these equipment and materials
are not available in the classroom. Before
explaining the rules to the class, the
teacher should first understand how the
game is played. Thus, the teacher should
always be prepared to adapt the game to
the givens of the class.

The usage of interactive games, as
we have mentioned before, implements
communication in class. To have a better
understanding of how an interactive
game works we should have a look at
Communication Process Model (Table 1).

The model has a sender and a receiver
of a message, while encoding, transmitting
and decoding a message there can occur
noise, which may prevent a receiver from
understanding information. This can
happen not only in everyday situations,
but also in the classroom, while having an
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English lesson with young learners. Thus,
it leads to misunderstanding and failure
of a game and communication in general.
Problems, or noise which may occur in the
classroom while having interactive games:

- Unclear and long instructions;

- The level, topic and cultural context
can be irrelevant to the particular class;

- Too competitive learners, who take the
role of the leader and do not give a chance
to shy and insecure students to participate;

- Unclear purpose and abstract goals;

- Inappropriate evaluation

When the message is clear the
communication can be called successful
(G.Brown), that’s why before implementing
any game to young learners the teacher
has to take the following things into
consideration:

- Short and clear instructions, followed
by example with definite time limits;

- The level, topic and cultural context
should be relevant to the particular class;

- There must be clear purpose and
achievable goals;

- Ensure that shy or quiet students are
not alienated and have an opportunity to
take part.

- Debriefing, or the evaluation of
results/ events in the game, is crucial to
the game’s success.

Clarifying the mentioned above points,
| may say that short instruction followed
by demonstration provides learners with
limited language knowledge to receive
a clear image of what to do, because
scaffolding is one of the main principles
of an effective language learning. Another
important factor while implementing any
language material including an interactive
game is the level, topic and cultural
context relevancy, which is as much crucial
as instructions, if you do not want to be
failed and misunderstood. Furthermore,
clear objectives and goals must match
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the difficulty level of the game and ability
level of the students, and should obviously
be evaluated, because learners may be
frustrated if they do not see results. The
last, but not the least factor to consider

is that games are particularly valuable

for a child beginning to learn a foreign
language. Children just beginning to learn
a new language need some time to adapt
to the language, its sounds and rhythms.
They need exposure to input before they
experiment with producing language.
Some children will gladly experiment

with production but some can be shy and
require more time. This ‘silent’ time/period
should be offered to the children and they
should never be pressured into producing
language. Games, therefore, offer an
important tool which allows children

to listen to and comprehend language
without requiring production. They can
participate fully in all the activities without
being pressured to produce language.
Thus, teachers should ensure shy or quiet
children are not apart from the game. For
this the game roles and duties should
clearly state.
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Umananuesa C.C.
A6blinan XxaH atbiHAarbl KasaK XxasiblKapasiblK KaTblHacTap XoHe an1eM Tingepi YHuBepcuTeri,
Anmartsl, KasaKkctaH

JKAC OKYLUBbIIAPFA LUET TIIIH YAPEHYAE MHTEPAKTUBTI OWbIHAAPAbI NTAWAANIAHY

AHpaaTna

MaKanaga MHTepaKTWUBTI OMbIHAAP apKblibl }KacTapFa apHanfaH WeT TiNAEepPiH OKbITY casicaTbl TYPFbICbIHAH
MeMNEKETTIK 6iniM 6epy canacbiHAarbl pepopmanapaarbl YIWTINAINMIKTIH HEri3ri TYKblpbiMAamMacs!
KapacTbipbliagbl. bipkatap Mmacenenepgi WeweTiH 3epTTeyLwinepaid Moicangapbl 6epinin, oHga onbiHAap
OKYLUblIapFa Tin yupeHyre MyMKiHAiIK 6€PETIH CbIHbINKA HaKTbl *afgannapabl 9KeneTiHairi TangaHagbl.
CoHpaw-aK, OibIH - 6y 9neyMeTTiK eMipai AaMbITyFa MYMKIHAIK 6epeTiH 2/1eyMETTIiK ic-luapanap, Con Topi3ai
Gipnece emip cypy MeH bIHTbIMaKTaCTbIK. By/l Ke3-KeNnreH oMbiH, COHbIH, ilWiHAE UHTEPAKTUBTI, TEK AanblHaay
HeMece yaKbITTbl TONTbIPYLbl PeTiHAE FaHa eMec, cabaKTbiH, 6ip 6eniri peTiHae Hemece TinTi erep 6y, Mbicansbl,
6aranay 6osca, nanganaHbllybl MYMKIH EKEHIH KepceTegi.

Tipek ce3aep: OMbiHAAP, CbIHbIM, }XOFapbl TINAIK ToXipMbe, negarormkanblk KYHAbUIbIK, KYPbUIbIMABIK KbISMET,
MeHzi TapTy, KOrHUTUBTI XXoHe aMoLMOHanabl, TINMEH accouunsnap.

Umananuesa C.C.
Ka3YMOuMS umeHun Abbinan xaHa. Anmatsl, KasaxctaH

UCNOJ/Ib30BAHUE UHTEPAKTUBHbLIX UT'P B OBYYEHUU UHOCTPAHHOMY f13biKY MOJIOAbIM
OBYYAIOLLUMCA

AHHOTaUMA

B cTaTbe paccmaTpuBaeTCs aKTyanu3auns Tpexsa3bluns B NpaBuTeNbCTBEHHOM pedopme o6pa3oBaHms ¢
TOYKM 3PEHUS MOAUTUKU 06YYEHUSA MHOCTPAHHbLIM i3bIKaM MOOAbIX YYaLLMXCS C MOMOLLbIO MHTEPAKTUBHbIX
urp. MprBoANTCS NPUMEPBI UCCNefoBaTENEN, B KOTOPLIX PelleHbl pag 3ag4aY, rae Urpbl NPUHOCAT

peasibHble CUTYaLMK B KNACCHYIO KOMHaTy, 4TO JaeT y4allMMcs BO3MOXHOCTb MCMONb30BaTh A3bIK. TaKKe
Urpbl - 3TO COLManbHble MEPONPUATUS, KOTOPbIE MO3BONSIOT Pa3BMBaTb COLMabHbIE HABbIKKU, TAKME KaK
COCYLLECTBOBAHMWE U COTPYAHMYECTBO. ITO MOKa3bIBAET, YTO Nt06as Urpa, B TOM HYUC/IE UHTEPAKTUBHAS, MOXKET
MCNO/b30BaTbCS HE TONbKO KaK pasMUHKa WK 3an0/HUTENb BPEMEHU, HO M KaK YacTb YpOKa MK Jaxe
LLeN1Ioro ypokKa, ecnv a1o, Hanpumep, oLeHKa.

KnoueBble cnoBa: 1rpbl, KNacc, Haj A3blKkoBas NpaKkTMKa, negarornyeckas LLeHHOCTb,
CTPYKTYpUpOBaHHasA AeaTeNbHOCTb, BOBNEYEHHNE A, KOTHUTUBHOE M AMOLIMOHANbHOE, aCCOLMaLMm C A3bIKOM.
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