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Abstract: The author of the article discusses the game as a method of
teaching English lessons in primary classes. As a result, the author concludes that
the game has a universality that allows you to adapt it to different goals and tasks.
Game techniques perform many functions in the process of child development,
facilitate the learning process, help to learn the increasing material every year and
unobtrusively develop the necessary competencies.
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We all know that in primary classes, the foundations of knowledge, skills and
practical skills that are necessary for further education are laid. Moral qualities are
formed, children's ability to master knowledge independently, and their interest in
learning and creative search is aroused.

In my opinion, one of the most effective ways to develop an interest in the
subject, along with other methods and techniques that are used in the classroom,
is the game. Even K.D.Ushinsky advised to include game moments in the serious
work of students so that the process of learning was more productive.

| believe that with the help of the game, interest in foreign languages
develops and the first encounter with the foreign world of another country occurs.
It's no secret that the game makes it even easier to focus students' attention and
engage them in active work. All this is due to the psychological characteristics of
the child's body. The game makes it possible to make the process of repeating
the vocabulary and grammatical structures fun for students. The use of
educational games makes it possible to think actively, developing creative abilities
while completing tasks, to develop the abilities inherent in the child's nature. There
are a huge number of games that will help any English teacher diversify their
lesson and make it more interesting. | want to present some of them that | have
been using in my lessons for years. By naming letters of the alphabet from A to Z,
students add a phrase with a word to their letter: “A is for Apple”, “B is for Ball”.

| propose to decipher a phrase in which each letter is encoded by a number
that corresponds to the ordinal number of letters in the alphabet: A-1, B-2, C-3.
(9), (12,9,11,5), (5,14,7, 12, 9, 19, 8)- | like English. Two students from different
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teams come to the Board. They must remember three words that start with a given
letter and write them on the Board. Then the children read the written words. For
each correctly written and read the word, the team receives a point. Students are
asked to find words in sentences where the same letter is read differently. The
one who completes the task faster and more correctly gets a point.

One of the best moments in the game is when the child gets a surprise. What
if it's a surprise assignment? Recently, | quite often began to use in my practice
kinder surprises, or rather eggs from kinder. Inside the eggs, you can hide any
word or sentence that needs to be translated. You can also hide grammar tasks.
Any child will be happy to take a surprise and look at what is in it, trying to cope
with the task. In another interesting game, | involve children in the process of
learning words with the help of a game with flyswatters. In advance on the Board,
| write the words in a different order from the required topic. | call two students to
the blackboard and give them flyswatters. The point of the game is that when the
teacher calls a word, students must quickly find it on the Board and slap it. The
winner is the one who slapped the most words (if the words on the Board are
written in Uzbek, the teacher pronounces them in English and Vice versa).

Of course, you cannot do without more standard, but no less interesting
games with cards. For example, the game “Calendar’. The teacher in the
classroom puts up numbers from one to seven, which indicate the ordinal number
of the day of the week. Seven students receive cards with the days of the week
written on them. Students' task: stand in front of the number that defines the day
of the week. Each child names the day of the week on their cards. Students are
offered an unfamiliar image on the topic “Appearance”, such as a portrait of a boy.
The children take turns describing his features, clothing, and character. Everyone
has the right to say only one sentence. The task will be more exciting if the teacher
takes a portrait of a famous person.

In my classes, children often ask for a “Step by step” game. This game is for
checking new words. Students should stand away from the teacher. Then the
teacher sets a word (for example Board games). The one who first correctly
translates board games will take a step towards the teacher if the student does
not know the word, he stands still. The winner is the one who reaches the teacher
faster.

| can't help but think of the game “Snowball”, which | use both in the Junior
and middle levels. One student utters the phrase: | see a pen. The next student
repeats this phrase and adds another word: | see a pen and a textbook. The
winner is the one who names the most items in the order in which the children
named them. And you can also conduct this game with the help of images.

During games, we must remember that the game should make children think
and be active. Waiting a long time for your turn to be included in the game reduces
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interest in it. The material that is used during the game should be easy to use. If
several games are played in a lesson, we should alternate between light and
heavy games.

Game “The last letter.” Two teams are formed. The representative of the first
team calls the word, students from the second team must come up with a word
with the letter that ends the word named by the first team, and so on. The winner
is the team that last called the word.

For example tea, apple, egg, etc.

The game “What's in the box?”. One of the students draws a gift box on the
blackboard, tells who the gift is for, and asks the others to guess what's in it. If it
is difficult for children to guess, the theme of the gift is indicated, for example,
“Food”, “Clothing”. This game allows you to repeat all the vocabulary for a year of
training. It can also be timed to coincide with the birthday of one of the students.

“Bingo” game. Pre-prepared cards for each student with words on a specific
topic, or students themselves in a notebook write down 5-6 words from the topic
being studied. The teacher calls the words on the topic, the named word must be
crossed out. The one who first crosses out all the words shouts “Bingo!” and
becomes the winner.

Game “Guess the riddles”. Students are divided into two teams. The teacher
gives riddles to each team in turn. For example: “It is a vegetable. It is long. It is
orange» (Carrot). The team that has guessed the most riddles wins.

The game is "Colours". The task is to name items of the same colour. The
team that can name more items and animals of the same colour wins.

The game is "More — less”. Learn the phrases: It is more. It is less. That's it.
The driver thinks of a number. The others ask questions, trying to guess. The one
who guessed the number becomes the driver of the game.

Is it seven? - It is more.

Is it ten? — It is less.

Is it nine? — It is less.

Is it eight? — That's it.

“‘Name the word” game. Game progress: The teacher takes turns throwing
the ball to the participants of the game, calling the sound. Participants return the
ball by naming the word in which this sound is heard (based on the studied
vocabulary).

Game “What sound do | have in mind?” The teacher names a string of words
that contain the same sound, and the other participants in the game guess this
sound. This game helps you form your listening skills from the first lessons.

Game “Unusual phone”. Game progress: A large phone is drawn on the
Board with transcription characters instead of numbers. All participants of the
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game are divided into two teams. The task of the teams is to type familiar words
that the teacher pronounces by sounds.

Summing up, we can say that the game is a traditional, recognized method
of training and education. This is a unique tool for non-violent education of
children.

The game meets the natural needs and desires of the child, and therefore
with its help, he will learn with pleasure. Play is an activity in which the child first
emotionally and then intellectually learns the entire system of human relations.
They have a complex effect on the intellectual, emotional, volitional,
communicative and other aspects of the growing personality.
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