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Nowadays, in our state, which is rapidly developing day by day, there is an increasing 

demand for specialists who perfectly master foreign languages. Therefore, much attention 

is paid to the teaching of foreign languages of the younger generation, starting from the 

preschool educational institution and even in the period up to higher education. Looking 

back at our past years and intoxicating it, we notice that in education we are going through 

a period of total renewal and adaptation to it. 
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To increase the wealth of students‘ speech in a foreign language and its effectiveness, 

it is advisable to use educational games in the lesson. From experiments it is known that 

the game expands the imagination when learning a new language, makes it possible to 

think and speak the same language. With the help of the game, it is possible to restore 

words forgotten in memory. Games that are divided into small-to-small groups, or played 

in general, can be used in the lesson process, lesson or circle training. 

And this, in turn, will not remain without effect, of course. And team games teach to 

achieve success and liberalize speech. In linguistic games, it is possible to cultivate oral and 

written speech in students, generating situations of communication. And this, in turn, will 

not remain without effect, of course. And team games teach to achieve success and 

liberalize speech. In linguistic games, it is possible to cultivate oral and written speech in 

students, generating situations of communication. It is in this game that we can even add 

the tactics of working with a group, that is, dividing students into groups to give them 

different topics. Competition in this case also comes to the body. Competition is a criterion 

of promotion. When a group that has done the assignment well is stimulated, the 
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aspiration of the rest of the students also increases. In addition, it is also advisable to use 

didactic games to carry out meaningful English lessons. 

OBJECT - this game serves to increase the vocabulary of students. In the game we 

mentioned above, during the lesson, 15 items in the classroom are placed on the table and 

students come and browse these items. The top of the items is closed, and then readers 

need to write down what they saw for a certain period of time, on the blackboard. The 

reader who is able to write the most words correctly will be the winner. 

Pictionary - is a game of words with its own name and a picture is drawn on it. A 

simple whiteboard or magnetic whiteboard can be used to draw in this game. Graders are 

divided into two groups, and a table is drawn on both sides of the board for each team. 

The scores of the teams are recorded on these tables. Word names are written on the 

Parta and turned upside down. From each group, the students come out in turn, choose 

between the hidden words and draw on the board. Whichever team hits first, the same 

team is awarded points. 

Taboo words - is an interesting game that helps readers to apply synonymous words 

and their tariffs. The use of synonyms ensures the fluency of speech, the beauty of speech. 

Especially in English science, one should not make a mistake with the use of words, since 

many words in English, which mean the same thing, are used according to the content of 

the sentence. It is this game that helps to be careful in this aspect. In this, groups are 

organized, that is, students sit opposite. Each team chooses one person from their team to 

sit in a chair opposite them. And the teacher holds a word written on a large piece of 

paper, passing behind the students. Students sitting in the seat will not have to be able to 

see this word. A member of the team sitting in the seat will have some time to say the 

word that the teacher is holding. 

Tennis game - is the goal of the game, to increase the speed of students. This game is 

similar to a chain game and takes place within the chosen theme. In this case, it is 

necessary to say a new word to the last letter of the said word, for example, if the name of 

the subject is “Animals”, without deviating from the subject .Starting with the word 

“Tiger”, the second participant continues as “rabbit”. This is how the game continues. The 

reader who stops during the game is removed from the game if he cannot answer for 5 

minutes and is continued with the rest of the readers. It will be very interesting and 

interesting to play the game with the class, that is, with many. This game can also be 

played by changing the theme. 

When using games, we can modify them according to the knowledge and age of the 

children, that is, facilitate or complicate them. The purpose of the games for this above is 

to strengthen the memory of students, increase their mental potential, speed, intelligence, 

easy memorization of new words, and the main thing is to organize the lesson in a 

meaningful way. 
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