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Abstract 

This article explores the utilization and impact of didactical games, a form of 

educational tool, on speaking lessons in language learning. The introduction of these games 

into the learning environment promotes interaction, motivation, and engagement among 

students, fostering a more dynamic and effective learning process. The benefits of didactical 

games include increased confidence, improved retention, practical application of language, 

enhanced peer interaction, and adaptability to different learning levels. However, careful 

selection and design of these games are necessary to align with learning objectives and cater 

to students' diverse needs and interests. 
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Аннотация: 

В этой статье исследуется использование и влияние дидактических игр, 

формы образовательного инструмента, на уроки разговорной речи при изучении 

языка. Внедрение этих игр в учебную среду способствует взаимодействию, 

мотивации и вовлеченности учащихся, способствуя более динамичному и 

эффективному процессу обучения. Преимущества дидактических игр включают 

повышение уверенности, улучшение запоминания, практическое применение языка, 

улучшение взаимодействия со сверстниками и адаптируемость к различным 

уровням обучения. Однако необходим тщательный отбор и разработка этих игр, 

чтобы они соответствовали целям обучения и отвечали разнообразным 

потребностям и интересам учащихся. 
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In the realm of language learning, didactical games have emerged as a widely 

recognized teaching tool. They create an interactive and engaging environment that 

encourages learners to practice their speaking skills in a less formal and more 

enjoyable way. This article explores the impact of these games on speaking lessons 

and the learning process overall. 

Didactical games, also known as educational or instructional games, are 

purposefully designed to impart specific skills or knowledge to the player. They are 

often used in educational settings to facilitate learning in a more interactive and fun 

way. In language learning, these games can take many forms, from role-playing 

games that practice conversation skills to vocabulary bingo that enhances word 

recognition and usage. 

 

Impact of Didactical Games on Speaking Lessons 

1. Enhanced Motivation and Engagement: Traditional language learning 

methods can sometimes be monotonous and intimidating, which can lead to a lack 

of student motivation and engagement. Didactical games, however, bring a sense of 

play and competition to the classroom, sparking students' interest and inspiring 

them to actively participate in speaking exercises. 

2. Increased Confidence: Didactical games create a supportive and relaxed 

environment where students feel comfortable making mistakes. This encourages 

learners to speak more freely and frequently, thereby building their confidence in 

using the language. 

3. Improved Retention: Learning through play has been shown to increase 

memory retention. When students engage in games, they can remember phrases, 

vocabulary, and language structures more effectively because they associate them 

with enjoyable experiences. 

4. Practical Application of Language: Games often require players to use 

language in context, which enhances their understanding and application of 

linguistic concepts. This practical use of language helps students to internalize 

structures and vocabulary, leading to improved fluency. 

5. Enhanced Peer Interaction: Didactical games often involve teamwork or 

competition among peers, promoting interaction and communication. This not only 

helps develop speaking skills but also fosters social skills like cooperation, 

negotiation, and empathy. 

 

6. Adaptability: Didactical games can be adapted to different levels, making 

them suitable for beginners, intermediate, and advanced students. They can also be 
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modified to focus on specific language elements such as grammar, vocabulary, 

pronunciation, or conversational skills. 

1. "Two Truths and a Lie": 

Procedure: 

- Each student thinks of three statements about themselves, two of which are 

true and one of which is false. 

- One by one, each student shares their three statements with the class, and the 

rest of the class tries to guess which statement is the lie. 

- After the guesses, the student reveals the lie and provides additional 

information about the true statements. 

Incorporating the "Two Truths and a Lie" game into your language lessons can 

be a creative and engaging way to improve language skills, critical thinking, and 

speaking abilities. This game encourages students to listen actively, analyze 

information, and express themselves effectively while using the target language. 

Here's how you can use the "Two Truths and a Lie" game in your language 

lessons: 

1. Preparation: Before the lesson, prepare a list of statements related to the 

topic you're teaching. Ensure that two of the statements are true and one is false. 

The statements can be based on vocabulary, grammar, culture, or any other aspect 

relevant to the lesson. 

2. Explanation: Introduce the game to your students by explaining the rules. 

Inform them that you will share three statements, and their task is to identify which 

statement is the lie. Emphasize that they need to use their language skills and 

understanding of the topic to make an informed decision. 

3. Model Example: Start by providing an example to demonstrate how the 

game works. For instance, if you're teaching about animals, you could say: "I have a 

pet cat. I can speak dolphin language. I once visited a zoo in Africa." The students 

would then identify the false statement, which is "I can speak dolphin language." 

4. Student Participation: Divide the class into small groups or pairs and give 

each group a chance to participate. Encourage students to take turns sharing their 

own set of three statements, allowing their peers to determine the false statement. 

This allows for increased student engagement and active participation. 

5. Discussion and Explanation: After each group has presented their 

statements, facilitate a discussion where students explain their reasoning for 

choosing a particular statement as the lie. This provides an opportunity for them to 

practice expressing opinions, using appropriate vocabulary, and supporting their 

arguments. 
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6. Language Reinforcement: Take advantage of the game to reinforce specific 

language points. For example, focus on vocabulary related to hobbies and interests 

by having students share statements about their personal lives. Alternatively, you 

can target grammar structures by asking students to create sentences that include a 

particular grammatical concept. 

7. Variation and Extension: To keep the game fresh and challenging, consider 

introducing variations. For instance, you can increase the number of statements to 

four or five, making it more difficult for students to identify the false statement. 

Additionally, you can encourage students to create more elaborate and creative 

statements to make the game more engaging. 

By incorporating the "Two Truths and a Lie" game into your language lessons, 

you can foster critical thinking, encourage effective communication, and provide an 

enjoyable learning experience for your students. 

 

2. "Picture Dictation": 

Procedure: 

- Divide the students into pairs—Student A and Student B. 

- Give a picture to Student A and a blank piece of paper to Student B. 

- Student A describes the picture to Student B, who listens and tries to draw 

what is being described. 

- Afterward, students compare the original picture with the drawn picture and 

discuss any differences. 

Using the didactical game "Picture Dictation" in your language lessons can be 

a highly interactive and engaging way to develop listening, comprehension, and 

communication skills in your students. This game encourages students to listen 

attentively, follow instructions carefully, and describe visual information accurately 

using the target language. 

Here's how you can incorporate "Picture Dictation" into your language 

lessons: 

1. Preparation: Select a simple and visually engaging picture that relates to the 

topic or vocabulary you want to focus on. Ensure that the picture contains various 

elements or objects that can be described in detail. 

2. Introduction: Introduce the game to your students by explaining the rules 

and objectives. Inform them that you will describe the picture, and their task is to 

listen carefully and draw what they hear. Emphasize that they need to use their 

listening skills and understanding of the target language to accurately interpret and 

depict the information. 
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3. Clear Instructions: Begin describing the picture step by step, providing clear 

and concise instructions. Use descriptive language, adjectives, prepositions, and 

other relevant vocabulary to guide students in creating an accurate representation 

of the picture. Encourage students to ask for clarification if needed. 

4. Student Participation: Distribute drawing materials such as paper, pencils, 

and erasers to the students. As you describe the picture, give them time to listen 

and draw accordingly. It's important to maintain a pace that allows students to 

keep up with the instructions and complete their drawings. 

5. Comparison and Discussion: Once all students have finished their drawings, 

have them compare their pictures with one another. This encourages 

communication, collaboration, and the use of descriptive language. Students can 

discuss similarities and differences, ask questions about specific details, and 

practice giving and receiving feedback. 

6. Reflection and Language Practice: Engage students in a reflection phase 

where they describe their own drawings or the drawings of their peers. Encourage 

them to use the target language to explain their choices, describe specific elements, 

and discuss any challenges they encountered during the dictation process. This 

provides an opportunity to reinforce vocabulary, grammar structures, and 

speaking skills. 

7. Variation and Extension: To add variety and challenge, you can modify the 

game in several ways. For example, you can divide the class into pairs, where one 

student describes the picture while the other listens and draws. You can also 

increase the complexity of the instructions or use different types of pictures, such as 

scenes or landscapes, to expand vocabulary and descriptive abilities. 

By incorporating the "Picture Dictation" game into your language lessons, you 

can enhance listening skills, improve comprehension, promote accurate 

communication, and create an enjoyable and interactive learning experience for 

your students. 

3. "Role Play": 

Procedure: 

- Provide students with a scenario or role-play prompt (e.g., ordering food at a 

restaurant, making a hotel reservation). 

- Assign roles to each student, such as the customer and the waiter, and 

encourage them to use appropriate language and expressions for their assigned 

roles. 

- Allow students time to prepare their dialogues or interactions. 
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- Students perform their role plays in front of the class, and the class can 

provide feedback on fluency, accuracy, and content. 

Using role play in language lessons can be a highly effective method to 

enhance language skills, cultural understanding, and overall communication 

abilities. Role play provides students with an opportunity to immerse themselves in 

real-life scenarios, practice authentic conversations, and develop confidence in 

using the target language. 

Here's how you can incorporate role play into your language lessons: 

1. Choose Relevant Scenarios: Select role play scenarios that are relevant to the 

language topic or theme you are teaching. For example, if you are focusing on 

travel vocabulary, you could create a scenario in which students act out a 

conversation at an airport or a hotel. Ensure that the scenarios are engaging and 

provide opportunities for students to apply the vocabulary, grammar, and cultural 

knowledge they have acquired. 

2. Assign Roles: Divide students into pairs or small groups and assign specific 

roles to each participant. Encourage students to take on different roles, such as 

customers, shopkeepers, tourists, or professionals, to practice a variety of language 

situations and perspectives. 

3. Provide Guidelines and Language Support: Give students clear guidelines 

and instructions for the role play activity. Provide them with useful phrases, 

vocabulary lists, and grammar structures that they can incorporate into their 

conversations. This will help students feel more confident and prepared to engage 

in the role play. 

4. Practice and Rehearsal: Allow students time to practice and rehearse their 

role play scenarios within their groups. Encourage them to focus on pronunciation, 

intonation, and body language to make their conversations more realistic. Provide 

feedback and guidance as needed, helping students refine their language skills and 

address any challenges they may encounter. 

5. Performance and Reflection: Give each group an opportunity to perform 

their role play in front of the class. As the audience, students can actively listen and 

observe their peers' performances. After each performance, engage the class in a 

discussion or reflection session, where they can provide constructive feedback, 

discuss language use, and highlight successful communication strategies. 

6. Language Analysis and Extension: Following the role play activity, lead a 

language analysis session where you can review specific vocabulary, grammar 

structures, or cultural nuances that emerged during the role play. Encourage 
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students to reflect on their language choices, identify areas for improvement, and 

discuss strategies for enhancing their communication skills further. 

7. Variation and Extension: To keep role play activities fresh and engaging, 

consider introducing variations. For instance, you can incorporate improvisation 

where students have to think on their feet and respond spontaneously to 

unexpected situations. You can also encourage students to create their own role 

play scenarios based on their interests or real-life experiences, fostering creativity 

and personal engagement. 

By incorporating role play into your language lessons, you provide students 

with an interactive and immersive learning experience. This approach allows them 

to practice language skills in authentic contexts, develop cultural understanding, 

and build confidence in their ability to communicate effectively in the target 

language. 

4. "Find Someone Who": 

Procedure: 

- Provide each student with a grid containing several statements or questions 

(e.g., Find someone who has traveled to three countries). 

- Students walk around the classroom and ask their classmates the questions 

on their grids. 

- When they find someone who matches a statement, they write that person's 

name in the corresponding square. 

- The first student to complete their grid or have the most names filled in 

within a specified time is the winner. 

Incorporating the "Find Someone Who" game into your language lessons can 

be an interactive and engaging way to promote communication, encourage 

collaboration, and reinforce language skills. This game encourages students to 

interact with their peers, actively listen, and use the target language to gather 

information. 

Here's how you can use the "Find Someone Who" game in your language 

lessons: 

1. Preparation: Create a list of statements or questions related to the topic or 

grammar point you are teaching. Each statement should require a specific response 

from different students in the class. For example, if you're teaching about hobbies, 

you could create statements such as "Find someone who plays a musical 

instrument" or "Find someone who enjoys hiking." 

2. Explanation: Introduce the game to your students by explaining the rules. 

Inform them that they need to find someone in the class who matches each 



International Journal of Education, Social Science & Humanities. 
Finland Academic Research Science Publishers     
ISSN: 2945-4492 (online) | (SJIF) = 7.502 Impact factor 

Volume-11| Issue-10| 2023 Published: |22-10-2023|    
  

1136 Publishing centre of Finland 

statement on their list. Emphasize that they should use the target language to ask 

their classmates the relevant questions and engage in meaningful conversations. 

3. Distribution of Lists: Provide each student with a copy of the "Find Someone 

Who" list. Encourage them to read through the statements and familiarize 

themselves with the questions they need to ask their peers. 

4. Interaction and Communication: Instruct students to move around the 

classroom and interact with their classmates to find someone who matches each 

statement on their list. Remind them to use the target language to ask questions 

and engage in conversations. Encourage active listening and note-taking as they 

gather information from their peers. 

5. Reporting and Sharing: Once students have completed their lists, gather the 

class together and give them an opportunity to share their findings. Encourage 

students to report back on the individuals they found who matched each statement. 

This can be done in pairs, small groups, or as a whole class activity, depending on 

the class size and dynamics. 

6. Language Consolidation: After the game, facilitate a discussion to 

consolidate the language skills and content covered during the activity. Provide 

opportunities for students to reflect on the new vocabulary, grammar structures, or 

cultural aspects they encountered while playing the game. Encourage them to share 

their experiences and engage in further conversation using the target language. 

7. Variation and Extension: To add variety and challenge, you can introduce 

variations to the game. For instance, you can time the activity and turn it into a race 

to see which student or group can complete their list first. Additionally, you can 

encourage students to create their own "Find Someone Who" lists based on their 

interests or specific language topics, allowing for personalization and creativity. 

By incorporating the "Find Someone Who" game into your language lessons, 

you create an interactive and communicative environment where students actively 

engage with the language and each other. This game promotes listening skills, 

critical thinking, and the application of language knowledge in real-life contexts. 

5. "Story Starters": 

Procedure: 

- Write or prepare a set of sentence prompts that can be used to start a story 

(e.g., "Once upon a time, there was a magical forest..."). 

- Each student selects a prompt and starts telling a story based on that 

sentence. 

- After a certain period of time, the teacher interrupts and selects another 

student to continue the story using a different prompt. 
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- The process continues until each student has had a chance to contribute to 

the story. 

Using story starters as a didactical game in your language lessons can be a 

fantastic way to foster creativity, develop storytelling skills, and enhance language 

proficiency. Story starters provide students with a starting point and inspire them 

to imagine and construct narratives using the target language. 

Here's how you can incorporate story starters into your language lessons: 

1. Introduction: Begin by introducing the concept of story starters to your 

students. Explain that a story starter is a sentence or phrase that serves as the 

opening line for a story. Emphasize that their task is to continue the story using 

their imagination and language skills. 

2. Provide Story Starters: Prepare a variety of story starters that are relevant to 

the language topic or theme you are teaching. You can create story starters that 

focus on specific grammar structures, vocabulary, or cultural elements. For 

example, if you are teaching about daily routines, a story starter could be "One 

morning, I woke up to find that I had magically acquired the ability to fly." 

3. Group or Individual Work: Depending on the class size and dynamics, you 

can have students work individually or in small groups. Distribute the story 

starters and instruct students to continue the story based on the given prompt. 

Encourage them to use their creativity and language skills to develop engaging 

narratives. 

4. Writing or Speaking: Depending on your lesson objectives, you can choose 

to have students write their stories or share them orally. If written, allocate time for 

students to draft their stories, revise, and edit. If spoken, provide opportunities for 

students to present their stories to the class or in small groups. 

5. Peer Feedback and Discussion: After students have completed their stories, 

encourage a peer feedback session or class discussion. Students can share their 

stories with their peers and provide constructive feedback. This promotes active 

listening, language analysis, and the development of critical thinking skills. 

6. Language Analysis and Extension: Utilize the story starters as a springboard 

for language analysis and extension. Identify language features, such as specific 

vocabulary or grammar structures, that students used effectively or struggled with 

during the storytelling activity. Engage students in discussions about language 

choices, storytelling techniques, and ways to improve their narratives. 

7. Variation and Extension: To keep the activity fresh and engaging, consider 

introducing variations. For example, you can turn the story starters into a 

collaborative activity where students take turns adding sentences to create a 
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collective story. You can also encourage students to create their own story starters 

and exchange them with their peers, fostering creativity and personal engagement. 

By incorporating story starters into your language lessons, you provide 

students with a platform to develop their storytelling abilities, enhance their 

language proficiency, and unleash their creativity. This game-based approach 

encourages active participation, critical thinking, and the application of language 

skills in a meaningful context. 

Conclusion 

Incorporating didactical games into speaking lessons can significantly enhance 

the language-learning process. They motivate and engage students, boost 

confidence, improve retention, provide practical language application, foster peer 

interaction, and offer a high level of adaptability. These games transform the 

classroom into a dynamic, interactive environment, making language learning a 

more enjoyable and effective experience. 

However, educators should carefully select and design didactical games that 

align with their learning objectives and cater to their students' needs and interests. 

They should also balance the use of games with other teaching methods to provide 

a comprehensive language-learning experience. In this way, didactical games can 

serve as a powerful tool in shaping successful, confident language speakers. 
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