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NMPEAUCIIOBUE

OpHoii n3 (opMm ydeOHOW MESITEIBHOCTH, KOTOpas BBI3BIBACT MOTPEOHOCTH
rOBOPHTH, — 3TO uUrpa [Axuriuna, 2002, c. 219].

C oaHOI CTOPOHBI, C MOMOIIBIO UTP HA YPOKAX CTYJAEHThI-MHOCTPAHLII CMOTYT
MOYYBCTBOBaTh ceOsi Oojiee pAacKOBAaHHO, YBEPEHHO B HOBOM JUIsl HUX SI3bIKOBOM
cpene, a TakKe CHATh Icuxoyiornueckue Oapbepbl. C Apyroil CTOPOHBI, UTPOBBIC
¢opmbl  pabOTHl MO3BOJISAIOT MPOBEPUTH IOJYYEHHBIE 3HAHUS HA 3aHATHSX
II0 PyCCKOMY SI3bIKY KaK HHOCTPAHHOMY.

[enp HacTOALIErO TOCOOUST — OMUCATh UTPOBBIE (POPMBI PabOTHI IO PYCCKOMY
A3BIKY KaK HHOCTPAHHOMY, KOTOpPbIE IOMOTal0T COBEPIIEHCTBOBATh PEUEBbIE YMEHHUS
Y HaBBIKM OOYYAIOIINXCs, @ TAKXKe JaTh MPENO0IaBaTeII0 PYCCKOIO si3bIKa HEKOTOPHIE
PEKOMEHJAlMH, KaK pa3HOOOpa3UTh 3aHATHS.

[Ipennaraempie B TOCOOMU UTPHI PACCUMTAaHbl HAa MHOCTPAHHBIX CTYACHTOB
C pa3HBIM YPOBHEM BIAJCHMSI PYCCKUM s3bIKOM. [IpemonaBaTento HEOOXOAMMO
CaMOCTOSATENIbHO  ONPEIEIUTh,  KaKHMe€  KOHKPETHO  WIPhl  HCIOJIb30BAThH
¢ 00yyaroLMMHUCs, a TaKKe MoJA00paTh peueBoil MaTeprai B 3aBUCUMOCTH OT YPOBHS
3HAHUW MHOCTPAHHOM ayIUTOPHUH.

[Tocobue cocTouT U3 TPEX YaCTEH:

1. Wrpossie 3a1anus Ha 3HAaHUE an(aBUTa, JICKCUKUA U (DOHETUKH.

2. HWrposble 3aaHus Ha 3HaHWE TPAMMAaTHKH.

3. HrpoBbie 3aaHus HA pa3BUTHE PEUH.

Yactu pacnosiokeHbl 0 HapacTaroulell CTENEHU CIOKHOCTU: OYKBBI — CJIOBA —
MPEIOKEHUS — TUAJIOT — TeKCT (CBOOOIHOE BBICKA3bIBAaHUE).

B kaxmoit dactu coOpaHbl UTPhl, B OCHOBE KOTOPBIX JIEKAT pPa3HbIC BUIIBI
JESATENBHOCTH U CITOCOOBI B3aUMOJEHCTBUS YUaCTHUKOB.

[TocoObue M™MoxeT OBbITh WCIHOJIB30BAHO HA 3aHATUAX C HWHOCTPAHHBIMHU

CTYJ€HTaMH, BJIAJECIOIMMHU PYCCKUM SI3bIKOM Ha ypoBHE Al — B1.



UIrPOBbLIE SA0AHUA HA SHAHUE AITOABUTA,
®OHETUKU N NEKCUKU

CEKPETHBIE COOBILIEHUSA

Ilenw: ceirpaTh B UTPY, B KOTOPOH MOXHO CO37aBaTh M Pa3rajblBaTh S3BIK
WJIA CUCTEMY YHCEIl B IPYTOil 3HAKOBOW CHUCTEME.

Tpebosanusn: pydka u JUCT Oymaru.

X00 uzpur:

CryneHTsl pa3ouBaroTcs Ha mapbl. Kakmas mapa g0 KHA HAIMUCATh BCE OYKBBI
andpasura (A — ) m noamucarp mudpsl noxg Humu (1 — 33). Kaxmas mapa
MPUAYMBIBACT [JISi JPYroM mapbl COOOIIEHUE, KOTOPOE JOJIKHO OBITh MpeaaHo
c momoIbio 1udp. 3aTeM y4HTENlb OPraHU30BHIBAET OOMEH MOCIAHUSIMH, a Tapbl
TOJDKHBI AP POBATh COOOMIECHUS, UCTIONL3YsI COOTBETCTBUE OYKB OMPEACIEHHOMY
HOMEpY.

PasBuTre WTphl: OJWH YY9aCTHUK Tapbl UTPAET POJIb 3aKIFOYCHHOTO M ITHUIIIET
MMCHMO CBOEMY COOOIIIHUKY Ha CBOOOJIE C MOMOIIBIO 3aKOAUPOBAHHOTO COOOIICHUSI.
Y4eHuk, Wurparwomuid pojab COOOIIHHWKA, JOJDKEH TOMBITaThCA JICKOAUPOBATH
COOOIIICHUE M OTBETUTD, UCITOIB3YS TOT KE KO/,

A MOXHO TIPEIOKHUTh CTYJIEHTaM MPUIyMaTh APYrod KOA (B KOHTEKCTE UTP
O IIMMOHAX, MOJIUIUH, THJIOTAX ¥ T.1.).

Bpemsa: 30 — 40 munyT.

ALPHABET KNOWLEDGE GAME TASKS,
PHONETICS AND VOCABULARY

SECRET MESSAGES

Purpose: To play a game in which you can create and solve a language
or a number system in another sign system.

Requirements: a pen and a piece of paper.



The course of the game:

Students are divided into pairs. Each pair must write all the letters
of the alphabet (A — Z) and sign the numbers under them (1 — 33). Each couple comes
up with a message for the other couple, which must be conveyed using numbers.
Then the teacher organizes the exchange of messages, and the couples must decrypt
the messages using the correspondence of letters to a specific number.

Game development: one member of the pair plays the role of a prisoner and
writes a letter to his accomplice at large using a coded message. The student playing
the role of an accomplice should try to decode the message and respond using
the same code.

Or you can suggest students to come up with another code (in the context
of games about spies, police, pilots, etc.).

Time: 30 — 40 minutes.

HO AJIPABUTY

Ienw: mpoBepuTh 3HAHUE ANI(PABUTHOTO MOPSIKA.

Tpeboeanua: nuct Oymaru u pydka.

X00 uzput:

CryneHThl AensaTcs Ha Mapbl Wik HeOodbliue rpymnmnbl. [IpenogaBarens naért
rpynmnaM 3aJaHue BbIOpaTh ompeneséHHoe 4ucio cioB (Hanpumep, 10 wmm 15).
OTU clioBa JIOJDKHBI OBITh 3alMCaHbl B CTOJIOMK C JICBOM CTOPOHBI JIMCTA

B aJ1(haBUTHOM TIOPSIJIKE.

Hanpumep:

aHaHac ena
0alymika énka
BEJIOCHUIIE]T JKEITBIN
ropon 3aBOJI
JIOKTOP urpa



[ToTom KaxJas rpyi1iia CKJIaiabIBacT JIUCT 6YMaFI/I BJOJIb IIOIIOJIaM M B npaBoﬁ
ITOJIOBUHC JIMCTa IICPCHUCHIBACT CJIOBA, HO ICPEMCIIMBAA ITOPAJOK Tak, YTOOBI OHH

HE crosnu B anaBUTHOM MOPSIIKE.

aHaHac erma
0abymika urpa
BEJIOCHUIIE] 0aby1ka
ropos 3aBOJI
JIOKTOP aHaHac
ena JKEIITHIN
eKa ropon
JKENTHIN €JIKa
3aBO/JI BEJIOCHUIIE
urpa JIOKTOP
HOrypT CTYI
KapTta HOTypT
JIAMOH OKHO
MalmHa KapTa
Hora MalirHa
OKHO porHa
mama TEJICBU30D
poarHa mama
CTYII JIAMOH
TEJICBU30P HOra
YPOK YeJIOBEK
doTto ATaX
Xpam YPOK
uudpa Xpam
YeJIOBEK SI0J710KO
manka udpa
mETKa 100Ka
TaXK 1anKa
100Ka doTto
S10JIOKO mIéTKa



3areM Kaxkaas rpynmna/mapa pa3pblBaeT JHCT MOMOJaM, OCTaBisis cede JIEBYIO

4acTh CcO cjoBaMu B andasButHoM mnopsake. IIpenogaBarens cobupaer BTOpbIE

MOJIOBUHBI JIUCTOB Yy TPYMI, MEpeMelMnBaeT ux W pasznaér odparHo. Ilo curnamy

yuyamigecs: B TpyImax/mapax JOJDKHBI KaK MOXHO OBICTpee pacCTaBUTh CJIOBa

Ha IIOJIYYCHHBIX JIMCTOYKAX B EUI(I)&BHTHOM IMOPAAKE. HO6C}KI[3.CT IepBad

3aBCpIINBIIAA 3adHHUC I'PYIIIIA. 3amnoJIHEHHbBIC JTUCTHI BO3BpAlIAIOTCA K W3Ha4aJbHOM

rpymme st IPOBEPKH COOII0eHUS ai(haBUTHOTO MOPSAKA U MIPABOMHCAHUS.

Urpa MoxeT ObITh B pa3iuyYHbIX Bapuanusax. Kaxmoil rpymme/mape MOXKeT

OBITh Mpe/IokKeHa OyKBa, HA KOTOPYIO UM HYKHO OyZEeT MpUAyMaTh CIIOBa, KOTOPBIE

TaK)Ke HY>KHO OyJIeT pachoJIOKUTh B aJI(paBUTHOM MOPSIAKE.

caj
CaMOJIET
ceBep
CJIOBapPh
CHET
coOaka
COK
cocen
cracuoo
CTO
CTpaHa
CTYACHT
cyn
CBhIH
CBIP

Bpem=a: 30 — 40 munyT.

CBIH
CBIp
cocel
can
coOaka
ceBep
CTO
CHET
CaMOJIET
cyn
CIIOBaph
CTYJIEHT
cracuoo
CTpaHa
COK

ALPHABETICALLY

Purpose: to test your knowledge of alphabetical order.

Requirements: a sheet of paper and a pen.

The course of the game:

Students are divided into pairs or small groups. The teacher gives groups

the task to select a certain number of words (for example, 10 or 15). These words

should be written in a column on the left side of the sheet in alphabetical order.



Then each group folds a piece of paper lengthwise in half and rewrites
the words in the right half of the sheet, but shuffling the order so that they are NOT
in alphabetical order.

Then each group/pair tears the sheet in half, keeping the left part with
the words in alphabetical order. The teacher collects the second half of the sheets
from the groups, shuffles them and distributes them back. At the signal, students
in groups / pairs should arrange the words on the received pieces of paper
in alphabetical order as soon as possible. The first group to complete the task wins.
The completed sheets are returned to the original group to check the alphabetical
order and spelling.

The game can be played in various variations. Each group/pair may be offered
a letter for which they will need to come up with words that will also need
to be arranged in alphabetical order.

Time: 30 — 40 min.

«I3BIKOBOI» ®YTBO.I

I]ens: npOBEPUTH HABBIKU IPABOIUCAHUS

Tpeobosanusa: n0cKa U Mell.

Xo00 uzput:

1. Kaxzaplii CTyJeHT BBIOMpaeT JBa CJIOBA, B MPABONUCAHUU KOTOPBIX OHU
YBEpEHBI. 3aTEM y4YallIHeCs AOJDKHBI 3alMCaTh AT JBa CIOBA.

2. Bce yyamuecs aenarcs Ha 1B€ KOMaH/IbI.

3. B xaxmoi komaHzie CTyJeHThI OJy4aloT HOMepa.

4. TlpenopaBatens JOHKEH HAPUCOBATH (PyTOOIBHOE MOJIE HA TOCKE, MOJICIINB
ero nosiocaMu Ha 4 cektopa. Takxke Hy’)KHO HapHCOBATh B LICHTPE MsY.

5. Hrpok 1 B mepBoii komanae crpammBaer Mrpoka 1 Bo BTOpoil KoMaH/E,
KaK MPaBWJIbHO HAMKMCATh TO WJIM MHOE CIOBO (M3 BHIOPAHHBIX yYAIIUMHCS paHeEe).
Ecin oTBeT BEpHBIM, MY NPOABUTACTCA HA OJIUH CEKTOP B CTOPOHY IIEPBOM
KOMaH/bl, €CJIM OTBET HEBEPHBIM — B CTOPOHY BTOPOW KOMaH/IBI.

6. 3arem Urpox 1 BTOpO# KOMaHbI MTOJOOHBEIM 00pa3oM crpammBaeT Urpoka

2 B IepBOW KOMAHJIE U T.JI.
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7. Konam4ecTBO TOJOB MOJCYMTHIBACTCS M IO HAWOOJBIIEMY KOJUYECTBY
T'0JIOB BBIOUpAETCs MOOSTUTEIIb.
Taroke MOTYT Ha3HAYaThCSI IIEHAIBTH B CIydae CIIOPHBIX CUTYAITHH, IITyMa M T.II.

Bpema: 30 — 40 munyT.

"LANGUAGE" FOOTBALL

Purpose: to test spelling skills

Requirements: blackboard and chalk.

The course of the game:

1. Each student chooses two words that they are sure of spelling. Then
the students have to write down these two words.

2. All students are divided into two teams.

3. Students receive numbers in each team.

4. The teacher should draw a football field on the blackboard, dividing
it into 4 sectors with stripes. You also need to draw a ball in the center.

5. Player 1 on the first team asks Player 1 on the second team how to spell
a word correctly (from the ones chosen by the students earlier). If the answer
is correct, the ball moves one sector towards the first team, if the answer is incorrect,
towards the second team.

6. Then Player 1 of the second team similarly asks Player 2 of the first team, etc.

7. The number of goals is counted and the winner is selected based
on the largest number of goals.

Penalties may also be awarded in case of disputes, noise, etc.

Time: 30 — 40 minutes.

BIIEPEJ] - HA3ZAJT

I]ens: poBEpUTH HABBIKY MPABUILHOTO HAMMMCAHUS CJIOB.

Tpebosanun: pyuxka v TUCT Oymaru JJis KaJa0ro yueHHUKa.

X00 uzput:

VYyamuecs: moixy4aroT 3aJaHUe HamucaThb KaK MOKHO OOJIbIIE CIIOB, KOTOPBIE
HAYMHAIOTCSA W 3aKaHUYMBAKOTCS Ha oaHY OykBy. Hanpumep:. AIITEKA, KAK,
KHNOCK, OBJIAKO, OBbIYHO, OBA3ATEJIbBHO, O3EPO, OKHO, OKOJIO,

9



OITACHO, OCTOPOXHO, TAKCUCT, TAJIAHT, TEKCT, TEHHUCUCT, TOPT,
TYPUCT, TYT, ®NJIOCOD, DOTOI'PAD...

CryzneHT, KOTOpbI NpUIyMaeT HanOosee JIIMHHOE CIOBO Ha OIMNPEACIIEHHYIO
OyKBY, OJy4aeT JOMOIHUTEIbHBIA Oalll.

Bpema: 10 — 20 munyT.

BACK AND FORTH

Purpose: to test your spelling skills.

Requirements: a pen and a piece of paper for each student.

The course of the game:

Students are given the task of writing as many words as possible that begin and
end with the same letter. For example: PHARMACY, LIKE, KIOSK, CLOUD,
USUALLY, NECESSARILY, LAKE, WINDOW, NEAR, DANGEROUS,
CAREFUL, TAXI DRIVER, TALENT, TEXT, TENNIS PLAYER, CAKE,
TOURIST, HERE, PHILOSOPHER, PHOTOGRAPHER...

The student who comes up with the longest word for a certain letter gets
an extra point.

Time: 10 — 20 minutes.

HOCJIEAHAA BYKBA - IIEPBASI BYKBA

Ilens: IOBTOPUTD JIEKCUKY.

X00 uzput:

CryneHTam 3a7aeTcsi KaTeropusi 0ObEKTOB WJIM Ha3BaHWM (HAampUMeEp, UMEHA).
OnuH yyanuiics Ha3bIBae€T UM, CIEAYIOLIIUMNA CTYJEHT TOJKEH CKa3aTh UMs, KOTOPOE
HauyWHAETCS C TocieaHel OyKBBI MpeabpIayliero, W Tak 1o odepeau. Mmena
HE JIOJKHBI IOBTOPSATHCS.

Bpem=a: 10 — 20 munyT.

THE LAST LETTER IS THE FIRST LETTER

Purpose: to repeat the vocabulary.

The course of the game:

Students are assigned a category of objects or names (for example, names).
One student calls the name, the next student must say the name that begins with the
last letter of the previous one, and so on in turn. Names should not be repeated.

Time: 10 — 20 minutes.

10



COCTABB CJIOBO

Ileny: TOBTOpUTH TPABOINMCAHUE CJOB, CTUMYJHUPOBaTh CTYJIEHTOB
K COBMECTHOU U OBICTpOi padoTe.

Tpeoosanus:. Habop OYKB pyccKkoro ajndaBura.

X00 uzput:

Crynentsl paz0buBatorcss Ha mapbl. Kaxkmas mapa AomKHa BBIMTH M BBIOpATh
9 6ykB u3 Habopa. [IpenogaBarens 3anuchbiBaeT Ha JIOCKE BHIOpaHHbIE OYKBBI, 3aTEM
Kaxaon mape maérca 30 cexyHHI, 4TOOBI COCTaBUTH cioBa u3 3TuUX OykB. Ecim
COCTaBJICHO CJIOBO U3 Bcex 9 OykB — mapa 3apalaThiBaeT 9 04KoB, €ciu U3 8 OyKB —
8 OYKOB U T.I.

Bpema: 15 — 20 munyT.

MAKE UP A WORD

Purpose: to repeat the spelling of words, to encourage students to work
together and quickly.

Requirements: a set of letters of the Russian alphabet.

The course of the game:

Students are divided into pairs. Each pair must go out and choose 9 letters from
the set. The teacher writes down the selected letters on the blackboard, then each pair
Is given 30 seconds to compose words from these letters. If a word consists of all
9 letters, the pair earns 9 points, if it consists of 8 letters, 8 points, etc.

Time: 15 — 20 minutes.

BUHI'O

Ienw: MOBTOPUTH N3YUCHHBIC JIEKCHKO-TEMATHYECCKUE TPYIIIIHIL.

Tpebosanusn: pydka u 1uct Oymaru, Habop OyKB pycckoro andasura.

X00 uzput:

Orarn 1

Ha nocke Hammcanbl TEMAaTHYECKHE TPYIIBI CYIIECTBUTEIBHBIX U KOJTUYECTBO
OyKB, KOTOpPO€ [OJDKHO MOJy4uThbcs B cioBe. CTyneHTBbl JOJKHBI BCIIOMHUTH
Y HAMUCaTh B KAXKJOM TpyIIe CIOBO (CIOBA), COCTOSINIEE U3 3aJaHHOTO KOJIMYECTBA

OyKB.

11



I'pynna Koauuecmeo Oyke Ilpumep
ropoja 6 MockBa
ena 5 [TUIII[A
YKUBOTHBIC 8 KPOKOJIHJI
GpyKTHI 6 aHaHac
OBOIIH 9 kapTodenn
HaIUTKU 3 COK
TPaHCIIOPT 8 MOTOIIHKIT
MeOenb 4 CTyJ, CTOJI
npodeccuun 7 UHKEHED
Oran 2

VYyamuecs 10IKHbI IPUAYMATh CJIOBA, KOTOPHIE MTEPECEKAIOTCS B OAHOM OyKBe
C yXe MNpUIYMaHHBIMH CJOBaMH; CJIOBAa JOJDKHBI OTHOCUTHCA K OJHOM TpYIIIeE,
IIPU 3TOM HOBOE CJIOBO JIOJKHO OBITH Ha OJIHY OYKBY KOpOYe.

Oran 3

CryzneHTbl BBIOMPAIOT TPYyNNYy W NPUAYMBIBAIOT 6 NEpeceKaroluxcs CJOB
M000i1 1TMHBI (BCE BBIMJISIAUT KaK KPOCCBOPI).

Oran 4

CryneHTbl JOJDKHBI BbIOpaTh MO OAHOM OykBe u3 Habopa OykB. Korma
Ha3bIBalOT OyKBY, YYEHUKHM BBIUEPKHUBAIOT €€ M3 CBOEro KpoccBopaa. ToT,

KTO MIEPBBIM BBIUYEPKHYJI BCe OYKBBI, KpUUUT: «BUHTO!»

Bpema: 20 — 30 munyT.

BINGO

Purpose: to repeat the studied lexical and thematic groups.

Requirements: pen and a piece of paper, a set of letters of the Russian
alphabet.

The course of the game:

Stage 1

Thematic groups of nouns and the number of letters that should appear
in a word are written on the board. Students must remember and write in each group
a word(s) consisting of a given number of letters.

12



Stage 2
Students must come up with words that overlap in the same letter with already

invented words; the words must belong to the same group, while the new word must
be one letter shorter.

Stage 3

Students choose a group and come up with 6 intersecting words of any length
(everything looks like a crossword puzzle).

Stage 4

Students must choose one letter from a set of letters. When a letter is named,
students cross it out of their crossword puzzle. The one who crossed out all the letters
first shouts: «Bingo!»

Time: 20 — 30 minutes.

CJIOBA B CJIOBAX

Ienw: TpeHUPOBATH NTPABONUCAHUE CYIIECTBUTEIILHBIX.

Tpebosanusn: pyduka v TUCT OyMaru Jijisl KaKJI0T0 YICHUKA, TOCKA U ME.

X00 uzput:

[IpenonaBarens MUIIET AJUHHOE CIOBO Ha JOCKE. Ydalluecs JOJDKHBI
COCTaBUTh KaK MOXHO OoJjbIle cJIoB U3 OyKB JTOTO cioBa (Hampumep,
I[TPEITOJIABATEJID).

Pa3Butne urpel — cioBa B kBaapare: 9 OyKB OJHOTO CJIOBA PACIOJIOKECHBI

KBaapare. yLIaIlII/IeCH JOJIDKHBI COCTaBHUTBh KaK MOKHO OOJIBIIIE CIIOB.

Hanpumep: cnoBo KAPTO®EJIb

O o P
JI T JI
b A E

Bpemsa: 10 — 15 munyT.

WORDS IN WORDS

Purpose: to train spelling of nouns.
Requirements: a pen and a piece of paper for each student, a blackboard
and chalk.
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The course of the game:

The teacher writes a long word on the blackboard. Students should compose
as many words as possible from the letters of this word (for example, TEACHER).

Game Development — Words in a square: 9 letters of one word are arranged
in a square. Students should compose as many words as possible.

Time: 10 — 15 minutes.

INPUBUJIEHUSA

Ilens: TpoBepUTH HABBIKK MPABUILHOTO HAIMMCAHUS CIIOB.
X00 uzput:

Kaxapli yuamuiics o ouepeid Ha3pIBaeT OYKBY, AyMasi 0 KakoM-JI10O0 CIIOBE.

Hanpumep: nepBbiil yueHUK Ha3biBaeT OykBYy «C», cienyromuii Ha3piBaeT «I1»
(mymass o cnoBe «CITACHUBOy»), cnenyromumii HazbiBaeT «O» (Iymas O CJOBe
«CIIOPTCMEHY) u T.1.

Ecnu cryneHTt, ubs odepelnp ceddac MoAoLuIa, AYMAaeT, 4TO Mpeablaylias
OykBa ObLIa Ha3BaHa NPOCTO TaK, 0€3 3aJlyMaHHOTO CJIOBa, OH MOXET CKa3aTh
00 stom. Ecam, neicTBUTENBHO, CIOBO 3aJyMaHO He ObUIO, MPEAbIAYILIMA HIPOK
TEpsIeT «GKU3HbY, €CIIM, HA000POT, CJIOBO 3ayMaHO ObUIO, COMHEBAIOIIUNCS CTYACHT
TepseT «KU3Hb». ECiIM Ha KakoM-TO CTYyAEHTE 3aKaHYMBAETCS CJIOBO, OH TaKkKe
TepseT «OKU3HbY». Kax bl yyaluiicss HAUMHAET UTPY C TPEMS KU3HAMM», KOr/1a BCE
(CKU3HUY MOTPAYCHBI, OH CTAHOBUTCS «IIPUBUJICHUEM) U BHIOBIBACT U3 UTPHI.

Bpem=a: 10 — 15 munyT.

THE GHOSTS

Purpose: to test your spelling skills.

The course of the game:

Each student takes turns naming a letter, thinking about a word. For example:
the first student calls the letter «C», the next student calls «P» (thinking of the word
«THANK YOUp), the next student calls «O» (thinking of the word «ATHLETEY),
etc.
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If the student whose turn it is now thinks that the previous letter was named
just like that, without a planned word, he can say so. If, indeed, the word was not
conceived, the previous player loses a «lifew, if, on the contrary, the word was
conceived, the doubting student loses a «life». If a student ends up with a word,

he also loses his «life». Each student starts the game with three «lives», when all

the «livesy are spent, he becomes a «ghost» and is eliminated from the game.

Time: 10 — 15 minutes.

CUHOHMM U AHTOHUM

lle./lb: INOBTOPUTH CHHOHUMBI U aHTOHHUMBI.

Tpeobosanusn: nuct Oymaru v pydka Jijisl KaKJ0oro yJamierocs.

X00 uzput:

Oran 1

CTy,Z[eHTBI ACIATCA Ha I1aphI. Ka)KﬂOﬁ Imapc JacTcsAa CJIOBO UJIN CJIOBOCOYCTAHHUC

M3 CIIMCKAa HMXKC, 3aJaHUC — HAIlMCaTb CHHOHHUM U aHTOHUM K 3TOMY CJIOBY.

Dtan 2

Ka;xaaﬂ mapa 1mo o4ucpcian 3a4YUTbIBACT CHMHOHHMM M AHTOHHMM, d OCTAJIbHBLIC

TOJHKHBI 0TTa/1aTh, KAKOE CJIIOBO (CIIOBOCOYETAHHE) M3HAYAIHHO OBLIO 3arajaHo.

Bpemsa: 30 — 40 munyT.

KnaroueBnie ciioBa:

Cnoeo (cnosocouemanue)

Cunonum Anmonum
371€Ch TYT Tam
MTOJIHBIN TOJICTBIN Xyaou
KPYITHBIN 00JBLION MaJICHbKU U
BCETO XOPOIIETO JI0 CBUJIAHUS 31paBCTBYITE
HECYaCThe rope pagocThb
BCE BpeMs, IOCTOSTHHO BCErga HUKOTAa
NAJILHUAMN NAJIEKUN OJIM3KUHA
KpAaCUBBIN IIPEKPACHBIN y>KaCHBIN
OKOJIO, PAAOM 0JIM3KO NENENY
JETKUN MPOCTOU CJIOYKHBIN
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OecenoBathb TOBOPUTH MOJT4aTh
CKYYHBIU TPYCTHBIN BECEJIBIN
3a/1aBaTh BOIIPOC CIIpaIlINBaTh OTBEYATh
MOJHATHCSA BCTaTh CECTh
TPYAUTHCS paboTaTh OTAbIXaTh
SYNONYM AND ANTONYM

Purpose: to repeat synonyms and antonyms.

Requirements: a piece of paper and a pen for each student.

The course of the game:

Stage 1

Students are divided into pairs. Each pair is given a word or phrase

from the list below, the task is to write a synonym and an antonym for this word.

Stage 2

Each pair reads out a synonym and an antonym in turn, and the rest must guess

which word (phrase) was originally intended.

Time: 30 — 40 minutes.

BYKBA - CJIOBO

Hejlb: IIOBTOPUTH UMCHA CYIICCTBUTCIILHBIC.

Tpeoosanusa: nuct OyMaru U pydka sl KaKJI0ro yYeHHKa; J0CKa U MeJl.

X00 uzput:

Otan 1

CTy,Z[eHTBI ACIATCA Ha IBC KOMaH/BbI. I/Il"pOKI/I JOJIKHBI IIPUAYMATDb KaK MOKHO

OoJIbIIIe CYHCCTBUTCIIbHBIX, HAYMHAIOIINXCA Ha BBI6paHHBI€ npernoaaBaTciIiCM 6yKBbI

angasura.

Jrarm 2

3amnoJIHUTh Ta6J'II/II_Iy, BIIMCaB IMPHUMECPbI CYIICCTBUTCIBHBIX B KaXIAYIO

KaTerOpuIo (CYIIECTBUTEIbHBIC TOJDKHBI HAUWMHATHCS HA BRIOPaHHYIO OYKBY).
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HUrpa moxkeT mpoBOAUTHCS B (OpME COPEBHOBAHMUS C BEACHHEM CYETa U

OT'PAaHUYICHUAMU

IMPpOaHAIIM3NPOBATE BMECTC CO CTYACHTAMHU, TAK KaK B Ta6J'II/IHy MOI'yT OBITH BITMCAHBI

I10 BpPCMCHHU.

Heo0xoaumo

CJIOBA, KOTOPBIC HC SABJIAIOTCA CYIHICCTBUTCIIbHBIMU.

Hanpumep:
UM CsetnaHa
(PYKTHI (T0]1BI) CIIMBa
OBOILM CBEKJIA
oJexKIa CBUTEP
ena Cym, cajar
HAITUTKU COK
TPaHCIIOPT camMoKart
’JKHUBOTHOE coOaka, CJIOH

BCC HOI[O6paHHI)Ie

LETTER - WORD

Purpose: to repeat nouns.

Requirements: a sheet of paper and a pen for each student; a blackboard
and chalk.

The course of the game:

Stage 1

The students are divided into two teams. Players must come up with as many
nouns as possible starting with the letters of the alphabet chosen by the teacher.

Stage 2

Fill in the table by entering examples of nouns in each category (nouns must
begin with the selected letter).

The game can be played in the form of a scoring competition with time limits.
It is necessary to analyze all the selected words together with the students, because

words that are not nouns may be entered in the table.
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YI'AJIA HAPEUHME

I]ens: TOBTOPUTH HAPEUUS.

X00 uzpur:

CHavana He0OXOAMMO HAllOMHUThH CTYAEHTaM, YTO TaKO€ HApE4YHe, Ha KaKHe
BOITPOCHI OTBEYAET.

3aTemM Wrpokam Jaercs 3aJaHue BbIOpaTh HApeuyue, HO JIepKaTb CBOW BbIOOD
B cekpere. IIpenonaBarens MpOCUT OJHOIO >KEJIAIOIIETO BBIMTH MEpel KIaccoM,
a OCTaJIbHBIE B 3TO BPEMS TyMAalOT, KAaKUE JICUCTBUS MOKHO €My 3aragath. JlercTBue
JOJKHO BBITIOJHATHCS TaK, KaK «IOACKA3bIBACT» 3araJlaHHOE Hapeyue.

Hanpumep: ydamuiics BbIOpan Hapedwe «TUXO0», eMy (eil) Janu 3aJaHue
M0370POBATHCA WM TOJIOKUTh YYEOHUK Ha CTOJI IPENoAaBaTesisi, COOTBETCTBEHHO,
OH JIOJDKEH CIENaTh 3TO, HE N3/1aBasi TPOMKHX 3BYKOB.

Korna Hapeune oTtragaHo, Apyroil UrpoK BBIXOAMT K JIOCKE U MOKA3bIBAET CBOE
Hapeuue.

Ecnu yuamuecs 3aTpyaHsitoTCsi B BBIOOpE Hapeuusi, MOXKHO JaTh UM CIIHUCOK
(cM. HMKE), U3 KOTOPOT'O OHU MOTYT BBIOPATh.

Bpema: 10 — 15 munyT.

Hapeuus:
aKKypaTHO AKTUBHO oerom OecIuIaTHO
OJIU3KO OBICTPO BHU3Y BHUMATEJIbHO
BIIEpeIU ropsvo IPYyCTHO JaBHO
JI0JITO JI0pOTO AKapKo ocpeinHe
CepbE3HO HETPUATHO c3aau MaJio
IPAaBUIILHO 3aBTpa CHJIBHO UHOTAA
IPEKPACHO HO-APYyroMy HAJIEBO CETOHS
ceifuac HaBepXy noroJjam HEIIKOM
KpPacuBoO MO-PYCCKH CKy4YHO CITaJIKO
clieBa CJIOKHO CHapy»Xu cnepenu
c3au CTIOKOWHO crpaBa CTpOTO
TEMHO TEIUIO TUXO TPYAHO
TSKEIO yI100HO y’KacCHO ycTasuo
YIOTHO XOJIOJTHO 4acTo YHICTO
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GUESS THE ADVERB

Purpose: to repeat adverbs.

The course of the game:

First, it is necessary to remind students what an adverb is and what questions
it answers.

The players are then given the task of choosing an adverb, but keeping their
choice a secret. The teacher asks one person to come out in front of the class, while
the others think about what actions they can do. The action must be performed
as «suggested» by the hidden adverb.

For example: the student chose the adverb «quiet», he (she) was given the task
to say hello or put the textbook on the teacher's desk, respectively, he should do this
without making loud noises.

When the adverb is guessed, the other player comes to the board and shows
his adverb.

If students find it difficult to choose an adverb, you can give them a list
(see below) from which they can choose.

Time: 10 — 15 minutes.

IHUPAMU/DBI

I]ens: TOBTOPUTH MOHITHUE «CJIOT» U BCIIOMHUTH JICJICHUE CJIOB HA CJIOTH.

Tpeobosanusa: nuct Oymaru v pydka.

X00 uzput:

CHauana He00X0UMO MOBTOPUTH MOHSITHE «CJIOT» U JIEJICHUE CJIOB Ha CJIOTH.
CyTh WUrpbl 3aKJIIO4aeTCs B TOM, YTOOBI COCTAaBUTh MUPAMUIY CIACAYIOLUIUM 00pa3oM:
CIIOBO C HAaWMEHBIIMM KOJUYECTBOM CIJIOTOB HaBepXy (OOBIMHO 3TO OJHOCIIOKHOE
CJIOBO), MO/ HUM JIOJIKHO OBITh JABYCJIOKHOE CJIOBO (TpexciioskHoe) U T.1. ClioBa MOTYT
TPYMIAPOBATKLCS 110 MPUHATICKHOCTH K KATETOPHUSM CJIOB WJIH TI0 TIEPBOiT OyKBeE.

Jlyumeit BeiOupaeTcss HamOoJiee BBICOKas Tupamuaa. Hampumep: >keHCKue
(My>XCKHE) WMEHa, IIBETa, HAa3BaHUS >KUBOTHBIX, OBOIIM, (GPYKThI, HAIUTKH,
TPAHCIOPT U T.J.

Bpema: 15 munyT.
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CrnenaTth nUpamMuy.

AnHa
HNpunna
Hartamus
Ekarepuna

PYRAMIDS

Purpose: to repeat the concept of «syllable» and recall the division of words
into syllables.

Requirements: a sheet of paper and a pen.

The course of the game:

First, it is necessary to repeat the concept of «syllable» and the division
of words into syllables. The essence of the game is to make a pyramid as follows:
the word with the least number of syllables at the top (usually a monosyllabic word),
there should be a two-syllable word (three-syllable) under it, etc. Words can
be grouped by belonging to word categories or by the first letter.

The highest pyramid is chosen as the best one. For example: female (male)
names, colors, animal names, vegetables, fruits, drinks, transport, etc.

Time: 15 minutes.

Make a pyramid.

PUPMbI

Ilens: nayuuThes moadoupaTh pupMy K CIOBAM U COCTABIATH PU(PMOBAHHBIC
HPEJIOKEHUSL.

Tpeboeanusa: Gymara u pydka JJis KaXI0T0 y4allerocs.
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X00 uzpur:

CHavana HeEOOXOOUMO J1aTh y4yalluMCs IOHATHE «pu(PMa» W TPHUBECTH
HECKOJIBKO MTPUMEPOB.

Orar |

CryneHTsl pa30MBalOTCS Ha Mapbl U COCTABIIAIOT PUPMY K JIFOOBIM U3BECTHBIM
UM CJIOBaM. A 3aT€M MOXKHO JaTh CIIMCOK CJIOB, K KOTOPBIM OHH JIOJKHBI TOJ00PATh
PUPMBIL.

Orar 2

Kornma ywamumecss mpuayMaroT HMpUMEpbl, OHU MOTYT COCTaBHTHh HEOOJbBIINE

pu(dMOBaHHbBIE IPEJIOKEHUS, TBYCTUIINS (IUAJIOTH).

Bpema: 20 MmunyT.

Hanpumep:
UIET Briepén (HeCET)
ouner Oaner
MarasuH aneabCuH
peka Oepera
apTHUCT bytOoamucT
11(0) MO
pydkKa BHYyYKa
BOK3aJI cKazal
JapUTh TOBOPHTH
nopora HEMHOTO
J0Yb HOYb
APYT Kpyr
€nka TOJIKa
KHWHO BUHO
JETO TJIe-TO
MOJIOJIEI] POJIaBeIl
HOJIb coJib (00J1b)
oben MPUBET
oTell nieBell
MIPEKPACHO HaIpacHo
nucaTelb YUTATEIh
pabora 3abo0Ta
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RHYMES

Purpose: to learn how to match rhymes to words and make rhyming sentences.

Requirements: paper and pen for each student.

The course of the game:

First, it is necessary to give students the concept of «rhymey» and give some
examples.

Stage 1

Students split into pairs and make up a rhyme to any words they know.
And then you can give them a list of words to which they should rhyme.

Stage 2

When students come up with examples, they can compose small rhyming
sentences, couplets (dialogues).

Time: 20 minutes.

«TUXHUE» BYKBbBI

Ilens: 3amOMHUTH TPYNIBI CJIOB, B KOTOPBIX OMNpEICIEHHbIE OYKBBI
HE MIPOU3ZHOCSTCS WJIKM BMECTO ONPEEAEHHBIX OYKB IPOU3HOCSTCS IPYTrUe 3BYKH

Xo00 uzput:

CHayasa y4amuecsi J0KHbI BCNOMHHTD CIIOBAa C HEMPOU3HOCUMBIMU OyKBaMu
U CJIOBa, B KOTOPBIX OJHAa M3 OyKB IMPOU3HOCUTCS MO-APYroMy (TO €CTh CIIOBa,
KOTOpbIE MUIITYTCS HE TaK, Kak ciblmarcs). Kaxaplii cTyAeHT (WK B mapax/rpyriax)
3aIOJIHSAET JaHHbIC HIKE TaOJHUIIBI.

Bpema: 15 — 20 munyT.

HenpousHocumas «/I» HenpousHocumas «T» HernpousHocumas «By»
NO030HO, NPA30HUK, U3BECMHbLI, ePYCMHbIL, 30pascmeytime,
cepoye, 0saoyamo PpaodoCmHbll, 1eCmHUYa 4y8Cme08amy
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HenpousHocuMmas «JI»

OykBa «» — HeT 3ByKa

3ByK [LA]

connye nodcanyiicma, ceuuac yuumocs, (oH/a) yuumcs,
3aHUMaAmbCs
b =[] B =[®] I'=[K]

xneb, 3y6, apab, ouuobka,
KopoOKa, apabcku,

nepepuls, asmooyc,
Tambos, 3aempa,

opye, ouanoe, ¢hrae, cHee,
102, uemeepe,

oowedcumue 3a8mMpax, 6MOpPHUK, CMomMamoJoz
8ce20a, 0OCMAaHo8Ka,
8KYCHO, 84epda, 6¢E
A =[T] 3=[C] K =[]
200, 20p00, 06e0, coced, | pas, apby3, pacckas, MYHC, HOMHC, IMADAC,
woKo1ao, coceoka O1U3KO JI0JICKA

«QUIET» LETTERS

Purpose: to memorize groups of words in which certain letters are

not pronounced or other sounds are pronounced instead of certain letters.

The course of the game:

First, students must recall words with unpronounceable letters and words

in which one of the letters is pronounced differently (that is, words that are spelled

differently than they are heard). Each student (or in pairs/groups) fills in the data

below the table.

Time: 15 — 20 minutes.

AJIODABUTHASA UT'PA

Ienw: mpoBeputh 3HaHUE aipaBUTA, IEKCUKUA U TPAMMATHUKH.

Tpebosanusn: 6ymara u pyyka.

X00 uzput:

CTy,[[eHTBI JOJDKHBI HaIIMCAaTb IIPCAIOKCHHC, 363{:11_[ WM AK€ KOPOTKYIO

UCTOPHIO,

3a 1pyrom OykB ajidaBuTa (HE UCIOJIB30BATh b U b).

Hanpumep: A 6a0y1iiika Bcerjja rOTOBUT JOJITO €11y? ...

Bpemsa: 10 — 20 munyT.

COCTOAIMYHO M3 CJIOB, KOTOPBIC HAYUHANOTCA CO CICAYHOIIUX OPyr
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THE ALPHABET GAME

Purpose: to test your knowledge of the alphabet, vocabulary, and grammar.

Requirements: paper and pen.

The course of the game:

Students should write a sentence, paragraph, or even a short story consisting
of words that begin with consecutive letters of the alphabet (do not use b and b).

For example: Does Grandma always cook for a long time? ...

Time: 10 — 20 minutes.

ACCOILIUALINU

Ilens: ymMeTh mo0MpaTh acCOLMAIIMU K CJIOBAM, PACIIUPUTh CIIOBApHBIN 3amac.

X00 uzpur:

Oran 1

Kaxnpiii CTyIeHT Ha3bIBa€T CJIOBO, MMEIOIIETO OYEBUAHYIO ACCOLHUALUIO
C MPEBIAYIIIMM HA3BAHHBIM CJIOBOM.

Hanpumep: HEBO...CAMOJIET.. .OBJIAKA...JIOXX]Ib...30HT...

Oran 2

Teneps ynpaxHEHUE WUTPaeTCsl C MPOTHUBOMOJIOKHBIM HAMEPEHUEM: KaxKJ10€
HOBOE CJIOBO JOJDKHO HE HMMETh a0COJIOTHO HHUKAKOHW acCOIMAaTHBHOM CBS3H
C mpeaplaymuM. Ecim y KOro-to W3 ydyamuxcs B OTBeTe BCE-Taku Oyner
MIPOCJICKUBATHCS ACCOIMAIINS, PAyH MOXKET ObITh 3aBEpPIIICH.

Hanpumep: OI'YPELL... T'OJIOBA... KAJIEHIAPL.. HOXHHAILIEI. ..

ASSOCIATIONS

Purpose: to be able to find associations to words, expand vocabulary.
The course of the game:

Stage 1
Each student names a word that has an obvious association with the previous

named word.
For example: SKY... AIRPLANE...CLOUDS...RAIN...UMBRELLA...
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Stage 2
Now the exercise is played with the opposite intention: each new word should

have absolutely no associative connection with the previous one. If one of the
students still has an association in the answer, the round can be completed.
For example: CUCUMBER... HEAD... CALENDAR...SCISSORS...

BAPUAIIUU

HUrpa moxkeT ObITh MCHOJB30BaHA MPH U3YYCHUU PaA3UYHBIX TeM (8pemeHa
200a, ysema M T.11.).

Hanpumep: Temoii BbIOpaH KpacHBIH 1IBET.

[IpenoiaBatennb MOXET MPEAJIOKUTH Pa3ICIUTh aCCOIMAIMMA HAa a0CTpPaKTHBIC
(menno, mo606v, onacnocmn, 6016, 310CMb) U KOHKPETHBIC (020Hb, KPOBb, PO3bl).

Bpema: 10 MmunyT.

VARIATIONS

The game can be used to explore various topics (seasons, colors, etc.).

For example: the theme is red.

The teacher may suggest dividing associations into abstract ones (warmth,
love, danger, pain, anger) and concrete ones (fire, blood, roses).

Time: 10 minutes.
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UrPOBbLIE SA0AHUA HA SHAHUE TPAMMATUKU

lleJlb: IIOBTOPUTH IIPHUCTABKH U UX 3HAYCHUA.

Tpeboeanua: nuct Oymaru U pydka, CliuCOK IMPUCTABOK.

X00 uzput:

CTy,Z[eHTBI ACIUTCA Ha ITapbl U K&)KI[Oﬁ Imapc mnperoaaBaTciib I[aéT IIPpUCTABKY.
Cuauana KaXXJasd Ilapa JOJDKHa OIIPCACIUTb 3HAYUCHHC ITOM IIPUCTABKH, a 3aTCM
COCTAaBUTH CIITMCOK CJI0B, HAUMHAIOIIUXCA C ITOM IIPHUCTAaBKH, 1

Hanpumep, npucrtaBka HA-: HanuTok, Ha3BaHWe, HaANWCaTh, HATIOMHHUTB,

IHPUCTABKHA

Ha3BaTb, HACTOJIbHAA JTaMIia, H&y‘—IHBIﬁ .

Bpemsi: 30 MuHyT.

Ilpumepovr npucmagox:

Purpose: to repeat the prefixes and their meanings.

HA- To- MPU-
B (BO)- BblI- Y-
3A- O (OB)- TO-
C (CO)- PO- MO/I (O)-
OT (0)- MEPE- PAC-
PREFIXES

Requirements: a sheet of paper and a pen, a list of consoles.

The course of the game:
The students are divided into pairs and the teacher gives each pair a prefix.
First, each pair must determine the meaning of this prefix, and then make a list

of words starting with this prefix, and

For example, a prefix FOR-: drink, name, write, remind, name, table lamp,

scientific ...

Time: 30 minutes.
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I'PAMMATHUYECKHE IEITIOYKHA

I]ens: MOBTOPUTH YaCTH PEUM.

Tpebosanusn: 6ymara u pydka.

X00 uzput:

CHavana HeoOXOJMMO MOBTOPHUTh YaCTH PEYHM, NPHUBECTH HPHUMEPHI. 3aTeM

HarmmcaTb MOJCJIb HA JOCKE U OOBSICHUTH €€.

MOHU

CTapIIi IIpUJIaraTesIbHOe
Opar CYILIECTBUTEILHOE
JKUBET rJ1aroJi

B

KPacHuBOM MpUJIaraTelibHOE
JIoMe CYIIECTBUTEIBHOE

[lepBbIif UTPOK MUIET HA JUCTE OyMaru mpuiiaraTeiabHOE, 3aTeM CKJIAIbIBACT
MOMOJIaM U NIEPENAET CIAEAYIOIIEMY UTPOKY, KOTOPBIM 3alIMChIBAET CYLIECTBUTEIBHOE,
CKJIQJ[bIBACT €IIE pa3, MepelaeT CIACAYIOIEMY CTYACHTY. Tak MPOUCXOIUT JI0 TeX
op, TOKa MpeNI0KeHNE He OyIeT 3aKOHYEHO.

Kaxyto nmonocky Oymaru nepeiaroT €lie pa3 u OTKPHIBAIOT. Y Yalluecss MOTyT
MEHSATh BpeMs TJiarojia, J00aBJsATh MECTOUMEHHMs (MPEAJIOTH, Hapeuus, COIO3bI),
9TOOBI yJIYYIIATHh PE3yJabTaT, W 3aTE€M MOXKHO BBIOpATh CaMbl€ CMEIIHBIC WIIH
OpUTHHAJIBHBIC MPE/ITIOKCHUSI.

3aTeM B Ka4eCTBE MOJIEIM MOXHO MPEUIOKUTH 00Jee CIOXKHBIE TI0O COCTaBy
MPEJIOKEHHUS.

Bpema: 30 — 40 munyT.

GRAMMATICAL CHAINS

Purpose: to repeat parts of speech.

Requirements: paper and pen.
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The course of the game:

First, you need to repeat the parts of speech and give examples. Then write the
model on the board and explain it.

The first player writes an adjective on a piece of paper, then folds it in half and
passes it to the next player, who writes down the noun, folds it again, and passes
it to the next student. This happens until the sentence is finished.

Each strip of paper is passed again and opened. Students can change the tense
of the verb, add pronouns (prepositions, adverbs, conjunctions) to improve the result,
and then they can choose the funniest or most original sentences.

Then, as a model, you can offer more complex proposals.

Time: 30 — 40 minutes.

HEOBBIYHBIN TUKTAHT

I]ens: NOBTOPUTH YACTH PEUMN.

Tpeboeanua: nuct Oymaru u pydka.

Xo00 uzput:

Ecnu cTymeHTsl yKe 3HAKOMBI C YacTSIMH PEYH, MPErnojaaBaTelib MOXKET
COCTaBUTh JUKTAHT C MPOITYyCKaMH, KOTOPbIE HY>KHO OyZeT 3amoaHuTh. B mpomyckax
MOAMKCAHO, K KAKOH YacTH PEeYHr OTHOCUTCS HEIOCTAIOIIEe CIIOBO.

Hampumep: Harama ... (rmarom), ... (mapeuwme). Ona ... (riaron)
Ha CBOI/cBoero/cBorw ... (cymectButenbHoe). Ilepenait/mpoBeau/mpoxoau
(CylllecTBUTENBHOE), OHA ... (TJIaro).

3aTem 3a4UTHIBAIOTCS TEKCTHI. Pe3ynbTaThl 0OBIYHO TOBOJIBHO WHTEPECHHI.

Bpem=a: 15 munyT.

UNUSUAL DICTATION

Purpose: repeat parts of speech.

Requirements: a sheet of paper and a pen.
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The course of the game:

If students are already familiar with the parts of speech, the teacher can create
a dictation with gaps that will need to be filled in. The omissions indicate which part
of speech the missing word belongs to.

For example: Natasha ... (verb), ... (adverb). She's ... (verb) on her own/her
own/my ... (houn). Pass / spend/ pass ... (noun), she ... (verDb).

Then the texts are read out. The results are usually quite interesting.

Time: 15 minutes.

ECJIA BBI...

Ilenw: MOBTOPUTH YCIIOBHOE HAKJIOHCHHE.

X00 uzput:

Bce cTymeHTBl  BBIOMPAIOT  XOpPOIIO  M3BECTHYIO  JIMYHOCTh.  3aTeM
MpernoJiaBaresib MUIIET CIHUCOK KaTeropuil Ha JOocKe (CM. HIDKe). Yuaiuecs
MIpeIaraoT MOAXOISIINE CPABHECHUS JIJIS aHAIM3a JIMYHOCTH (CM. TIPUMED HIDKE).

Bapuayuu:

VYyammecss nensTcs Ha Tapbl M COCTABISIOT MPEIJIOKEHUS APYTr O Jpyre
IO TIPEBIAYIIENH MOJICIIH.

Bpema: 20 MunyT.

Hanpumep: n3BectHas MMUHOCTD — /{orcexku Yan.

Ecau 661 OH OBUT IBETKOM, OH OBLI OBI ... (BACHIIBKOM).

Ecnu ObI oH 61T GpYKTOM, OH ObLI OBI ... (MAHZAPUHOM).

Ecnu Ob1 OH OBUT OBOIIIEM, OH OBLT OBI... (JTyKOM).

Ecnu 661 oH 6611 MeOEIBIO0, OH ObLT OB ... (CTYJIOM).

Ecau 661 0H ObUT IBETOM, OH OBbLT OBI ... (KEATHIM).

Ecau Ob1 OH OBLIT )KUBOTHBIM, OH OBLI OBI. .. (00€3bIHOM).

Ecau O6b1 0H ObLI 1TOT010H, OH OBLI OFI ... (TEMION).

Ecau 661 oH ObUI TITHIICH, OH ObLT OB ... (KOJIUOPH).

Ecau Ob1 0H OBLI €101, OH ObLT OFI ... (KUTaHCKOM JIAIIIION ).

Ecnu Ob1 OH OBUT HATUTKOM, OH OBLT OBI ... ((haHTOM).

Ecnu Obl OH OBLT MY3bIKaJIbHBIM HHCTPYMEHTOM, OH OBbLI OBI ... (Oasiagaikoii).
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IF ONLY...

Purpose: to repeat the conditional mood.

The course of the game:

All students choose a well-known personality. The teacher then writes a list
of categories on the blackboard (see below). Students offer suitable comparisons
for personality analysis (see the example below).

Variations:

Students are divided into pairs and make sentences about each other according
to the previous model.

Time: 20 minutes.

For example: a famous person is Jackie Chan.

If he were a flower, he would be... (a cornflower).

If it were a fruit, it would be... (tangerine).

If it was a vegetable, it would be... (onion).

If he were furniture, he would be... (a chair).

If it was a color, it would be... (yellow).

If he were an animal, he would be... (a monkey).

If it were the weather, it would be... (warm).

If he were a bird, he would be... (a hummingbird).

If it was food, it would be... (Chinese noodles).

If it was a drink, it would be... (a fanta).

If it were a musical instrument, it would be... (a balalaika).

AJVIMTEPALIUA

Ilenw: nath MOHSATHE ITOTO BBHIPA3UTEIHLHOTO CPEICTBA U MPOBEPUTH, KAKOTO
s dekTa OHO TOMOTAET TOCTUYD HA IMHChME.

Tpeboeanusn: Gymara v pydka JJIsl KaKIOTO yJamerocs.

X00 uzpur:

CHauana mpenojiaBatesb I0JDKEH OOBSICHUTH 3HAYEHUE CIIOBA «AJUTUTEPAITUs»:

CTUJIMCTUYCCKUU HpI/IéM KOTOpBIfI 3aKJIII0YAa€TCs B IMOBTOPCHHM OAMHAKOBBIX HWIIH
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CXOJHBIX 3BYKOB B pSJIE€ CJIOB, MOKET MPOMLIIOCTpUPOBATh €€ mpumeHenue. OnHa
u3 ctep, rae aumTepanus MoxeT 3¢ (HEKTUBHO UCTIOIB30BAThCS, — PEKJIaMa.
Kaxzaplii ydeHuk BbpIOMpaeT OyKBY W MPHIYMBIBAECT MPOIYKT, Ha3BaHUE
KOTOPOTO HAayMHAETCS Ha 3Ty OYKBy, a 3aTeM, HCIOJb3ys AUTUTEPAIUIO, MUIIET
CJIOTaH O JOCTOMHCTBAX MPOIYKTA.
Hanpumep, BoiOpana OykBa «Cx»: «Croiiku c ceipom! Cambie cBexue!
CpaBHennii HeT coBceM! ChelmbTe — CKaXeTe «crnacuoon !y

Bpemsa: 20 MunyT.

ALLITERATION

Purpose: to give a concept of this expressive means and check what effect it
helps to achieve in writing.

Requirements: paper and pen for each student.

The course of the game:

First, the teacher must explain the meaning of the word «alliteration»:
a stylistic device that consists in repeating identical or similar sounds in a number
of words. it can illustrate its application. One of the areas where alliteration can be
used effectively is advertising.

Each student chooses a letter and comes up with a product whose name begins
with that letter, and then, using alliteration, writes a slogan about the advantages
of the product.

For example, the letter «C» is selected:

«Cheese puffs! The freshest! There are no comparisons at all! Eat it and say
«thank you!»

Time: 20 minutes.

YI'AJAW ’KHUBOTHOE

Ilens: TOBTOPUTH OYKBBI U JICKCHKY.
X00 uzput:
VYyamumecss nensTcs Ha MalieHbkue rpynnbl. Kaxkgas rpynma BblOMpaer

KUBOTHOE (Harpumep, kom). 3aTeM OJlHA TPyNIia OTBEYAET, & APYTHe IPYIIbI 33/1al0T
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BOIIPOCKHI, OTBETBI HAa KOTOPLIC JOJPKHBI HAYMHATBLCA C OHHOﬁ nu3 6YKB B Ha3BaHHNH

BBIOPAHHOTO KUBOTHOT'O (HO HE IO TOPSIAKY!).

Hanpumep:

— Yro ThI BUAULIb B Kiacce?

—  OkHo.

— Yro ThI €11 BUepa?»

— Toprur.n.

B 5T0i1 rpe MOKHO UCIIOJIb30BaTh JIFOOBIE JIEKCUKO-TEMATUIECKUE TPYIITIHI.

Bpema: 20 munyT.

GUESS THE ANIMAL

Purpose: to repeat the letters and vocabulary.
The course of the game:

Students are divided into small groups. Each group chooses an animal

(for example, a cat). Then one group answers, and the other groups ask questions,

the answers to which must begin with one of the letters in the name of the selected

animal (but not in order!).

For example:

— What do you see in the classroom?

— The window.

«What did you eat yesterday?»

— Cake, etc.

Any lexical-themed groups can be used in this game.

Time: 20 minutes.

MMPATKHAN

lleJlb: BBIpa6OTaTI> CITOCOOHOCTh 3alaBaTb BOIIPOCHI, ACJaTb BbIBOJAbLI H

00OCHOBBIBATH CBOIO TOYKY 3pCHHUA.
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X00 uzpur:

OnauH U3 yJamuxcsi BHIOMPAeT MeCTo, TJIe OH MOT Obl HAXOJIUTHCS (HAIIpUMED,
B MapKe KyJIbTYpbl OKOJO Kojeca 0003peHMs] WM B TOPrOBOM IIEHTPE B OTHAEIE
ANeKTpOHHUKH). OcCTalbHBbIE CTYACHTHI JOJDKHBI TMOMBITAThCS pasraiarb MeCTO,
3aJ1aBasi BOIPOCHI, HA KOTOPbIE MOXKHO OTBEUYATh TOJIBKO «1a» UIH «HETH.

[enb — pasragath MECTO 32 MUHUMAJIbHOE KOJIMUYECTBO BOIIPOCOB.

Bpema: 5 — 10 MuHYT Ha Ka)kJl0€ 3araJlaHHOE CJIOBO (MTpaercs 10 TeX TOop,

IIOKa COXPaHACTCA KOHIOCHTPAIUA CTYIIGHTOB).

HIDE AND SEEK

Purpose: to develop the ability to ask questions, draw conclusions, and justify
one's point of view.

The course of the game:

One of the students chooses a place where he could be (for example, in the
cultural park near the Ferris wheel or in the shopping center in the electronics
department). The rest of the students should try to figure out the place by asking
questions that can only be answered with «yes» or «noy.

The purpose is to solve the place in as few questions as possible.

Time: 5 — 10 minutes for each hidden word (played as long as the students'

concentration remains).

YAMHUK

Ilenw: cTuMyIUpoOBaTh YCTHYIO pabOTy M BhIPaOOTATh HABBIKU JICTYKIIUH.

X00 uzput:

JIBa cTyneHTa BBIXOIAT M3 Kjacca, BBIOUPAIOT CJIOBOCOUYETAHHE, a 3aTeM
BO3BpamarTcs. Bo Bpems quanora y4acTHUKHU JTOJDKHBI OYTyT 3aMEHSTh BHIOpaHHOE
CJIOBOCOUYETAHUE CYIIECTBUTEIbHBIM YAUHUK.

Hanpumep: Y4acTHUKHU BBIOpAIIA CIIOBOCOYECTAHUE HOBbILU MelehoH.

Pa3r030p MOXKCT BBIIVIAACTD TaK:
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— Moil yatinuk 4epHOTO LIBETA.

—  Moit yatinux crout 30000 pyOneit.

— S wncnone3yro MOW wauHux, KOTJa XO4y IIEPEBECTH HOBOE CIIOBO.
Korzaa kTo-T0 moragaercs, Kakoe CIOBO 3aMEHSIET YAUHUK, 3TO O3ByYUBACTCS.

Ecnum oTBET MpaBWIIBHBIN, IPUTIIAIIAECTCS APYras [apa yq4ammxcs.

Bpema: 10 — 15 munyT

TEAPOT

Purpose: to stimulate oral work and develop deduction skills.

The course of the game:

Two students leave the classroom, choose a phrase, and then return. During the
dialogue, participants will have to replace the selected phrase with the noun kettle.

For example: The participants chose the phrase new phone.

The conversation may look like this:

— My teapot is black.

— My Kettle costs 30,000 rubles.

— 1 use my teapot when | want to translate a new word.

When someone guesses which word replaces the kettle, it is voiced.
If the answer is correct, another pair of students is invited.

Time: 10 — 15 minutes

IHPOCTO PABOTA

Ilenw: onpenensats pa3audyHbIe TPOPECCUU U BUIBI ACATESILHOCTH; BRIPaOOTATh
YMEHUE 33]1aBaTh BOIIPOCHI.

X00 uzput:

Kaxnprii yuammiics mpuayMbeIBaeT HEOOBIYHYIO paboTy (mpodeccuro), Kiacc
3aJ1aeT BOMPOCHI O 3arajaHHOW paboTe, OTBETAMU MOTYT OBITh TOJBKO «JIa» U «HETY.
B wurore, ecnum kiacc He MOXET OTrajaTh Mnpodeccuro, 3arajabIBalOIIMN JTOJDKEH
M300pa3uTh €€ C TOMOIIBIO KECTOB.

Bpemsa: 10 — 15 munyT.
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JUST AJOB

Purpose: to identify different professions and activities; to develop the ability
to ask questions.

The course of the game:

Each student comes up with an unusual job (profession), the class asks
questions about the desired job, the answers can only be «yes» and «nox». As a result,
If the class cannot guess the profession, the riddler must depict it with gestures.

Time: 10 — 15 minutes.

INPUAYMAHHASA UCTOPUA

I]ens: BoIpaOOTATh HABBIKY 3a1aBaTh BOMPOCHI.

Jlnst 3TOM Wrpbl BaKHO, YTOOBI KaXIbld CTYJEHT 3HAJ Pa3HUIy MEXIy
[JIACHBIMU M COTJIACHBIMU OYKBaMU U OKOHYAHMUS TafexKel.

X00 uzput:

OnuH U3 CTYJEHTOB JIOJKEH BBIMTH U3 KJacca, HO MPEXJe eMy cooOIaercs,
YTO B €ro OTCYTCTBHE KJACC MPUAYMAET HUCTOPUIO, KOTOPYIO €My NPEACTOUT
BOCCTAHOBUTH C MOMOIIBIO MPSIMBIX BOMPOCOB, OTBETOM Ha KOTOPBIE MOXKET OBIThH
TOJBKO «Ja» U «HET).

Kak TonpkO ydamuiicss BBIXOAMT, MPEMoJiaBaTelb COOOIIAET CTyACHTaM, 4YTO
Ha caMOM JieJie UCTOpHUs OyJIeT TaKOW, KaKo €€ «pEeKOHCTPYUPYET» TOT, KTO BBIIIET,
Ipy  yCIOBUU, YTO CTYIAEHTHI OyAyT OTBeYaTh «Ja» Ha KaXIblid BOIMPOC,
OKAHYMBAIOIIMIICA HA TJACHYH), M <«HET» Ha BOMNPOCHI, OKAHYMBAIOIIUECS
Ha COTJIACHBIE.

Hanpumep:

— DTa UCTOPHS O )KUBOTHOM?

— Her.

— DTa UCTOpHS O YeTOBEKE?

— JHa...
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B kauecTBe «k0/1a» MOTYT ObITh HCIIOIb30BAHbI U IPYTUE BapUallii, HE TOJIBKO
«TJIACHBIE — COTTIACHBIEY.

Bpema:. xoporkas wurpa, €€ IIUTEIBHOCTb OIpPENEHSAeTCS NeIyKTUBHBIMU
CIIOCOOHOCTSIMU BBILIEIIETO U3 KJIacca CTYICHTA.

Ota urpa nNpoBOJIUTCA C OJHON TPYNIION TOIBKO OJIUH Pas3.

A MADE-UP STORY

Purpose: to develop the skills to ask questions.

For this game, it is important that every student knows the difference between
vowels and consonants and the endings of cases.

The course of the game:

One of the students has to leave the classroom, but first he is informed that
in his absence the class will come up with a story that he will have to reconstruct
with the help of direct questions, the answer to which can only be «yes» and «no.

As soon as the student leaves, the teacher informs the students that the story
will actually be as it is «reconstructed» by the one who left, provided that the students
answer «yes» to every question ending in a vowel and «no» to questions ending
In consonants.

For example:

— Is this story about an animal?

— No.

— Is this story about a man?

— Yes...

Other variations can be used as a «codey, not only «vowels — consonantsy.

Time: a short game, its duration is determined by the deductive abilities
of a student who has left the classroom.

This game is played with one group only once.
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M - MEHJEJIEEB?

Ilenw: pa3BUTh JOTUKY U AEAYKIIUIO.

X00 uzpur:

Oaun ctygaeHT («A») OJDKEH MpUAYMaTh W3BECTHYIO JIMYHOCTh M CKa3aTh
Kjaccy nepByro OykBy (amminn: «DamMuius dYenoBeka, O KOTOPOM s JAyMaro,
HaunHaeTcs Ha OykBy «M» (3aragana damunust Menoenees).

Bce B kiacce m0mKHBI MONMPoOOBaTh MPUAYyMaTh JUYHOCTh, 4bs (amMuiIus
HaymHaeTcs Ha 3Ty OykBy. Korma y koro-to u3 yvammxcs («b») nosiBunace norajnka,
OH MOYET O3BYYHTb €€ C MMOMOIIbI0 HEOPSIMOTO BOMPOCA.

Hampumep: «31o m3BecTHBIN aBcTpuiickuii kommno3utop?» (BmecTto Bompoca:
«910 Momapt?»)

Ecim «A» He MOXET BCIHOMHUTH HHMKAaKOTO aBCTPUKUCKOTO KOMIIO3UTOpPA
¢ ¢pamunueit Ha «My, Toraa «b» TOMKEH pacKkpbITh, UYbE UMs OH 3arajnai (B manHom
ciydyae Mouaprt). 3atrem «b» MOXKeT 3a1aTh «A» HOpsSMOU BOMpocC (OTBETHI TOJBKO
«aa/uer).

Hanpumep: «3T1oT 4yenoBek ceivyac xuB?» Torma «A» JOMKEH OTBETUTH
«HET», U 9TO OYyJIeT MEePBOM MOJICKA3KOM.

3atrem gnpyroit ywammiics («B») MOXET MNPOAOHKUTH MPEANOI0KCHUS:
«9TO WM3BECTHBIA OpUTAHCKUM MY3bIKaHT?» (aymas o Ilome MakkapTHn),

K TakK JaJae€, IIOKa 3aragaHHasa JIMYHOCTh HE 6y,21€T oTraaaHa.

M-MENDELEEV?

Purpose: to develop logic and deduction.

The course of the game:

One student («A») must come up with a famous person and tell the class the
first letter of the last name: «The last name of the person I'm thinking of begins
with the letter «M» (The last name is Mendeleev).
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Everyone in the class should try to come up with a person whose last name
begins with this letter. When one of the students («B») has a hunch, he can voice
it with an indirect question.

For example: «Is this a famous Austrian composer?» (Instead of asking:
«lIs this Mozart?»)

If «A» can't remember any Austrian composer with a surname with «My, then
«B» must reveal whose name he has guessed (In this case, Mozart). Then «B»
can ask «A» a direct question (the answers are only «yes/no»).

For example: «lIs this person alive now?» Then «A» should answer «noy,
and this will be the first clue.

Then another student («B») can continue to make assumptions: «ls this
a famous British musician?» (thinking of Paul McCartney), and so on until the hidden

identity is guessed.

HE « IAHETKNW»

I]ens: pa3BUTh YMEHHUE CTPOUTH BOIIPOCUTEIIBHBIE MPEITIOKEHUSI.

X00 uzput:

3amauya UWrpbl — HWCKIIOYUTh OTBETHI «JAa» W «HET» H  BOIPOCHI,
MIPEIOoJIararoIue OTBETHI «J1a/HET.

OmuH CTYJIEHT OTBEYAET Ha BOIPOCHI, OCTAJIbHBIC 33/1at0T BONpockl. Ecinu kTo-
TO CMOXET IIPOJEpPKAaThbCs MHUHYTY, COOJItOjJas BCE IMpaBWia, ATOT YydallUics
noiy4yaer Oamr. Tak ke Hs CTYJIEHTOB MOXET OBITh WHTEPECHBIM IOUTPATH
B 3Ty UTPY BMECTE C MPENOJAaBaTeIEM.

Bpema: 10 — 15 munyT.
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NOT OR YES NO GIVEN

Purpose: to develop the ability to build interrogative sentences.

The course of the game:

The purpose of the game is to eliminate «yes» and «no» answers and questions
that suggest «yes/no» answers.

One student answers the questions, the others ask the questions. If someone can
hold out for a minute, following all the rules, that student gets a point. It may also be
interesting for students to play this game with a teacher.

Time: 10 — 15 minutes.
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UrPOBbLIE SA0AHUA HA PASBUTUE PEYU

OTIrAJJIA 3BHAMEHUTOCTH

Ilenw: BbIpaboTaTh CIOCOOHOCTH Y OOYYAIONIUXCSI 0OOCHOBBIBATH CBOIO TOUKY
3peHusi, BBIpAOOTaTh  yYMEHHE CTPOUTH  BOINPOCUTENbHBIE  MPEIIOKCHHUS,
Y UCTIOJIb30BaTh HABBIKH JICAYKIIUH.

X00 uzput:

OIuH U3 CTYACHTOB JIOJDKEH BBIOPATh U38ecmH020 yenogeka (KOTOPBI MOXKET
OBITh KaK BBIMBIIIJICHHBIM, TaK ¥ PEaJIbHBIM) U 00bexkm, aCCOIUUPYIOIIMICS ¢ dTOU
anaHocThio. Hanpumep, Nappu [loTTep u ero BommeOHas manouka.

OcTanpHble 0OyyarouIyecs: cHavajaa JOKHBI HOMBITaTbCsS YraaaTh JUYHOCHY,
ucnonb3yss He Ooznee 20 BompocoB ¢ orBeTamu «aa/Her». Korma 20 Bompocos
HCII0JIb30BaHbI, KJIACC MEPEXOIUT K OTTaAbIBAHUIO 00bEeKmd.

B urpe mMoxet ObITh HCIONB30BaH HE TOJIBKO 00beKn, HO U XapaKmepucmuxa
JUYHOCTHU (YepTa XapakTepa)

Bpemsa: 10 — 15 munyT.

GUESS THE CELEBRITY

Purpose: to develop the ability of students to justify their point of view,
develop the ability to build interrogative sentences, and use deduction skills.

The course of the game:

One of the students must choose a famous person (who can be either fictional
or real) and an object associated with this person. For example, Harry Potter and his
magic wand.

The rest of the students must first try to guess the identity using no more
than 20 yes/no questions. When 20 questions have been used, the class proceeds
to guess the object.

Not only an object can be used in the game, but also a personality
trait (character trait).

Time: 10 — 15 minutes.
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BOITPOCHI, BOITPOCHI...

Ilens: pa3BuUTh TEXHUKY NOCTPOCHHUS BOMPOCHUTENBHBIX NPEAJIOKEHUN U
COCTaBJICHUSI KOHCTPYKTHUBHBIX BOIPOCOB.

Tpeboeanua: pydxka u TUCT OyMaru Jisi Kaxaoro yJalierocs.

X00 uzput:

Bapuanrt 1

CryneHTsl (GOpMHUPYIOT Maphl W OJHA W3 TAp HAYMHACT 3a/1aBaTh BOIPOCHI.
BwmecTo yTBepIuTEIBHOTO MPEAIOKEHHS, OTBETOM Ha BOIPOC JOJKEH OBITh BOIIPOC.
Ilenp urpsl — 3a7aTh HACTOJBKO MHOTO BOIIPOCOB, HACKOJBKO 3TO BO3MOKHO.
Briirpaer ToT, KTO IPOJIEPIKUTCS TOJIBIIE BCEX.

Hanpumep:

— Yro ceroHs Be4epoM UAET B KUHO?

— OHu Befb ceiuac MmokaspiBaoT (PUIBLMBI O BOHE?

— Ja, a o1 Buzen ¢punbpm «T-34»7

— Te1 3Haemp, 4TO AJ1s1 3TOTO (PUIBMA MOCTPOUIN MHOTO JIEKOpALUii?

— S nymaro, 5TOT GuibM C mpekpacHbIMU crietpdPpexTamu, pa3Be HEeT?

BapuanT 2

Urpa mnpomomxaeTcss B THUCBMEHHOW (opMe: ydwariuecss OOMEHHBAIOTCS
BOIpOcaMu Ha OyMmare, Ka)XIblil CIEAyIOUA yYaCcTHUK HAYMHAET C HOBOW CTPOKH,
IIPU 3TOM CTaBATCS KaBBIYKM JUIsI 0003HAYEHUs] MPSMOW pEeUd M BOINPOCUTEIBHBIC
3HaKH.

Bpema: 10 munyr.

QUESTIONS, QUESTIONS...

Purpose: to develop the technique of constructing interrogative sentences
and composing constructive questions.

Requirements: a pen and a piece of paper for each student.

41



The course of the game:

Option 1
Students form pairs and one of the pairs starts asking questions. Instead of an

affirmative sentence, the answer to the question should be a question. The goal of the

game is to ask as many questions as possible. The one who lasts the longest wins.

For example:

«What's going to the movies tonight?»

Aren't they showing films about the war now?
Yes, have you seen the movie «T-34»?
Did you know that a lot of sets were built for this movie?

| think this movie has great special effects, don't you?

Option 2
The game continues in writing: students exchange questions on paper,

each participant starts from a new line, with quotation marks to indicate direct speech

and question marks.

Time: 10 minutes.

KOHTAKT

Hejlb: Pa3BUTb HABBIKH OIIMCAHUA ITPCAMCTOB.

Tpeboeanusa: OGonbluas KOpoOKa (MEIIOK) C MpeaMeTaMu pasHbix (GopMm u

TEKCTYP.

X00 uzput:

OanH W3 ydamuxcs JOJDKEH OBITh JUOO C 3aBA3aHHBIMH TJa3aMH, JHUOO

nepkaTh MpeAMeT B pykax 3a cnuHod. OH JIO/DKHBI BBIOpATh MPEIMET U3 MEIIIKa,

MOTPOTraTh €ro, HO HE CMOTPETh HAa HEr0. Takke CTOUT YAOCTOBEPUTHCA, UTO APYTUE

CTYIEHTBl TOXE HE BUIAT 3TOT mpeaMer. Jlamee oOydarommuiics JOJDKEH OIKCaTh

NpeaAMET B ACTAIIAX, a ApyTrasa 4acThb KjlacCa O0JI’KHA €ro 0Trajarh.
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Bapuayuu:

HUrpa moxkeT MpoOBOAUTHCS B MUCBMEHHOM (Qopmarte, rie y4eHUKaMm JaéTcs
OOBEKT JJIsl ONKMCAHMSI, & 3aTEM OHU MOTYT UCIOJIb30BaTh TAKTHIIbHBIE OILIYIICHUS U
apyrue GopMbI CEHCOPHOTO BOCTIPHSITHS.

Bpema: 10 — 15 munyT.

CONTACT

Purpose: to develop skills in describing objects.

Requirements: a large box (bag) with objects of different shapes and textures.

The course of the game:

One of the students must be either blindfolded or holding an object in his hands
behind his back. He must select an object from the bag, touch it, but not look at it.
It's also worth making sure that other students don't see this subject either. Next,
the student must describe the subject in detail, and the other part of the class must
guess it.

Variations:

The game can be conducted in a written format, where students are given
an object to describe, and then they can use tactile sensations and other forms
of sensory perception.

Time: 10 — 15 minutes.

KAK IIPOUTHU K...?

Ilenw: pa3BUTH HABBIKKA YETKOI'O BBIPAXKEHHS CBOUX MBICIIEH B YCTHOM pEeYH.

TpebGoBaHus: pydka v JIUCT OyMaru Jyisi KaKI0TO y4aIerocs.

X00 uzput:

Knacc nenurcs Ha mapsl. OMH yyacTHUK B nape Oeper pyuky U Oymary u
pUCYyET KapTy, KOTOpas WIUIIOCTPUPYET MHCTPYKLHIO JUIsl APYrOro y4acTHUKA Mapsbl.

Jlpyroii y4acTHUK, HE IJIsiAsi B KapTy, IPOroBapHBAET CBOIO HMHCTPYKLUUIO MJis
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JIPYroro y4eHuKa, Hampumep, Kak Jo0paThCs U3 HIKOJBI IOMOM. 3aTeM y4acTHUKHU
O0OMEHUBAIOTCA POJIIMU, U, KOorja 00e KapThl HapHCOBaHbI, OHU JIOJDKHBI OOCYUTH
pE3yIbTaTHI.

Bpema: ypok.

HOW DO I GET TO...?

Purpose: to develop the skills of clearly expressing one's thoughts verbally..

Requirements: a pen and a piece of paper for each student.

The course of the game:

The class is divided into pairs. One participant in the pair takes a pen and paper
and draws a map that illustrates the instructions for the other participant in the pair.

The other participant, without looking at the map, talks out his instructions
for the other student, for example, how to get home from school. The participants
then exchange roles, and when both cards are drawn, they must discuss the results.

Time: lesson.

HHCTPYKIIMHU

Ilenwy: oTpaboTaTh yMEHUS TOYHOIO BBIPAXKEHUS CBOUX MBICIEH B YCTHOM
peun.

Tpebosanusa: nocka u Mell.

X00 uzput:

OauH CTYyZIEHT NOJKEH BCTaTh y JOCKM HANPOTHB Kiacca, B TO BpeMs Kak
ApYyroil CTOMT B KOHIIE KJlacca M MPHUIyMbIBAeT JIOOOH OOBEKT, Halpumep, KOT,
aBTOOyC, curapera U T.J. 3aT€M OH HMHCTPYKTUPYET YUYEHHMKA y JOCKH, MCHOJb3Ys
TOJIbKO Ha3BaHUs (OpM, HANpaBICHUM W JJIUHBl JIMHUNA, HEOOXOAMMBIX IS
n300paxeHusl 3aJlaHHOr0 OO0BeKTa. Tak, yJalluics He TOBOPUT «HAPUCYH SIION,

a TOBOPUT «HApUCyH oBai». KECTUKYISALMS HE UCIIOIb3YETCS.
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OcranpHas 4acTh Kj1acca JOJDKHA OTrafaTh, YTO PUCYET YUYEHHK y AOCKU. Ecin
KTO-TO OTraJIbIBA€T, OH MOXET MOMEHSTHCSI CO CTYJIEHTOM, NAIOIIUM HWHCTPYKIIUH,
KOTOpBIN, B CBOIO O4YEpe]b, MEHSETCS C YEJIOBEKOM Y JOCKH. Takum o00pa3om,
KaXJIbld 0Oy4Yaroluiicsl TOJKEH ChITpaTh B UTPY BO Bcex possix. CTyIEHT y NOCKHU
HE MOKET 3aJaBaTh BOIPOCHI, @ TOJBKO UHTEPHPETUPYET YCIBIIIAHHBIE UHCTPYKIINU
U MOXET HU3MEHSTh PHUCYHKH, TOJBKO HCIOJB3YSI KOPPEKTUPOBKHU AIOIIETO
MHCTPYKIIMM y4Yalerocs.

Bpema: MOXeT HCHONIB30BAThCS KaK KOpOTKas urpa (okoyio 15 MHHYT) WiH

B TEYEHUE BCETO YPOKA.

INSTRUCTIONS

Purpose: to develop the skills of accurate expression of their thoughts in oral
speech.

Requirements: blackboard and chalk.

The course of the game:

One student must stand at the blackboard in front of the classroom, while the
other stands at the end of the class and comes up with any object, for example, a cat,
a bus, a cigarette, etc. Then he instructs the student at the blackboard, using only the
names of the shapes, directions and line lengths necessary to depict a given object.
So, the student does not say «draw an egg», but says «draw an oval». Gestures are not
used.

The rest of the class must guess what the student is drawing at the blackboard.
If someone guesses, they can switch with the student giving instructions, who,
in turn, switches with the person at the blackboard. Thus, each student must play the
game in all roles. The student at the blackboard cannot ask questions, but only
interprets the instructions he hears and can change the drawings only using
the adjustments of the student giving the instructions.

Time: can be used as a short game (about 15 minutes) or during the entire
lesson.
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INPE3EHTAIIUA

I]enw: BeIpaOOTATh HABBIKK OEIJION peYM U BBICTYIUIEHUS NIEPEN ayAUTOPUEN.

Tpeoosanus: pyyka u TMCT OymMaru JJisl KaKJ0ro y4aierocs.

X00 uzput:

KaxxaoMy cTyneHTy JaeTcs 3aJaHue NpUIyMaTh Kakoe-HUOYyIb M300peTeHHe
(ycTpo#cTBO). 3aTeM KaXJIOMy y4alleMycsl IPEJCTOUT BBIIEIUTh CUJIbHBIE CTOPOHBI
CBOETO MPOJIyKTa, MPUAyMaTh Ha3BaHUE U MOATOTOBUTH PEUB, UTOOBI «IIPOJATH €rO.

Korma Bce cryaeHThl OyayT TrOTOBBI, IO OYEpEIUd MPE3CHTYIOT CBOM
n300peTeHus (BO3MOXKHO BBIIIOJIHEHUE B KaueCTBE JOMAIIHEro 3agaHusi). Bo Bpems
IIpE3CHTAlMH KJIAcC MOXET 3a7aBaTh BOIIPOCHI, a [0 OKOHYaHUU IIPE3CHTALUI
BO3MOXXHO TOJIOCOBAaHME 3@ JIydlIMil TMpOeKT U Haubosiee YyOEIUTEIbHYIO

Mpe3CeHTAIHIO (peUb).

PRESENTATION

Purpose: to develop the skills of fluent speech and speaking in front
of an audience.

Requirements: a pen and a piece of paper for each student.

The course of the game:

Each student is given a task to come up with some kind of invention (device).
Then each student will have to identify the strengths of their product, come up with
a name and prepare a speech to «selly it.

When all the students are ready, they will present their inventions in turn
(possibly as homework). During the presentations, the class can ask questions,
and at the end of the presentations, a vote for the best project and the most convincing

presentation (speech) is possible.

S HE CKAXKY UTO, A Thl CAEJIAN

lleJlb: Pa3BUTH HABBIKU ITOCTPOCHUA BOIIPOCUTCIBbHBIX HpCI[J'IO}KCHI/II‘/’I u OerJIon

peyn.
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X00 uzpur:

Paznenute knacc Ha mapbsl ydyacTHUKOB «A» u «by». Bce ydacTHUKH «A»
BBIOMPAIOT BUJ JNESITEIBHOCTH WIH (Ppa3y, KOTOPYIO UX MapTHEPHI JIOJDKHBI OYyIyT
clenaTth WM CKa3aTb. Bce ydacTHUKM «A» JIODKHBI TOMNBITATBCS HE3aMETHO
3aCTaBUTh JAPYTOr0 YEJIOBEKA B MAPE YTO-TO CAENIATH UM IPOU3HECTH.

Hanpumep:

A: — MHe HpaBATCS TBOM BOJIOCHI, KTO TeOe caenan npuyecky? (3arajgaHHas
11 «b» 1esITeIbHOCTh — MPUKOCHYTHCA K BOJIOCAM).

A: — Kakas kpacuBass y Te0s Terpanb! I'me Thl kynui(a) e€? (3aragaHHas
15t «by» 1esTeTbHOCTh — B3SITh TETPAb B PYKH).

Bpema: 10 — 15 munyT

| WON'T TELL YOU WHAT, BUT YOU DO.

Purpose: to develop the skills of constructing interrogative sentences and
fluent speech.

The course of the game:

Divide the class into pairs of participants «A» and «Bx». All participants in «A»
choose the type of activity or phrase that their partners will have to do or say.
All participants in «A» should try to imperceptibly force the other person in the pair
to do or say something.

For example:

A: — | like your hair, who did your hair? (the activity intended for «B»
is to touch the hair).

A: What a beautiful notebook you have! Where did you buy it? (the activity
intended for «B» is to pick up a notebook).

Time: 10 — 15 minutes

47



PEIOPTEPHI U PEJAKTOPBI

Ileny:  mpakTUKOBaTH  HABBIKM  HAONIONEHMST W ONHMCAaHUS U
IIPOJIEMOHCTPUPOBATH OETTIOCTh PEYH.

Tpeboeanua: peniopTépaM U peIakTOpaM MOHAA00SATCA PyUKH U Oymara.

Xo00 uzpur:

Bce crTyneHThl nensTcs Ha HecKoJbko rpymn. OpHa HeOoJsiblias rpymna
TOTOBUT KOPOTKYIO MAHTOMUMY KaKOTO-JIM0O0 MPECTYIIICHUs, HalpUMep, OrpadiieHHs]
Oanka. B aTo Bpems 4 ctyaeHTa (2 mapbl U3 penoprépa U pelakTopa) HaXOIATCA BHE
KJ1acca, rjie 00Cyk/1at0T, B KaKOM BU/JIE U3JaHMsI OHU paboTaloT.

['pynna, koTtopas JaejlaeT NAaHTOMHMY, TOBOPUT OCTaJbHBIM Yy4YalllMMCS
O BPEMEHU U MECTE COBEPILICHHS MPECTYIJICHUS M TTOKA3bIBAET CIIEHKY. Bce HOmKHBI
BHHUMATEJIbHO CMOTPETh, TaK KaK UIPAOT posid cBuiaerenei. 110 OKoHYaHuM CUEeHKH
NpUTJalalnTcss 2 penoprépa, KaXAbld W3 KOTOPBIX BBIOMPAET OAHOTO (JIBYX)
CBUJETENE (3aBUCUT OT KOJMYECTBA CTYJEHTOB B TPYyNIE) U OMNPAIIMBAET HX
o0 yBUIEHHOM mpecTymjieHud. Ha kaxnoro cBuuerenss OTBOJUTCS MUHYTA,
MPENo/IaBaTelb JOJKEH CIEIUTh 3a BPEMEHEM.

Korma npoxomdT nBe MHHYTBHI pPENOPTEPOB, MPUIVIAIIAIOTCA 2 PEAAKTOpA.
Kaxnprii pernoptép MAET K CBOEMY pPEAAKTOpPY, YTOOBI TNepeaarb HHPOpMalHIo,
MOJYYEHHYIO OT CBHUAETENCH. 3aTeM pelakTopaMm NaéTcsi HEKOTOPOE BpeMs, YTOObI
MPEJICTaBUTh BCE B BUJE CTAThU (C 3aroJIOBKOM, Ha3BaHUEM ra3eThl U T.J.) U 3aUUTATh
€€ mepel KiIacCoM.

3aTeM HEOOXOIMMO CpPaBHUTH CTaThU W OOCYyAWTh, The WHMOpMmarus ObLIa
HCKaKEHA.

Bpema: ypox.

REPORTERS AND EDITORS

Purpose: To practice observation and descriptive skills and demonstrate
fluency of speech.

Requirements: Reporters and editors will need pens and paper.
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The course of the game:

All students are divided into several groups. One small group is preparing
a short pantomime of a crime, such as a bank robbery. At this time, 4 students
(2 pairs of a reporter and an editor) are outside the classroom, where they
are discussing what kind of publication they work in.

The group that does the pantomime tells the rest of the students about the time
and place of the crime and shows the scene. Everyone should watch carefully,
because they play the role of witnesses. At the end of the scene, 2 reporters
are invited, each of whom selects one (two) witnesses (depending on the number
of students in the group) and interviews them about the crime they saw. A minute
Is allocated for each witness, and the teacher must keep track of the time.

When two minutes of reporters have passed, 2 editors are invited. Each reporter
goes to his editor to pass on the information received from the witnesses.
Then the editors are given some time to present everything in the form of an article
(with a headline, newspaper title, etc.) and read it in front of the class.

Then you need to compare the articles and discuss where the information was
distorted.

Time: lesson.

YBEJIU!

Iens: pa3BUTh HABBIKK YOEXKACHUS U OCTIION peyu.

X00 uzput:

Jns Hadama HY)XKHO 3aJaTh  CIEAYIOUIYIO CHUTyalldio B KJiacce:
«l"otoButhCcst mon€r Ha Jlyny. Jlns nonéra Oymer BbIOpaHO 6 YEJIOBEK, COIIACHO
TOMY, KakOW BKJIaJ] OHM MOTYT BHECTH BO BpeMs 3TOro myTemiecTBus. [lodemy
JOJDKHBI OBITh BEIOPAHBI UIMEHHO BBI?)

Kaxnapii CTyA€HT OOJKEH NOAyMaTb O CBOEM JIMYHOCTM M HAaBBIKax,
paccMaTpuBas CBOM cjabble M CHJIbHBIE CTOPOHBI, W BBIOpaTh nJsi ceds
HaBbIK/TIpodeccuio (BO3MOKHO, BBIyMaHHbIE), KOTOPBIM OylIeT uX apryMEeHTOM

(Hanpumep, CTPOUTENb, HHKEHED, Bpay).
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3areM maétcsa Bpems Ha MOJTOTOBKY, M KaXAbIH yJallUHCs MPE3eHTYET Mepen
KJIACCOM CBOW HaBBIK M MPUYHUHBI, IO KOTOPHIM UMEHHO OH JIOJDKEH OBITh OTOOpaH
ais monéra. Kimacc MoxkeT ocrapuBaTh IPUTOAHOCTD KaXI0TO YYaCTHHKA.

B KoHIIe BBIOMpAIOTCSl yYaCTHUKY C HaubOosee yOeqUTENbHON PEYUbIO.

Bpema: ypox

CONVINCE ME!

Purpose: to develop persuasion and fluency skills.

The course of the game:

First, you need to set the following situation in the classroom:

«Getting ready to fly to the moon. 6 people will be selected for the flight,
according to what contribution they can make during this trip. Why should you be
chosen?»

Every student should think about their personality and skills, considering their
weaknesses and strengths, and choose for themselves a skill/profession (possibly
fictional) that will be their argument (for example, a builder, engineer, doctor).

Then time is given for preparation, and each student presents to the class their
skill and the reasons why they should be selected for the flight. The class
can challenge the suitability of each participant.

At the end, the participants with the most convincing speech are selected.

Time: lesson

HUI'PA B UCTOPUU

Ilens: coznaTh COBMECTHYIO HCTOPHUIO OT Kiacca 0e3 e€ HalrcaHusl.

X00 uzput:

Orarn |

Kaxapiit yuamuiics mo ouepenu n10o0aBisieT K UCTOpUH cioBo. [IpenoxaBarens
MOJKET 33/JaTh M3HAYaJIbHYI0 TEMY WM MONPOCUTH 00 3TOM YydeHMKOB. Mctopus

JOJKHA OBITH KOPOTKOM.
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Oram 2

Kaxx11p1il CTyZeHT 1o ouepeau J00aBIsET CIOBOCOYETAHHE.

Ortan 3

Kaxxaplil yueHUK 100aBIsieT K UCTOPUN 3aKOHYEHHOE TPEI0KEHHUE.

Bpema: 15 — 20 MuHyT.

A GAME IN HISTORY

Purpose: to create a shared story from the class without writing it.

The course of the game:

Stage 1

Each student adds a word to the story in turn. The teacher can set the initial
topic or ask the students about it. The story should be short.

Stage 2
Each student adds a phrase in turn.

Stage 3
Each student adds a completed sentence to the story.
Time: 15 — 20 minutes.

IHHPABJIA WJIN JIOXKD

Ilenw: pa3BUTh HaBBIKK COCTABIICHUS HEOOJIBILINX TEKCTOB

X00 uzput:

Jlyis Hayaua y4yaniuecst TOJDKHBI IPUAYMaTh IBa YTBEpKIeHUs ((pakTuueckoe u
BbIIyMaHHOE) O camux cebe, 4ToObl 03By4HUTh HUX rpynne. OcTallbHbIe JOKHBI
OTraJlaTh, YTO NPABJA, @ YTO BHIMBICEIL.

[TpenogaBaTens MOXKET HauaTh C MPEACTABICHUS IBYX YTBEpKIEHUIl 0 cebe.
Hexons W3 3TUX yTBEPKACHUN, KaXAblM CTYIEHT B TIPYNIE IMPUAYMBIBAECT OJHY
MPaBIUBYIO U OJIHY BBIIYMaHHYIO0 UCTOPHIO, YTOOBI 3aTEM pacckaszaTh e€. Yualuecs
JOJDKHBI yraiarh, Kakas U3 UCTOpUM BbIlyMaHHas, a Kakas HeT. Mirpa npoaoskaercs,
ITOKA KaKIBIM U3 CTYZAEHTOB HE MPEACTABUT CBOU UCTOPHH.

Bpema: ypok
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TRUE OR FALSE

Purpose: to develop the skills of composing small texts

The course of the game:

First, students must come up with two statements (factual and fictional)
about themselves in order to voice them to the group. The rest must guess what is true
and what is fiction.

The teacher can start by presenting two statements about himself. Based on
these statements, each student in the group comes up with one true and one made-up
story in order to tell it later. Students must guess which of the stories is fictional
and which is not. The game continues until each of the students presents their stories.

Time: lesson

ITPEACTABbD...

Ilenv: pa3BuTh BOOOpa)KEHHE, CO3/laBasi HMCTOPUM U3 HUJEH, KOTOpbIC
NpEJIararoT IPYTUe yYaluecs.

Tpeoosanusa: nuct OymMaru U pydka Jjisi KaKJI0TO y4alierocs.

X00 uzput:

[TonpocuTte 4 CTyAEHTOB BCTaTh IEpe/l KIAaCCOM, 3aKpbITh HA MUHYTY TJia3a U
3aTe€M OMHUCaTh KaKOTro-TMO0O TMEpCOHaXka, MECTO, BpeMs HMCTOPUHU W IIOTOJHBIC
ycanoBus. OcTalibHblE BHHMMATENIBHO ciymaroT. llocme »sToro ywammummcst gaércs
HECKOJIbKO MHUHYT, YTOOBI HalHMCaTh KOPOTKYI) HCTOPHIO, KOTOpas BKIIOYACT
BCE UJIeU, KOTOPhIC OHM 3alIOMHUJIA. 3aTEM PacCKas3bl 3aUUTHIBAIOTCH.

Bcerma yauBUTENBHO, KaK MHOIO Pa3HbIX HIEHM MNPOUCXOIUT OT OJHOM
UCXOIHOM.

Bpemsa: oxono 20 MUHYT.

IMAGINE...

Purpose: To develop imagination by creating stories from ideas that other
students offer.
Requirements: a piece of paper and a pen for each student.
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The course of the game:

Ask 4 students to stand in front of the class, close their eyes for a minute,
and then describe a character, place, time, story, and weather conditions. The others
are listening attentively. After that, students are given a few minutes to write a short
story that includes all the ideas they have memorized. Then the stories are read out.

It's always amazing how many different ideas come from the same source.

Time: about 20 minutes.

HAMEK

Ienb: pa3BUTh HABBIKYU IUAJOTUYECKON PEUH.

X00 uzpur:

Crynentsl nenarcs Ha mapbl. Kaxknas mapa BbIOMpaeT TEMy WM TNPEAMET,
KOTOPBIM OHU cOuparoTcs oocyxaaTb. OHU TakXke MOTYT ChIrpaTh KaKue-1mdo poJu,
HarpuMmep, JBYX TMOJPYT, KOTOpblE OOCYXKTAIOT MOKYINKY HOBOTO KOCTIOMA.
Kaxxnas napa no odepenu BBIXOJUT MHepe]] KJIACCOM, YTOObI OOCYAUTH CBOW MPEAMET,
IIPU 3TOM HE YIIOMUHAs, YTO 3TO.

Hanpumep:

A: B utore TbI BbIOpana TOT, KpaCHBI?

b: Her, OH ciMikoM 10porou. Y MeHsi HET CTOJIBKO JEHET.

A: A Tam 60Jb11I0¥M BBIOOD LIBETOB, Aa?

b: Ha, s BeiOpana 3en€Hblif. DTO OYEHb KPACHBBIM IBET U €HIE Y MEHS €CTh
3eJEHas CyMKa.

A: A xorja Tbl HaJIeHEelIb €ro?

b: He 3Har0, MOxeT OBITH, 3aBTpA.

Korga Bce CTyIeHTBl CIIylIalOT, OHU CTaparoTcs YCHbIATh MOACKA3KH,
KOTOpbIE MTOMOTYT yrajaTh MepcoHaXxkel u olcyxnaembli 00bekT. Korga y xoro-to
U3 YyYallUXCsl TOSBIAETCS JIOrajka, OH JIOJDKEH TMOMbITAThCS MPUCOETUHUTHCS
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K pa3roBopy (HO HE MPOU3HOCUTH €€ BCIyX) B POJIM KAKOTO-TO NMEPCOHAXKA, ITOKA BEChH

KJIaCcC HC OTTraaacTt.

Hpedynpeom)enue: BCC IMOACKA3KH JOJIKHBI UMCTHb OYCBHAHBIC KOHHOTAIIUH.

Bpema: 10 — 15 munyT.

HINT

Purpose: to develop the skills of dialogical speech.

The course of the game:

Students are divided into pairs. Each couple chooses a topic or subject that they
are going to discuss. They can also play some roles, such as two friends who
are discussing buying a new sulit.

Each couple takes turns going out in front of the class to discuss their subject,
without mentioning what it is.

For example:

A: In the end, did you choose the red one?

B: No, it's too expensive. | don't have that much money.

A: And there's a big selection of colors, right?

B: Yes, | chose green. It's a very beautiful color, and | also have a green bag.
A: When are you going to wear it?

B: I don't know, maybe tomorrow.

When all the students are listening, they try to hear hints that will help them
guess the characters and the object being discussed. When one of the students has
a guess, he should try to join the conversation (but not say it out loud) in the role
of some character until the whole class guesses.

Warning: All hints should have obvious connotations.

Time: 10 — 15 minutes.
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AJIMBH

Ilenwy: TpeHupoBaTh OETJIOCTh PEYM M TMOBBICUTh HABBIKM ACAYKIHH. IDTO
CJIO’KHAsI, HO OYEHb MOMYJIsIpHAs Urpa.

X00 uzput:

['pymnma npuayMbIBaeT HEKYIO CLIEHY MPECTYIUICHUS C ONMpPEIEIEHHBIM MECTOM,
BpEMEHEM W JaTOW, Hampumep: B 3Ty cy00oTy mexayl18:00 u 19:30 Beuepa ObLI0
COBEPILIEHO OrpabiieHue Kacchl B HEOOIBIIIOM Mara3uHe.

3atem ABYM CTyJeHTaM Jaércs 3aJaHue BBIMTH U3 Kjacca M NpHIyMaTh cebe
anubu (BpeMs JOJHKHO ObITh OTPaHUYEHO, HATIPUMED, 2 MUHYTBHI).

B 310 Bpems B aynuropuu mpenogaBaTellb Co CTyI€HTaMu 00CYK1aeT TEXHUKU
onpamuBanus (Hanpumep, HYXKHO JBHTaTbCs OT OOMIMX K YaCTHBIM BOIPOCAM,
HUYETO HE BbI1aBaTh, OTMEUYATh HECOOTBETCTBUS B OTBETAX U T.1.).

Kornma BpeMs 3aKOHUMIIOCH, MPUTIIAIIACTCS OAMH W3 YYalluxcsl IJiA Ompoca
(BpeMsl TakKe OTrpaHMYMBAETCsA). 3aTeM OH BBIXOOUT W3 Kiacca, a s ompoca
MPUTJIANIACTCS BTOPOM CTYJIEHT (BOMPOCHI TOHKHBI OBITh TAKMMHU k€). BaskHO, 4TOOBI
y JIBYX ONpalllMBaeMbIX HE OBLIO BO3MOXKHOCTM MOCOBEIIaThCsA. B koHIE ompoca
o0a yyeHMKa nOpuriamairTcs B Kiacc. OcranbHble yyaliuecs JOJDKHBI OyAyT
BBIJICTTUTh HECTHIKOBKY B PEUU U PEIINTh, BUHOBHBI OHU WJTU HET.

Bpema: ypox

ALIBI

Purpose: to train fluency of speech and improve deduction skills.
It's a challenging but very popular game.

The course of the game:

The group comes up with a certain crime scene with a specific place, time and
date, for example: this Saturday between 18:00 and 19:30 p.m., a cash register was
robbed in a small store.

Then two students are given the task to leave the classroom and come up

with an alibi (time should be limited, for example, 2 minutes).
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At this time, in the classroom, the teacher discusses interviewing techniques
with students (for example, you need to move from general to specific questions, not
give anything away, note inconsistencies in answers, etc.).

When the time is up, one of the students is invited to take a survey (time is also
limited). Then he leaves the class, and a second student is invited to take the survey
(the questions should be the same). It is important that the two interviewees do not
have the opportunity to confer. At the end of the survey, both students are invited
to the classroom. The rest of the students will have to identify inconsistencies
in speech and decide whether they are guilty or not.

Time: lesson

HEPECKA’KHU

I]ens: nokazaTh, Kakoil U30MpaTETLHON MOXKET OBITh MAMATh, UTO MOXKET
JIETKO MPUBOJUTH K CIIOPaM WA POKIEHUIO CIYXOB.

Tpeboeanua: KOPOTKMW TEKCT WJIM WCTOpHUS, 3apaHee BBIOpaHHBIC
MPENO/IaBaATEIIEM.

X00 uzput:

Hauynute ¢ urpel «McnopueHHblil TenedoH». YUYEHUK 3arajplBacT CIIOTaH,
BBICKA3bIBAHUE WJIM CKOPOTOBOPKY M IIENOTOM T'OBOPUT €€ COCENy, 3aT€M TOT TaKKe
TOBOPUT YCIIBIIIAHHOE cOceqy M Tak mo kpyry. IlociaemHuii 4esnoBek, KOTOPOMY
MepeaatoT 3aralaHHoe, TPOU3HOCHUT 3TO BCIIYX.

Cama wWrpa HayuMHAeTCs C TOrO, 4YTO 5 CTYIEHTOB BBIXOASAT M3 KJacca,
a TmpernojaBaTelb YWTA€T KOPOTKMH TEKCT I BCEX YYallMxcsl MU OJHOIO
IIPUTJIAIIEHHOTO CTYyAEHTAa. BTOpOW CTyIeHT BO3BpallaeTcs B Ay AUTOPUIO, U IIEPBBIN
nepecKka3blBacT €My YCIbIIIaHHOE KaKk MOXKHO 0oJjiee JeTalbHO. 3aTeM TOXKE camMoe
urpaercs s Apyrux 3 cTyaeHToB. Mrpa 3aBepiiaercsi, KOrjaa MOCIeIHUN CTYAEHT
MEPECKa3bIBAET CBOIO BEPCUI0O HCTOPUU, M TMPENojaBaTelib CHOBA 3aYUTHIBACT
OpPUTHHAJIBHBINA TEKCT, YTOOBI CPABHUTH HUX.

Bpema: ypok

56



RETELL ME

Purpose: to show how selective memory can be, which can easily lead
to arguments or rumors.

Requirements: a short text or a story, pre-selected by the teacher.

The course of the game:

Start with the game «Damaged phone». The student makes up a slogan,
an utterance, or a tongue twister and whispers it to the neighbor, then the neighbor
also says what he has heard and so on in a circle. The last person to whom
the wish is given says it out loud.

The game itself begins with 5 students leaving the classroom, and the teacher
reads a short text for all students and one invited student. The second student returns
to the classroom, and the first student retells what he has heard in as much detail
as possible. Then the same thing is played for the other 3 students. The game ends
when the last student retells his version of the story, and the teacher reads the original
text again to compare them.

Time: lesson

KOT

Bopuc xuin Ha BTOpOM 3Taxe cTaporo jaoma. BMecTe ¢ HUM KU OYCHb
OoJpIIoi cephiii KoT, KoToporo 3Banmu Cmok. JluéM bopuc O6b11 Ha padore, a CMok
xnaan ero qoma. Korma Beuepom bopuc Bo3Bpaimaicss 10MOi, OHH TYJISUIM C KOTOM B
napke. Houbro koT rymsut oauH. KoT mpuxoawsn AOMOM TOJBKO YTPOM. XO35IMH
OTKpPBIBAJl €My JBEPh, KOT MIET Ha KYXHIO, TJI€ €T0 *ajl 3aBTPaK.

OmHax bl HOUBIO KOT HE MOMIEN TyJsiTh. OH CHJIeNT OKOJIO KPOBATHU U MOBTOPSLI
«MAY», «MAy», a ToToM CMOK MOJIOMIEN K ABEPH.

XO035IMH penini, 4To KOT XO4eT TYJsATh, U OTKpbUI JiBeph. Ho CMOK He momién
Ha yJIuIly, a cen okoio JaBepu. bopuc nomén cnate. Yepes HeCKOIbKO MUHYT CMOK
OMSITh CUJEN OKOJIO KPOBAaTH, OISITh KPUYAI «Msy», IOTOM OISITh HOLIENT K JABEPH.
Tak mOBTOPSIIOCH HECKOJIBKO Pa3.
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[Tocneauuii pa3 Xo3siMH BCTall, Korjga Obulo ABa yaca Houu. Ha ymuie Obun
BeTEp M AO0KIb. KOT moBTOpsin «MsAy» WM NMOWEN K ABEpPU. bOpUC OnsATh MOWIEN
K JBEpPHU U OTKpbUI €€. B 31O Bpems oH ycnelman myMm. Ha kpoBats, rie oH cnai,
CO CTEHBI ymajia OobIIas KHUKHAS MOJIKA.

A KOT mOCMOTpeN Ha KpoBaTh, HA CTEHY M BbIlIed. CMOK ObUI OYEHb JOBOJIEH.
bonpuie B 3Ty HOYb OH HE BO3BpALAJICS TOMOM.

Tax CMOK crac cBOero xo3suHa.

CAT

Boris lived on the second floor of an old house. He lived with a very large gray
cat named Smoke. Boris was at work during the day, and Smoke was waiting for him
at home. When Boris returned home in the evening, they walked with the cat in the
park. At night, the cat walked alone. The cat came home only in the morning.
The owner opened the door for him, the cat went to the kitchen, where breakfast was
waiting for him.

One night, the cat did not go for a walk. He sat by the bed and repeated
«meow,» «meow,» and then Smoke came to the door.

The owner decided that the cat wanted to walk, and opened the door.
But Smoke did not go outside, but sat down by the door. Boris went to bed.
A few minutes later, Smoke was sitting by the bed again, shouting «meow again,
then went back to the door. This happened several times.

The last time the owner got up, it was two o'clock in the morning. There was
wind and rain outside. The cat repeated «meow» and went to the door. Boris went
to the door again and opened it. At that time, he heard a noise. A large bookshelf fell
off the wall onto the bed where he was sleeping.

And the cat looked at the bed, at the wall and went out. Smoke was very
pleased. He did not return home that night.

So Smoke saved his master.
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JAWTE ONPEJAEJIEHUE

I]ens: poBEpUTH HABBIKU YETKOTO BBIPAXKEHUS MBICIICH.

Tpeboeanua: cnucok CcJOB, KOTOPbIM HYXHO OyAeT JaTh OIpeAesieHuE.
Cnucok 3aBUCUT OT YPOBHS MOJITOTOBKHU CTYJICHTOB.

Hanpumep: KOMIIBIOTEP, TEJIE®OH, CTYJAEHT, ITPEIIOJABATEJIb,
BPAY, VYHUBEPCUTET, AHAHAC, MAT'A3MH, KA®E, IIUCATEJIb,
XYIOXHUK, CIIOPTCMEH, JIEKAPCTBO... . 210 cloBa MNOAXOAAT s
yUaluxcsi Ha 3JIEMEHTapHOM U 0a30BOM YPOBHSIX 00yUYEHHUSI.

CrnoBa, conepxaiire abCTpaKTHbIE MOHATUSA, HEOOXOIUMO MCIOJIb30BaTh YiKE
Ha npoasunyroM ostane: KPACOTA, OTHAbIX, IIBET, BbOJIb, BOJIE3HD,
PAJIOCTD, CTPAX, ITYTELIECTBUE... .

X00 uzput:

Oran 1

[lone3sno Hauath Wrpy ¢ pa3dbopa OJHOrO OOIIEro HpUMepa, KOTOPBIM Bce
CTYIEHTBI CMOTYT TPOAHAIIN3UPOBATb.

Kaxaomy yuanieMmycs B MHAUBUIYATbHOM MOPSAJIKE MAaETCSl CIOBO, KOTOPOMY
HYKHO JIaTh ompeneneHue. Bce CTyAeHThl YUTAIOT MO OYepear CBOU OMNPEACIICHHUS,
a Ipyrue OTraJibIBaloT, KaKoe, M0 UX MHEHHIO, CJIOBO OBLJIO 3arajaHo.

Oran 2

MoOXHO TTOMPOCUTH HECKOJIBKUX YYaIlUXCsl HamucaTh OMPEACTICHUs OJHOTO U
TOrO >K€ CJOoBa M 3aTeéM NpOYUTaTh HUX Kiaccy. BpiOupaercs camMoe TO4YHOE
OINpEJEIICHHUE.

Bpema: 30 Munyr.

GIVE A DEFINITION

Purpose: to test the skills of clear expression of thoughts.

Requirements: a list of words that will need to be defined. The list depends on
the students' level of education.

For example: COMPUTER, PHONE, STUDENT, TEACHER, DOCTOR,
UNIVERSITY, PINEAPPLE, SHOP, CAFE, WRITER, ARTIST, ATHLETE,
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MEDICINE... . These words are suitable for students at elementary and basic levels
of education.
Words containing abstract concepts should be used already at an advanced

stage: BEAUTY, REST, COLOR, PAIN, ILLNESS, JOY, FEAR, TRAVEL....

The course of the game:

Stage 1
It is useful to start the game by analyzing one common example that all

students can analyze.

Each student is individually given a word that needs to be defined. All students
read their definitions in turn, while others guess which word they think was guessed.

Stage 2

You can ask several students to write definitions of the same word and then
read them to the class. The most accurate definition is selected.

Time: 30 minutes.

KAKOE 93TO CJOBO?

I]ens: HAYYNTHCS UCTIOJIB30BATH ONPEICICHNUS.

Tpeboeanusa: KapTOUKH C ONPEICITICHUSIMHU.

X00 uzput:

CryneHTsl IensaTcs Ha ABe KOMaH Ibl. KaKplii UTPOK MMOIY4YaeT HOMEP BHYTPH
KOMaHAbl. Yyaruiicsa 1 mepBoil KOMaHIBI BBIXOJUT K JIOCKE, BBIOMpAeT CIOBO H
3aUUTHIBAET KPATKOE ONpEeICHNE 3HAUSHHS CII0Ba 00EHM KOMaHIaM.

VYyacTHUK 110001 U3 KOMaH/I MOXKET MOJHATh PYKY, €CJIM OTraJaeT 3aralaHHoe
cin0BO. IlepBblli NOAHABIIMK PYKY YYaIMMCA MOXET O3BYUYUTb CBOK JIOTAJIKYy.
Ecnu ona BepHa, komaHaa nojy4yaeT 5 OamnoB. Eciam noragka HeBepHa, yYEeHUKAM
naércs mepBas MOJCKa3Ka, Harpumep, nepsas OykBa cioBa. Komanpaa, y KoTopoi
MOJIYYUTCSl OTrajiath, 3apabarbiBaeT yxe Tosibko 4 Oamna. Eciam goragka cHoBa
HEBEpHa, JaeTcs BTOpas MOJCKa3Ka, a 3a OTBET HaUuCseTCs yxxe 3 O6ama u T.1.

Bpema: 20 — 30 munyT.

60



WHAT IS THAT WORD?

Purpose: to learn how to use definitions.

Requirements: definition cards.

The course of the game:

The students are divided into two teams. Each player gets a number within
the team. Student 1 of the first team goes to the blackboard, selects a word and reads
out a short definition of the meaning of the word to both teams.

A participant of any team can raise his hand if he guesses the hidden word.
The first student who raises his hand may voice his guess. If it is correct, the team
gets 5 points. If the guess is incorrect, the students are given the first clue,
for example, the first letter of the word. The team that succeeds in guessing earns
only 4 points. If the guess is wrong again, a second clue is given, and 3 points
are awarded for the answer, etc.

Time: 20 — 30 minutes.

YTO NPABUJIBHO?

Ilens: POBEPUTH HABBIKK YETKOTO BBIPAKECHUS MBICIICH.

Tpeoosanus: muct Oymaru, pydka i KaXJ0To y4JaIerocs.

X00 uzput:

Kaxaplii CTYJIEHT NOJDKEH 3amucaTh OmpejeseHue Jo0oro ciioBa, a 3aTeM
MpUAyMaTh JBAa JIOKHBIX ONPEAEIEHUs 3TOro CioBa. B ompenenenun cienyer
yKa3aTh 4acTh peud (CyIIECTBUTENIbHOE, MpujaraTeiabHOe, Tjaroj W T.1.). Takke
Ba)XHO, YTOOBI BCE TPU OIPEEICHUS OMUCHIBAIIA OJHY U TY € 4acTh PEUH.

CryneHThbl nenarcs Ha ABe KoMaH[bl. Kaxaplii UTpOK MO OYepear TOBOPHUT
CJIOBO M 3a4YMTHIBAET TPH OMpeeseHus (Cpey KOTOPhIX JABa BbIAyMaHHBIX). [[pyras
KOMaH/a JI0JbKHA BBIOpATh BEPHOE OIpeeieHHe W3 MpeaiokeHHbIX. Ecimu oTer
MPaBUJIbHBIN, KOMaH/a MOJIy4aeT OaJll.

Bpemsa: 30 — 40 munyT.

61



WHAT IS RIGHT?

Purpose: to test the skills of clear expression of thoughts.

Requirements: a piece of paper, a pen for each student.

The course of the game:

Each student must write down the definition of any word, and then come up
with two false definitions of that word. The definition should specify the part
of speech (noun, adjective, verb, etc.). It is also important that all three definitions
describe the same part of speech.

The students are divided into two teams. Each player takes turns saying a word
and reading out three definitions (including two fictional ones). The other team must
choose the correct definition from the suggested ones. If the answer is correct,
the team gets a point.

Time: 30 — 40 minutes.

JIIOBOIIBITHASI BAPBAPA

Ilens: TpeHUpPOBATH 3aMEHY NPSIMOU PEYU KOCBEHHOM.

Tpedoeanua: nuct Oymaru U pydyka, KApTOUKHU C CUTYaUUSIMH (CM. HUXKE).

X00 uzput:

Y4eHuKH B mapax BBIXOAST K JIOCKE U BbIOMparoT cutyanuio. OHU BBIOMPAIOT
ceOe poJIi ¥ UMIIPOBU3HUPYIOT B COOTBETCTBUM C BRIOPaHHOM cUTyalueH.

OcTanbHble UTPOKHU CIYLIAIOT, YTO MPOMCXOJUT, a KOrJa napa 3aKaH4uhBaeT
CLUEHKY, YyYallUMecs NbITAETCS BOCIPOM3BECTH TO, YTO OHM YCJBIILIAIM, CHadaja
HCIIOJIB3YS MPSIMYIO peub. 3aTeM, Kak OyJITo JUIsl pernopraxa B ra3ere, OHU JOJKHBI
3aMEHUTh peYb HA KOCBEHHYIO.

Bapuanm uepwvi: 1monoBUHa UTPOKOB MOXET 3alUCHIBAaTh AUAIOr B IPSIMOM
pedd, a Apyras 4acTb — B KOCBEHHOM (IIs1 JOCTHKeHUs 3(pdexTa KOHTpacTa U
COMOCTAaBJICHUS PE3YJIHTATOB).

IIpenonaBarent0  pEKOMEHIyETCs 3aaBaTb OIPAHMYEHUS 110 BPEMEHU
Ha UMITPOBU3ALIMOHHBIE CLIEHKH (TPEIIOIaraeTcs Nepruol B 2 MUHYTHI).

Bpemsa:. 20 — 30 MuHyT.
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Bosmooicnvie cumyayuu:

1. JIBoe HEMOJIOABIX JIIOJEH B aBTOOYCE XKAITYIOTCs, Kakasl ceiiuac MOJIOJIEXKb.

2. ]JlBa cTyneHTa pa3roBapuBaIOT O JIEBYIIKAX.

3. Pasnornmacuss Mexay KOHIYKTOPOM M TAacCaXKUPOM, Yy KOTOPOTO
HE IPOXOJUT OIUIaTa IPOEe3/a 10 KapTe.

4. Cnop Mexay AByMS aBTOMOOMIMCTaMH, KOTOPBIE XOTEJIN MPUITAPKOBATHCS
B OJTHOM U TOM K€ MECTE.

5. OnbITHBIN Bpay, KOTOPBINA OepeT ¢ coO0i Ha ONepaluio MOJIOJOTO KOJUIETY.

6. Ilponmasel, npITalOMICS IPOAATH JOPOTOM TeaePOH MOKYNATEIO.

7. HeusBecTHBIM MHUPOKON MyOJIMKE MEBEL, MbITAOIMUNACA 3aUHTEPECOBATH
[poJrocepa.

8. JekaHn, pyraromuii HecepbE3HO OTHOCSIIETO K yué0e CTyeHTa.

9. PasroBop IBYX JIFOJICH, OMH M3 KOTOPHIX HE 3HACT, KaK HANTH HY)KHOE eMY
MECTO, IOTOMY YTO HE pabOoTaeT HaBUraTOP.

10. JIBa cocena, oOCy)aar0muX mepees ] HOBOTO KUJIbIa B UX JIOM.

THE CURIOUS BARVARA

Purpose: to train the replacement of direct speech with indirect speech.

Requirements: a sheet of paper and a pen, situation cards (see below).

The course of the game:

Students in pairs go to the blackboard and choose a situation. They choose their
roles and improvise according to their chosen situation.

The other players listen to what's going on, and when the couple finishes the
scene, the students try to reproduce what they heard, first using direct speech. Then,
as if for a newspaper report, they have to replace the speech with an indirect one.

Game version: half of the players can record the dialogue in direct speech,
and the other part in indirect speech (to achieve the effect of contrast and comparison
of results).

The teacher is recommended to set time limits for improvisational skits
(a period of 2 minutes is assumed).

Time: 20 — 30 minutes.
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Possible situations:

1. Two middle-aged people on the bus complain about how young they are
now.

2. Two students are talking about girls.

3. Disagreements between the conductor and the passenger who is not paying
for the ride on the card.
A dispute between two motorists who wanted to park in the same place.
An experienced doctor who takes a young colleague with him for surgery.
A seller trying to sell an expensive phone to a customer.
A singer unknown to the general public, trying to interest the producer.

A dean who scolds a student who is not serious about his studies.

© ©o N o g B~

A conversation between two people, one of whom does not know how
to find the place he needs because the navigator does not work.

10. Two neighbors discussing moving a new tenant into their house.

COOBILIEHUE

I]ens: poBEpUTH U PAKTUKOBATH HABBIKU ayIMPOBAHUS U MUCbMEHHOW peyHn.

Tpeobosanusa: pydyka v TMCTOK OyMaruy.

X00 uzput:

Kaxnomy yvamemycs naercs JuUcT Oymaru M 3ajjaHue IpuyMaTh CUTYAIHIo,
0 KOTOPOMW HaJI0 HAMKMCATh COOOILIEHHUE.

Hanpumep:

1. Bam apyr Mapcenb, korja exai Ha BEJOCUIEAE, YAl U CIOMal PYKY.

2. Bama cectpa Capa BbllLIa 3aMy>X 3a OM3HECMEHA.

3. Bamr gss 3aBTpa OyaeT B adpoIopTy ¥ XO4ET, YTOOBI KTO-TO €r0 BCTPETHUII.

3aTeM JIMCTOYKHU C 33JJaHUSIMH COOMPAIOTCS W TepepacnpeaessitoTes. Kax bt
CTYJIEHT, BbIOpaB ce0e CHUTyallMiO, JOJDKEH COCTaBUTh COOOIIEHUE, I/ BKpATIIe
onmucana wuH(popManua. CTOUT OTpaHUYHUTH YYAIIUXCA B KOJUYECTBE CJIOB

B COOOIIIEHUH (HarmpuMep, COOOIEHNEe He TOJDKHO MpeBbImaTh 50 cioB).
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3aTemM UrpoKu JenuTcs Ha napsel. [lo odepenu OAMH YYaCTHUK Mapbl JUKTYET
cBOE cooOIIeHHe, B TO BpeMsl Kak JApPYyroil 3amuchIBaeT COOOIIEHHUE, COOoaas
IpaBWjia MPABONKMCAHUSA W MYHKTyallMU. 3aTeéM YYaCTHUKH MEHSIOTCS POJISIMH,
a IOTOM COOOUIEHUS IPOBEPSIOTCS HA TOYHOCTb.

Bpema: ypok.

MESSAGE

Purpose: To test and practice listening and writing skills.

Requirements: a pen and a piece of paper.

The course of the game:

Each student is given a piece of paper and a task to come up with a situation
about which to write a message.

For example:

1. Your friend Marcel, while riding a bike, fell and broke his arm.

2. Your sister Sarah married a businessman.

3. Your uncle will be at the airport tomorrow and wants someone to meet him.

Then the task sheets are collected and redistributed. Each student, having
chosen a situation for himself, should compose a message where the information
is briefly described. Students should limit the number of words in a message
(for example, a message should not exceed 50 words).

The players are then divided into pairs. In turn, one member of the pair dictates
his message, while the other writes down the message, observing the rules of spelling
and punctuation. Then the participants switch roles, and then the messages
are checked for accuracy.

Time: lesson.

PEKJIAMA

Ilenw: MO3HAKOMUTDH YUAIIMXCS C MPOUEAYPON U TEXHUKAMU, TPEOYEMBbIMU J1JIs

HallMCaHUA PCKIIaAMHOI'O TCKCTA.
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Tpebosanus: nuct Oymaru u pydka Jijisi KaKJI0TO y4aIerocs.

X00 uzpur:

[Tonpocure yuamuxcss OpuUIyMaTh MPEAMET, KOTOPbIA OHM Obl XOTEIH
npoaath. Kaxaplil y4eHUK COCTABISET Pa3BEPHYTOE OMHCAHUE MPEAMETa Ha JIMCTE
Oymaru. JIucTel CBOpauMBaIOT M CKJIAABIBAIOT B KOpPOOKY (KOHTEiHEp), a 3areM
nepepacrpeaenstor. Kaxaplii CTyIeHT 4YuTaeT ONUCAaHWE U COKpAIAeT €ro
710 MUHUMYMa, HE00XOIUMOTO ISl TOTO, YTOOBI COCTABUTh MOIXOIAIIEE PEKIAMHOE
0OBSBIICHUE ISl pa3MEIICHHS Ha CaiTe.

Bpema: ypox.

ADVERTISEMENT

Purpose: to introduce students to the procedure and techniques required
for writing an advertising text.

Requirements: a piece of paper and a pen for each student.

The course of the game:

Ask students to come up with an item they would like to sell. Each student
makes a detailed description of the subject on a piece of paper. The sheets are folded
and put into a box (container), and then redistributed. Each student reads the
description and reduces it to the minimum necessary in order to create a suitable
advertisement for placement on the site.

Time: lesson.

KAJOBbI

Ilenw: MO3HAKOMUTH YHAIIUXCS CO CXEMOM HamMcaHus (popMaabHOTO MUChMA.

Tpeboeanua:. nmuct Oymarn W pydka JUIsl KaXAOrO Y4aIlerocs, IIa0ioH
’KaJI00bI 1 OTBETA Ha HEE.

X00 uzpur:

CryneHTsl aenarcs Ha napbl. Kakaas mapa nmpuayMbIBaeT Ha3BaHUE (GUPMBI U

BBIMBIIIUIEHHBIN aJIpec
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Hanpumep: «llekapus», yin. CoBerckas, 10M 29; calloH KpacoTbl «3aBUTOKY,
yi. 3enénas, 1oM 3; MarazuH AETCKON onexasl «MoaHblii peOEHOK», yi. bazapHasd,
oM 75; mara3un mebenu «Muoro mebenn», yia. Hukudopona, nom 19; macrepckas
o peMoHTy TenedonoB «Temedon.ru», ya. Kupoa, mtom 89 u T1.1.

3atreM HE0OXOJMMO HAMHCAaTh CHUCOK BCeX (PUpM M MX ajapeca Ha JIOCKE U
o0bequHUTh, X B mapbl. Kaxnas ¢upma MODKHA COCTaBUTH MHCHMO C KaloOOM
apyroit pupme, ciaemyst mpocToMy MabIOHY, KOTOPBIHN MpernogaBaTelb Aajl KaKI0MYy
CTYJICHTY.

[IpenonaBarenb OOJDKEH CHIrpaTh POJb MOYTAIbOHA W JOCTABUTh MHCbMa
ajpecaTaM, Korja oHU OyyT Hanucanbl. GupMa, KOTOPOUl ObLIa apecoBaHa kanooa,
JI0JKHA HAITMCATh MUCHMO C OTBETOM Ha KaJlo0y.

Ecnu BO3HUKAIOT 3aTpylHEHMs, MHCbMa MOTYT OBITH aJIpecoBaHbl JFO0O0M
apyroi pupme.

Bpema: ypox.

COMPLAINTS

Purpose: to introduce students to the formal writing scheme.

Requirements: a sheet of paper and a pen for each student, a complaint
template and a response to it.

The course of the game:

Students are divided into pairs. Each couple comes up with a company name
and a fictitious address.

For example: Bakery, Sovetskaya str., 29; beauty salon «Curl», Zelenaya str.,
3; children's clothing store «Fashionable child», Bazarnaya str., 75; furniture
store «Many furniture», Nikiforova str., 19; telephone repair shop «telefon.ruy,
St. 89 Kirova street, etc.

Then you need to write a list of all companies and their addresses on the board
and combine them into pairs. Each firm should write a letter of complaint to the other

firm, following a simple template that the teacher gave to each student.
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The teacher must play the role of a postman and deliver the letters to the
recipients when they are written. The company to which the complaint was addressed
must write a letter responding to the complaint.

If there are difficulties, the letters can be addressed to any other company.

Time: lesson.

KTO A?

Ienw: HayunuThCS YETKO OMUCHIBATH BOOOPaKaeMblii OOBEKT.

Tpebosanua: nuct OyMaru v pydka Jijisi KaKJI0ro y4amierocs.

X00 uzput:

BriOepute 00y10 KaTeropuio mpeaMeToB, (Hanmpumep, GPYKThl UM OBOIIH).
[TonpocuTe Ka)KI0ro y4aiierocsi COCTaBUTh Ha Oymare OMucaHue OJHOTO MpeaAMETa,
KOTOPBIM OHM BBIOpaaW, C YIMOMHHAHHEM pa3Mepa, TEKCTYphl, 3alaxa, I[BeTa H
(GhOpMBI, HO TIPU ATOM HE Ha3bIBas CaM MPEIMET.

Bce cryaeHThl 1o odepenyd YMTAIOT CBOM OIMCAHMS, 3aKaHYHMBas CIOBaMU
«KTO 51?7%», B TO BpeMsl Kak OCTaJIbHbIE JTOJKHBI OTraaTh.

Bpemsa: 30 — 40 munyT.

WHO AM 1?

Purpose: to learn how to clearly describe an imaginary object.

Requirements: a piece of paper and a pen for each student.

The course of the game:

Select any category of items (for example, fruits or vegetables). Ask each
student to write on paper a description of one of the subjects they have chosen,
mentioning the size, texture, smell, color, and shape, but without naming the subject
itself.

All students take turns reading their descriptions, ending with the words
«Who am I?», while the rest have to guess.

Time: 30 — 40 minutes.
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I'TIE A IPAYYCBh?

Ileny: HAydnTh Yy4YAIIUXCSA COCTABIIITH SICHBIE OIIMCAHUS MECT B IIATH
IIPEIUIOKEHHUSX.

Tpebosanusa: nuct Oymaru u pydka Jjs KaXJI0ro y4yalierocs.

X00 uzpur:

Kaxxnplil yyammuiics TOJKEH BbIOpaTh MECTO, B KOTOPOM MOXHO CIPSITaThCS.
IIpyn 3TOM HY>XKHO BBECTHM OTPaHMYECHHE — MECTO JOJDKHO HAaXOIWUTHCS B Ipelerax
YHUBEPCUTETA, PAOHA WIIK IPYTOr0 MECTA.

Bce cTyneHTBl ONMCBIBAIOT MECTO, II€ OHU IPAYYTCS, yKas3blBas TOYHBIC
yCJIOBHA (HaIlpuMep, YTO OHU MOTYT OUIYLIaTh IOJ HOTaMH, PSIAOM C HUMH, Ha YeEM
OHM CUJAT U T.1.). OHM TaKKe AOJDKHBI TIIATEIBHO 00AYMaTh 3aIax, kKapy, X0J0 U
.. Kaxzaplil ydamuiicss JOJKEH BHUMATENBbHO CIEAUTh, YTOOBI HE YNOMSHYTb,
rae oH HaxoguTcsa. CBOXO peub HAJl0 3aKOHYUTH ciaoBaMu: «I'1e s npsaaycs?»

Bpema: ypox.

WHERE AM | HIDING?

Purpose: to teach students to make clear descriptions of places in five
sentences.

Requirements: a piece of paper and a pen for each student.

The course of the game:

Each student must choose a place to hide. At the same time, it is necessary
to introduce a restriction — the place must be located within the university, district
or other place.

All students describe the place where they are hiding, indicating the exact
conditions (for example, what they can feel under their feet, next to them, what they
are sitting on, etc.). They should also carefully consider the smell, heat, cold, etc.
Each student should be careful not to mention where he is. You should end your
speech with the words: «Where am | hiding?»

Time: lesson.
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CTPAHHBIN IPEIMET

Ilenw: HayunTh yYaIIUXCS ONMKUCHIBATH HAOIIOJaEMbIE OOBEKTHI.

Tpebosanusa: ydanmxcsi Hy’KHO 3apaHee MOMPOCUTh MPUHECTH C COOOM caMbIit
CTPAHHBIA MPEAMET, KOTOPHIM OHU CMOTJIA HAWUTH.

X00 uzpur:

Kaxnpli yyamuicss JOJDKEH COCTaBUTh JIETAIIBHOE OINKMCAHUE CBOETO
npeaMeTa, POKyCUpYsCh Ha CBSI3M MEX]y BHEIIHUM BUAOM MpeaMeTa U PyHKIUIMU,
KOTOPBIE OH BBIMNOJIHSET.

[IpenogaBaresib MOKET BKJIIOYUTh B UTPY HJICKO0 TOTO, YTO BCE B aAyJUTOPUU —
MPULIEBIBI C IPYroM IJIAHEThI, a 3TO — BEIIH, KOTOPbIE OHM HAXOASAT U KOTOpbIE
ITO3BOJISIIOT UM ITOHSTH, Kak Jroau xuiau B XX| Beke.

Bapuanm 1

VYyampecs 1O OYepead 3a4MTHIBAIOT CBOM OIKCAHUS, a OCTaJbHbIC
OTTaJIbIBAIOT, O KAKOM MPEIMETE OHO COCTABIICHO.

Bapuanum 2

CTyneHTbl MOTYT OOMEHSATHCS OMHCAHUSMHU M TakKXKe OTrajblBaTh MPEIAMETHI.
3areM OHU MOTYT OOMEHSITHCS TIPEIMETaAMH U TTONTPOOOBATH JAOTIOJHUTH OMUCAHUS.

Bpema: ypox.

A STRANGE OBJECT

Purpose: to teach students to describe the observed objects.

Requirements: students should be asked in advance to bring with them
the strangest object they could find.

The course of the game:

Each student should make a detailed description of their subject, focusing
on the relationship between the appearance of the subject and the functions it performs.

The teacher can include in the game the idea that everyone in the audience
Is aliens from another planet, and these are the things they find that allow them

to understand how people lived in the 21st century.
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Option 1

Students take turns reading out their descriptions, and the rest guess which
subject it is about.

Option 2

Students can exchange descriptions and also guess the subjects. Then they can
exchange items and try to complete the descriptions.

Time: lesson.

OIIMCAHHUE

Ilens: 1IOMOYb YUYEHMKAM HCHOJIB30BaTh JETAIM W KOHKPETHBIE IIPUMEPHI
B OIIMCATEJILHOM IIUCbME.

Tpebosanusa: nuct Oymaru U pyyka Jijisi KaKJ0ro y4Jamierocs; J0cka U Mell.

X00 uzpur:

[IpenogaBarens NDUIIET HEKOTOPOE KOIUYECTBO KATErOPUM IPUPOIHBIX
00BEKTOB Ha Jocke. Hanpumep, IBETHI, 1€pEBbs, NTHULIbI, 00JIaKa, LBETA.

CryaeHTbl JOJKHBI HAUMCaTh KaK MOXHO OOJbIlle KOHKPETHBIX MPUMEPOB 3a
OTBEJCHHBIN Mepuo BpeMeHH. [loydeHHbIe CIUCKU MPUMEPOB HY)KHO OOCYIUThH U
COCTaBUTh COBMECTHBIM CIHCOK, YTOOBI MOTOM Yy4alllUecs CMOTJHU HCIOIb30BaTh
00Jiee KOHKPETHBIE JIETaIN B ONMKMCATEILHOM TUCHME.

[Tomy4yeHHBIH CHHUCOK Cpa3y K€ MOXKHO HCIOJIb30BaTh Ha MPAKTUKE, HANIMCAB
HEOO0JIBIIION XYA0KECTBEHHBIN TEKCT, OMUCHIBAIOIINI Oeper peku, OCCHHUI JieC U T.11.
Pazymeercs, Takoe ke yHpaXXHEHHUE MOXET NPOBOAUTHCS U C HCIIOJIb30BAHUEM
TOPOJCKOTO TMei3aka win Oojee crneuupuyeckux MecT (BOK3albl, a’pOIOpTHI,
CyNEepMapKeThl U T.I1.).

Bpema: ypox.

DESCRIPTION

Purpose: To help students use details and specific examples in descriptive

writing.
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Requirements: a sheet of paper and a pen for each student; a blackboard and
chalk.

The course of the game:

The teacher writes a number of categories of natural objects on the blackboard.
For example, flowers, trees, birds, clouds, colors.

Students should write as many specific examples as possible in the allotted
time period. The resulting lists of examples need to be discussed and a joint list
should be compiled so that students can use more specific details in descriptive
writing later.

The resulting list can be immediately put into practice by writing a small
artistic text describing the riverbank, autumn forest, etc. Of course, the same exercise
can be carried out using the urban landscape or more specific places (train stations,
airports, supermarkets, etc.).

Time: lesson.

CUACTJINBBIA CJIYUYAH

Ilenw: TpeHUpOBATH HaMMCaHUE COOCTBEHHBIX TEKCTOB (TBOPYECKOE MHUCHMO),
MIPEIOKHUB TIPEIMETHI M TIEPCOHAXKEH JIJIT OCHOBBHI.

Tpeoosanus:

s nepsoco éapuanma: KapTUHKY C TIEPCOHAKAMHU, MECTaMHU

s emopoeo eapuawma. N0CKa, PyYKH W JHACT OyMaru [Jisi KaXKJIOTO
y4aierocs.

X00 uzput:

Bapuanm 1

[IpenonaBatens MOMKEH TOATOTOBUTH KAPTUHKH C  W300paKCHHUSIMHU
NEPCOHaXKEN, MECT U MPEIMETOB, PA3JI0KUB UX B TPU pa3HbIX KOoHTeHepa. Kaxabii
y4YaImuicst BEIOMpaeT n300pakeHue Iuila, MeCTa M MPEeIMeTa M COCTaBISIET CBOIO

HCTOPHUIO HAa OCHOBAHHH 3TUX KAPTHUHOK.
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Bapuanm 2

[IpenogaBaresib TUIIET CIHCOK HE CBS3aHHBIX JIPYT C APYrOM CJIOB Ha JOCKE U
JaeT y4YeHUKaM 3aJlaHhe HamucaTh UCTOPUIO, KOTopas OyAeT BKIOYaTh BCE ITH
cioBa. MOXHO MONPOCUTH CTYACHTOB COCTABUThH CIHMCOK CaAMUM, HO HE TOBOPHUTb,
JUTSL 4ETO MOHAJ00UTCS STOT CIIUCOK.

Hanpumep:

CJIOH

MAIIINHA

OBOII[HOM CAJIAT

3YBHAS HIETKA

COOBUIEHUE

Bpema: ypox.

A HAPPY ACCIDENT

Purpose: to train writing your own texts (creative writing) by suggesting
subjects and characters for the basics.

Requirements:

For the first option: pictures with characters, places

For the second option: a blackboard, pens, and a piece of paper for each
student.

The course of the game:

Option 1

The teacher must prepare pictures of characters, places, and objects by
arranging them in three different containers. Each student chooses an image of a face,
place, and object and makes up their story based on these images.

Option 2

The teacher writes a list of unrelated words on the blackboard and instructs
students to write a story that includes all of these words. You can ask students

to make a list themselves, but not tell you what the list is for.
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For example:
ELEPHANT

CAR

VEGETABLE SALAD
TOOTHBRUSH
MESSAGE

Time: lesson.

YTO Tbl CAEJAELIb?

Ilenw: TpeHUPOBATH HABBIKKM OETJION PEUH.

X00 uzput:

Kaxnaplii yyamuiics HOJDKEH MPUAyMaTh 3aTPYyAHUTEIBHYIO CHTYAlUIO0 H
pacckasarth e€.

Hanpumep: 11031HO HOYBKO BAC OCTAHOBWJI MOJIMIIEMCKUN, KOTJa Bbl €XaJIU
0e3 mpaB Ha MaIlIHE CBOETO JIpyTa.

Bce cuTyaiuu q0JKHBI 3aKaHYMBaThCS clloBaMu «UTo ThI clienaenib?»

3aTeM CTyJIeHTaM HEOO0XOJUMO TPHUIyMaTh BBIXOJ W3 CHUTyarnuil. MOXKHO
BBICITYIIIATh HECKOJIBKO BAPUAHTOB, U3 KOTOPHIX BEIOMPAIOTCSI CaMbI€ OpUTHHAJIbHBIC.

Ilpedynpescoenue. npenonaBaresib AOJDKEH NPEAYyNPEAUTb, UYTO CHUTyallud
HE nomkub! ObITh 0€3BBIXOIHBIMU.

Bpema: ypox.

WHAT WILL YOU DO?

Purpose: to train your fluency skills.

The course of the game:

Each student should come up with a difficult situation and tell it.

For example: You were stopped by a policeman late at night when you were
driving without a license in your friend's car.

All situations should end with the words «What are you going to do?»
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Then students need to come up with a way out of situations. You can listen
to several options, from which the most original ones are selected.
Warning: The teacher should warn that situations should NOT be hopeless.

Time: lesson.

PA3I'OBOP

Ilenw: TpeHNPOBATH HABBIKM TUAJIOTUYECKON pEUH.

X00 uzput:

VYyammmcss HeoOXOAMMO BbIOpaTh JBE HUKAK HE CBSI3aHHbIE JUYHOCTH,
Hanpumep, Jxexkkun Yan u bunn I'eiite, npuaymars onpenenéHHoe MeCTO, TI€ OHU
BcTpetsTea (Hampumep, Kpacnas mnomane unu Myseit JlyBp) a 3aTtem cocTaBUTH
JUAJIOT MEXy HUMHU.

Yem Oonee HEOOBIUHBIMU OYIyT JUYHOCTH U HUJIEU, TeM OoJiee 3(pPEeKTUBHBIM
OyJIeT ynpaxxHeHue.

Bpema: ypox.

CONVERSATION

Purpose: to train the skills of dialogical speech.

The course of the game:

Students need to choose two unrelated personalities, for example, Jackie Chan
and Bill Gates, and come up with a specific place where they will meet (for example,
Red Square or the Louvre Museum) and then create a dialogue between them.

The more unusual the personalities and ideas, the more effective the exercise
will be.

Time: lesson.
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TAAJIOT

Ilens: TpEHUPOBATH HABBIKU JUAIOTMYECKON PEUH.

Tpebosanun’ npenoaaBaTens A0JDKEH MPUTOTOBUTH KapTUHKH (doTorpadun),
IJie €CTh U300pa)KEeHUE JIUIA WU YeJIOBEeKa, KOTOPOE SIBHO BBHIPAXKAET OIPEACIEHHYIO
SMOIHIO.

X00 uzpur:

Bce cTynenTsl nensiTcs Ha mapel, BeIOMparoT KapTUHKU (doTorpadun)
M COCTaBJISAIOT  JUAJOr  MEXAy  JBYMS  I[EpCOHaXaMH  (pas3bIlpbIBAIOT
MMIIPOBU3UPOBAHHYIO BOOOPAKAEMYIO CUTYALIHIO).

Bapuayuu:

Urpy MoxHO caenaTth 00jiee MHTEPECHOM, €CIM PACHOJIOKUTh BCE KapTUHKHU
(boTtorpacdum) Ha gocke. 3aTeM, KOTJa CTYACHTHI TOCMOTPST BBICTYIUUICHUE KaXIOU
naphbl, OHU JIOJKHBI yTrajaTh, KaKUE MEPCOHAXHU ObLIN MPEICTABICHBI.

Bpema: ypox.

DIALOGUE

Purpose: to train the skills of dialogical speech.

Requirements: the teacher must prepare pictures (photographs) where there
is an image of a face or a person who clearly expresses a certain emotion.

The course of the game:

All students are divided into pairs, choose pictures (photos) and make up
a dialogue between two characters (they play out an improvised imaginary situation).

Variations:

The game can be made more interesting by placing all the pictures (photos)
on the board. Then, when the students watch the performance of each couple,
they have to guess which characters were introduced.

Time: lesson.
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TOYKA 3PEHUSA

Ilenw: MO3HAKOMUTD YHAIIUXCS C OPUIIUATBHO-/IETIOBBIM, MTyOIUIIUCTUYECKUM
M PasrOBOPHBIM CTWISIMA PEYM M IOTPEHHUPOBATHCA B HANMCAHUM TEKCTOB
ONPENEIIEHHOTO CTHUIIS.

Tpeoosanus: pydyka u TMCT OyMaru JJisl KaXKJ0ro y4arierocs.

X00 uzpur:

CHauana npemnojaBaTellb JOJDKEH JaTh MOHATHE O (DYHKIIMOHAJIBHBIX CTHIISX
peur U OOBSCHUTH OTJIMYUA MEXIY OPUIMATBHO-IEIOBBIM, MyOJIUIHCTHYECKUM U
Pa3rOBOPHBIM CTUIISIMH.

3areM HEOOXOJIUMO J1aTh CUTYalUIO (MM HECKOJIBKO), KOTOPhIE MOKHO OBLIO
OBl ONMHCATh B ATUX CTWISIX MUChbMA. YUaluecs J0HKHbI HAaucaTh 10 BO3MOKHOCTU
J€TalbHblE W AayTeHTU4YHble TEKCThl. OIUH TEKCT JOJDKEH OBbITh JINYHOU
MHTEpHpPETALNEN, a APYTOl — OOBEKTUBHBIM JOKIAJI0M.

lIpeonazaemvie cumyayuu:

[loxap B cynepmapkere — MNHMCBMO JOMOM M pENopTax B rasere.
ABTOMOOMIIbHAST aBapusi — MHUCbMO BHHOBHUKY U OTYET B CTPAXOBYIO KOMIIAHHUIO.
Beuepunka B kade — MOCT B COIMATIBLHOM CETU U TOJIMIIEUCKUIN OTYET.

Bpema: ypox.

POINT OF VIEW

Purpose: to introduce students to formal business, journalistic and
conversational styles of speech and practice writing texts of a certain style.

Requirements: a pen and a piece of paper for each student.

The course of the game:

First, the teacher must give an idea of the functional styles of speech and
explain the differences between formal business, journalistic and conversational
styles.

Then it is necessary to give a situation (or several) that could be described

in these writing styles. Students should write as detailed and authentic texts
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as possible. One text should be a personal interpretation, and the other should be
an objective report.

Suggested situations:

Supermarket fire — a letter home and a newspaper report.

Car accident — a letter to the culprit and a report to the insurance company.

A party in a cafe — a post on a social network and a police report.

Time: lesson.

BCTYIVIEHUSA U 3AKJIIOYEHUA

I]ens: TpeHNPOBATH HABBIKM MMCbMEHHOM pEUH.

Tpebosanusa: pydka v JIUCTOK OyMaru Jijisi KaXJA0ro y4aierocs.

X00 uzput:

Chavasnia mnpenojaBaTelb JOKEH OOBSICHUTh BaXHOCTb JUHAMUYHOIO
BCTYIUICHUSI U 3allOMUHAIONIETOCS 3aKJIOYCHUSI B MUCHBMEHHBIX TEKCTax, a 3aTeM
pasznath Jguctouku Oymaru. Kaxnaplii ydamuiics MOJDKEH HalUCcaTh BCTYIUTEIHHOE
npeyiokKeHue Kk ucropuu. [lotom npenogaBaTenb COOUpPAET JIUCTOUKH.

3aTeM TpenoJaBaTeNb JIela€T TO KE CaMOE€ C  3aKIIOUYUTEIIbHBIMHU
MpEeIOKEHUSIMU, J100aBJIsAs CBOU COOCTBEHHBIE MPUMEPbl WM MPUMEPHI HUXKE.
3aTeM KaXIbplil y4eHUK O€peT MO JIMCTOYKY C 3aKJIIOUEHUEM M BCTYIUICHHUEM W,
HCIIOJB3YS UX, MUILIET UCTOPUIO.

Bpema: ypox.

IIpumepwr 6cmynaenui:

1. Anna poawmiach B 00raToi cembe, HO y He€ ObLI OYEHB TUIOXOM XapakTep.

2. Korna Bukrop yxe coOpaiicst T0)KUThCS ClIaTh, B IBEPb KTO-TO MOCTYyYall.

3. «Ilomorute! ITomorute!», — 3aKkpuvan My>Ku4rHa U TTOA0EkKAT KO MHE.

llpumepur 3axnrouenu:

1. Ona nonsna: 700Opoe cepiie — ATO JIydIllee, YTO MOXKET ObITh B UEJIOBEKE.

2. U on yexan B Ipyroi ropoJi, 4ToObl Ha4aTh HOBYIO JKU3Hb.

3. OHHU cTaM JIyYIIUMHU JIPY3bSIMHU.
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INTRODUCTIONS AND CONCLUSIONS

Purpose: to train writing skills.

Requirements: a pen and a piece of paper for each student.

The course of the game:

First, the teacher must explain the importance of a dynamic introduction
and memorable conclusion in written texts, and then hand out pieces of paper.
Each student must write an introductory sentence to the story. Then the teacher
collects the leaflets.

The teacher then does the same with the final sentences, adding their own
examples or examples below. Then each student takes a piece of paper with
a conclusion and an introduction and, using them, writes a story.

Time: lesson.

Examples of introductions:

1. Annawas born into a wealthy family, but she had a very bad temper.

2. When Victor was about to go to bed, someone knocked on the door.

3. «Help! Help!» the man shouted and ran up to me.

Examples of conclusions:

1. She realized that a kind heart is the best thing that can be in a person.

2. And he went to another city to start a new life.

3. They became best friends.

IHHOCJIAHUE B BYTBIJIKE

Ilenw: pa3BUTh HABBIKM TMCBbMEHHOW PEYH.

Tpeobosanusa: pyuka u JUCT OyMaru Jijisi KaXJI0ro y4arierocs.

X00 uzput:

Kaxaplii yyamuiicsi JOJDKEH HamucaTh HEOOJbIIOE TaMHCTBEHHOE MOCIaHUE
C TPOChOOM O MMOMOIM, YTOOBI OTMHPABUTH €ro B OYTHUIKE. YUYEHUKH JOJKHBI

NpuaAyMaTh, rA€ OHU HAXOAATCA, KaKasd UM YI'POXKACT OIMACHOCTbh, TAKXKE OHH AOJIKHBI
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caMH pElIUTh, YTO €IIe XOTAT HAMKUCATh B 3alHCKe. 3aTeM IpernojaBaTesib COOupaeT
MOCJIaHUs, IEPEMEIINBACT U Pa3/IaeT UXx.

Teneps KaxIblil CTYIEHT [OJDKEH NpUIyMaTh IUJIaH CIACeHUsl TOTro, KTO
OTIIpaBWJI TO WM HHOE TociaHue. CTOMT NPUHATH BO BHUMAaHHE BCE JETallH,
KOTOPBIE JIaHbI B 3aMHMCKaX, YTOOBI BEICTPOUTH IUIaH.

OTO yOpaKHEHHE MOXHO pPa3BUTh B  MPHUKIIOYCHUYECKYI0 HCTOPHIO
0 cracarelibHOM omnepanuu. VCTOpUI0O MOXHO YCJIOXKHUTH, €CIU JaTh ydalluMcs
CIIUCKH BO3MOXXHBI BHIOpaTh TPU-YETHIPE MyHKTA M3 KaXJAOTO CIMCKA, YTOOBI 3aTeM
BKJIFOUUTH X B CBOM Pa3BEPHYTHIE HCTOPUH.

Onacnvie cumyayuu:

1. Bsl nubiBETE Ha KOpabie, a TOTOM Balll KOpalib CIOMAaJICS.

2. Hanuraetcs mtopm cuioit B 10 Gamos.

3. Ilpuctyn Mopckoit 601e3HHU.

4. CTOJKHYJIHCh HOYBIO JIBa KOPAOJIA.

Bnazonpuamusie cumyayuu:

1. Bam kopa0ib MNpUIUIBLT HAa OCTPOB M BAaC YAMBUTENBHO APYKEITHOOHO
BCTPEUYAIOT MECTHBIE OCTPOBUTSIHE.

2. BBl cnacaeTe 4enmoBeka ¢ TOHYIIETo Kopaos.

3. BbI moiiManm orpoMHYIO pHIOY.

4. Bpl maBaeTe ¢ akBaJIAaHTOM M JIFOOYETECh KOPATIOBBIMH prdaMH.

Bpema: Taxkoe pa3BepHYTO€ MUCbMEHHOE 3aJaHUE MOXKET 3aHATh HECKOJIBKO

YPOKOB.

A MESSAGE IN ABOTTLE

Purpose: to develop writing skills.

Requirements: a pen and a piece of paper for each student.

The course of the game:

Each student must write a small mysterious message asking for help to send
it in a bottle. Students must figure out where they are, what kind of danger they
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are in, and they must also decide for themselves what else they want to write
in the note. Then the teacher collects the messages, mixes and distributes them.

Now each student must come up with a plan to save the one who sent this
or that message. It is worth taking into account all the details that are given
in the notes in order to build a plan.

This exercise can be developed into an adventure story about a rescue
operation. The story can be complicated by giving students lists and selecting three
or four items from each list in order to include them in their detailed stories.

Dangerous situations:

1. You sail on a ship, and then your ship breaks down.

2. A 10-point storm is coming.

3. An attack of seasickness.

4. Two ships collided at night.

Favorable situations:

1. Your ship has sailed to the island and you are greeted with amazing
friendliness by the local islanders.

2. 'You rescue a man from a sinking ship.

3. You have caught a huge fish.

4. You scuba dive and admire the coral reefs.

Time: Such a detailed written assignment may take several lessons.

OITACHOE IIYTEIIECTBUE

Ilens: pa3BUTH HABBIKA YCTHOU U IMCBMEHHOM peyH.

Tpeboeanua: pyuka u 1MCT Oymaru Jisi KaxJaoro yJaiierocs.

X00 uzput:

Kaxxplii ydamuiics Ha4yMHAET ¢ TOrO, 4YTO NMPUAYMBIBAET NIEPCOHAXKA U TEMY
IIOMCKA WM IPEAMET, KOTOPBIM CTal NPUYMHOW IYTEUIECTBUSA, B O3TOM IIOMOIYT

OTBCTbI Ha CJICAYIOIMIKUC BOIIPOCHI, KOTOPBIC MOKHO HAllMCAaTh Ha JIOCKC:
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Nms nepconaxa, nmpodeccust
Kparkoe onucanne BHENTHOCTH
Yro a106ut

UYto He HpaBUTCSA

ok~ W D

[Ipenmer nownck

Onucanue nepcoHaxka JOJIKHO BBITJISICTh TaK:

AHJZIpei, TPOTPaMMHUCT

40 neT, BBICOKHM, XyJ10M, TEMHBIE BOJIOCHI

JIto0UT KypUTh U YUTATh KHUTH, JIIOOUT KapTodensb Gpu U KOKa-KoIy
He 1106uT MHOTO XOAWTH, XOJIOAHYIO TIOTOTY, CBIP, OBOIITH

OH unieT 3aTOHYBIIUN KOpabJib, HA KOTOPOM OBLIM COKPOBHIIA

o g k~ w poe

Tuxuit okean

Teneps, B31B BTOPOM JUCT OyMaru M yXe HE Jymas O MEPCOHAXKE, KaXKIbIi
CTYJEHT JOJDKEH BBIIEIUTH 4 BO3MOKHBIX POUCIIECTBUS:

1. Texnuyeckas omuOKa: AMEKTPUUYECKUN TPUOOP cromancs

2. CruxuiiHoe OeJCTBHUE: 3eMIIeTpsiceHUE (IITOPM, HABOJAHEHUE U T.1.)

3. AHTpONOreHHOe NPOUCIIECTBUE: TOXUIIICHNE

4. Jluunas npobGriema nmepcoHaxa: TpPycoCTh

Jluctoukn ¢ BapuaHTaMU TPOUCIIECTBUH  COOMpAIOTCI BMECTe U
MEePEMENINBAIOTCS, a 3aTeM KKl yuaniuiics BeIOMpaeT cebe muctouek. Kaxkmwrii
CTYJI€HT JOJOKEH MNpUIyMaTb MCTOPUIO O TMOUCKAaX, HCIOJIb3ysl COOCTBEHHOIO
NepcoHaka M MpeJMEeT, a TaKKe BKIIOYUB B paccka3 4 MpPOHCIIECTBUS B JHOOOM
MOPSIKE.

3aTeM pacckasbl 3alUCBIBAIOTCA (9TO MOXKET OBITh B KadyeCTBE JOMAIIIHETO
3a7aHUs).

Bpema: ypox.
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A DANGEROUS JOURNEY

Purpose: to develop oral and written language skills.

Requirements: a pen and a piece of paper for each student.

The course of the game:

Each student begins by coming up with a character and a search topic

or an object that caused the trip. Answers to the following questions that can be

written on the blackboard will help:

1.

Character's name, profession

Brief description of appearance

2
3. What he likes
4,
5

What's not to like

. The subject of the search

The character description should look like this:

1
2
3
4.
5
6

. Andrey, programmer

. 40 years old, tall, thin, dark hair

Likes to smoke and read books, likes French fries and Coca-Cola
Does not like to walk a lot, cold weather, cheese, vegetables

He's looking for a sunken ship that had treasure on it.

. The Pacific Ocean

Now, taking a second sheet of paper and no longer thinking about

the character, each student must identify 4 possible incidents.:

1.
2.
3.
4.

Technical error: the electrical appliance is broken
Natural disaster: earthquake (storm, flood, etc.)
Anthropogenic incident: abduction

The character's personal problem: cowardice

The incident options are collected and mixed together, and then each student

chooses a piece of paper for himself. Each student must come up with a story
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about the search using their own character and subject, as well as including
4 incidents in any order.

Then the stories are recorded (this can be as homework).

Time: lesson.

COJIHEYHBIN OCTPOB

Ileny: TpeHUpoBaTh HABBIKM YCTHOW W MNHCBMEHHOM pe4H, CO3/1aBaThb W
pa3BUBATh UCTOPUU, OCHOBBIBASICH Ha 0A30BBIX JCTANIAX CIOKETA.

Tpeobosanus: pyyka u 1UCT OyMaru Jiisl KaKJI0ro y4alerocs.

X00 uzput:

Orarn 1 (pabota B rpyniax)

Urpoku nenarcs Ha rpynmbl. 3aTeM KaxKIO0W TPYIIE HYKHO CO34aTh OCTPOB,
Ha KOTOPOM OHHM OBl XOTENH XHUTh. B Tpymme mpoBoautcs oOCyXKIECHHE, a 3aTeM
JIeNa0TCs KPaTKUE 3aMKCH, OMKMCHIBAIOIINE OCTPOB IO CICAYIOIIUM MyHKTaM:

1. Ha3BaHwue ocTpoBa
Pasmep ocTpoBa
MecTo pacrnonoxeHus: OCTpOBa
Onucanue xutesnei (€cium OHU €CTh)
Penbed
Knumar
®dnopa
®dayHna

© 0O N o g Bk~ DN

Pecypchl aJist BBKMBaHUS

['pynna Takxe MOKET HapuCOBaTh TOT OCTPOB.

Otan 2 (MHAUBUAYalIbHas paboTa)

Kaxnpiii yyamuicss co34a€T JHEBHUK, B KOTOPOM JOJKEH OINKCATh MEPBYIO
HEJIEI0 MPOKUBAHKS Ha OCTPOBE, 100aBJISS WILTIOCTPALIMH, €CJIH 3TO HEOOXO0IUMO.

Bpema: ypox.
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SUNNY ISLAND

Purpose: to train oral and written language skills, create and develop stories

based on the basic details of the plot.

Requirements: a pen and a piece of paper for each student.

The course of the game:

Stage 1 (group work)
The players are divided into groups. Then each group needs to create an island

where they would like to live. A discussion is held in the group, and then brief notes

are made describing the island on the following points:

1.

© © N o gk~ WD

The name of the island

The size of the island

The location of the island
Description of the residents (if any)
Relief

Climate

Flora

Fauna

Resources for survival

The group can also draw this island.

Stage 2 (individual work)

Each student creates a diary in which they must describe the first week of their

stay on the island, adding illustrations if necessary.

Time: lesson.

CYBBEKTUBHO - OFBEKTUBHO

l[e./'lb: IMO3HAKOMUTDb Yy4YallUXCdA CO CTHUIIMHU PCHHU W COBCPHICHCTBOBATDH

HAaBBIKM YCTHOM ¥ IMCbMEHHOM PEYH.

Dta urpa noxoxa Ha « TOUKy 3peHus».

Tpeoosanus: pyyka u TMCT OymMaru JJisl KaKJ0ro y4arierocs.
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X00 uzpur:

1. Vemmuwiii eapuanm

Crynentsl aenarcs Ha napbl. [lepBblid yuanuiicss B mape — 3T0 «A», BTOPOMl —
»t0 «b». Bpibeputre TeMy, Hampumep, MOXOJ K CTOMAaToJIOTy, aBapusi W T.I.
[Tonpocure «A» pacckazats «b» ucropuro, BKIrO4Yask Kak MOXHO OOJIbIIIE€ JTHMYHBIX
HaOmo/IeHN (CyOBbEKTUBHYIO OLIEHKY Ipou3oueaniero). 3arem nomnpocutre «by»
nepeckasams «A» ucmopuio, Ho yoice 6 hopme oguyuanbHo2o omuéma.

2. Ilucvmennolil 6apuarm

Kaxxnplii yuamuiics [OJDKEH HadaThb C HalMCaHud oT4yeta 00 aBapuu
C MOTOLMKJIAMH, HAMpUMEp, C TOUKH 3PEHUS BOJUTENS, 00aBIsAs KaK MOKHO
Oonpllle  CYOBEKTUBHBIX JeTalied. 3areM Tmapbl OOMEHUBAIOTCS HCTOPHUSIMU
U CTAHOBATCS MOJULEHCKUMHU, KOTOPHIE COCTABIISIIOT OTYET O MPOU3OLIECIUIEM YKE
B uéTKOM opme.

Bpema: ypox.

SUBJECTIVELY - OBJECTIVELY

Purpose: to introduce students to speech styles and improve their oral and
written language skills.

This game is similar to «Point of Viewy.

Requirements: a pen and a piece of paper for each student.

The course of the game:

1. Oral version

Students are divided into pairs. The first student in the pair is «A», the second
Is «B». Choose a topic, for example, going to the dentist, an accident, etc. Ask «A»
to tell «B» a story, including as many personal observations as possible (a subjective
assessment of what happened). Then ask «B» to tell «A» the story, but in the form

of an official report.
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2. Written version

Each student should start by writing a motorcycle accident report, for example,
from the driver's point of view, adding as many subjective details as possible. Then
the couples exchange stories and become police officers, who compile a report
on what happened in a clear form.

Time: lesson.

3AT'OJIOBKHA

Ilenw: cOBEPLIEHCTBOBATh HABBIKM COCTABJICHUSI TEKCTOB.

Tpebosanus: ra3eTHbE 3arojiOBKH, COOpaHHbIE TMIpernojiaBaTesieM U
YYaIIAMUCA.

X00 uzput:

[IpenonaBarenb MOXKET cOOpaTh UHTEPECHBIC TA3€THBIE 3arOJIOBKU WIIM J1aTh
y4yalluMcCsl 3aJlaHu€ TOATOTOBUTH WX K YPOKY. 3arojIOBKM CKJIAJbIBAKOTCS
B KOHTEMHEP, a 3aTEM KaXK/bli CTYJCHT BBITATUBAECT 110 OJHOMY.

[ToroM yYeHUKM JOJDKHBI HamucaTh paccka3 (UCTOPHIO), KOTOPBIi
COOTBETCTBOBAJI OBI UX 3aroJIOBKY. BbiOupaeTcs camblii OpUTrHHAIBHBIN paccKas.

Bpema: ypox.

HEADLINES

Purpose: to improve the skills of writing texts.

Requirements: newspaper headlines collected by the teacher and students.

The course of the game:

The teacher can collect interesting newspaper headlines or give students
the task to prepare them for the lesson. The headings are stacked into a container,
and then each student pulls one out.

Then the students have to write a story (story) that would match their title.
The most original story is selected.

Time: lesson.
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TYPUCTUYECKAS BPOILIIOPA

Ilens: mompoOoBaTh COCTABICHHE TEKCTa B KPAaTKOM, HO IPUTATHBAIOLIEM
BHUMAHHUE CTUJIE TYPUCTUYECKUX OPOIIIOP.

Tpebosanun: TypucTHUECKHE OpOoUIIOpPBl  (AOCTYNHBI B  OOJBIIMHCTBE
TYPUCTUYECKUX areHTCTB) WK MaTepuajbl CAiTOB TYpUCTUUYECKUX areHTCTB; Oymara,
PYUYKH U KapaHJaIn I KaXXI0TI0 y4aIerocs.

X00 uzput:

Heobxoanmo HayaTh ¢ M3ydeHHs OpOIIOp Jisl HOHUMAHUS CTHIISA TUChMA.

3aremM ywamuecs: JAENATCA Ha Mapbl M, UCIOJb3ys OpOIIIOpPHl B KadeCTBE
MOJeJIel, TPUAYMBIBAIOT COOCTBEHHBIE PEKIJIAMbI TYPOB, BKJIIOYAsl B HUX JI€TaIbHBIN
MapuipyT Ha ceMb JHEH M HoueW. bpouropa nomkHa colepkarb HH(pOpManuio
0 LIEHaX, TPAHCIIOPTE, MECTAX MOCEIIEHHUS], BEPOSITHBIX IMOTOIHBIX YCIOBHSX H T.II.

Bpemsa: 30 munyT.

TRAVEL BROCHURE

Purpose: to try to compose a text in a concise but attention-grabbing style
of travel brochures.

Requirements: travel brochures (available at most travel agencies) or materials
from travel agency websites; paper, pens and pencils for each student.

The course of the game:

You need to start by studying the brochures to understand the writing style.

Then the students are divided into pairs and, using brochures as models, come
up with their own tour advertisements, including a detailed itinerary for seven days
and nights. The brochure should contain information about prices, transportation,
places to visit, likely weather conditions, etc.

Time: 30 minutes.
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MOVMM U OTBETH HA BOITPOCHI

Ilenw: 3akpenuTh HABBIKM YTEHHSI BCIYX M IMPOBEPUTh NOHMMAaHHUE TEKCTa
Ha CIIyX.

Tpebosanua: niuda ypoka NMpenonaBaresib JAaeT Y4YalllMMCs 3aJaHAE Ha cauTe
(;1r000M) HAWTH KOPOTKHUI TEKCT Ha MHTEPECYIOIIYIO UX TEMY.

Hampumep: KOpOTKUI TEKCT O CTpaHe CTYJEHTa, O POK-KOHLEPTE, O JTIOOMMOM
¢bytoonucte (PyTOOIBHON KOMAHAE) U T.1I.

VYyamuecss MOATOTaBIMBAIOT TEKCThl JUISI YTEHUS BCIAyX M TaKxke
IIPUAYMBIBAIOT 6 BOIIPOCOB IO COAEP/KAHUIO OTPBIBKA.

X00 uzput:

KaxxIplil CTyIEHT N0 OYepelH 3aYUTBhIBAET BCIYyX CBOM TEKCT, OCTAJIBHBIE
B PYIIIIE BHUMATEIBHO CIYLIAIOT. 3aTEM CTYAEHT, IPOYUTABIINM CBOM TEKCT, 3a4a€T
IPUTOTOBJICHHBIE BOMPOCHl TpyMIE, YTOObl MPOBEPUTH CIIOCOOHOCTb JPYIHX
yydaluxcs BOCOPUHUMATh HHPOPMAIUIO Ha CITyX.

3arem Impolenypa HOBTOpPSAETCS, NOKAa BCE B TIPyNIe HE 3a4UTAOT CBOM
OTPBIBKH.

Bpema: ypox.

UNDERSTAND AND ANSWER THE QUESTIONS

Purpose: to strengthen the skills of reading aloud and test the understanding
of the text by ear.

Requirements: for the lesson, the teacher gives students a task on the website
(any one) to find a short text on a topic of interest to them.

For example: a short text about a student's country, a rock concert, a favorite
football player (soccer team), etc.

Students prepare texts for reading aloud and also come up with 6 questions

about the content of the passage.
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The course of the game:

Each student reads his text aloud in turn, while the rest of the group listens
attentively. Then the student, who has read his text, asks the prepared questions
to the group in order to test the ability of other students to perceive information
by ear.

The procedure is then repeated until everyone in the group reads out
their excerpts.

Time: lesson.

HPECC-KOH®EPEHIIUA

Ileny: COBEpIICHCTBOBATh HABBIKM YCTHOW pEUd, TUAJOTHYCCKON peud H
MCII0JIb30BaTh BOOOpaKEHUE JIJIs1 BOILJIONIECHHUS TEPCOHAKEHN KHUT.

Tpeboeanusa: Bce ywaniyecs JOJDKHBI 3HATh MPOU3BEICHUE WM TMPOYUTATH
€ro 10 33JaHUI0 MTPETOo/IaBaTEelIs.

X00 uzput:

Heobxoanmo BeIOpaTh UTPOKOB, KOTOPBIE OYAYT TOTOBBI CHITPATh MEPCOHAKEH
W3 KHUTH Ha CIICIIHAILHON Tpecc-KOH(PEPECHITHH.

OcranpHBIC ydYaliuecs, KOTOPhIE HE WrpaloT POJU TMEPCOHAXKEH, — OTO
’KYPHAJUCTBI, KOTOPBIE JOHKHBI OBITh TOTOBBIMH 33]1aBaTh BOIIPOCHI.

«Ilepconaxku» MOKHBI O3BYYHTh, KTO OHH, 3aTE€M OCTAJbHBIC CTYICHTHI
Mo OYepenu 3a7ar0T BOMPOCHI MEPCOHaXY, HO HE O TOM, YTO TPOHU3OIUIO C HUM
B kHure. Crnemyer 3amaBaTh BOIPOCH, TpeOyromue OOJBIIEr0 HCIOIb30BAHMS
BOOOpaKEHUSI.

Hanpumep, Bompocsl I'appu Ilorrepy, I'epmuone u Pony (reposM KHUTH
«[appu TlotTep»): «UTO BBl YyBCTBOBAJIM, KOTJA IMOMAIM B 3alPETHYI0 KOMHATY?»
U T.J.

Bpema: ypox.
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PRESS CONFERENCE

Purpose: to improve the skills of oral speech, dialogic speech and to use
Imagination to embody the characters of books.

Requirements: all students must know the work or read it according
to the teacher's instructions.

The course of the game:

You need to select the players who will be ready to play the characters
from the book at a special press conference.

The rest of the students, who don't play the role of characters, are journalists
who should be ready to ask questions.

The «characters» must state who they are, then the rest of the students take
turns asking questions to the character, but not about what happened to him
in the book. Questions should be asked that require more use of imagination.

For example, questions to Harry Potter, Hermione and Ron (the heroes
of the book «Harry Potter»): «How did you feel when you got into the forbidden
room?y, etc.

Time: lesson.
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3AKINIOYEHUE

B mocoOue BKJIIOYEHBI WTPOBBIE 3aJaHUs, KOTOPHIE MOYKHO HCIOJIb30BaTh
Ha BCEX 3Tanax oOy4eHHs] pyCCKOMY SI3bIKY KaK HHOCTPAHHOMY.

ABTOpBI HAJEIOTCS, YTO TMOCOOWE OYIEeT TOJIE3HBIM IS TpEnoaaBaTeNie U
MIOMO>KET UM Pa3HOOOPa3UTh YPOKU UTPOBBIMU (OpPMAMH 33aJIaHUN ¥ CTUMYJIUPOBATH

YHaluXCs K U3YYCHHIO PYCCKOT'O SA3bIKA.
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