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Topical Importance: due to the fact that at the moment there is no clear opinion 

as to what methods of work are the most acceptable and effective in teaching 

English, which would fully meet the goals set, would help to form and support 

pupils' interest in learning English. Despite the fact that pupils are interested in 

learning English from the very beginning, their motivation decreases with the 

appearance of the first difficulties. In addition, pupils of this age are characterized 

by the fact that they can not focus their attention on the subject for a long time, the 

use of game technologies can be an excellent solution to this problem. It is also 

worth noting that for primary school pupils, school is a transitional stage from 

playing activities to learning, and in their lives, game moments are also present. 

The correct selection of games in English lessons can help you develop all the 

skills you need to learn the language. 

Goal: The major goal of the study is to study the didactic potential of game 

technologies for teaching English to primary school pupils and the development of 

a methodical manual for English teachers who teach in elementary grades. The 

games presented in this manual are aimed at the formation and development of 

phonetic, grammatical, spelling and lexical skills of pupils. 

Tasks: There is a number of tasks one should accomplish to achieve the above set 

goal: 

- To study the psychological characteristics of primary school pupils that should be 

taken into account when teaching English. 

- To consider various approaches to the definition of "motivation" and the main 

means of increasing the motivation of primary school pupils to learn English. 

- To justify the need for the use of game technologies in the education of primary 

school pupils. 

- To provide an analysis and classification of gaming technologies for teaching 

English to primary school pupils. 

- To investigate the didactic capabilities of game technologies in teaching English. 

- To create a methodological manual on the use of game technologies in teaching 

primary school pupils for an English teacher. 

Theoretical value lies in the fact that the results make a certain contribution to the 

study of the problem of using game technology in teaching English to the primary 

school pupils. The study allows to analyze and systematize the available material 



on the research topic and confirm the need of using game technologies for teaching 

English to primary school pupils. 

Practical applicability: lies in the opportunity to develop a set of games that can 

be applied in English lessons in primary classes. 

Results: In this research work the necessity of using game technologies in English 

lessons as the main means of increasing motivation and stimulating cognitive 

activity of pupils is justified, various types of games are given by both domestic 

and foreign researchers, didactic games as a component of English teacher's 

portfolio are analyzed, and examples of exercises aimed at forming speech skills 

are given. 

Implementation advice: The empirical data and results of the conducted research 

form the foundation for the educational product "a Collection of Games”, which 

presented four categories of games developing speaking skills of pupils and can be 

used by teachers of English in primary classes to make their lessons interesting and 

productive. 

 


