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The article is devoted to the analysis of the gram-
mar games as the way of motivating students
and developing their communicative skills.

It is stated that the desire to develop fluency in
speech encourages teachers to look for such
methods that can make studying grammar non-
routine as well as keep learners being interested
and active during the whole class. It is underlined
that grammar remains the basis for learning a
foreign language.

It is emphasized that the ability of using new
grammar patterns in a funny or unusual way
makes students more confident in their everyday
communication and gives them the opportunity
to experience language rather than merely study
it. It is stated that Interactive grammar games can
be used as an efficient strategy both for achiev-
ing educational goals and encouraging students
to develop communicative skills.

It is shown that the material used for interactive
grammar games can be classified according to
the group formats, worked out by the researcher
N.Mclver. Itis stated that grammar games can be
organized in pairs at different stages of a foreign
language class. Pair format can be more efficient
for practicing grammar with beginners or learners
with elementary and pre-intermediate proficiency
levels.

The way of organizing the learners in triads can
give the opportunity to practice grammar struc-
tures as well as revise vocabulary connected
with the topic. It is stated that the materials for
grammar games organized for triads should
be more varied and complex and require more
preparation from the teacher. Grammar games
for triads are as a rule more highly structured and
contain more diverse elements.

Pyramid is suitable for practicing language func-
tions and structures with the learners of interme-
diate and upper-intermediate proficiency levels.
This group format involves acting and fun com-
ponents.

Mingles is seen as the most chaotic and may be
suitable for light relief between periods of hard
work at some complicated grammar structures.
It is stated that this group format can help the
teacher to get students into the right mood and
continue practicing grammar but in more relaxed
and unofficial way.

It is proved that involving students into grammar
game can help to create learning environment,
which leads students to success and joy of learning.
Key words: grammar games, group format, pair
work, triad, pyramid, mingles, communicative skills.

Cmammsi npucssideHa aHanizy epamamuyHux
ieop sk 3acoby momugauyjii cmydeHmis ma po3-
BUMKY IXHIX KOMYHIKQMUBHUX HABUYOK.

Y cmammi 3a3Ha4eHo, WO rpagHeHHs1 possuBamu
Bi/lbHE MOB/IEHHST CIIOHYKa€e BUK/Iadaqig Wykamu

communicative
teaching has

maki Memoadu, siKi MOXymb 3p06UMU BUBYEHHS
2pamamuKu He pymUuHHUM & Makox 00roMOXYMb
niompumysamu 3auyjikag/ieHicmb ma akmusHICmb
cmyoeHmi8 MpomsizoM ycb020 3aHgmmsi. [lio-
KDEC/IIOEMBCS, WO 2paMamuka 3a/Iuiaemecsi
OCHOBOHO O/151 BUBYEHHST IHO3EMHOI MOBU.

Y cmammi Ha2o/10WyemsCs, WO BMIHHSI BUKO-
pucmosysamu  HOBI  2paMamuyHi  Mooesi B
KymeoHuUli abo He3BU4HULI Croci6 pobums cmy-
0eHmig 6iflbW BIEBHEHUMU Y MOBCSIKOEHHOMY
CriyiKysaHHi i Hadae iM MoXJ/1uBICMb BUKOPUCMO-
ByBamu Mosy c8I00MO, a He rMpocmo sus4yamu ii.
3asHauyaemscsi, Wo iHmepakmusHi 2pamamuyHi
i2pu MoXHa BUKOpPUCMOBYBaMU sIK eqhekmusHy
cmpamezito sk 07151 OOCSI2HEHHS1 Has4aslbHUX
yineli, mak i 07151 320X04EHHSI CImyoeHmiB 00 po3-
BUMKY KOMYHIK&GMUBHUX HaBUHYOK.

MokasaHo, wo Mamepias, sKull BUKOPUCMO-
ByembCsi 0719 IHMePaKMUBHUX 2pamMamuyHuX
i2op, MoXHa Kacucbikysamu BiOrnosioHO 00
2pyrnosux ghopmamis, PO3POBIEHUX OOC/IOHU-
yeto H. Maknigep. 3azHa4yeHo, Wo gpamamuyHi
i2gpu MOXHa opaaHi3osysamu 8 napax Ha pisHUX
emanax 3aHsimmsi 3 iHO3eMHoOI Mosu. [lapHul
chopmam mMoxe 6ymu 6i/ibli echeKmusHUM 07151
onpayboByBaHHs 2paMamuku 3 NoYamkisysiMu
abo 3i cmydeHmamu 3 efieMeHmapHuM abo
CepeoHiM pisHeM BO/TO0IHHST MOBOI.

Crioci6 opeaHizayii cmydeHmis y mpiadu oae
MOXUBICMb  MpaKMuKysamu — 2pamamudHi
CMpPYKMypu i OOHOHACHO 10BMOPHBaMU  JIeK-
CUKY, M0B’si3aHy 3 MeMol0. 3a3HaqeHo, ujo mMame-
piasiu 0711 2paMamuyHuUX i20p, OpeaHi308aHUX
0719 mpiad, maromb 6ymu 6l pi3HOMaHIm-
HUMU ma CK1a0HUMU i Buma2amu Gisibwie rio-
20moBKu BI0 BUK/IadaYa. pamamuyHi igpu 07151
mpiad, siK npasusio, Gifblu CMpPYKMyposaHi ma
micmsme GisibLue PI3HOMaHIMHUX KOMIOHEHMIB.
Mipamioa nioxooums 07151 BiorpayroBaHHs1 Mos-
HUX QyHKUIG ma cmpykmyp 3i cmydeHmamu
cepedHbL020 ma MPOCYHYMOo20 PiBHSI BO/IOOIHHSI
mosoro. Lleli epynosuli ¢hopmam nepedbadae
IHCUEHyBaHHsI ma  HasiBHICMb  PO3BAXKA/TLHOT
CK/1a0080.

MiwaHuHa 88axaembcs Halbi/lbWw XaomuyHUM
¢hopmamom ma Moxe nioxooumu 0715 PO3BaH-
MmaxeHHs1 M nepiodamu HanpyxeHoi pobomu
Had OesiKkuMU CK/IaOHUMU — 2pamamuy4Humu
cmpykmypamu. 3asHayaemscs, Wo makuli
chopmam moxe doromozmu suKnadaqesi Hasa-
wmysamu cmyoeHmig Ha rnodasibuy pobomy,
ane y 6inbW poskymomy ma HeogiyiliHomy
chopmami.

[losedeHo, Wo 3as1y4eHHs cmyoeHmis 0o epa-
MamuyHoi' 2pu Moxe OoroMo2mu Ccmsopumu
Has4a/lbHe —cepedosuuje, sIKy  cripusimume
yerixy ma padocmi 8i0 HaB4aHHsl.

KniouoBi cnoBa: epamamuyHi iepu, epynosuli
¢hopmam, napHa poboma, mpiada, nipamioa,
MilaHuHa, KOMyHIKamusHi HaBUYKU.

aimed at practicing a new grammatical pattern
may appear to be a little outdated, obsolete and

determined the changes in the formation of other
language skills and competencies. The traditional
format of a teacher explaining grammar rules in
front of the class, drawing detailed schemes and
tables on the blackboard (either interactive or not)
and the students diligently doing endless exercises

cl:| Bunyck 63. Tom 2. 2023

absolutely unacceptable in the time of innovations
and high technologies. The desire to develop fluency
in speech has encouraged teachers to look for such
methods that can make studying grammar non-
routine as well as keep learners being interested
and active during the whole class. The interactive
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games and activities aimed at developing speaking
skills appear to be more enjoyable and absorbing for
the learners of all ages. The process of following up
the grammar rules, doing exercises according to the
given pattern, filling in the gaps or something of a kind
may really seem to be tiresome and unexciting. At the
same time, grammar remains the basis for learning
a foreign language. What should a foreign language
teacher do to make the students enjoy grammar and
keep them engaged and interested while studying
grammatical categories and practicing new grammar
rules? The researchers J. Hadfield and C. Hadfield
point out: “Using creative techniques for grammar
practice will thus motivate students, by making
what could be a routine and repetitious activity into
something novel and exciting” [1, p. 51]. Game factor
can make grammar rules more understandable and
new grammar patterns more memorable. Even a
little acting or entertaining component introduced
into everyday routine of practicing grammar rule can
increase the degree of learners’ activity and enhance
their motivation. The ability of using new grammar
patterns in a funny or unusual way makes students
more confident in their everyday communication and
gives them the opportunity to experience language
rather than merely study it.

Analysis of recent research and publica-
tions. Grammar games as a method of foreign lan-
guage teaching has been the object of research in
the studies of many both native and foreign linguists.
The work by S.Thornbury is devoted to the analy-
sis of the various approaches to teaching gram-
mar. In researcher’s point of view, “the differences
in attitude to the role of grammar underpin differ-
ences between methods, teachers and learners”
[5, p. 129]. The linguist takes into consideration the
main arguments for and against “putting grammar in
the foreground in language studying” [5, p. 129]. The
researcher focuses attention on two theoretical con-
cepts in teaching grammar, caused by the influence
of modern communicative approach. Such factors as
“economy, ease and efficacy” prove to be the most
important for successful mastering grammar. Analyz-
ing the objectives of grammar activities in his article
“Accuracy, fluency and complexity” S.Thornbury dis-
tinguishes three distinct types of learners. The first
group includes those students “whose language is
error free, but who are painful to interact with others”
[6, p. 139]. The second group consists of “fast and
fluent speakers with unintelligible language because
of the errors they make” [6, p. 139]. The researcher
gives preference to learners belonging to the third
group as they “can control their grammar, make their
speech intelligible as well as cope with pressures of
real-time communication” [6, p. 140]. Grammar activi-
ties properly organized can contribute to achieving
a happy balance, combining communicative fluency
and grammar competence.

Emphasizing creativity in teaching and training,
the researchers J. Hadfield and C. Hadfiled offer cre-
ative techniques that “can increase retention of the
grammar items and lead to deeper processing of the
language” [1, p. 51]. In researchers™ opinion, interac-
tive games and exercises can contribute to the learn-
ers’ identity-building and can give them a sense of
ownership of the new language” [1, p. 51]. In their
works the linguists prove that adherence to the rules
as well as following tightly controlled framework can
have much in common with creativity. Grammar activ-
ities, based on the use of imaginative trigger can help
students to express creative ideas.

The researcher L. Stepanek, whose interdisci-
plinary and creative approach to language teaching
is based on a combination of his formal academic
background as well as informal drama education,
emphasizes the necessity of “real-life use of gram-
mar” [4, p. 98]. In L. Stepanek’s opinion, teachers
should make up grammar activities, aimed at engag-
ing students in real-life or creative situation in which
they can always succeed. Trying to search the cer-
tain grammar feature, presented at the lesson, in
the internet, their favourite film or book, the students
can develop both creative and critical thinking. The
linguist points out the psychological value of such
tasks as “they don't expose students to situations
with wrong or incorrect solutions. All the learners can
be viewed as successful as “they spend time thinking
about and focusing on a practical grammar feature in
their real-life preferred contexts” [4, p. 101].

S.W.Woodward works out grammar games which
require the active involvement of learners. The activi-
ties, created by the linguist, “reflect and give structure
to what actually goes on in effective foreign language
class. Fun evolvement is viewed as essential ingredi-
ent of successful language learning since “interaction
and group participation engage students and informa-
tion more memorable and relevant” [8, p. 6]. Grammar
activities, worked out by S.W. Woodward, are aimed
at “creating authentic communication in a coopera-
tive learning environment” [8, p. 6]. The researcher
emphasizes the role of competitive grammar games
which can work very well in a conversation class and
give the learners the opportunity to react spontane-
ously as well as develop communicative fluency.

In M. Rinvolucri’s opinion, the foreign language
teacher should focus students™ energy on “mastering
and internalizing grammar” [3, p. 3]. The researcher
classifies grammar activities into three groups accord-
ing to the educational goals. Grammar exercises can
be used efficiently before presenting new grammar
rule or grammatical pattern, after the presentation of
new grammar material and as the revision of gram-
mar area. In any situation grammar “should not be a
Friday afternoon reward activity” [3, p. 5]. Taken seri-
ously and creatively interactive grammar games can
help the students to move through different stages in
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their command of the language as well as realize the
progress they make.

Emphasizing creativity in teaching and training
P. Watcyn-Jones designed the set of grammar games
and grouped them “according to the grammatical
structures as well as the types of activities [7, p. 6].
Guessing and discussion games, values clarification
techniques, jigsaw tasks and problem-solving exer-
cises, represented in P. Watcyn-Jones™ book, are
aimed at motivating students and get them interested
and deeply involved in practicing grammar.

J. Umstatter, selected Teacher of the Year several
times, designed grammar games, aimed at “making
students™ time in the classroom informative, enjoy-
able and entertaining” [9, p. 7]. In the researcher’s
opinion, fun involvement can help the foreign lan-
guage teachers to introduce true joy of learning and
make students forget about pressure and stress. The
classroom is viewed as “the ideal place to incorpo-
rate fun activities as well as introduce and review the
various language skills including grammar, mechan-
ics, word development, vocabulary, research, critical
thinking and creative writing” [9, p. 7]. Trying to make
learning fun, the teachers can help the learners to
absorb more information to retain it as well as enjoy
the learning process.

The aim of the article is to define the role of gram-
mar games in organizing and motivating students
and to offer a set of exercises which can be used for
developing learners’ grammar competence at differ-
ent stages of the English lesson, aimed at forming
and developing students’ communicative fluency.

Presenting the main material. All foreign language
teachers know how significant grammar is as well as
all students know how tedious and tiresome grammar
exercises may be. The communicative approach to
learning foreign language has made the instructional
formatofteachinggrammaroutdated and unacceptable.
The knowledge of the language in general as well as
the knowledge of grammar doesn’t exist outside of
the learners. The teacher’s role is to facilitate learning
through creative and challenging activities rather than
to be the main source of knowledge. The issue of
learning grammar is getting especially urgent as more
and more students realize that no communication will
occur if they lack the correct grammatical structures
or forget basic grammar rules. Interactive grammar
games can be used as an efficient strategy both for
achieving educational goals and encouraging students
to develop communicative skKills.

The material used for interactive grammar games
can be divided into several groups according to a
number of principles. As learning English is group
work, grammar games can be classified according
to the way the students are organized into groups.
The researcher N. Mclver views group work as a very
important aspect of teaching and distinguishes such
types of group format: pair work, triads, Pyramids and
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Mingles [2, p. 23]. Let’s have a closer look at grammar
games which can be efficient and suitable for each
way of organizing students into groups. There are a
great number of grammar activities which can be done
in pairs. The introducing of the new grammar rule
can be much more enjoyable if the teacher asks the
students to discuss this new material with a partner,
to prepare questions concerning certain grammar
structures, to look for the necessary information
or to share it. The results of such cooperation can
contribute a lot to students™ better understanding the
new rule or memorizing the new pattern.

As pair format is considered to be the simplest form
of group work, grammar games can be organized in
pairs at different stages of a foreign language class.
The grammar game “Detective” is aimed at helping
students how to ask questions and to use the verbs
in the Past Simple tense correctly. The game consists
of several steps.

Step 1: Divide students into pairs. Prepare the
descriptions of the situation, connected with the crime
and police investigation.

Step 2: Assign the roles of police officer and the
witness or have the learners choose. Ask the student
to write some questions using the Past Simple which
the police officer might ask the witness.

Step 3: Have the learners practice asking and
answering different types of questions and pay spe-
cial attention to the use of necessary intonation. Tell
each pair of students to dramatize their dialogue
before the class.

This game involves acting component, what
makes grammar practice more enjoyable for the
learners. The steady repetition of the similar struc-
tures is no longer monotonous if the students interact
with the others, perform the roles, and dramatize the
dialogue, in which the grammar rule they use appears
to be useful and meaningful.

For most students nothing can be more boring
and tiresome than learning the irregular verbs. The
activity “Grammar tennis” is good for memorizing and
practicing the forms of irregular verbs.

Step 1: Bring two students out to the front of the
class. They are to sit facing each other. The teacher is
by the board and has the role of the umpire.

Step 2: To start the game student A serves by
naming the base form of an irregular verb. Student
B responds to the service and gives the Simple Past
of the same verb. If the response is correct, student
B gets one point. Then it's the turn for student A to
serve and name the Past Participle of the same verb.
If student A answers correctly, he /she gets one point
too. If the answer is wrong, student B goes on serving
and chooses the irregular verb he / she knows.

Step 3: The first person to get 20 points is the win-
ner.

Step 4: Repeat the process with a new pair. Keep
the game short and snappy.
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This game is quite hilarious and absorbing. After
several rounds the students will find that they have
memorized most of the irregular verbs and their forms
as well as have had a lot of fun while studying gram-
mar. Pair format can be more efficient for practicing
grammar with beginners or learners with elementary
and pre-intermediate proficiency levels.

The game “Grammar tennis” can be also suit-
able for triads, another group format that can be
seen as the modification of pair work. In this game
the role of the umpire can be given to a student. The
way of organizing the learners in triads can give the
opportunity to practice grammar structures as well
as revise vocabulary connected with the topic. The
game “Headless sentences” is aimed at working at
Present Simple Passive and recycling vocabulary
units on topic “Sports and games”. The materials for
grammar games organized for triads should be more
varied and complex and require more efforts from the
teacher. For the game “Headless sentences” the list
of 15 headless sentences is to be prepared.

Step 1: Organize your students in three and tell
them they are going to compete in finding appropriate
head (beginning) for 15 headless sentences. Give out
the sentence bodies. Set them the appropriate time
limit. Tell them to write in the sentence beginnings
they think are correct.

Step 2: When time is up, pick one student from
each triad and give them sentence heads. Ask them
to go back to the triad that is not their own and score
that group sentences.

Step 3: Ask the scorers to tell the results to
the class. The triad that finds more correct heads
becomes the winner.

This grammar game appears to be the type of exer-
cise in which the students are internalizing the target
structure by reading it, considering it and thinking
about it. Such grammar games can facilitate produc-
tion of the Present Simple Passive later in the further
learning process. Game factor can make the target
grammar structure more memorable and understand-
able. Competitive characteristic of the game helps to
involve every student to work.

Grammar games for triads are as a rule more
highly structured, contain more diverse elements and
require more preparation. The grammar game “FBI
files” are suitable for the students with intermediate
and upper-intermediate proficiency levels.

Step 1: Divide the class into groups of three. Give
each triad the handout: the photos of criminals and
the description of the crimes, they've committed.

Step 2: Ask each triad to write an FBI file on a
wanted criminal. Let the students work for 15 min-
utes.

Step3: When time is up, take the photos and
descriptions away. Put the photos on the blackboard
in front of the class. Choose one person from the triad
to present the file created by another triad. Ask the

students to recognize the criminal whose description
is given in the file.

Step 4: The triads whose description proves to be
more accurate and recognizable wins.

Pairs of students can get together and continue their
work in groups of four and then can be easily trans-
formed into the group of eight, building something like
a pyramid. The researcher N.Mclver considers Pyra-
mid to be “an excellent way of practicing the language
of persuasion and having class discussion” [2, p. 23].
This group format is suitable for practicing language
functions and structures with the learners of intermedi-
ate and upper-intermediate proficiency levels.

The activity “Business for your town” can be suc-
cessfully realized in the pyramid. The activity is aimed
at practicing the use of modal verbs.

Step 1: Divide the class into pairs, give them their
role cards and necessary handout. Tell the students
that they are going to research and design a new busi-
ness for their town. Pair A is going to represent the
local authority. The task of pair A is to determine if the
business is necessary and if it will be successful. They
start the game exchanging opinions and discussing
the economic situation and the level of life in the town.

Step 2: Pair B is to represent community mem-
bers. They are the second to join the game. The
task of pair B is to complain, to criticize and demand
changes from the authorities.

Step 3: Pair C is to represent reporters from local
newspaper. They are to interview the community
members and the representatives of the local authori-
ties. Pair D is to represent the environmentalists wor-
ried about the pollution a new business can cause.

Step 4: After interviewing and discussing the stu-
dents make an educated decision about whether the
business will fail or succeed.

This game appears to be challenging as it involves
dramatizing and requires additional preparation.
Pyramid can become the ideal group format for the
activity “The Successful politician” that provides
opportunities both for intensive use of modal verbs,
conditionals and speaking practice. It can be suit-
able for revising topics which have been dealt with in
class. The game requires additional preparation and
the use of role cards.

Step 1: Divide the class into several pairs. Pair A
includes a candidate for an important election and his
or her public relations consultant. They start discuss-
ing the candidate’s chances of success and decide to
invite the team of professionals to help the candidate
to improve his or her image.

Step 2: Pair B includes hair stylist and fashion
consultant. They are to recommend what clothes to
wear, how to dress smartly, what colours to choose,
what hair style to prefer.

Step 3: Pair C represents the fithess coach and the
nutritionist. They recommend the candidate healthy
diet and explain the importance of a good physical
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form for a positive image and future successful career.
Pair D includes specialists in culture of speech and
oratory art. They explain the candidate how to sound
convincing and manipulate the audience. All the spe-
cialists are to use the language of persuasion, trying
to show the importance of the sphere they represent.

Step 4: The candidate asks questions to specify
the information, follows their pieces of advice and
tries to do the changes visible.

Involvement of fun and acting can help to motivate
the learners, sustain their interest and keep them
active during the whole class.

Mingles is seen as the most chaotic and unguided
group format but many teachers consider it to be
the best way of involving each student in practicing
“maximum language in minimum time”. Mingles may
be suitable for light relief between periods of hard
work at some complicated grammar structures. The
group format in that each learner stands up and
interacts with as many other learners as possible can
help the teacher to get students into the right mood
as well as continue practicing grammar but in more
relaxed and unofficial way. It's essential that this way
of organizing students can be efficient for teaching
students of different age groups and at various
proficiency levels. The game “Pass it on” is aimed at
revising the use of adjectives and their forms.

Step 1: Divide the class into two or three groups
of five. Choose one student from each group and
give them the worksheet with the story containing a
lot of adjectives in different forms. Ask the rest of the
students from each group to leave the room.

Step 2: Ask the first student from each group to
read the story and take the worksheet from him or
her. Invite the second student from each group to
come in and ask the first student to tell the story to
him or her. Continue until they get to the fifth student.

Step 3: Ask the fifth student from each group to
write the story and then compare the story each group
has memorized with the original variant. The group of
students whose story includes most adjectives used
correctly wins.

The game “Line-ups” is a good example of Mingles
format that can be used as a warming up activity as
well as the way of practicing modal verbs.

Step 1: Prepare the individual card for each
student. Use two or more colours to mark the cards
as it makes easier to give directions and see that
everyone is where he or she should be. Call the
students holding one colour card to stand in front
of the class and have them form a line. This is the
answer line. The other students come forward and
stand in front the students in the answer line and form
a question line. If there are more students in your
group, they can form two more lines standing to the
right and to the left of the question line.

Step 2: The student in the question line reads the
situation, written on their cards. The student in the

Vgl Bunyck 63. Tom 2. 2023

answer line must give advice using the appropriate
forms of modal verbs.

Step 3: After answering the question, the students in
the answer line move to the next position. The students
in the question line do not move. Continue until the
students in the answer line are back where they started
(they have give advice to all the students in the question
line). Ask the students to change the positions.

This activity sets the tone of the class and
contributes to more effective use of grammar as well
as more exciting learning.

Conclusions. The communicative approach
to teaching foreign languages has caused the
considerable changes in developing language skills.
All sorts of interactive activities have become the
alternative to the traditional teaching format. There is
no doubt that, as a rule, students acquire grammatical
understanding and accuracy with difficulty. Learning
grammar can be very hard and tiresome work.
Grammar games are aimed at making this process
more enjoyable and exciting. The games can be used
as practice exercises to help the learners to understand
and to remember grammatical rules and patterns.
They can also be designed as fun activities to lighten
the load of grammar learning. Language material used
for grammar games can be classified according to the
way students are organized into group in a foreign
language class. Involving students into grammar game
can help to create learning environment, which leads
students to success and joy of learning.

The further research in this area is to be devoted
to the analysis of creative writing activities as the way
of encouraging and motivating students.
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