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THE USE OF ELEMENTS OF KAZAKH NATIONAL GAMES IN TEACHING ENGLISH

Abstract. At present, the importance of learning English not only in Kazakhstan, but also
around the world is increasing more and more. In teaching English as a second language, teachers
face challenges since it is not the mother tongue of language learners. Therefore, teachers should
attempt to apply the most effective techniques and methods to get learners interested and motivated
to learn English. There are lots of ways of teaching English effectively and achieving success in the
development of learners’ communicative competence. As known from the world language teaching
practice, a gaming technology is regarded as one of the effective methods in the achievement of the
purpose. Interestingly, most language teachers in Kazakhstan make a great use of games such as
Role play, Hot chair and etc that are frequently applied. In the present article, we will consider the
useful sides of using elements of the Kazakh national games in the development of communicative
competence of language learners.

Keywords: language learning, communicative competence, gaming technology, meaningful
use of national games, cognitive significance, educational significance.
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AFBUIIIBIH TUIIH OKBITYA Ka3aK YITTBIK OHbIHJAAPBIHBIH 3JIEMEHTTEPIH Naiganany
AngaTna. Kazipri yakpITTa aFbUIIIBIH TUTIH YHPEHYA1H MaHBI3IbLUIBIFEI TeK Ka3zakcTanaa raHa

emec, OYKLT oneMze apThill Keyefl. AFbUINIBIH TUTIH €KIHII TUI PEeTiHJE OKBITYAa KUBIHIBIKTap
TYBIHIAMBI, OUTKEHI ON Tin yhpeHymraepaiH AHa Tini emec. COHIBIKTaH aFbUIIIBIH TiTiHIH
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MYFaJliMJIepi OKYIIBUIAPIbI KbI3BIKTHIPHII, OJIAPbI aFbUIIIBIH TUIIH YHPEHYTe BIHTAJAHABIPY YIIiH
€H THIM/JII 9JiCTep MEH TACUIAEP/Al KOJNAAHYFa THIPBICYBI KepeK. AFBUIIIBIH TUTIH THIMII OKBITYIBIH
’KOHE OKYIIbUIAPJIbIH KOMMYHHMKATHUBTIK KY3BIPETTUIIriH AaMbITy/la TaOBICKA JKETYIIH KONTereH
xonmapel Oap. Timmepai OKBITYABIH OJEMAIK ToXipuOeciHeH Oenrim  OosiFaHial, OWBIH
TEXHOJIOTUSICHl MAaKCaTKa JKETY/IH THUIMAL oficTepiHiH Oipi peTiHae KapacThlpbuiaabl. OWBIH OKBITY
omici peTiHAe, aFa YPIIAKTHIH TKIpUOECiH Kimmire Oepy peTiHae, agamaap OHBbI €XelaAceH Oepi
KosgaHbIn Keneai. OWbIH opKamaH YMOLMOHAIIbI XKOHE MHTEUICKTYaIIbIK KYIITepAiH Oenriii Oip
KEpHEYiH, COH/Iai-aK IenriM Ka0buinay KaoijneTiH KaMTuAbl. OUBIHHBIH KYH/IBUIBIFBI TAyChIIMANIbI
XKOHE OJ OWBIH-CAybIK MYMKIHAIKTepiMeH OarananOaiinbl. COHBIMEH, OHBIH KYOBUIBICHI OWBIH-
caybIK, JeMajbic 00J1a OTBIPHII, OJI OKYFa, IIBIFAPMAIIbUIBIKKA, alaMU KaThIHACTAP MEH JKYMBICTAFbI
KOpiHicTepre yKcac Mojenbre aiHanma amansl. bip Keibirbl, Kaszakcranma mierenm  Tidi
OKBITYIIBUIAPBIHBIH KOIIIUIr ©3 cabaKTapblHAa POJAIK OWBIHAAP, BICTHIK OPBIHJIBIK KOHE T.0.
CHUSIKTHI OHMBIHIAPIbI KeHIHCH Maknaanaasl. OCchl Makanaua Tl YHPEeHYIIUIepIiH KOMMYHHKATHBTIK
KY3BIPETTUIITIH JIaMbITyJla Ka3aKThlH YJITTBIK OWBIHJAPBIHBIH 3JEMEHTTEPIH MaiiiaiaHy IbIH
Al JaITbl JKaKTapbhlH KapacThIPAMBbI3.

Kiar ce3mep: Tin ylipeHy, KOMMYHHKATHBTI KY3BIPETTUTIK, OMBIH TEXHOJOTHSCHI, YITTHIK
OMBIHAAPBI MaFBIHAIIBI KOJIAHY, TAHBIMIBIK MOHI, TOPOUEITIK MOHI.
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Hcnonb3oBanue 371€eMEHTOB Ka3aXCKMX HAMOHAJIBHBIX UIP
B 00y4YeHUH AHTVIMHCKOMY SI3BIKY

AHHOTanus. B Hacrosmee BpeMs BaKHOCTb M3YYEHHMsI aHIVIMICKOTO SI3bIKA HE TOJBKO B
Ka3zaxcrane, HO W BO BceM Mupe Bo3pacTaeT Bce Oomnbiie u Oonbmie. [Ipum mpenogaBaHun
AHTJIMICKOTO s3blKa KaK BTOPOrO $3bIKa BO3HUKAIOT TPYAHOCTH, IMOCKOJIbKY OH HE SIBISETCS
POIHBIM SI3BIKOM M3y4aroluX s3blK. 1lo3TOMy yunTens aHIIIMICKOTO S3bIKa TOJDKHBI CTapaThCs
MpUMEHITh Haubosiee 3PGEeKTUBHBIE METOJAbl U MPHUEMbI, YTOOBI 3aWHTEPECOBaTh y4alIUXCA U
MOTHUBUPOBaTh HMX K HW3YYEHHUIO aHTIHiickoro s3bika. CyIIecTByeT MHOXECTBO CIOCOOOB
3¢ (}EeKTUBHOTO TPENoJaBaHUsS AHTJUHCKOTO s3bIKa W JOCTH)KEHHS ycliexa B Pa3BUTHH
KOMMYHHMKaTUBHOM KOMIIETEHTHOCTH ydamiuxcs. Kak U3BECTHO U3 MHUPOBOH IPaKTUKU
MpernojaBaHusl SI3bIKOB, WIPOBas TEXHOJIOTHS paccMaTpUBaeTcss Kak OIUH M3 3(PQPEKTUBHBIX
METOZIOB B JOCTIKeHMM Lenu. WUrpy kak meron oOydeHMs, Kak Mepefady OIbiTa CTaplIuX
MOKOJICHUH MIIaJIIMM JIFOJU HCHOJIb30BaNIM € TITyOOKo#l npeBHocTu. Mrpa Bcerna mpesamnosaraer
OIpeJICIEHHOE HAIpPsDKEHHE SMOIMOHAIBHBIX M MHTEJUIEKTYaJbHBIX CHJI, @ TaKXe CIIOCOOHOCTb
NpUHATHS pemieHuil. [[eHHOCTh Urphl HE MOXKET OBITh MCUepIliaHa M OLIEHEHA pa3BlieKaTeIbHBIMU
BO3MOKHOCTSIMH. Tak 4To ero ()eHOMEeH U COCTOUT B TOM, UTO, OYAYUH pa3BICUCHUEM, OTIIBIXOM,
OH CIIOCOOEH TMepepacTd B OOydeHHe, B TBOPUYECTBO, B MOJEIb, MOJOOHYIO YETOBECYCCKHUM
OTHOLICHUSM W TIPOSIBIEHUSIM B pabore. MHTepecHO, YTO OOJBIIMHCTBO IperoaaBaTeseit
MHOCTPaHHBIX A3BIKOB B KazaxcTaHe HIMPOKO HCIONB3YIOT TaKWEe WIPbI, Kak PoieBble uUrpsl,
l'opsuuii cryn M T.X., KOTOpBIE 4acTO IPUMEHAIOTCSI. B Hacrosimien crarbe Mbl PacCMOTPUM
IIOJIE3HBIE CTOPOHBI HCIIOJIB30BAHMSA JJIEMEHTOB KAa3aXCKUX HALMOHAIBHBIX WIP B Pa3BUTUU
KOMMYHHMKaTUBHOW KOMIIETEHIIMY U3yYarOIINX S3bIK.
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KaroueBbie cjoBa: HU3Y4YCHUC A3bIKa, KOMMYHHKAaTUBHAasA KOMIICTCHIMs, HUIPOBEIC
TCXHOJIOTHH, COACPKATCIBbHOC HUCIIOJIb30BAHNC HAIUOHAJIIBHBIX WUI'P, [TO3HABATCIIbHAsA 3HAYUMOCTD,
o6yqalomaﬂ 3HAa4YUMOCTb.

Introduction

Game is a multifaceted phenomenon and it can be regarded as a special form of existence of
all life aspects. Therefore, a huge role in developing and upbringing a child belongs to game. It is an
effective tool of forming the personality of a preschooler, his moral and volitional qualities and the
need to influence the world is realized in the game. Soviet teacher V.A. Sukhomlinsky emphasizes
game to be a huge bright window via which a life-giving stream of ideas and concepts about the
surrounding world flows into the spiritual world of the child. He states that game is a spark that
ignites a spark of inquisitiveness and curiosity [1]. First of all, game is a meaningful activity, i.e. a
set of meaningful actions united by the unity of motive. A game is an activity and an expression of a
certain attitude of a person to the surrounding reality. A person's game is the product of an activity
through which a person transforms reality and changes the world. The essence of the human game
is the ability to transform reality by displaying it [2].

Gaming technology is a thought-provoking process. It is also considered as one of the most
effective pedagogical methods, which has a great potential for the formation of endurance,
perseverance, ingenuity, accuracy, inquisitiveness, the scope of the field of worldview, knowledge,
as well as other growing qualities. The educational value of game-based language learning has
aroused attention in the English language teaching field [3] since they can be highly influential in
learning [4]. Emphasizing the significance of text-based computer games, Andrea Madotto et al.
consider that these games are of interest as they can be seen as a testbed for language
understanding, problem-solving, and language generation by artificial agents [5]. The use of games
in teaching English increases student's interest and motivation in a foreign language and helps better
understand a new topic. Through playing a game, students can communicate easily in English.
Children who are immersed in certain set conditions show more interest in the learning process and
a specific topic [6]. During playing the game, students get impressed, interested and learn English
quickly, without feeling tired. Games open the door to life, awaken creative abilities, improve logic
and connect them to the real life. Didactic games help to develop learner's linguistic abilities and
communicative competence. The educational significance of the gaming technology is that it
attracts the learner to intelligence and ingenuity.

Research methods
We have chosen such methods as questionnaires, testing, interviewing, self-diagnosis, task
completion, analysis of student activity products, interviews with teachers.

Methodological basis of the study. Many experienced authors of methodological manuals
not only evaluate the great educational value of games in teaching a foreign language, but also
emphasize their time-filling function. American scholar Richard-Amato claims that games can
lower anxiety in the language acquisition process [7], while M. Hansen find them to be highly
motivating and entertaining and estimates their opportunity to provide shy students the overcome
their shyness in expressing their thoughts in English [8]. Other scholars explain language teachers’
enthusiam of using games as «a teaching device» by the fact that games are perceived to be a break
monotony from drilling activities. B. Wierus and A. Wierus explain faster and better foreign language
acquisition with the relaxed atmosphere created by the meaningful use of gaming technology [9].

English gaming lessons play an important role in raising awareness of the child's ability to
timely recognize and enhance his or her ability to master the language. There are a number of
language games that English teachers use to form learners’ communicative competence at English
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lessons. However, they mostly make use of different language games, but not Kazakh national
games. The use of elements of national Kazakh games in teaching English in Kazakh classrooms is
of paramount importance since they are close to their nature. Moreover, it promotes fast, rapid
learning of lesson themes. On the other hand, outstanding Kazakh scholars as Abai Kunanbaev,
Shokhan Ualikhanov and Ybrai Altynsarin underlined the contribution of playing national games to
the development of future generation preserving precious treasures of our ancestors and formation
of their high morality in understanding and respecting other people’s opinions [10].

Results and discussion

There are many Kazakh national games that can be used during English lessons and out of
class. For instance, «Baige», «Kokpar», «Altyn saka», «Khan talapai», «Kyz-kuuy,
«Togyzkumalak» and others enhance skillfulness and eagerness of learners to studying. Only
through the meaningful use of national games, the cognitive and educational significance of a
lesson increases. It is not difficult to make sure that students are easily involved in such national
games as «Syikyrly taiak», «Kokpar» and «Asyk».

In the classroom, any gaming element is aimed at two different purposes. First of all, it is the
interest of a teacher to motivate the student, to develop his / her language; the second is to
encourage students to ingenuity and to develop their thinking skills. For example, to develop
students’ thinking skills such games as «Khantalapai», «Leaving a shawl», «Chasing a girl», «Bes
Asyk», «Ringing» and «Wonderful Pouchy can be applied. Now we will consider the ways of using
the national Kazakh games separately.

One of the most beloved youth games is «Oramal tastau» (Leaving a shawl). This is a type of
game in which players are divided into two groups, standing in two rows oppositely. The more the
players, the more interesting the game is. The condition of the game is that a person who conducts
the game throws the shawl on the side of the first team. The first player getting the shawl says any
word, expression or phrase and throws it to the player of the second team, standing opposite him.
The player of the opposite team translates the expression or gives its antonyms and synonyms or
other words associated with this expression or phrase. For example, the first player throws the
shawl to one of his opponents and says «Clutter». The opponent player says «rubbishy». Then the
shawl is thrown to the next player and he says «stuff». In this way, the game is continued.

Another way of playing this game is that one of the players says the first part of the word
combination and the student getting the shawl should find the second part of it. For example,
Madina says «free» which is the first part of the word combination «freecycle», and Nurai should
give the second half of the word «cycle». As a result, the word «freecycle» appears. To play the
game «Throwing a shawl» in this way, word combinations should consist made up of two syllables
at least or they should be phrasal verbs, for example, «tidy away», «tidy up», «put away», «give
away», «clean up», «get rid of» and etc. In case one player cannot quickly and accurately convey
the second part of the word combination consisting of two parts or give its synonyms and antonyms,
he should go to the blackboard and sing an English song or dance. Now, then the shawl is thrown to
one of the opponents. Thus, the players of the two teams continue to play, throwing the shawl to
one another. On the other hand, they entertain each other with their astonishing talents. This game
teaches learners to play, to master the target language, to teach them ingenuity and enhance their
communicative competence.

There is another way of using the game «Throwing a shawly. The didactic purpose is to teach
children the ability to fully comprehend the combination of words and form their communicative
competence and writing skills. Required tools: Each group is distributed a shawl. And cards on
which there are words like tidy, give and put. The task of the game is that the class should be
divided into three teams according to the row of desks. Each row is considered as one team. The
leader of each team takes the shawl on his one hand and a card on his another hand. He raises his
hand up saying a word combination or a phrasal verb by the word written on the card. After that, he
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gives the shawl to another boy in his team. The second player gives another word combination or
phrasal verb and the game is continued in this way. The rest two teams just sit and observe their
game. For example, the first team students should give all possible phrasal verbs with the verb «to
give»

give up give out
give away give off
give back give over and etc.

When the first team finishes, the second team and the third team should continue in the same
way. If the teams do not make any mistakes during the game, they get an excellent mark. The result
of the game is determined according to the number of marks.

The fourth version of the game «Throwing a shawl» is the easiest way devoted to the low
language level of learners. For playing this game, the group is divided into two teams and stand
opposite to each other. The distance between them should be 5-6 meters. The teacher gives the
shawl to the student standing first. This student should puzzle a word or shows the word by mimic
and jeastures to the student standing opposite to him. The player should find the word and take the
shawl. If he fails to give the correct answer, he shows off his talent. Then he takes his seat and
observes the game. If he finds the correct answer, he is able to continue the game. Further, he may
show the word by his mimic and name the person who should find the hidden word. The game can
be complicated according to the task prepared by the teacher.

Another Kazakh national game that we made use is called «Kokpar». The game is played
between two teams. The players set up a circle, stand on a circle and answer the questions of the
teacher. Whips are distributed to both teams. Only the person who knows the answer should raise
his hand with the whip and answer the question. The team which gives more correct answer than the
other team is the winner of the game.

One of the most widespread, old-fashioned, favorite types of Kazakh folk games among
young people is «syikyrly taiak» (Magic Stick). There is no limit to the number of players. The
players gather making a circle and assign one of them as a game conductor. The game conductor
keeps the magic stick in the middle of the circle and explains the way of playing the game. He
names the number of players from one end to the other. Then he sticks the stick in his hand to the
ground and marks the number of players and sticks. For example, if the number four, five, ten or
twenty is the number that the game conductor calls, then the player whose the number is called
should come and answer the question of his number. If he does not know the answer, he should stay
in the middle and entertain the class. He sings, dances and plays dombra, but he has to do whatever
the class asks him to do. For example, if student named Erbol can not handle the task perfectly and
he should stay and raise the mood of the group by singing an English song. After performing, he
calls another number to answer the question. In this way, he is replaced by the players. This game
suits best to consolidate the previous material.

«Kyz kuu» (Chasing a girl) is one of the oldest traditional Kazakh games that is
advantageous and entertaining. It is one of the most popular national horse games among the
peoples of our republic. This competition has remained the same as it was played before. According
to the condition of the game, the competition is held between a girl and a guy racing by riding a
horse. If the guy fails in the race, he is not allowed marrying to a girl because he cannot justify her
claim. In Kazakhs, there is one more tradition from ancient legends. According to this tradition, two
girls and boys from different clans should take part in the competition. The failure of a guy was a
serious defect on his clan. If the girl is failed, she should get married to a young man who reaches
her by riding a horse. As we evidence, this type of Kazakh national game has been forgotten. This
game is great of importance by its idealogical content. In our turn, we can make use of this game to
create a relaxed atmosphere and to do the exercises with expressions that have been introduced and
explained beforehand. To play this game, we can divide the students into two groups: a group of
girls and a group of boys. The condition of the game is a boy and a girl should come up to the
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blackboard and take two cards on which a sentence is written. In short, they compete to translate the
sentences as quickly as possible. Firstly, the girl reads her sentence trying to translate. Then the
boys attempt to do the same. The failed group should accomplish the task set by the winning group.
The game does not only entertain the students, but also enhances their cognitive understanding and
communicative competence. Through the game, learners can quickly communicate with each other,
understand each other well and learn the ingenuity from each other.

Another advantageous national game that we often use is «Khantalapai» (Khantalapai). The
condition of the game: colorfully numbered asyks from 1 to 10 are placed in the «korzhyn», which
is translated as «a basket». Students should take the asyks and answer the question. This game is
great for consolidating the newly taken text. National game «khantalapai» game can be used for a
group competition. In our case, we color 10 asyks in red, yellow, blue, green, white, black, pink,
gray, orange and purple. Further, we number them up to 10. By choosing the asyks, students should
answer questions according to the number on the asyk. Teacher should prepare questions from the
previously read text. This game is similar to the game «Five Asyks» in which players should take
asyks from the basket and accomplish the task. This game allows us to consolidate the home
assignment.

«A white bone» (Ak suiek) is one of the national games played among young people. The
didactic aim of the game is to find the hidden word and give an example and to learn the word by
heart. Necessary visual aid is a table with sentences in which one part of the sentence is missing.
The content of the game is that the whole group takes part in the game. A missing part of the
sentence is hidden under the white bone as can be seen in Table 1. Each white bone is an excellent
mark.

Table 1 — Game «A white bone»

Find the hidden word and get your real mark

I can’t remember what he looked &3

But I can remember | that he was Eﬁ arugby | shirt

I've have forgotten alot of what %

That reminds % He had a baseball cap on

I noticed smeone w the street

Looki on it, it is a bit worrying | really

ng E%B

Did you recognize him? I've only just | moved
Eﬂ there
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The student who finds the words hidden under the bones gets an excellent mark. As can be
observed, this game is best to enhance learners’ grammar skills. Grammar games in this
methodology develop the language, mindset, motivation, resourcefulness, self-esteem and interest
in the subject, while phonetic games enhance students’ literacy, helping them master the sounds. In
the game, the learners are enthusiastically motivated to learn, master a variety of skills and enhance
their language skills. Thus, they develop, deepen their knowledge, improve and develop creativity.
We use this game to develop children's literacy. We also apply this game for revising the tongue
twisters and proverbs asking learners to «Say the tongue twister without hesitating» and «Continue
the proverby». The game «A white bone» can also be successfully used in the game «Polyglot» as in
Table 2 in which the task is to translate the given English proverbs into Kazakh and Russian.

Table 2 — Game «A white bone» on the basis of «Polyglot»

Ne English Kazakh Russian

1 All that glitters is not gold Eﬁ Eﬁ
2 An apple a day keeps the doctor

away % &
3 Appearances can be deceptive E%B E%B
4 As you sow, so you shall reap % w
5 Better late than never % gﬁ

6 Don’t bite the hand that feeds you E%B E%}
7 Early bird catches the worm Eﬁ Eﬂ
8 Easy come, easy go Eﬁ Eﬁ
9 Honesty is the best policy &3 E%B
10 | Keep your mouth shut and eyes

open Eﬂ %3

The game can be continued by questioning students to give examples with the help of phrases
and word combinations from the previously taken text. In this way, the text can be consolidated by
which the communicative competences of learners are much more enhanced.

The game «Baige» has a didactic significance in forming communicative competence of
learners. Teacher should prepare little passengers for each group, number for learners in the game,
cards with additional examples and posters. The condition of the game is to aswer the question on
the way to the destination first. The class is divided into several teams and writes the examples
given in the textbook on the cards or on the game board. The players of each team come to the
blackboard one by one and answer the question on the way to their destination. They go further only
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through answering all questions. The team that answers all questions and reaches the destination
first is the winner of the game.

The last Kazakh national game we recommend to use is «Giving a ring» (CakuHa caimax).
The didactic purpose of the game is to do exercises verbally to improve their communicative
competence and to train to compete quickly. Required tools are 2 or 3 rings depending on the
number of people or a worm, candy, button can be used instead of rings, etc (the game finishes fast
if there is on ring for each row). The content of the game is that the players in the class are divided
into 2 or 3 groups. The more the row, the more the groups there are. Each group has one ring.
Several examples are written in the column on the blackboard depending on the number of groups.
Each column divides examples to groups. According to the teacher's command, the players of the
groups having a ring in their hand start to translate the first example and continue the game. The
game continues silently. The group that finishes the game first and performs correctly wins and is
evaluated with excellent marks. The game starts and ends at the same time in each group. Teacher
should take into account the correctness of the translated examples.

Whether language learning based on national Kazakh games is effective, students can best tell
themselves. Owing to the great assistance of the staff of the Philology Faculty of Khoja Akhmet
Yassawi International Kazakh-Turkish University, we carried out a study was conducted with the
second-year-full-time students (100 people). At the first stage of the study, a survey was conducted,
a survey of students to identify the criteria by which to judge the effectiveness of using Kazakh
national games. The data showing the students’ attitudes towards the application of Kazakh national
games are displayed in Table 1.

Table 1 — Students’ attitudes to the use of national games in the second language
acquisition process

No. Criteria Positive Negative
attitude in % | attitude in %
1 Knowledge acquisition possibility 100 0
2 Convenience of acquiring knowledge via the application of 72 28
Kazakh national games
3 Constant communication with the teacher 42 58
4 Opportunities for education on a material basis 6 94
5 Creation of comfortable conditions for the creativity of 13 87
learners
6 Absence of teacher’s dictatorship 17 83
7 Simplification of the material explanation in the learning 65 35
process
8 Personal development stimulation 14 86
9 Learners’ communicative competence motivation 57 43
10 | The standard for the oral speech development 92 8
11 | The involvement of the whole learners in the learning process 16 84
12 | The motivation of learners to the language acquisition 25 75
13 | Achievement of their goals by students 83 17
14 | Students' independence in obtaining the study material 92 8
15 | Low level students’ attraction 100 0
16 | Ease of obtaing new knowledge 86 14

The attitude of students to the use of national games in the process of mastering a second
language is shown in Figure 1.
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Figure 1 — Students’ attitudes towards the use of national games in the second language
acquisition process
Thus, students expressed a positive attitude towards language learning with the help of
national games. And when choosing the form of training (anonymous questionnaire) by national
games or common language games, 69% of respondents preferred the first type of training, taking
as a basis the possibility of enhancing communicative competence. For an illustrative example, the
diagram (Figure 2):

M National games

B language games

Figure 2 — National games priority over other language games

As it is known, all groups of the English Philology department consist of students from
foreign countries as Turkmenistan, Uzbekstan, Kurguzstan and China. Though these students have
been studying in Kazakhstan at least for three years and know English at a certain level, they have
no idea about the culture and tradition of the Kazakh nation. Moreover, these students have no
personal interest to master English for their own purposes and low-probability of their successful
activity is present and makes 10,8%. Taking it into account, we came to a conclusion about the need
of strengthened use and attentive selection of national games in the course of teaching English for
forming their motivation prior to the development of the learners’ communicative competences on
the one hand and spiritual value knowledge on the other hand.

Therefore, we selected the methods as questioning, testing, interviewing, self-diagnostics,
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performance of tasks, analysis of products of pupils’ activity, interview of the teachers. In order to
define an initial condition of components of developing learners’ communicative competences, their
motivation and cultural value knowledge in the process of teaching English we relied on the
situation where interest to mastering English predetermines further continuous system education
and self-education of the identity, development of necessary significant qualities. Hence, we carried
out questionnaire and interview which are designed to reveal the levels of learners’ communicative
competences and cultural spirituality knowledge.

The obtained study data and thorough analysis showed that the main motive of studying
English practically all students questioned want to have possibility to improve their communicative
competences, to be motivated and to improve their spiritual spirituality value knowledge.

After analyzing the condition of forming these components, we came to a conclusion that
these components are formed at low and average level. The study result of forming components of
developing communicative competence, forming their motivation towards the language acquisition
and spiritual value knowledge in the process of teaching English is presented in the following table.

Table 2 — Initial levels of students’ communicative competence, motivations and
spiritual value knowledge in the conditions of other language activities

Levels of students Numbers of students (%)
Communicative Motivations Spiritual value
competence knowledge
Low 71,1 70,3 71,3
Average 29,9 29,7 28,7
Required - - -
High - - -

To show a total level of communicative competence, formation of motivation and spiritual
value knowledge in teaching English we gave four criteria characterizing a condition of
communicative competence and cultural spirituality knowledge which corresponded to formation
level, i.e. to their qualitative description: low, average, required and high.

The experiment results carried out among Turkmen, Uzbekian, Mongolian and Chinese
students shown in the following table and the graphic representation is given below in the table.

Table 3 — Levels of forming learners’ communicative competence, motivations and
spiritual value knowledge in the conditions of national games

In percentage

Level of Numbers of students (%)
communicative Communicative Motivations Spiritual value
competence competence knowledge
Low 68,76 58,75 75,1
Average 31,24 41,25 24,9
Required 0 0 0
High 0 0 0

These tables representation indicated the low level of communicative competence of foreign
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students is 68, 76%, while their average level is 31,24%, the low level of motivations of foreign
students is 58,75% and on the other hand students’ average level is 41,25%. The lowest level 75,1%
belonged to the spiritual value knowledge of the foreign students, while their average level is
24,9%. Students’ low and average levels do not promote to fast adaptation, and, therefore,
successful functioning in learning activity.

Thus, the experiment results indicated that mainly low level of developing communicative
competences in the process of teaching English as a key motivation in their activity that makes
essential the organization and carrying out of experimental work on the development of cultural
spirituality knowledge in the course of teaching English for checking of efficiency offered in the
research of system and a technique, and approbation of the pedagogical conditions revealed in
complete pedagogical process.

Upon completion of the first stage of developing communicative competences in the process
of teaching English the discussions, survey, expert evaluation on revelation of level of developing
language and cultural assimilation knowledge of experimental and control groups together are given
below in table 1.

Table 4 — Results of the first stage of experimental work on developing communicative
competence, motivations and spiritual value knowledge in the conditions of national games

In percentage

Level of Numbers of students (%)
communicative Communicative Motivations Spiritual value
competence competence knowledge
Low 61,46 52,24 64,1
Average 38,54 47,76 35,9
Required 0 0 0
High 0 0 0

B Communicative competence

m Motivations

Spiritual value knowledge

0 0 0 0 0 0
A A
Low Average Required High

Figure 3 — Results of the first stage of experimental work on developing communicative
competence, motivations and spiritual value knowledge in the conditions of national games
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The numbers in the table indicate that the number of students with the average level of
communicative competence, motivations and spiritual value knowledge considerably increased up
to 52,24% and the number of students with low level decreased up to (47,76%). However, there are
still no students with required and high levels of communicative competence, motivations and
spiritual value knowledge that, in our opinion, is explained by the fact that students learned English
activity not profoundly. Meanwhile, the analysis of questionnaires, results of conversations and
expert evaluations showed students’ interest based not only on desire to master a foreign language
and culture, but also on acquisition of English in their practical activity in all its complexity and
multi-aspects at necessary and high level. Students can imagine well enough the main features and
importance of learning English for the development of their communicative competence in the
target language.

Since the purpose of the second substage was the formation of communicative skills on the
basis of comprehensive opportunities of 5 national games in the course of learning English,
integration of the spiritual value knowledge was used. The use of national games in teaching
English, integration of spiritual value knowledge give pupils the chance to form theoretical and
practical bases, significant and specific aspects of communicative activity. Moreover, we drew
special importance to teaching English during which we focused to the development of spiritual
value knowledge on the base of national games in the process of teaching English, recognitions,
correct understanding and adequate reaction to language, cultural distinctions in communication of
multilingual partners.

After completing the second substage, we conducted an identification analysis of developing
communicative competence, motivations and spiritual value knowledge in the process of teaching
English (Table 9 and Figure 7).

Table 5 — The results of the second substage of experimental work on developing
communicative competence, motivations and spiritual value knowledge in the process of
teaching English

Numbers of students (%)
Level of C —— Motivati Soiritual val
communicative ommunicative otivations pllrltuall ;/a ue
competence competence nowledge
Low 52,7 34,2 59,3
Average 47,3 50,3 40,7
Required 0 15,5 0
High 0 0 0

The above-stated experiment results witness about efficiency of national games, in developing
linguistic communicative competence in the process of teaching English that was reflected in
dynamics of levels of formation of this integrative quality in experimental group. However, we can
see few foreign students at required level with the small percent of 15,5%. In our poit of view, this
is due to the fact that the students’ language level that they obtained during the teaching process
doesn't allow them to develop their practical and communicative skills.
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59,3

B Communicative competence

o B Motivations
Qs Spiritual value knowledge
"',_f' Spiritual value knowledge
7 Communicative competence

Figure 4 — Results of the second substage of experimental work on developing communicative
competence, motivations and spiritual value knowledge in the process of teaching English

With a view to develop the students’ communicative competences at the required level,
during the third and final stage, we made use of another 5 different national games. The importance
of this step in developing of communicative skills, forming their motivations towards the language
acquisition and their spiritual value knowledge is noted that here students not only form their
communicative skills, but also gain deeper knowledge on studying language through playing
national Kazakh games.

After a skillful usage of national games to enhance their communicative competences in the
English language, the students highly emphasized the relevance of playing national Kazakh games
as they allowed them to develop their speaking skills, motivated them to learn the foreign language
in the easiest way and improved their spiritual value knowledge.

At the third and final substage of the experiment we taught the students English for their
practical activity on the basis of using national Kazakh games, tutorials, electronic textbooks that
were worked out etc. When all performances came to the end, we discussed the results of the
experiment and even students made reports on various actual problems of teaching the language
where they encountered with difficulties of improving their speaking skills, namely their oral
performance. The received results witnessed the efficiency of the offered system and technique of
developing communicative competence in the process of teaching English (Table 10 and Figure 8).

Table 6 — The results of the third substage of the research work on developing
communicative competence, motivations and spiritual value knowledge in the process of
teaching English

Level of Numbers of students (%)
communicative Communicative Motivations Spiritual value
competence competence knowledge
Low 24,1 12,2 30,2
Average 50,6 52,3 49,1
Required 25,3 35,5 20,7
High 0 0 0
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Figure 5 — The results of the third stage of research work on developing communicative
competence, motivations and spiritual value knowledge in the process of teaching English

The analysis of the final stage indicates rather noticeable growth on an average (52,3%) and
required levels (35,5%) and reduction of number of pupils with low level (12,2%) that implies
about the efficiency ofusing national Kazakh games. The heated discussions that took place after
the completion of the whole experiment stages pointed out the significance of using national games
not only to develop the communicative skills of learners, but also to form learners’ motivations
towards the second language acquisition and spiritual value knowledge that means the acquaintance
with the culture and tradition and language of the Kazakh language in the process of learning the
English language.

The system of using national games in developing communicative competences represents
approaches to create interest in studying English, positive attitude towards partners of
communication, to develop and systematize the knowledge of English gained in their activity, to
fulfill communicative abilities on levels, i.e. in general, to universalize communicative qualities,
knowledge, abilities, skills of communication in English. The study results allow us to emphasize
the effectiveness of using national games not only developing learners’ communicative competence,
but also in forming their motivations to the second language acquisition and and forming their
spiritual value knowledge. In addition, their application contributed to the students’growth level of
communicative competences since the national games that were used by us motived our learners
towards the acquisition of the English language.

Conclusion

As can be observed, games create a fun-filled and relaxing learning atmosphere where
students have the opportunity to use language in a non-stressful way. While playing games, the
learners focus their attention not to the language, but on the message. They don’t pay attention to
the correctness of linguistic forms, but they do their best to win. Certainly, a game-oriented lesson
eases learners’ fear of being negatively judged in public, reduces their anxiety and generates their
speech fluency. Thus, communicative competence is achieved. In conclusion, we believe that using
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such didactic Kazakh national games in teaching English will not only have a great impact on
enhancing communicative competence of learners, but also on upbringing the younger generation
on the other.
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