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Abstract

This article gives a conceptual apparatus of communicative competencies from different points of view and
identifies active forms and methods of teaching English. One of the active forms of teaching English is games, the
article contains an experiment in which didactic games are applied to practical classrooms to form the communicative
competencies of learners. The research aims to ensure the effectiveness of the application of didactic games in English
language lessons. The object of the research is the educational process of learners’ communicative teaching in English
language lessons. The subject of research is the conditions for the formation of communicative competencies in
English language lessons. The conditions for the formation and development of learners' communicative competencies
are thinking, communication, and personality. Research methods were applied - the average level of education of a
specialized school was chosen as an experimental class. At the beginning of the experiment, a cross-sectional survey
for learners, the results of the quiz were put in the table of S.F.Shatilov. During the research phonetic, grammar, and
lexical games were applied in English language lessons. At the end of the research was made the final cross-sectional
survey, and the results were put according to the table, based on which the dynamics of the growth of learners’
communicative competencies had been figured out. The theoretical significance of the research lies in the fact that the
teacher develops self-esteem, and increases the potential for the creativity of the learners person. The practical
significance of the research lies in the fact that the game introduces learners to the communicative process, thereby
motivating them to develop educational activities.

Key words: concept, formation, communicative competencies, linguistic competence, communicative
approach, interaction, didactic games, experimental study.

Introduction

Nowadays, one of the purposes of teaching the English language is the formation of
communicative competencies in foreign languages thus the essence of English language teaching
is to form communicative competencies of learners, i.e. the communicative skills to keep
interpersonal and intercultural communication with native speakers. Linguistic researchers note
that the concept of communicative competence has been identified by many researchers.
According to Noam Chomsky, any language is just a system of rules. Children are born with innate
communicative skills to acquire language, developing their native language before attending
school. A child’s organism contains a mechanism responsible for learning to speak a language. In
other words, communicative competence is always with a child’s birth, he could acquire any
language if people around him speak that language. Famous scientist Dell Hymes said in his work
that any learner can gain communicative competence as to when to speak, when not to speak, and
what to speak about and with whom, where, why, and in what manner. To get such competence a
learner should be in a community, and have some motives, needs, and issues in action that are
itself a renewed source of motives, interests, needs, and experience. Dell Hymes considered the
term competence for use to be equated with competence for grammar. Within the developmental
matrix, students acquire not only the knowledge of the sentences but also the gain knowledge of a
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set of ways in which sentences are used. When learners have experience of speech acts they
develop a general theory of the speaking appropriate in their community. Communicative
competence is defined as the ability to convey and understand messages effectively and
appropriately in various contexts and situations. According to Dell Hymes competence should be
considered as a register of grading human capabilities. It means how a human can use knowledge
of a language in different circumstances [1]. Concerning foreign language lessons we should take
“knowledge” as a “foreign language acquisition” which is taught in lessons and which is going to
be applied by learners in different circumstances. Language is defined as the capacity to construct
grammatically exact forms and syntactic constructions and to understand sections of speech
formed according to the actual practice of the English language and apply them in the sense they
are used by native speakers.

The meaning of the study technology of education is to build educational knowledge as a
system of tasks and develop means (prescriptions, techniques) in order, firstly, to help students
understand the problem of the presented tasks (to make the problem visual), and secondly to find
ways to resolve problem situations (prisoners in tasks) personally meaningful for students, and
thirdly, to teach them to see and analyze problem situations, to isolate problems and tasks. The
impetus in the learning process is the inconsistency between the highest level of student knowledge
and the initial skill. The task creates the conditions for the manifestation of external contradictions
and their translation into internal contradictions. For scholars, learning tasks act as cognitive tasks,
among which various types can be distinguished: perceptual, speech, communicative, mental, etc.
The task in the learning process is defined as a situation that requires some kind of action from the
subject. This action is aimed at finding the unknown, based on using its connections with the
known [2].

Materials and methods of research

The research aims to ensure the effectiveness of the application of didactic games in English
language lessons. The object of the research is the educational process of learners’ communicative
teaching in English language lessons. The subject of research is the conditions for the formation
of communicative competencies in English language lessons. The conditions for the formation and
development of learners' communicative competencies are thinking, communication, and
personality. Research methods were applied - the average level of education of a specialized school
was chosen as an experimental class. The theoretical significance of the research lies in the fact
that the teacher develops self-esteem, and increases the potential for the creativity of the learners
person. The practical significance of the research lies in the fact that the game introduces learners
to the communicative process, thereby motivating them to develop educational activities.

The criteria for the formation of communicative competencies are such as productive
participation in communication in solving professional and social tasks; the ability to work in a
team in different social roles and statuses; and reflection as an adequate self-assessment of oneself,
assessed through pedagogical observation. The communicative competencies include linguistic,
speech, linguistic, and socio-cultural competencies that reflect the formation of students'
communicative competence.

The formation of students' communicative competencies through didactic games gives
certain good results, increases interest in the lesson, and allows them to focus their attention on the
main thing — mastering speech skills in the process of a natural situation, communication during
the game. The place of play in the lesson and the time allotted to the game depend on some factors:
the preparation of students, the material being studied, the specific goals and conditions of the
lesson, etc. For example, if the game is used as a training exercise for the initial consolidation of
the material, then it can take 15-20 minutes of the lesson. In the future, the same game can be
played for 3-5 minutes and serve as a kind of repetition of the material already passed, as well as
a discharge in the lesson.
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The method of applying didactic learning games consists, first of all, of organizing the
cognitive activity of students, in the process of which their abilities, especially creative, thinking
ones, would develop. Didactic games can be grammatical, lexical, phonetic, and spelling.

The same game can be used at different stages of the lesson. But it all depends on the specific
working conditions of the teacher, his temperament, and his creative abilities. It should be noted
here that for all the attractiveness and effectiveness of the game method, a sense of proportion is
necessary, otherwise, games will tire students and lose the freshness of emotional impact.

There are many advantages of using didactic games. Games can reduce anxiety, thereby
increasing the likelihood of receiving information, and gaining new experience in the field of a
foreign language, which is not always possible during a regular lesson. Didactic games encourage,
entertain, educate, and promote fluency of speech.

The development of communicative competencies should take place in an environment that
maximizes the involvement of all spheres of consciousness, all components of the personality.
The process of acquiring knowledge should always come before entertainment in a sound,
communicative way, in the center of the process should be a learner. However, the entertainment
in the lessons encourages learners to get engaged in the activities and makes lessons more vivid
and interesting. Just theoretical learning of grammar and vocabulary doesn’t help learners to
communicate, that is why contemporary education includes in itself different games in the
educational process. So, one of the ways to form communicative competencies through active
learning is didactic games which allow for direct inclusion of the language learning process into
the model of learner’s activities. This form of teaching is not only a close constituent of active
learning. Its borders are open, it goes beyond the limits of active learning, supporting the useful
side of the pedagogical activity as a whole. The most contemporary abroad scientists such as John
Hyde, Joseph Callaghan, Jurgen Holler, and Katherine Livingstone emphasize the following
features of didactic games:

- They are outer i.e. the result of the game can’t be regulated;

- Unrepeated, the game can be played no matter when;

- Didactic games are followed by certain rules, which can be changed by members of the
game;

- Didactic games should bring joy and satisfaction.

Methods and approaches used to teach English, competence and implement learner-activity
method, which in turn, put up to the formation of communicative competencies, multicultural
language personality, capable of providing a productive dialogue with other classmates to
complete diversified activities with English. Practice of phonetic, grammatical, and lexical games
in English language lessons allows learners to make routine work more exciting, increases their
cognitive interest, and makes the learning process funny. In a game everything is equal; it is
virtually practicable for a learner, even one that does not have enough solid knowledge of the
language. Furthermore, a weak learner can become the first in the game: resourcefulness and skill
talent are more essential than knowledge of the subject [3].

Consider the specific role of the teacher in such teaching. Authoritarian interactions are
detrimental to productive learning. Therefore, the teacher must learn to take a partner position
when communicating with learners [4].

Also, it is worth noting that, in gaming activities, learners often move from one place to
another, it is a kind of physical exercise, they collaborate, listen to each other, or think alive, so it
develops negotiation skills, certain speech patterns, and communication among learners [5].
Gaming activities are not only funny and interesting from the angle of methodic teaching, but
healthy from the angle of medicine.

Didactic games seem to be particularly successful in helping learners develop problem-
solving and decision-making skills and encouraging innovation. Without a doubt, gaming prompts
learners to do a tremendous amount of research and inspires participants to spend an extraordinary
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amount of time on task. Didactic games encourage the development of learners' qualities, ensuring
the acquisition of knowledge under the influence of their interaction by increasing cooperation and
activity between teachers and learners in the teaching process. In this case, by way of applying
didactic games, learners improve their communicative competence, and teacher can achieve their
goals.

In games, communication happens spontaneously and naturally, you can command and
control others without using force, and you can form relationships that are different from those
you would in real life. Didactic games and the learning process are tightly intertwined. From a
cognitive perspective, these games offer a lot of value. Children mostly encounter narrow, specific
mental order tasks in didactic games, which call for various intellectual operations to be used to
solve them [6].

Games can be regarded as central to a language teacher’s repertoire and not merely a way
of passing the time. Games provide one way of helping the learners to experience language rather
than merely studying it. They allow the teacher to create contexts in which the language is useful
and meaningful. It is crucial to note that communicative games have contributed a positive impact
on the teaching-learning process. This also implies that communicative games are expected to
enhance students’ enthusiasm and motivation. It gives an improvement in students’ active
participation, confidence, and fluency in speaking skills. In short, it can be described that the
strategy of teaching and learning creates good, enjoyable circumstances and reduces the boredom
and stress of the learning process [7].

Different types of role-playing games can used in the process of forming communicative
competencies in a foreign language: - imitation games - during the lesson, students' behavior in
problematic situations is simulated; - operational games - it is clear, that special speech focused
on practicing the performance of the action; - role-playing games with a plot (teacher-student,
seller-buyer, doctor-patient; With the help of such games, students' behavior tactics, skills, and
abilities to responsibly fulfill one's duties and responsibilities were improved [8].

The relevance of the topic of communicative competencies has been extensively studied so
far, but the aspect of using didactic games in the formation of communicative competencies in
English language lessons has not been sufficiently explored due to a lack of specific
methodologies.

Results and discussions

The needs, preferences, and intentions of the learners’ were identified, and the initial step
was to assess the learners' initial level of English language proficiency, motivation, learning style,
and cognitive abilities. These elements were used to adapt learning strategies and various activities
concerning the personal needs and preferences of students, thereby ensuring their involvement,
motivation, and activity throughout the educational process.

Appropriate research methods have been selected based on the needs of learners,
preferences, and goals of learners, which are best suited for the formation of foreign language
communicative competencies and use in various speech contexts.

Appliance activities in the classroom: the teacher should implement the designed activities
in the classroom, ensuring that they are conducted in a supportive and learner-centered learning
environment. This may involve using a variety of teaching techniques, such as group work, pair
work, role-plays, simulations, and discussions, as well as providing students with opportunities to
practice their language skills and competencies in real-life situations.

Control learners' progress and provide feedback: the teacher should monitor the learners'
progress and provide them with constructive feedback on their performance; this may involve
using a variety of assessment and evaluation tools, such as oral and written tests, self-assessment,
peer assessment, and teacher observation, as well as providing learners with opportunities to reflect
on their learning and set goals for future improvement.
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Send back on the teaching process and adjust the strategies accordingly: the teacher should
continually reflect on the effectiveness of the teaching strategies and activities, considering the
learners' progress, feedback, and engagement; based on this send back, the teacher may need to
adjust the strategies and activities to better meet the learners' needs and preferences, ensuring that
they continue to develop their English language communicative competencies.

Having analyzed of psycho-pedagogical and scientific-methodical literature on the given
topic it was stated the aim of the experimental-pedagogical research — was to put into practice that
the appliance of didactic games in English language lessons might be an effective method in the
formation of communicative competencies of learners.

The research took place in the “Bilim-Innovation” lyceum, in the middle stage of teaching.
There are 11 learners in the group. This group of learners has an average level of English language
preparation. Three learners have “excellent” grades, five learners have “good” grades and three
learners have “satisfactory” grades. The learners are taught by the textbook Complex Laser for
Kazakhstan by Malcolm Mann and Steve Taylor-Knowles [9].

The following methods were used: the method of observation, analysis, classification, and
comparative method. At the beginning of the research, the teacher observed the learners’
knowledge, by doing a quiz and putting the results according to the table of S.F. Shatilov. At the
end of the research, learners were checked again to observe how far their knowledge had changed
after using didactic games. During the term according to the studying program of the units “Our
world”, and “Daily life and shopping” in English language lessons were applied the following
grammatical, phonetic, and lexical didactic games.

Grammatical game “Find someone who....”, for unit “Our world”, this game is good for
revision tenses such as Present Simple Tense and Past Simple Tense and also for asking and
answering tense questions. Method of the game: the teacher gave each learner a handout. Learners
could be allowed to ask up to three questions every time they communicate with their peers. If
they got a yes answer, they would follow it up by proceeding to ask for details. As a follow-up
teacher went through all the questions, and each student could answer a different one [10]. This
game allows learners to recap tenses of the English language, and become more confident in using
the right tense in different circumstances.

The phonetic game “Hidden Names” was also applied in the unit “Our World”, “Daily life
and shopping”, this game is good in identifying the common sound in a group of words, it may be
played in groups of up to 4-5 learners. The method of the game: The teacher gave each learner a
puzzle and explained that the names of the four bloggers in the pictures were hidden in the column
of words beside them. To find the names it was necessary to find the common sound that all the
words in each column contain, and then put these sounds together to make the name [11]. This
game improved the learner’s pronunciation of different sounds and diphthongs.

The lexical game “Quick thinking” was also applied in the unit “Our world” and “Daily life
and shopping”. This word association game is useful for developing and enhancing vocabulary as
learners should be able to speak with a certain set of words on different topics. The method of the
game: The teacher copied and cut out words and questions on handouts. Before it started, the
teacher demonstrated the activity to the whole class. He wrote the following two words on the
board brave Internet and a question What do you think of having a blog? He explained that the
idea was to answer the question sensibly, but also try to bring on either or both of the words brave
and Internet. For example, | think that having a blog is possible on the Internet and only brave
people can have it. Learners scored one point for every word used.

According to Oxana Byrdina, Sergio Dolzhenko, and Yana Yurinova, situations for the
games can be modeled in a diversified way such as posters, oral descriptions, and scenes, based
on real-life situations. It is up to a teacher which method would be preferable for his class.
However, it would be effective to use real communicative situations, which are fashionable to the
learners, so that they could speak out their thoughts, and share their experiences. Learners solve
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communicative tasks in groups or pairs, after all, they can make some conclusions in front of the
classes [12].

The aforementioned games took place in every lesson of the term, taking into consideration
differences in grammatical, phonetic, and lexical topics in the lessons, and were conducted to
reveal the level of communicative competencies formation. The experimental research primarily
took into account the program requirements for teaching the dialogic of speech in the middle stage.
At this stage, learners should: interact with peers to negotiate, agree, and organize priorities and
plans for classroom tasks; and describe and retell some extended stories and events.

Teaching speaking, some of the main objectives are: to ask more complex questions to get
information about a growing range of general topics and some curricular topics; give an opinion
at discourse level on a wide range of general and curricular topics; respond with some flexibility
at both sentence and discourse levels to unexpected comments on a range of general and curricular
topics; interact with peers to negotiate, agree, and arrange priorities and plans for completing
classroom tasks; use appropriate subject-specific vocabulary and syntax to talk about a range of
general topics, and some curricular topics. We can consider that all these objectives were obtained
in the lessons through the aforementioned phonetic, grammatical, and lexical didactic games.

Table 1 shows the answers of the learners were checked and put according to the table of
Sergei F. Shatilov [13]:

Table 1 — The answers of the learners according to the table of Sergei F. Shatilov

Learner’s surnames Quantity of Diversity of Grammatically Phgg?:éi?”y Stlzgr?w\;irtl(s:eto
and names pupils' phrases structures correct phrases .
phrases the topic
Abaev Aidar 2 - + + +
BaurzhanAli 2 - - - B
Gabdrashit Abilkair | 4 - + + +
Zhalgasbai Miras 5 + + + +
Zainulliev 5 + + + +
Dinmuhammed
Ibatolla Rakym 1 - - - -
Mendibaev 3 + + + +
Zhaskairat
Merekeev Sayat 3 - + - -
Serik Alisher 3 + + + +
Syrymov Aslan 3 - - - -
Tilegen Beibarys 4 + + + +
Note: Compiled by the authors

From the results, it can be seen that not all learners have a sufficiently high level of speech
skills. The table shows that almost all learners use a variety of structures in their speech, although
not all reach the required number of lines (4-5 lines). Talking about grammatical patterns of speech
we can say that in general, the learners’ speech is not correct. Also, the table shows that learners’
statements do not always correspond to the given situation. Having identified the level of
communicative competence of learners we proceeded to the next stage of the research, to conduct
the formative stage of the experiment to improve speech skills based on the usage of didactic
games. To successfully perform this task practically we used didactic games at every lesson during
the term. The final cross-sectional survey was done to identify the level of learners” communicative
competence formation after applying didactic games in English language lessons.

Table 2 gives the results after applying didactic games in the lessons according to the table
of S.F.Shatilov:
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Table 2 - The results of applying didactic games according to the table of Sergei F. Shatilov

Learner’s names and | Quantityof | DV | Grammatically | Phonetically Relevance of

surnames phrases of correct phrases | correct phrases statements to the
structures topic

Abaev Aidar 3 - + + +

Baurzhan Ali 3 - + - +

Gabdrashit Abilkair 5 + + + +

Zhalgasbai Miras 5 + + + +

Zainulliev 5 + + + +

Dinmuhammed

Ibatolla Rakym 2 - - + N

Mendibaev 4 + + + +

Zhaskairat

Merekeev Sayat 4 + + + _

Serik Alisher 3 + + + +

Syrymov Aslan 4 - - - +

Tilegen Beibarys 5 + - + +
Note: Compiled by the authors

In Figure 1, the dynamics of the growth of learners’ communicative competencies have been

figured out.
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Figure 1 - The diagram of dynamics growth of learners’ communicative competencies
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skills

Having analyzed the data in the table, it can be concluded that the level of communicative
competencies has increased, and most learners have mastered speech skills at a sufficiently high
level. It is also seen that nearly all pupils began to use a variety of structures in speech; the usage
of different phrases in English has increased slightly. As a concerned grammatical aspect, we can
say this figure has not been changed, because it is probably a bit difficult to use diversified
grammatical structures in these situations. Also, the diagram illustrates the rise of phonetically
right phrases of learners compared to the first table.
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A comparison of the results of the initial and final stages of the research convinces us that
didactic games provide the communicative competence of the learners. Learners have an
opportunity to develop their personality and skills needed not only for professional work in the
future but also, for routine life to communicate with other people.

Consequently, it can be stated that the hypothesis of the research that formation of
communicative competence in English language lessons would be more effective under the
condition of:

- the use of active learning methods;

- the use of didactic games in the lessons;

- compliance with the requirements for organizing didactic games in the learning and
cognitive process.

Conclusion

1. The formation of students’ communicative competencies through didactic games in
English lessons is one of the forms of organization of the speech situation used for educational
purposes. Didactic games are a good support for repeating and consolidating topics in English
lessons. The conducted experiments in the course of the study showed the dynamics of the progress
of linguistic, speech, and socio-cultural communicative competencies of students through didactic
games. They can be successfully used on any topic of the course, as they include phonetic, lexical,
and grammatical games. After using didactic games in the classroom, students' pronunciation of
English words improved, their vocabulary was enriched and remembered, and students began to
confidently use the English seasons, all this led to more confident communication with the teacher
and with each other in English, as well as students developed a certain communicative
competencies that they could use in the future.

2. The use of didactic games in English lessons has involved all students in the learning
process, even shy students begin to actively participate in the gameplay. Students communicate
with each other in English, work in a group, and begin to think in English collectively and
individually. The speech and mental activity of the students became more active. The use of
didactic games is not only interesting and informative but also reveals the creative, hidden abilities
and talents of shy students.

3. The experiment was conducted during the first semester of the academic year, in the
process of forming students' communicative competencies through didactic games, students will
have to work in pairs, exchange partners, etc., only lexical topics can change, and didactic games
remain as the basis.

4. The effectiveness of using research methods in the process of forming students'
communicative competencies through didactic games was obvious during the experiment. Didactic
materials were of paramount importance in English lessons, to increase the effectiveness of students'
speech activity. The use of didactic games, along with innovative teaching methods, should be
included in the curriculum to ensure that students develop the necessary linguistic, cognitive,
pragmatic, reflective, and adaptive competencies for successful communication in English.

5. Summing up, we note that the study on the formation of students’ communicative
competencies through didactic games has shown the effectiveness of using empirical methods and
approaches.
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TUJIAKTUKAJBIK OVMBIHIAP APKBLIBI BIIIM AJTYIIBLTIAPIBIH
KOMMYHUKATHUBTIK KY3BIPETTEPIH KAJIBIITACTBIPY

Anjgarna

Makanaaa opTypJii Ke3KapacTapJaH KOMMYHHKATHUBTIK KY3bIPSTTUTIKTIH TYCIHIK ammapartsl Oepiieii »oHe
aFBUIIIBIH TLTIH OKBITYABIH O€JICEH I HhICaHapbl MEH 9JIicTepi epeKIlesieHe i. AFBUIIIBIH TUIIH OKBITYIBIH OeNICeHl
HBICAHIAPBIHBIH Oipi OMBIHAAP 0OJIBIN TaOBLIABI, MAKaIA1a TOKIPHOE KENTIpLIeIi, OHBIH OapBICHIH/A TUJAKTHKAIIBIK,
OWBIHIap OLTIM aNyIIbLIapBRIH KOMMYHHKATUBTIK KY3BIPETTUIITIH KAIBIITACTHIPY YIIIH MPAKTHKAIBIK cabakrapaa
KOJIIaHBUIA/ABl. 3epTTeyiH MaKcaThl - AFbUIMIBIH TN cabakTapblHAa AWIAKTUKAIBIK OWBIHAAPIBI KOJIJaHYIbIH
TUIMJIITIHE KO3 JKETKI3y. 3epTTey 00BEKTici aFbUIIIBIH TUTI cabaKTaphlHAa OLTIM amymIsuIapAbl KOMMYHHUKATHBTIK
OKBITYBIH OiTiM Oepy mpotieci 60T TaObIIambl. 3epTTEYIiH MOHI aFBUIIIBIH TiJIi ca0aKTaphIHIa KOMMYHHKATHBTIK
KY3BIPETTUTKTI  KaJNBINTACTBIPYy IMIApPTTapbl OONBIN  TaObuTampl. bimiM  amymbutapAblH — KOMMYHHUKATHBTIK
KY3BIPETTLIIMH KAJIBIITACTBIPY JKOHE JaMBITy LIAPTTapbl Oiflay, KapbIM-KaThIHAC, JKEKE TYJIFa OOJIBIN TaObLIa Ibl.
3eprrey oaicTepl KOJAaHBUIAbI - SKCIEPUMEHTTIK CHIHBII PETiHIe MaMaHJIaHIbIPbUIFAH MEKTENTIH opTa JAeHreifi
TaHAaIIel. OKCICPUMEHT OachlHAa OuLTIM anmymiblIapra aiikacmajbl —cayajiHama IKYPri3uimi, HOTHKEIep
C.®. [larunoBThIH KecTeciHe eHri3iyii. 3epTrey OapbIChIHIA arbUIIBIH TUT cabakrapbiHaa (DOHETHKABIK,
rpaMMaTHKAIIBIK )KOHE JIEKCHKAJIBIK OMBIHIAp KOJJAAHBLIIBI. 3ePTTEY COHBIHAA KOPBITHIHABI aiikachalbl cayailHama
JKYPTi3UILIL, HOTHOKENIEP KeCTere )KUHAKTAIIbI, COHBIH HET131H 1e O1/1iM anyIbLiap IblH KOMMYHHKATUBTIK KY3bIPETIHIH
ecy cepIriHi ecenTenai. 3epTTEYAiH TEOPUIIBIK MAHBI3IBUIBIFEI MYFAIIMHIH ©31H-631 OaramayIpl JaMbBITYBI, OLTIM
TYIIBUIAPABIH IIBIFAPMAIIBIIBIK 9JI€YETiH apTThIPYbl OOJIBIN TaObIIa bl 3epTTEYAIH MPAKTUKAIBIK MaHBI3AbLUIBIFbI
JUJaKTHKAIBIK OMBIH O1LTIM aTyIIblIap/ibl KOMMYHHKATHBTIK MPOLECKE TapTaIbl, COJI apKbUIBI OJIap/Abl OEJICeH Il OKYy
KbI3METIHE BIHTAJIAHIBIPATIBI

Herisri ce3aep: TyxbIpbIMIaMa, KalbIITACTHIPY, KOMMYHHKAaTHUBTI KY3IpETTUIK, JMHTBUCTHKAIBIK
KY3IpeTTiJliK, KOMMYHHKATHBTI TOCLI, ©3apa SPEKETTECY, TUIAKTHKAIIBIK OMbIHApP, SKCIIEPUMEHTTIK 3epTTey.

®OPMUPOBAHUE KOMMYHUKATHUBHBIX KOMIIETEHIIUA ¥
OBYYAIOIIUXCHA YEPE3 TUJAKTUYECKHUE UI'PbI

AHHOTANNA

B nanHo# craThe JaeTcs NOHATUHHBIN anmapaT KOMMYHUKAaTUBHOM KOMIETEHIMM C pa3HbIX TOYEK 3PEHUS U
BBIJICIIIFOTCS. AKTUBHBIC ()OPMBI U METOJBI OOYUCHHS aHTIUHCKOMY si3bIKYy. OIHOW M3 aKTHBHBIX (OpM OOyUYCHHS
AHTJIMACKOMY SI3BIKY SIBJISIFOTCSI UTPBI, B CTaTh€ NMPUBOAUTCS SKCIIEPUMEHT, B X0/€ KOTOPOro MUAAKTHYECKHUE UTPHI
MPUMEHSIIOTCS HA MPAKTUYECKUX 3aHATUAX I (GOPMUPOBAHUS KOMMYHHUKATUBHONW KOMIIETEHIIMHA OOYYaIOITUXCS.
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Ieoacozuxa scane ncuxonozus ~ Iledazoeuxa u ncuxonoeusn ~ Pedagogy and psychology Ch. Pandya,
S.S. Kulmagambetova,
A.Kh. Gatauova, G.K. Shambilova
Lenp uccnenoBanus - yoeauTbes B 3pQEKTUBHOCTH IPUMEHEHNUS ANAAKTHYECKUX UI'P HA YPOKAX aHTJIMHCKOTO SI3bIKa.
OOBEKTOM HCCIIEIOBaHUS SBIISICTCS 00pa30oBaTEeNbHbIA MPOIECC KOMMYHHUKATHBHOTO OOy4YEeHHUs] 00YyYaromuXcsl Ha
YpOKax aHTJIMHCKOTo si3blka. IIpenMeTroM HccieoBaHus SBISIOTCS YCIOBUS (OpMHPOBaHHMS KOMMYHUKATHBHOM
KOMIICTEHIINM Ha YPOKax aHMIMHCKOro si3bIKa. YCJIOBHSMH (OPMHUPOBAHHS M Pa3BUTUS KOMMYHHKATUBHOM
KOMITETEHIIMH 00y4aronuxcs SBISIOTCS MBIIUICHHE, 00IIEHHE, TMYHOCTh. BhlIM IpUMEHEHBI METO/IbI HCCIIEIOBAHMS
- B Ka4eCTBE IKCIIEPUMEHTAIBLHOTO Kilacca ObLT BEIOpaH CpeHNI ypOBEHb OOYUCHHUS CTICIIMANTN3UPOBAHHOM IITKOJIBIL.
B nagane sxcriepuMeHTa ObUT IPOBEICH NEPEKPECTHBIH OMPOC 00yUIarOIMUXCs, Pe3yIbTAaTH OBUIH 3aHECCHBI B TAOIHILY
C.®. IllatmmoBa. B xome wuccnemoBaHWs Ha YypPOKax AaHINIMHCKOTO sI3bIKAa IPHMEHSUIUCH (DOHETHUYECKUE,
rpaMMaTHYECKUE M JICKCHIECKHE Urpbl. B KoHIE nccnenoBaHus ObUT MIPOBENEH MTOTOBBIN IEPEKPECTHBIM OMpOC,
pe3yJIbTaThl CBEICHBI B TAOJIMIly, HA OCHOBAaHMH KOTOPOH ObLIa paccyWTaHa AWHAMUKA POCTa KOMMYHHKATHBHBIX
KOMIIETeHIINH oOyuarommxca. TeopeTudeckas 3HAYMMOCTh HCCICJOBAaHMS 3aKJIIOYAaeTCd B TOM, YTO YYHUTENb
pa3BHBaeT CaMOOILICHKY, MOBBIIIAET TBOPYECKUH MOTEHIMAI JIMYHOCTH oOydaromuxcs. [Ipaktudeckas 3HAYMMOCTh
UCCIIEJIOBaHMS 3aKIII0YAeTCsl B TOM, YTO JUJAKTHYECKass Urpa nmpuodmiaeT oOydaromuxcs K KOMMYHHKaTHBHOMY
npoLeccy, TeM CaMbIM MOTUBHPYS X K aKTHBHOW Y4€OHOW JeSTeIbHOCTH.
KaroueBble ciaoBa: KoHuenuusi, (GopMHpOBaHHWE, KOMMYHUKATHBHAs KOMIECTEHIMS, JIMHIBUCTHYECKAsS
KOMIICTEHIIUSI, KOMMYHHKATHUBHBIH IOJXOJ, B3aHMMOJCHCTBHE, JAWAAKTHYECKHE WIPBI, O3KCIEPHUMEHTAIBLHOE
UCCIeI0BaHuUe.
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