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Abstract. This article describes the process of influence of game technology on changing
students’ motivation. The introduction of game technologies in the teaching of the English
language helps to increase the interest of students in learning science and to build their
competence. It is important to use game technology in English lessons in the educational process
because games encourage students to learn a foreign language and affect all aspects of their
development: emotions, mind, will and behavior.
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POJIb UCTTIOJIb30BAHUSI UTPOBBIX TEXHOJIOT'HM B OBPA30BATEJIBHOM
IPOLIECCE

AHHO”HH{M}!. B oannou cmamve onucvieaemcs npoyecc 6J1uUAHUA Ucpoesblx mexHoa02ul
HA U3MEHeHue momueayuu cmy()eHmoe. BHe()peHue uzpoeslx mexnonocull 6 npenodaeaHue
AH2IUNICKO20 SA3bIKA cn0c06cm6yem noevluleHUrw urmepeca yvawuxcia K U3Y4€eHuro HayKku u
qbopmupoecmu}o ux xomnemenmuocmu. Basicrno ucnonvzosams ucpoevle mexnojaocuu Ha ypoxkax
AH2AUNUCKO20 SA3bIKA 6 06pa306am€ﬂbHOM npoyecce, NOCKONbKY ucpvbl CMumyaupyrom y4aujuxcs K
U3YYEHUIO UHOCMPAHHOZO0 A3blKA U 6/IUAION HA 6C€ CMOPOHbL UX pA36UMUA. IMOYUU, PA3YM, 60]1I0
u noseoenue.

Knroueevie cnoea: UHOCMPAHRHbIE A3bIKU, USCPO6blE MEXHOI0CUU, Memoowl O6y’{€H1/l}Z,
poJjesast uepa, mMomusayusd, UHMepaKkniueHsvle ucpbl, ouoaxmudeckue uecpbsl, yeib ucpbl, 3a0aya
uepul.

Introduction

Today, teaching through interactive games is becoming a tradition in the educational
system. It is known that the lesson is conducted on the basis of various games, which ensures
that students demonstrate their capabilities, concentrate, improve their knowledge and skills, and
become stronger. The basis of the use of game technology is the activity that activates and
accelerates the student. According to psychologists, the psychological mechanisms of playful
activity rely on the fundamental needs of a person to express himself, find a stable place in life,
self-control, and realize his potential. Any game should be based on generally accepted
educational principles and tactics. Educational games should be based on educational subjects.

In the process of games, the student is more interested in this activity than in a regular
lesson and works freely. It should be noted that the game is, first of all, a method of teaching.
Pupils participate in game lessons with interest, strive to win, and the teacher also provides
education to the pupil through them. The student believes that he can speak, listen, understand,
and write in English while playing games, he is interested. Experience shows that in any game,
regardless of the skill and age of the participants, they fall into an awkward situation. Therefore,
the following pedagogical and psychological issues should be resolved before applying the game
to educational practice. Every student should know the following while preparing for the game:
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¢ the goal of the game;

o the task of the game;

¢ what topic the game is related to in the plan;

e to be able to use the skills and abilities formed in previous games in the
next games.

It is known that in the current educational process, the student should be the subject.
Focusing more on interactive methods will increase the effectiveness of education. One of the
most important requirements for English language classes is to teach independent thinking.

Taking into account the above characteristics, if the teacher explains or organizes the
topic during the lesson with the students during the lesson, prepares role plays, and explains or
organizes the topic, it creates a significant result and the motivation of the student to learn the
language is formed. Below we will consider some of the didactic games and pedagogical
technologies that we can use in the lessons to organize such a meaningful lesson:

""Creative problem solving'. To use this method, the beginning of the story is read, and
how it ends is referred to the judgment of the students;

Who is faster? The goal of the game is to develop the writing technique. The course of
the game: the listeners are given cards with sentences written on them, and the words of the
sentences on the card are arranged in order. The student who writes first and correctly will be the
winner. This game is more effective in higher classes.

Who | am? - The goal of the game is to develop speaking techniques. The course of the
game: a student in the group describes something or a person without naming it, and the rest of
the students have to find who or what it is according to the description. This game improves
verbal literacy. This game is more typical for primary classes.

Continued story - The goal of the game is to develop vocabulary. The course of the
game: the class is divided into 2 groups and 2 types of stories are given in a semi-finished state,
and the groups continue the story based on their fantasy and bring it to the end. The group that
uses more new words is the winner. This game teaches students to work in harmony with each
other. This game works better in higher grades.

Noisy dictation - The purpose of the game is to develop grammar. The course of the
game: Students in the class are placed facing each other and must be able to correctly write down
the words of the student in front of them while listening to each other at the same time. This
game will be a little noisy and it is this noise that will allow them to develop word recognition
even in such a situation. It improves listening skills. In English, words are not written as they are
heard, for example, in the word speak, the diphthong {ea} gives the sound [i] and its
transcription is [spi:k]. If the student can understand the words correctly, then this is a good
result. This game is used in elementary and high school.

"Merry Riddles". Teaching riddles to students is important in teaching English. They
learn unfamiliar words and find answers to riddles.

"Pantomime". In this, the teacher tells the students a word and the student show it. The
rest of the students will have to find the word and say its name in English.

""Quick response™. This type of game helps to improve the effectiveness of the lesson.

"Warm-up exercises'. Using various games in the classroom to interest students in the

lesson;
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"A chain story" method helps to improve students' oral speech and strengthen memory;

"Acting characters™ method can be used in all types of lessons. In order to teach the
profession, people in professions such as "Interpreter”, "Translator”, "Writer", "Poet" can
participate in the class and talk with students;

"Thinkers meeting" poets and writers such as U. Shakespeare, A. Navoi, R. Burns can
be “invited". At such a time, using the wise words they said in the lesson will help young people
to be educated as perfect people;

The ""When pictures speak’ method is very convenient and helps to teach English and
develop the oral speech of students, for this it is necessary to use pictures related to the topic;

""Quiz cards' cards are distributed according to the number of students and allow all
students to participate in the lesson at the same time, which saves time.

Last Man Standing. This game is a quick game. But it gives the students some time to
think. This game encourages cooperative learning, that is, while other students are talking, the
rest of the students are thinking of words themselves. You need a ball to play the game. And all
students should stand in a circle. You need to choose a topic. For example: Things found in a
kitchen, food, profession, etc. The game starts by throwing the ball to a student. That student
says an English word about the topic and throws the ball to the next student. Each student who
receives the ball will have to say something about this topic. If they repeat the words they were
told or cannot find the words within a few seconds, they leave the game and watch the game
sitting down. The main thing is that students who leave the game will still learn something.

Game technology is the most effective way to learn a foreign language. Game technology
helps to organize students' speaking skills, as well as to teach and activate monologic and
dialogic speech. Every teacher has many tools that help make learning a foreign language
interesting and fascinating, because the teacher needs to arouse students' interest in the material
being studied in the process of teaching a foreign language.

The role of game technology is to use it in different ways. Role-playing games often
attract the student's attention, because such technologies enliven the lesson, increase the student's
interest in the language being studied. In addition, a well-organized game creates conditions for
the real use of a foreign language in the classroom. We can distinguish the following stages in
the preparation of a role-playing game:

determining the purpose and language material,

creating a script for the game;

distribution of roles in the game;

psychological preparation of listeners.

When using role-playing games, the foreign language teacher must be aware that the
game does not always go as planned. So, the success of the game depends on both the students
and the teacher.

The educational influence of teachers is important for the emergence of game activity.
Play is an integral activity in which all forms of human activity manifest themselves. That is,
during the game, the student uses both intellectual and creative thinking skills. Mental and
psychological structures corresponding to communicative, compensatory, healing, adaptation,
strategic tasks are also formed in the game. There are games suitable for each student's level. The
game forms the basis of social behavior, moral, aesthetic, ethical principles of the student's future
personality. In the game, the student should express himself, because the game is the main means
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of physical, spiritual and mental development. Game technology occupies a special place in the
educational process.

It is very important that the teacher motivates the students and compares their progress
with previous results. Then the students become interested in the language, and the desire to
participate in the next game increases as a result of the same technology. Not every participant
can participate equally in the game. It is very important to assign roles taking into account the
individual characteristics of each student. For example, stronger students can be assigned the role
of active characters, while shy students can take a passive role or be given a specific task. In this
case, the teacher should single out the best player, write down the student's foreign language
mistakes in the game, and correct their shortcomings at the end of the game. Obviously, all
students in the group should participate in this process, because all students in the group should
learn to communicate in a foreign language. Always remember that everyone is equal in the
game.

Conclusion

Summarizing the above, it can be concluded that the role of games and game
technologies used in English language classes is important. The game technigue gives a practical
direction to the learning process, which helps to maintain students' motivation to learn a foreign
language. The need for play and the desire to play must be properly used and directed to solve
specific problems in the educational process. The game, if it is involved in the entire pedagogical
process, becomes a means of education and training. When the teacher conducts the game and
organizes the student's interests in the game, it affects all aspects of the student's development:
feeling, consciousness, will and behavior.

REFERENCES

1. Alan Maley, "Games for children”, Oxford University Press, 1999.

2. Bakhrom, K., & Mukarrama, J. (2022). THEORETICAL BASICS FOR ENGLISH
TEACHING. TA'LIM VA RIVOJLANISH TAHLILI ONLAYN ILMIY JURNALI, 157-
158.

3. G. Djumambetova, B. Khabibullaeva, & M. Jumayeva (2022). DIFFERENCES AND
SIMILARITIES OF PROVERBS IN ENGLISH AND KARAKALPAK LANGUAGES.
Science and innovation, 1 (B5), 106-107. doi: 10.5281/zenodo.7005635

4. Jumaeva Mukarrama, Azimov Jasurbek, & Saidov Kamoliddin. (2022). TEACHING
LISTENING SKILLS IN ENGLISH. Academicia Globe: Inderscience Research, 3(06),
252-255. https://doi.org/10.17605/0OSF.1I0/HB7Y9

5. Jumayeva, M. (2022). ISLOM MA’RIFATINING TA’LIM-TARBIYA
SIVILIZATSIYASIGA TA’SIRI. Eurasian Journal of Social Sciences, Philosophy and
Culture, 2(8), 41-44. W3BJICYEHO OT https://in-
academy.uz/index.php/ejsspc/article/view/3419

6. Jumayeva, Mukarrama Bekzodovna (2022). OLIY TA’LIMDA INNOVATSION USUL VA
VOSITALAR. Oriental renaissance: Innovative, educational, natural and social sciences, 2 (
Special Issue 20), 214-226. doi: 10.24412/2181-1784-2022-20-214-226

7. M. Jumayeva (2022). CHARACTERISTICS OF VERBS IN ENGLISH AND UZBEK
LANGUAGES. Science and innovation, 1 (B7), 711-714. doi: 10.5281/zenodo.7264531

1451


https://doi.org/10.17605/OSF.IO/HB7Y9

8.

10.

11.

12.

13.

14.
15.

16.

17.
18.

19.

SCIENCE AND INNOVATION

INTERNATIONAL SCIENTIFIC JOURNAL VOLUME 1 ISSUE 8
UIF-2022: 8.2 | ISSN: 2181-3337

M. Jumayeva (2022). EFFECTIVE CREATIVE WAY OF ERKIN VAHIDOV.
TRANSLATOR, POET, HERO OF UZBEKISTAN.. Science and innovation, 1 (B5), 404-
409. doi: 10.5281/zenodo.7059373

M. Jumayeva (2022). UYG’ONISH DAVRI ALLOMALARINING PEDAGOGIKA VA
TA’LIMTARBIYAGA O‘ZGACHA YONDASHUV ASOSIDAGI QARASHLARI
TAHLILI. Science and innovation, 1 (B5), 26-29. doi: 10.5281/zenodo.6990805

M. Jumayeva, & M. Jumayeva (2022). THE IMPORTANCE OF FEATURE FILMS IN
INCREASING THE EFFECTIVENESS OF ENGLISH LANGUAGE TEACHING. Science
and innovation, 1 (B7), 581-583. doi: 10.5281/zenodo.7257719

M. Jumayeva, & M. Mahmudova (2022). INGLIZ TILIDA TALAFFUZNI
SHAKLLANTIRISH TAMOYILLARI. Science and innovation, 1 (B5), 263-265. doi:
10.5281/zenodo.7027100

Maxmudjonov lbroximjon, & Jumayeva Mukarrama. (2022). HOZIRGI KUN
YOSHLARINI NTIMOIY MUNOSABATLARGA KIRISHISHIDA CHET TILLARINI
O’RGATILISHI VA UNING AHAMIYATI Involta Scientific Journal, 1(5), 178-182.
Retrieved from https://involta.uz/index.php/iv/article/view/119

Mukarrama Bekzodovna Jumayeva (2021). INTERACTIVE METHODS USED IN
PRIMARY SCHOOLS. Scientific progress, 2 (4), 881-885.

Nikitin B. P. "Educational games", Pedagogy, 2001.

Piligin A. A. "Ways to upgrade school. Development of cognitive strategies for school: from
the experience of a city experimental platform", Moscow, 2006.

Rixon, S. 1981. How to use games in language teaching. London: Macmillan Publishers Ltd.
Savinkina L.S. "Individual approach to underachieving students and undisciplined", 2002.
Turdieva Umidaxon, & Jumaeva Mukarrama. (2022). SIGNIFICANCE OF
INFRASTRUCTURE AS A FACTOR IN DEVELOPMENT OF TOURISM SPHERE.
Academic Research Journal, 1(3), 16-23. https://doi.org/10.5281/zenod0.6880388

Umidjon, G., & Mukarrama, J. (2022). USED IN LESSON PROCESSES EFFICIENCY OF
INTERACTIVE METHODS. TA'LIM VA RIVOJLANISH TAHLILI ONLAYN ILMIY
JURNALLI, 161-162.

1452


https://involta.uz/index.php/iv/article/view/119
https://doi.org/10.5281/zenodo.6880388

