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GAME AS A METHOD OF THE EDUCATIONAL PROCESS INTENSIFICATION IN FOREIGN LANGUAGE TEACHING
 
Nowadays the development of education is characterized by the modernization of education, its transformation in order to increase efficiency with the help of innovative technologies. A foreign language is both a subject and a means of learning, reveals personal potential, taking into account the individual characteristics of each child. The increasing interest in learning foreign languages requires searching for ways and means of intensifying the educational process.
Game techniques implemented in the educational process help the teacher to develop interest of children and to evoke a positive perception of language material. Analysis of recent researches shows that learning English by playing games in primary school from a methodological and linguistic point of view is an important aspect that accelerates the intellectual development of students, promotes their mastery of foreign language material. Educational institutions face tasks of training highly educated, creative personalities, ready to constant self-improvement. These tasks require teaching science conduct further study of a number of issues, including the introduction of innovative studying technologies.

The aim of the study is to identify and justify the importance of game as a method for teaching a foreign language at schools and universities.
Theoretical basis and research methods. The importance of active learning methods implementation, in particular games, in the educational process is stressed in the scientific and methodological literature and publications of many scientists of the second half of the twentieth and early twenty-first centuries. The development of gaming forms and methods of teaching foreign languages were studied by: S. L. Vygotsky, D. B. Elkonin, M. F. Stronin, G. K. Selevko and others. Game technologies were considered from the perspective of descriptive, comparative and statistical methods.
Intensification of the educational process aims to find methods, techniques and means to increase interest in foreign languages and improve speaking skills. An effective way to solve this problem is to use games. Learning English through games helps to develop and educate the child, realizing the already formed qualities for the learning of a minimum amount of English knowledge and skills. The greatest theorist of game activity D. B. Elkonin singles out four most important functions of a game: a means of motivation development; a means of cognition; a means of intensifying and facilitating mental processes; a means of development arbitrary behavior [7, 45]. The game teaches, changes, educates. The game method of teaching involves determining the purpose, choosing the type of educational and cognitive activities and forms of interaction between teachers and students. The main purpose of educational games is to form the ability to combine theoretical knowledge with practical activities. The student will be able to master the skills only when he/she shows interest and makes certain efforts, i.e. combining theoretical knowledge with the solution of specific practical problems. The application of this method of teaching requires: clarification and awareness of its goals, i.e. the desired result; choosing a method of activity to achieve a certain goal; the presence of certain knowledge about the object of activity.

Game methods are characterized by the presence of game models of the object, process or activity; activation of student thinking and behavior; high degree of participation in the educational process; obligatory interaction of students and a teacher; emotionality and creative nature of the lesson; independence of students in decision making; focus on interaction, not rivalry.
The analysis of the pedagogical literature allowed to single out the main functions performed by the role play during the educational process at school: learning, motivational and stimulating, orienting, compensatory and educational [3]. Thus, the learning function of the game is to consolidate the knowledge acquired by students, promote the development of dialogic and monologue speech of young learners.
The motivational and stimulating function enables stimulating students to do some tasks revitalizing the work of the reserve capabilities of the personality. The orienting function aims to train students to plan their speech activity, to teach to listen others and work in a team. The compensatory function is based on the task to provide opportunities to communicate in the English language without real language environment. The educational function of the game is aimed at expanding the students outlook, instilling respect for the opinions of other participants, the development of the personality of a young person. 
Teachers emphasize that conducting games at English lessons has a number of advantages over other methods of work, because in a relaxed atmosphere, students learn faster and better. In addition, games bring educational activities closer to real communication conditions, provide opportunities for shy or insecure students to express their own point of view, feelings and opinions, help create an atmosphere of trust in the group, relieve tension and inspire new ideas. The effectiveness of learning largely depends on the interest of students, the motivation that stimulates their active work. The use of games in the foreign language classroom contributes to positive changes in speech and creative thinking.
Thus, during the study of the topic "My working day" activation of the students cognitive activity can be reached with the help of the game "Everyday Actions". During this game, students work in pairs, the teacher gives them a set of cards depicting a person's daily actions (how he wakes up, eats breakfast, goes to work, etc.). In the course of the game students have to arrange cards in the order that corresponds to their typical working day, and talk about it with other student.

When studying with students of the future the game "Be the Last" is considered to be effective. During this game, the teacher asks students to answer the following questions: “What will you do if you are lost in the forest?” “If you win a lot of money?” etc. The winner is the student whose sentence was the last, and who did not make mistakes in grammatical constructions. It should be noted that the pace of the game should be fast enough, which contributes to the intensification of students' mental activity. The other educational games are "Do you know the alphabet?", "Show the letter", "Game with the ball", which have a specific methodological purpose. But the teacher should laugh and rejoice with the students. If the teacher reveals the goal to the students, the game will become an ordinary exercise. For the teacher any educational game is primarily an exercise. 
Famous psychologist L. Vygotsky pointed out: "Game is a unique phenomenon of human culture, its source and top" [1, p. 45]. The fact that the game awakens the interest and activity of children, gives them the opportunity to express themselves, promotes faster and more reliable memorization of foreign words and sentences. The game is a certain situation that is repeated many times, and each time in a new version. Game is characterized as spontaneous, because win depends on accurate and quick response, correct and witty answers.

The goal of teaching foreign languages at the present stage is not a language system, but foreign language speech activity, and not by itself, but as a means of intercultural interaction. Using educational games allows a teacher to apply the language material creatively, turn foreign language classes into a process of communication, discussion, research. This is an activity that will allow expressing oneself individually or in a group, trying one’s hand, applying one’s knowledge, benefit, and publicly showing the achieved result. Games at foreign language lessons contribute to the transfer of experience, gaining new knowledge of a foreign language, correct assessment of actions, development of foreign communication skills, perception, memory, thinking, imagination, emotions, education of collectivism, activity, discipline, observation, attention, etc. Also games are interesting for both teacher and student. Games contribute to the effective assimilation of foreign language material, improve the general mood in the classroom, as well as overcoming psychological barriers.
REFERENCES

1. Виготский, Л. С. (1966) Игра и ее роль в психическом развитии ребенка Вопросы психологии, № 6, стр. 62 – 68. 

2. Пассов, Е. І.(1988) Урок иностранного языка в средней школе [Foreign language lesson in high school ]. Москва : Просвещение. – 223 с.
3. Селевко, Г. К. (1998) Современные образовательные технологии [Modern educational technology].  Москва : Народное образование. – 256 с.
4. Скаткін, М. Н. (1980) Школа и всестороннее развитие детей [School and comprehensive development of children]. Москва : Просвещение. – 144 с.
5. Стронін, М. Ф. (1984) Обучающие игры на уроке английского языка [Learning Games in an English Lesson]. Москва : Просвещение. – 112 с.
6. Ельконін, Д. Б. (2008) Психология игры [Game psychology].  Москва:     АНО.– 85 с.
