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4asa npy 3TOM, YTO 3TO YrydllaeT KayeCcTBO
obpasoBaTenbHbIx ycnyr. Mbl Bce genaem
oLnbKK, rnaBHoe, 4ToObl He ObINo CcrnuLl-
KOM MO3OHO 3TW OLWMOBKM O0COo3HaTb. YTOObI
OCTanocCb BpeMsi, CUMbl U BO3MOXHOCTU 3TU
ownbkn ucnpasutb. Qe cenvac cpegHe-
crneunanbHoe 1 TexHuyeckoe obpasoBaHue?
[daxe B camble TSKENble BpPeMeHa HYXHO
nnaHMpoBaTb Ka4eCTBO CBOEW XU3HW B Byay-
weM. N HaumHaTb Ha[o CO LUKOSbI, KaK O4HOWN
M3 COCTaBMSALINX CUCTEMbI. TON CUCTEMBI,
KOTOpasi cerogHss oopMupyeT rpaMOTHOCTb,
npocpeccuoHannam u NaTrpuoTuaMm TeX, KTO
3aBTpa Oymer ynpaBnaATb rocygapcTBOM.
MoxHO NpegnonoXuTb, YTO COKpaTMB 0O6BLEM
3HaHWUIN cerogHsd, Mbl B Heganékom byayuem
OyoemMm MmeTb Hedanékux rpaxagaH, cosgato-
LMX TaKuMe e 3aKOHbI, Takoe ke 0bLLecTBo.
B atom cnyvae mbl 6yaem mMunocTmeo npo-
CUTb XOTb KOro-HMBYAb YNpaBnATb Hamw,
nnbo ymmparb B MEXA0YCOOHbIX U 3axBaTHW-
YECKNX BOMHAX.

MpauHbIi nporHo3, He npaeaa nu? A Begb
He TaK yX 1 Janék OT UCTUHbI. OrnaHuTech
BOKPYT, Pa3Be HUKTO HE BUAMT, C KAKOW CKOPO-
CTbIO cenyac MeHsieTca BCE BOKpyr Hac? U B
KaKyto CTOpOHY nameHeHuna? Korga-To B LLKO-
ne mbl coaBanu ak3ameHbl. KOHKpPETHbIN OT-
BET Ha KOHKPETHbIN BONPOC, YTO MOXET ObITb
€CTEeCTBEHHEN 1 NpoLle ANS NPOBEPKU 3Ha-
Hun. CerogHa WKONbHMKM Ha EHT nbiTatotca
yragatb, Kakomn xe OTBET U3 NpenrioXeHHbIX
BapuaHToB npaBuibHbIi. MoxeT ObiTb BCE
OTTOrO, YTO yXX€ HEKOMY OLIeHUTb NpaBwWIlb-
HocTb oTBeTa? OTraganTte, KTO 3aBTpa Oyaet
BOOMTbL NoOe3fda, ynpaenaTb Camonéramu,
YUUTb HallMX AeTen, genatb Ham onepauuu
Ha XMpypruyeckom CTosne, CTPOUTb aTOMHbIE
anekTpoctaHumm? OTBET 0aMH. OTO Te, KOro
cerogHs «HatackmparT» Ha cgady EHT. Te,
B KOM HEOCO3HaHHO POPMUPYHOT «Kanemgo-
CKOMMYecKoe» MblLLneHne. Te, KTO OTOMCTUT
Ham 3a TO Oyayulee, KOTOpoe Mbl BCE UM
OCTaBWUNN B HACNEACTBO.
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FORMING LEXICAL SKILLS IN ENGLISH
BY THE MEANS OF A GAME

Llet TiniH yipeTyne oMbIHHbLIH MaHbI3bl 30p ekeHAiri 6enrini. KentereH yctasgap LeT TifiH OKbITyAaFbl OCbl 8AICTIH
acepiHe Hasap aygapaabl. OvibiIHHbIH 6apbicbiHaa 6iniM anylwbinapabiH 6apribiKk MyMKiHAIKTepPI albiiab.

Kak n3BecTHo, n3y4yeHne MHOCTPAHHOro A3blKka urpaet 3Ha4yuMyro pPorsib. MHorune npenogasaresin NCnosib3yrT AaHHYO
MeToaunKy npu n3y4YHUmM MHOCTPAaHHOIO A3blKa. B xoge vrpbl y o6yqaf0Lumxc;q OTKPpbIBAKOTCA MHOrne BO3MOXXHOCTU.

It is known about the game’s training
opportunities for long time. Many outstanding
teachers have rightly drawn attention to the
efficiency of the use of games in learning.
Human abilities, particularly students are
shown full and sometimes unexpectedly in
the game.

Game is a particularly organized occu-
pation requiring emotional and mental efforts.
The game always involves a decision - what
to do, what to say, how to win? Desire to
resolve this issue escalates mental activity
of players. And if a teenager is speaking a
foreign language while playing, it opens up
rich learning opportunities. Students do not

think about it. The game is firstly and foremost
- an exciting experience for them. That is
what attracts teachers, including teachers of
foreign languages . All are equal in the game.
It is feasible even for weak students.
Moreover, the student with weak
language training may become the first in
the game: resourcefulness and ingenuity
here are sometimes more important than
knowledge of the subject. Sense of equality,
the atmosphere of enthusiasm and joy, a
sense of task affordability - all this allows the
children to overcome shyness which prevents
free usage of foreign language words in
the speech, and has a beneficial effect on
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learning outcomes. Language material is
absorbed imperceptibly, and there is a sense
of satisfaction as «it turns out that | can say
along with all» [2] .

The main element of the game is to play
the role, not important which role, but that
one which helps to play a variety of human
relationships existing in life. If to isolate and
put into the base of the game the relationship
between people, it will be meaningful and
useful. Regarding developing value of the
game, it is inherent in the very nature of it,
because the game - it's always emotions
and where emotions are, there is an activity,
attention and imagination, and thinking is
working.

Thus, the game - is: 1) the activity (in
this case, speech), 2) motivation, lack of
enforcement, and 3) individualized activities,
deeply personal, and 4) training and education
in the community and through the collective
(A.V. Petrovskiy), and 5) the development
of mental functions and abilities, 6)
«teaching with passion» (in the words of the
S.L. Soloveitchik).

Game is considered as a situational-
variable exercise where multiple repetition
of the speech sample in conditions close
to real speech dialogue with its inherent
characteristics, emotion, spontaneity, deli-
berate speech effect opportunity is created.

Games contribute the implementation of
important methodological problems:

- creation of children’s psychological
readiness to speech dialogue;

- providing natural necessity of multiple
repetition of language material;

- training students in choosing the right
speech option, that is a preparation for
situational spontaneity of speech in general.

Playing form of learning allows you to
use all levels of learning: from reproducing
through the transforming activity of the
main goal - the creative and search activity.
Creative-search activity is more effective if it
is preceded by reproducing and transforming
activity in which students learn teaching
techniques [3].

Technology of playing form of learning
aims teaching students to be aware of the
reasons of learning, his behavior in the game
and in life, that is to form the objectives and
programs of their own independent activity
and predict its short-term results [3].

Speaking about foreign languages
teaching via games and foreign language
communication, we often turn to the
classification of games developed by

E.A. Maslyko. In this classification, games are
divided into 5 groups, which can be allocated
within the subgroups.

Group 1 - language games. They
are intended to form the pronunciation,
vocabulary and grammar skills, training
of usage linguistic phenomena at the
preparatory, precommunicative stage of
mastering a foreign language. In this group
there are 5 subgroups:

1) Phonetic games;

2) Spelling games;

3) Games to work with the alphabet;

4) Lexical games;

5) Grammar game.

Group 2 - playing exercises for working
with the lexical and grammatical material.
Their main task is to manage the educational-
cognitive activity of students and the
formation of their vocabulary and grammar
skills, as well as the organization of intensive
independent work in the classroom in order
to master the rules of the use of specific
linguistic units. Game aspect in different
exercises emphasized differently - from full
use of gaming activities of students to purely
didactic games.

Group 3 - games psycho-games for
learning the skills and abilities of the lexical
and grammatical processing of speech
utterances. The main functions of these
games are:

1) the creation of the trainees internal visibility,
required for submission to the training session
of given situation;

2) implementation of the didactic framework
in the form of a learning task to synchronize
mental and physical activities with a speech
in a foreign language;

3) the use of intensive training of lexical and
grammatical material.

Group 4 - playing exercises for learning
foreign language communication. They
allow purposeful practice speech of a foreign
language learners, training and activation
within it skills monologue and dialogue
speech, different types of interaction partners
in dialogue, formation and formulation of
multiple functional types of statements
(descriptions, messages, information,
evidence, etc.).

The purpose of these games is speech
training in a foreign language. Teacher tells
the learner goal of the game that sets them to
perform various actions, and foreign language
becomes a means of their performance,
creating the foundation for the practice of
foreign language learners’ speech activity.
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In this group of games there are following
subgroups:

1) Playing exercises to warm up the voice;

2) Type game interview to enhance skills
in the «dialogue - monologue to dialoguey;

3) Games on conjecture;

4) Playing on a joint speech activity and
communicative interaction;

5) Role-playing games.

5 group games - business games.
Educational game business is a practical
exercise simulating various aspects of
professional activity of trainees and providing
conditions of complex use of their knowledge
of the subject of professional activity,
improving their foreign speech, as well as a
more complete mastery of a foreign language
as a means of professional communication
and the subject of study.

The game can also be divided into: 1.
Games with letters. 2. Word games. 3. Syntax
game. 4. Games with text. 5. Grammar
games. 6. Poetic game. 7. Correction game.
8. Riddles, puzzles. 9. Interactive games [4].

On the lessons to be used for the following
purposes: the formation of certain skills,
the development of certain verbal skills;
learning to communicate, development of
the necessary skills and mental functions,

cognition, remembering speech material.
There are basic organization of the game:
the lack of any form of coercion with the
involvement of children in the game, the
principles of the gaming dynamics, principles
of maintaining game atmosphere (maintaining
real feelings of students), the interrelationship
gaming and gaming activities .

Forteacherstransferringthe basicmeaning
of game action in real-life experiences of
children, the principles of the transition from
simple games to complex forms of gaming
is important. The logic of the transition from
simple games to complex associated with the
gradual deepening of diverse content and
rules of game tasks - from the playing status
for game situations, from imitation to the
gaming initiative from local games — complex-
games, from the age aimed games - to non-
age aimed, «eternal» [ 5].

Thus, we can conclude that the game:

- Particularly organized occupation
requiring emotional and mental efforts;

- A motivated individual personally
significant speech activity in which the student
is trained and educated in the community and
through the team develops psychic abilities
and functions, which is based on interest.
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«CAHUTAPINBIK-INMUAEMUNONOTIUANDBIK CAPAINTAY»
OPTAIbIFbIHAOA CYAbIH 3KOJNOINANbIK KAYINCI3AINH
XAKCAPTY LUAPATIAPbIH 93IPJIEY

B ctatbe paccmatpuBaetcs ynydlleHne KadecTBa O4UCTKU CTOYHbIX Bog TOO «Kasdocgar»

The article deals with improving the quality of wastewater treatment LLP «Kazphosphate»

©mip cypin xaTkaH facbipbiMbi3ga apbip
MEeMIeKeTTiH ©pKEeHWeTTi Kayincia aamybl
YLWiH, Herisri yw macenere Hasap aygapy
kaxkeT. Onap: memnekeTTik cascu OafbiThl,
9KOHOMMKAarnbIK TOCIN >OHe 3KOMOrmsinbIK

xarganbl. Casicn OafblT — on memne-
KeT  GacwbinapbiHbiH,  cascaTkeprnepiHiH
Ky3blpblHAa Bonca, an 9KOHOMKKa-3KOHOMMU-
Ka canacblHAarbl MamMaHOapAblH, KomnblHAA.
An — 3KOnorvsnbIK Xardan fanbiMgapablH
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