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Abstract

Qur pupils begin to learn a foreign language

in a basic school. It is suitable to attract
these beginners to learning by communicative
games, because pupils like these activities.

But there are children with learning disabilities
in schools. The pedagogical and
psychological bureau and classroom experience
confirm we should use communicative games

during our teaching, because these games are
necessary for pupils with learning disabilities,
because they reduce pupils learning

problems. We have to adapt games to learning
abilities of our students and to compensate
their disabilities by alternation of learning

conditions to achieve better teaching results.
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I. Theoretical background

This paper intends to demenstrate that communicative
games help students to learn a foreign language. They "make"
a better atmosphere in the classroom. They motivate students
to speak, facilitate shy students to communicate,help to reduce
the distance between teacher and learners,and between learners.
Games help learners to break tension in the classroom. Children
want to show their knowledge during the game. They do it by
means of speaking. If children feel a possibility to win,they
are fond of taking part in competition. They love to
create,they have a big imagination,they love games.

It is very important to attract children to learning and
speaking when they learn a foreign language. The participants
of games must use the foreign language to achieve a practical
aim. It means communicative games develop children s ability to
understand the foreign language. Students should also take part
in other activities( drawing,moving,songs,role-plays,telling
stories and drama) during the learning process.

Byrne (1991) writes that "In the first place vyour
task,like that of any other teacher,is to create the best
conditions for learning"(Byrne,1991:1).

This paper iz intended to help teachers to find
posgibilities to improve teaching,to find solutions of some

problems in the teaching process,
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Teachers try to improve t.he atmosphere 1in the
classroom,they want students to feel good and give them an
opportunity of an active participation in games. The games need
preparation. We have to prepare supporting materials,we have to
choose appropriate activities. These activities are used to
develop language skills,grammar,vocabulary and understanding.
Wright (1991) says:

Gameg help and enccurage many learners to sustain their

interest and work. Games alsc help the teacher to create

contexte in which the language is useful and meaningful.

The learners want to take part and in order to do so must

understand what cothers are saying or have written,and they

must speak cor write in order to express their own point of
view or give information. (Wright,1991:1)

The teacher should not interrupt pupile during the game.
It is better when he only monitors them carefully and corrects
as little as possible. The teacher cannot forget about
feedback.

Byrne (1991) in his work argues that "In many classes,
especially in state schools, there are considerable differences
not only in  attainment but alse in language skills,
aspirationsg, interests, background and above all,
pergonality” (Byrne, 1991:4),

Teachers know about these problems. They know some pupils

do not want to learn, they only "attend" basic school without
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home preparation. Some pupils are average,some pupils are
gifted, some pupils have learning disabkilities.

The purpnse of this paper is to select an appropriate game
in compliance with the specific learning disability.

My teaching qualification is Physical training and Russian
language. After November 1989 there was not an interest of
pupils to learn Russian language in our school. There was not
a teacher of English language in our school. I was studying
English language at Grammar school from 1969 till 1973, Then
I took part in a three- month preparatory course from February
till June 1990. I began to teach English in 1990. Then I began
to study English at Pedagogical faculty in Liberec.

I have been a teacher of English language,Physical training
and Physical training of health (for pupils with disabilities
of health), an educational adviser and 3. deputy headmaster
in Basic school in Rovensko pod Trogkami. I have been
teaching at basic school for 14 years.

My pupils are girls and boys from the small town of
Rovensko pod Troskami, and from villages around this town. They
began to learn English in the 5'h class. I have been teaching
in the 6" and in the 8 " classes this year. There are problems
in the 64" class in our school. There are only 13 pupils in
this English class, 5 average students,3 weak students,4
students with learning disabilities and only 1 student is

working hard in this classroom. This paper will pay attention
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to this class.

I am using the text-book Project Engligh I for the third
time, so I have more experience than when I first used it.
I would like to add other kinds of games in some lesscons to
improve teaching English and to make the learning of pupils
with learning disabilities easier.

The next gections of this paper will present
a characterization of pupils in the 6th class,games and actual
gxperiences with learning disabilities in this classrcoom. This
paper intends to show that pupils with learning disabilities
are able to master a foreign language, however the teacher must
Prepare appropriate conditions for them. All participants have
to cooperate during the teaching. Communicative games can help
students to learn English. Communicative games are necessary in

the 6th class with pupils with learning disabilities.
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A. Physical characterization of pupils in the 6'h class

These children are 11-12-year-cld. They are in
a prepubescent period, when gsome physical changes begin.
Children s movements were,till now, harmonic,but now this
harmony beging to be interrupted. There is a change of
proportion of geparate parts of the body. All extremities grow
up,but the body stays the same. We can say that these children
are all hands and all legs. Their muscles are not able to grow
up eo quickly and they are weak. The children have problems
with balance,cocrdination and speed of motion toc ( experience

from previous studies and teacher s experience).

B.Psychological characterization of pupils in the 6'h class

A mental disturbance is typical for this period. Children
are very often noisy, they scream and have to make an effort to
express and to show themselves. Boys begin to show off (before
girls), girls smile (often without a reason) and speak in
a whisper. Sometimes there are children, who have certainty of
behaviour in known situations. They begin to be shy,they are
ashamed, they pay attention to their appearance.

The relationships between girls and boys are sometimes
uncomfortable,because differences in their evolution begin to
appear. The girls despise the boys and the boys despise the
girls,there are often quarrels between them. Relations between

children and their parents begin to be released. Children begin
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to be more independent and estakblish new contacts, they
criticize their parents, they do not fulfill their duties.
Sometimes they are disobedient and arrogant, it is the same at
school and at home. It means that parents and teachers begin to
complain of children’s behaviour (experience from previocus

gtudiegs and teacher g experience)

C.Learning disabilitiles

These psycheological and physical disorders influence
pupils abilities to learn,they make them worse. A weak brain
disability is a damage of a brain. Pupils with this disorder
are hyperactive, they are not able to ceoncentrate for a long
time (See Appendix,p.40). Dyslexia is a disability c¢f reading.
Pupils do net understand a sense cof written word, they have
probleme with reading and writing (See BAppendix,pp.40-41). The
gtammering igs the nerves that shows itsgelf during the speech.
It dislocates only aloud reading, but it does not dislocate
reading for understanding of the context of the text. Students
with learning failures are not able to master the basic subject

of the curriculum (See Appendix,pp.42-43).

D. Games
Gameg give children an excitement and a cheerful
experience. Children do not think about the sense of games.

They play them because they are amused by them, they learn to
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cooperate in a small team,verify their ability to organize and
to lead and to be independent.

During the game, children present their pesitive features
{honour, a gense of a cellective, gelf - gacrifice, efficiency,
tenacicusity, courage, moedesty, independence, well
- digeciplined and enthusgiasm), negative features ( falsehood,
gelfishness, prima donna, indelence, trickery, cowardice,
perfidv and a lack of discipline), they learn to contreol
themgelves, overcome defeats and cbserve rules. Games are an
active and dynamic process. They employ and develop psychical
and physical abilities (experience from previous studies and
teacher s experience).

Pupils play games inside (a gym,a classroom or a club) or
outside (a playground, a meadow, a town, a wood).

Hadfield (1990) says, "A game ig an activity with rules,
a geal and an element <of fun"(Hadfield,1990:4) .

Thie isg one of many definiticns. But it is difficult to
explain the term "game" exactly and realistically. All
explanaticons are not satisfactory for all authors.

Ancther author,Byrne (1991), explaing games this way:

Games may be defined as a form of play governed by

certain rulese or conventions. They are meant to be

enjoyed--wherever they are played. In the language
claseroom, however,games are not just a diversion,a break

from routine activities. They must also contribute to
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language proficiency in some way by getting the learners

to use language in the course of the

game. ( Byrne,l1991:100)

This definiticon is more specific. We can say that a game
is a specific kind ¢f human activity with a characteristic
gatigfaction for players.We can use this activity in the class.

Currier (1980) affirms about communicative games that:
...are intended to develop and practise students skills
in communication,rather than specific language skills. In
each case there 1is a non--linguistic tagk to be
performed,which entails the use of language as a means of
communicating information about the task. For this
reascn,the language used cannct be eagily predicted or
contrelled, as in the case with many traditiocnal
games. (Currier,1980:11)

We can state that communicative games are a specific type
of game. Pupils can show their knowledge of language in
practice during playing these games. They play without an
apprehensgion about an exam or from a bad mark.

In our lesson plans we are going to use communicative
games: they, obvicuely, cannot be used alone in the teaching
procese and have to be accompanied by cother activities.

It ie necessary to decide when we ugse the game in the
leggon and to choose the game according to the proficiency

level and age of our students. The teacher has to prepare the
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game carefully. He divides his class into pairs,small groups
or prepares a whole class activity. He should explain the game,
hand out supporting material, give students a short while to
study the game and to demonstrate the game with one group in
front of the class. He has to monitor pupils performance and
provide feedback after the game.

We can say communicative games 1in cour classroom are
activities which develop pupils speaking and writing abilities
in communication and help some of them to reduce or to cvercome

their learning disabilities.

Games are uged to break wup a long formal teaching,change
activities during the lesson. Some teachers like teo start or to
end a lesscn with a game. Games alsc change the role c¢f the
teacher (they reduce his dominant role in the classroom)

Jan Amos Komensky, "the teacher of nationg”, wrote in his
work about schoel as about the place o©f games, but some
teachers forgot about it, some teachers are ashamed of playing
games, or are afraid of losing their authority.

Children like games. And communicative gameg are
egpecially useful for pupils with a weak brain disability and
learning digorders. Thege games develop fluency, and
spontanecus children 8 communication and motivate them to

gpeak.

During the game, pupile show their knowledge
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gspontaneously,without pressure. Games help pupils to overcome
obstacles with their tension, with their restlessness for any
reason,with a fear of speaking. It means that gameszs reduce

children’s learning problems.

II.Communicative Games in Our Classroom
A.Characterization of our classroom

We are going to describe our 6th class. This English
clase is small,there are only 13 pupils -- 7 girls and 6 boys.
We know that only 1 girl is working hard,l boy and 4 girls are
average studente,l girl and 2 boys are weak students.

One girl has problems with dvelexia,but she is
asgiducus. £She is able to prepare for lessons on an average
level. Her family setting 1is gocd, her mocther works as
a teacher and both parents try to help her. The pedagcgical and
pesychological bureau advises us to prefer an oral demonstraticon
te writing and reading demonstraticng of this girl during
learning, because ghe can apply her knowledge during her
speaking better (without dyglexic mistakes).

One average boy stammers,hie family setting is bad. His
parents do not help him with home preparation,do not cooperate
with the bureau in overcoming his disability. Teachers try to
work with him according to advice of the bureau. It is better
for thie boy not to read in front of all the class,to read only

short and easy texte in hie form and to prefer his writing
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demonstrations.But there is lack of home preparation in this
case!

One weak boy has a weak brain disability. He is
disorderly, lazy,slapdash,unrested, and, occagicnally, he
provokes with his behaviour. His parents watch after his home
preparaticon irregularly. It meang that there is lack of regular
home preparation. This boy is able to destroy the teacher s
work. We know (from the report from the bureau) that we have to
use praise and an encouragement during the teaching of this
boy .

It is necessary to change tasks, to do small breaks citen. This
boy c¢an stand or kneel or change his pogitiong during his
learning.

There should not be anything there to distract him in
his visual angle or any toys to play with. It is necessary to
pardon some of his eccentricities (he plays with hig fingers or
pencils). We work with him only if he is perfectly
concentrated.

The last member of this class,a boy,suffers from
dyslexia and weak brain digability. His results at school and
home preparation are poor,his family setting is alsc bad. If we
teach this boy,we have to combine methods for dyslectics and
methods for pupils with weak brain disability.

An ideal solution is speaking during walking (or with

moving), but it ie impossible to teach this child only by uging
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this "method". Sometimes it is necessary for this boy to work
in conditions which are not appropriate for him (they are
appropriate for the other members of our class). The teacher
should respect and pardon his learning problems.

Girls are divided into two groups in our English
class. A girl with good marks helps a girl with dyslexia. These
two girls are friends with an average girl. The other girls

envy them their friendship.

B. Communicative games with comments
In this part of our paper we are going to show using games

in lesson plans.

Games in the part of the first lesson plan.
Title: Questions with "do" and "doeg"-repetition
BRge Level: 11-12 years
Level of English knowledge: 2nd year of learning English
Time: 20 minutes
Materials: blackbeard, chalk, chart
Aim: practice of questions with "do" and "does".
We are going to use games in the first part of the first
lesson.
1. Organizational part of the lesscn(greetings, an attendance,
a date, an aim of the lesgson).

2. Checking children s homework. Pupils read a graph about
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their class to show their favourite programmes in their
class(they did a questionnaire about TV programmes during the
lagst lesson, at home they prepared a graph about favourite
Programmes) .

3. Motivation for the next part. The teacher explains that
children know about favourite programmes of their clasemates,
but they do not know about habits of their classmates. It means
they will do a class survey next time.

4, The teacher divides pupils into groups o¢f 3--4 pupils (in
each group is at least 1 pupil with learning disabilities) and

groups copy a chart from the blackbecard.

[ I | | |

| | drink cocoa | play table tennis | like swimming |

I name I | | |

| name | | l |

o

| name | | | |

5. The teacher explaine this activity--pupils will ask and
angwer questions with "do" to fill the chart in their groups.
6. Pupile practise, the teacher monitors them and modifies

the chart (he chooges 1 person from each group in the new
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chart).

7. The teacher praises pupils for their questicns and answers
(and corrects mistakes).

8. The teacher explains a new activity on the blackbeard and
rearranges groups (all pupils with learning disabilities will
be in one grcoup). The first group will ask the seccond group
about a member of the second group. Then the second group will
ask the third group about a member of the third group. Then the
third group will ask the fourth group about the member of the
fourth group. Then the fourth group will ask the first group
about a member cof the first group.

9., Pupils play this game and the teacher monitors them again.
10. The teacher praises children, then he reads children s
wrong questions and answers and children correct mistakes.

11. Then the teacher explains the last activity. Pupils are
divided into two groups(girls and boys). They can choose a
question with "do" or "does" (from our two charts)and ask this
question the other group. Pupils get plus point for each
correct question or answer. The teacher corrects mistakes. The
boy who stammers writes these corrected sentences on the
blackboard.

12, Winners are awarded. But they have to explain how we use
questions with "deo" or "deoes" and check the sentences on the
blackboard,

Thie game was successeful, because pupils were able to uge
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questions with "do" and “"does". But it 1is necessary for the
pupils to do a lot of practice with these activities to use
these questions automatically.

There were not mistakes in questions with "do" (Do you
drink ceccea? Do you play table tennis? Do you like swimming?).
Pupils used questiong with "dees" in the next chart. They made
mistakes (Do he playeg...? Plays he...? Does he drinks...?7) ,it
means scme children did not differentiate 2nd and 3rd4 perscon in
the gecond and in the last activities. It means they need a lot
of practice.

We can recommend these activities to other teachers,
because pupile practised questions in small groups, they had
a lot of pogsibilities to uge these questions, they had
possibilities to correct mistakes too.

There are some peseible adaptaticons. For example, we can
use popular names in these charts(gportsmen, singers, actors or
teachers), we can choose questions, we can use questions with

"do" or "does" in one chart, we can use different tenses. It

depends on the level of knowledge. There were no
clagsroom management .

We began to repeat questions in the basic f¢
with "do". Pupils used them in their hom
with "does" proceeded. Weak students made m

had to explain these kinds of questions or

gituation. The last activity was
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pupils were able to use these questions correctly.

Children like to fill these charts, but they prefer short
and easy activities. If they begin to use their mother tongue,
if they begin to quarrel, the activity is lost. There is a girl
in this class who is abkle to destroy all the actiwvity with her
behaviour. The teacher has to be near this "pest" to correct
her behaviour, but then he is not abkle to monitor the other
pupils. It is better to give this girl a special role (for
example as 2 leader of this group, or give other work out of
this group).

The teacher had to sclve problems of different abilities,
different levels of knowledge. Only 1 persgson with learning
digabilities worked in each group during the first activity.
The cother persons had a good influence on this perscn. There
was one group with all pupils with learning disabilities (some
of them are weak students) during the second activity. This
group made more misgtakes than the other groupg (there were weak
students toc), because twe membersg were not able to ask and
answer correctly, and the other members did not help them (they
had problemeg to formulate their own questiong and answers).

It meaneg dividing into these groups was wrong,

The boy who stammers worked alcne in the last activity,
he wrote corrected seentences on the blackbecard (the teacher
dictated sentences with mistakes to him and this bay corrected

them) .
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It wags better for this boy, because he did not have to do
the speaking activity in front of all the class.

During playing these games students worked in small groups
to help their classmates, to have a possibility to correct

their mistakes.

A part of the second lesson plan.
Title: Clothes
Age Level: 11-12 years
Level of English knowledge: 2nd year of learning English
Time: 25 minutes
Materials: pictures with clothes, magnets, beoard, tape
reccorder, text book, exercise book,
Aim: vocabulary--clothes.
1.The teacher beging his lesson with greetingsg,then he explains
an aim of this lesgson.
2. Pupile read their homework about machines (Project Engligh 1
p.56/ex.5).
3.The teacher repeats children s answers about washing machine
and asgks them about clothes in the waghing machine.
4. Pupils look at the picture of the washing line and listen to
item 10(p.57).
5. Pupils cloge their eyes and listen to item 10 once more.
6. Pupile repeat word after word, their eyes are closed. They

imitate their teacher, who wvaries his voice (whisper, robot
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gspeech, shout, talk in a high pitch, jazz chants).
7. Pupils open their eves, the teacher mouthes the words and
pupils try to guess the word the teacher has said by reading
from his lips.
8. The teacher fastens pictures with cleothes on the magnetic
board. Pupilg remember these clothes and then they close their
eveg. The teacher removes cne picture from the board and asks
about it. Pupils guess the missing picture. Then the teacher
continues this way with the rest of pictures.
9, Pupils write nameg of clothes which they wear (girls write
nameg of their and father s clothes, boys write names of their
and mother s clothes), they can use their bocks. Then they read
their sentences.
10, The teacher explains the next game. Mugic will be plaving
and children will walk around the classrcom cbserving the cother
people 8 clothes. As socn as the teacher stops the music, each
pupil will pair up with the nearest schoclmate and they will
stand back to back, they will close their eyes and they will
describe their partner s clothes. After 2 minutes the music
will start again and this process will be repeated 2--3 times.
This game wag not very successful, because some pupils
cheated, they lcocked back at their partners to describe them.
The teacher +tried to teach new vocabulary by uging
writing, listening, speaking and reading. Repeating teacher s

voice was fun, the best were talk in a high pitch and jazz
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chants.

There were problemg when pupils had to pair up with their
partners, because there were two groupsi(girls and boys) and
children were ashamed to pair up. The teacher had te initiate
them, he rearranged conditions. How? There are 7 girls and 6
boye in thig classrcom. Boys made a circle, they stood back teo
back and girls made a circle around boys. Children stood face
to face. When the music was playing, circles moved in opposite
directions. The mugic had stopped, the teacher clapped three
timeg and paire were in position back to back (1 girl was left,
she helped the teacher to check if pupils' eyes were closed).
The next time girls made an inner circle and boys stood around
them. A check of pupils during descriptions of partner s
clothes was necessary.

We can recommend this teaching for wvocabulary, it is
interesting, efficient and fun. There is a pogsgibility of
adaptation during playing this game. When pupils describe
partner’s clothes, they can make a dialogue:

--1 guppoge (I think, maybe) you are wearing blue shirt.
--That is net right. My shirt is not blue, it is stripped....
Advanced students can talk about materials and fashion too.

Difficulties in pairing up were eliminated by rearranging
the conditiong during the game. Students who usually disturb
had not time to disturb, they liked repeating teacher s words

in a whisper, robot speech and shout. Passive students were
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made take part in dialogues, the teacher helped them in the
beginning. Problems with pupils with learning disabilities
occured only during writing and reading. The teacher tried to
eliminate these problems. These children read only 1 sentence
and the teacher checked their other sentences orally. The
stammering boy had problems with his speech during description
of his partner’s clothes, but his partner accepted these
problemg and stammering boy tried to speak as he ccould.

We chose this game to eliminate problems c¢f children with
learning disabilities, because pupils worked 1in pairs and
moved during this game. Only the stammering boy had small

problems.

Gameg in the part of the third lesson plan.
Title: Faces (describing)
Age Level: 11--12 years
Level of English knowledge: 2" year of learning English
Time: 20 minutes
Material: pictures with faces
ARim: practice of questions and vocabulary.
1. The teacher returns to the 2nd exercise on p.51 (Project
Engligh I) at the beginning of the lesson. Pupile chocse one
person and draw his or her face into their exercise bocks. Then
they write a description of this face according to Frank s

family (p.50).
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2. The teacher explains ex.5/p.51, he introduces the word
"whose" and divides the class into pairs.
3. Pupils do this exercise in pairs.
4, The teacher explains the next game. Each person gets
a picture with a different face. Children do not know which
face their classmates in pairs have . Their task is to ask
their classmates about these faces and draw them. Their
neighbours can answer only "Yes" or "No."
5. The teacher shows this activity with one pupil in front of
their class.
6. Pupils play this game and the teacher helps them and writes
notes about their mistakes.
7. When pupils are finished, they check their pictures with
the partner s model.
8. The teacher elucidates pupils mistakes.
9. Pupils try to correct these mistakes.
10. A competition (Pupils exchange their pictures and play this
game once more. They try to draw faces as fast as possible).
This game was successful, because pupils were able to ask
questions about faces (Is it...7? Has he got...?7),they practised
vocabulary.
Students of this age level like to draw. Only some of them
can draw, but all of them drew interesting faces (1 face of
a member of their family and 1 face ¢f the picture of their

clagsmates) .
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Students were a bit helpless at the beginning »f the game.
But then they saw with their own eyes that it was possible to
draw a face according to answers to their questions, and they
worked wvery responsibly.

We can recommend this game with some adaptaticns. We can
change these faces a bit (these faces are sesmiling, frowning,
crying, thinking, wondering). We can rearrange groupg (not
pairs but bigger groups). There were no problemsg with
clagsreoom management during playing this game.

At the beginning of the lesscn pupils drew faces of their
family to prepare for the next game. Then they worked with
words (mouth, hair, eyes, teeth, ears and nose), which they
used during the game too. They practised questicns during this
game, because pupils had cften problems with questions.

Pupils liked playing this game, but there were preblems
with mother language. They used their mother language to sclve
difficult problems (for example vocabulary).

Pupils with learning disabilitieg worked without problems.
Two boys with weak brain disability drew faces on the board,
becauge they had a possibility to move and to walk a bit there.
The stammering boy worked in a group of 3 pupils, he did not
agk and anewer dquestions, he only drew, but when he wanted
(if he did not feel an anxiety or a tension), he could ask and
angwer questiong (we know he did it!).

We chose an appropriate game for thie clase and it was
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interesting for our class.

Games in the part of the fourth lesson plan.
Title: Fortune-teller
Age Level: 1l1--12 years
Level of Engligh knowledge: 2Znd year cf learning English
Time: 30 minutes
Materials: sheets cof paper
Bim: sentences in the future tense, spelling
Pupils will uge a game in the second part of the lesson.

1. Pupilg listen to ex.1/p.90 (Project English I) --only

Professor Krantz.

2. Pupils complete a chart in ex.2/p.90.

3. The teacher motivates pupils for the game, he reminds them

of St. Valentine s day. He tells them they will be able to help

their classmates whe are in love. How? The teacher shows them

hig fortune-teller (See Appendix, p.48 ) and shows them how it

works (in front of the class with one pupil).

--¥Who do you love?

--Jane.

--JANE (he gpells and works with thig teller). What number do
yvou want?

sl

-=-1, 2, 3, 4, 5 (he worke with his teller). What number do you

want (He showg numberg in the teller)?
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--He cpens the flap with number 6 and reads cut the sentence
written in future tense: "You will have 7 children.”

4, The teacher explains how to make a fortune-teller and where

to write names, numbers and sentenceg in future tense. He draws

it on the beard.

5. Pupils make their tellers (names and numberg are the same,

sentences are different).

6. Pupilg start to play this game in pairs.

7. The teacher menitors them and writes the most interesting

gentences.

8. The teacher reads wrong sentenceg, pupilg correct them, then

the teacher reads the most interesting sentences and praises

pupileg, especially the weak cnes.

This game was successful. Future tenseg were written
correctly in all sentences.

Pupils were ashamed at the beginning of this game. The
teacher had to explain them it was only a game and they could
predict future to their friends. Only two pupile knew this game
in Czech and only three pupile gaid this game was not for them
(age level).

We can recommend this game because of the level of its
difficulty. There are poseibilities for adaptationg too. For
example, boys will write boys names and girle will write

girle names (names only from their class). Then boye will ask
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girls who they love and then girls will ask boys who they love.
We can play this game in groups of 3--5 pupils too. We can
exchange tenses, we can use present continuous tense or past
tense in sentences too.

Pupils practised sentences in future tense in the first
half of thig lesson , in the second half they formed these
gentences themselves. We could state they used future tense
without mistakes.

Pupilg liked this game, they learned about their future,
they cculd help their friends who were in love(some pupils were
a bit malevelent, they prepared for example these sentences:
"You will have 25 children."” "You will be bald." "You will be
without teeth.").

It is necessary to stop this game after certain time or to
exchange tellers,otherwise, the game becomes boring.

Paggive pupile were forced to cooperate in pairs. Pupils
with learning disabilities had problems only during writing
gentences in future tense, but the teacher was able to help
them and to correct their mistakes, so that they worked
without problems. The stammering boy worked in a gimilar way
as during the third lesson.

This game is probably (age level) appropriate for younger

clagges,

Gameg in the part of the fifth lesson plan
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Title: Where are my things?
Age Level: 11--12 years
Level of English knowledge: 2nd year of learning English
Time: 20 minutes
Materials: pictures of roomg with things (See Appendix, p.44 )
Bim: practice of prepcositions, veocabulary, questions.
In this lesscen plan we will use a game to practise
prepaogitiong and quegtions at the beginning cof the lesson.

1. Pupils read the story on p.52 (Preject Engligh I) in groups

of four.

2. The teacher reads the last sentence:"Is the morning like
thig in vour house?" He tells about problems when all members
cf the family hurry up. It means pecople canncot find their
things, the flat is very untidy. In the evening this family
return home and start to look for their things.

3. The teacher explains the game. In one group are a mum,a dad,
a son and a daughter, each person has a picture of her or his
own reom. These rooms are untidy. Pupils cannot find their
things in their rooms. These things are under the line in the
picture (See Appendix, p.44). Pupils have to ask, for example:
"Where is my toothbrush?" A person whe has this thing answers:
"vour toothbrusgh ig on the floor in my room."

4, The teacher showe this game in front of this class with one
family, the others follow.

5. The teacher explaine to students they will use prepositions.
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The teacher says sentences with prepositions (For example pupil
"A" is sitting behind pupil "B". Student “C" is sitting under
the table. Student "D" is standing near the window. Student "E"
is lying on the floor....) and students demonstrate these
situations. Then the teacher divides students into groups of 4.
6. The teacher explains this game once more and students start
to play this game.

7. The teacher becomes a member of cne group instead of the
gstammering boy, but he plays this game cnly in the first part
of this game. The stammering boy only listens to the game and
then he exchanges the teacher and plays according to his
posgibilities.

8. The teacher helps students during the game, he monitors
them too.

9. Pupile had finished playing, the teacher praised pupils who
had found all their things.

10. The teacher reads children s mistakes and children try to
correct them.

We can say this game was successful, pupils practised
questions and prepositions too. Students played the game with
pleagure-- as memberg of the family.

We can recommend this game with this adaptation. The
teacher does not divide the class, he only saye:"Dads are boys
"A", "B" and "C", Dade {find mums themselves. Then mums find

song themselves and sone find sisters themselves. It means the
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class is divided into families and prepared to play.

There was a small problem with classroom management,
because some pupils had aversion to cooperate with some
classmates. The teacher had to solve this problem during
dividing into groups. We can solve this problem with our
adaptation.

The teacher began to motivate hie pupils during the first
part of this lesson. He then explained the game and prepared
prepositions for this game. It was necessary to practise
prepeositions to play this game fluently.

The teacher divided pupils with learning disabilities into
different groups to eliminate their learning preoblems in one
group with a lot of these pupils. These students had preoblems
only during reading names of things that were found. The better
students helped them (they corrected reading mistakes). Then
pupils with learning disabilities worked independently of the
better students.

There was a working atmosphere during playing this game,
there were leaders in each group, who contrelled work in
groups., Passive students took part in this game without
problems.

It was very interesting, when the teacher took part in this
game. It was a big motivation for students to work with their
teacher in cne family during this game. But he was not able to

monitor the other pupile during this game.
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The stammering boy tried to participate in playving this
game according to his possibilities, to communicate in a small
group. His clagssmates in this group were tolerant.

We chose this game, because it is based on oral work and
only a small part is based on reading. This game was
appropriate for our pupils with learning disabilities (a lot of

speaking and a possible help of leaders in all groups).

III. Summary of Classroom Experience
A. Disadvantages of using games in our classroom

Some disadvantages discovered during teaching 5 parts of
our lessons.

The teacher could not hear every word of students, he
ocrganized and supervised group work,went round, helped and
monitored as many groups as pogsible. He could not check all
the groups all the time.

The students sometimes used their native language during
the game (if they were excited, were not under teacher s check,
did not find an adequate word in English). It was necessary to
explain to them: "Do not speak Czech, please. " We had to add
more rules during playing the games: "You must speak English or
your group misses a turn (or a point)."

Some students swindled during the game. The teacher had to
choose 1 student as a teacher s assistant who helped the

teacher to check that the others did not swindle.
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There was also a lot of noise during the game in the
classroom. It looked wvery undisciplined (but only for some
teachers), without checking and control. But it was a good

working atmosphere.

There were alsc problems with forming groupg. It was
imposgible te find students with the same level of knowledge
and abilities. Some students were lazy, some students were shy.
We mixed these students inte groups. Geod students could
influence weak students and these worked harder. There was an
avergion by our students during playing games (some students
did neot want to cooperate with their classmates). The teacher
had to rearrange groups to avoid this aversion in groups.

We chose a game which was not probably useful for our
11-12 year- -old students in one case(Fortune-teller). This
game would have been ugeful for vounger students, but it was
a bit boring for our students. It means the teacher has to

chooge a game more carefully.

B. Advantages of uging games in our classroom

We recognized some advantages of communicative games
during teaching 5 parts of our lesson plans in our classroom
too,

We can eay communicative games motivated pupils to talk,
even ghy and lazy students took part in playing games. They

knew they learned something useful, they trained to speak and
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develop basic skills in speaking. It depended on the teacher's
decision in choosing the game. If he chose an appropriate game,
pupils knew what to say, how to say it, when and where to 33y
it (a real life situation).

The teacher monitored students and tock netes, students
were neot  interrupted during the game (only when mistakes were
evident , the teacher gtopped thig activity and explained once
more this game with its rules and called children s attention
to avoiding these mistakes). Errors were corrected after the
game.

Communicative games encouraged students cooperation. All
types of students (shy, lazy, with learning disabilities, good
and bad) cooperated owing to a big motivation during playing
games.

We divided the «c¢lass into small groups (3--4 pupils or
pairg). There were a leader and a pupil with learning
disability in each group. The leader (a good student--if it was
possible) helped the other members of this group (especially
a student with learning disability) and made them work harder.

Pupils tried to show their ambiticns to be the best, to be
the {first during the competition. Children love to compete,
love to win. And their prize can be small--for example conly the
applause.

We used all ekills during teaching vocabulary. It was

interesting and more effective to remember new words.
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The teacher could help pupils with learning disabilities
(he gave them easier or different tasks), pupils in small
groups accepted problems of their classmates.

Pupils with weak brain disability had a pessibkbility to
move during the game.

The teacher had time to explain an activity once more when
pupils did not understand.

A boy who was stammering worked in a small group, he lost
the anxiety about speaking (sometimes and conly a bit), there
wasg a pogsibility to suppress stammering.

The teacher became a member of one group in the last
activity, it was more attractive for the students to work with
him as with a member of family. But it was rare when the
teacher teock part 1in playing the game, because he could not
check the others.

It means there were many advantages of using communicative
games in language lessons, these games were a useful part of

language lessons.

IV. Conclusion
In thig work we have shown communicative gameeg which can
be used in teaching English for children with learning
disabilities in the 6th class.
We have presented them from both theoretical and practical

pointg of view,



Communicative games
35

The theoretical part has shown us physical and
psychological characterizations of pupils in age level 11--12
vears, some learning disabilities of these pupils and games.

The practical part has presented a concrete situation in
6th English class in Rovensko pod Troskami and 5 parts of
lesson plans using communicative games. This part has
confirmed assumptions of the theoretical part about using
communicative games.

The biggest problem of using gameg in teaching these
pupile has been to gelect an appreopriate game accerding to
their disabilities and according to¢ the abilities of cther
pupile, and then coordination of these requirementes into one
unit., It has nect been pogsible te comply with all disabilities
in all games. We have been forced te make some concegssions to
compensate for learning disabilitieg (eagier or different
tasks, an asegistance ¢f the leader, of a teacher or of his
asgigtant). It is useful to establish a card-index with these
games., We have used conly 5 games, it is a sufficient number of
games to show some ways of using them. We have used advice from
pedagogical and psychological bureaus too.

Communicative gameg really help sgtudents te learn
a foreign language (big motivation, working atmosphere,
competiting, facilitating of obstacles, breaking tension),
attract studente to learning and speaking (students have

achieved the practical aim better), it means games create
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better conditions for learning.

Thanks to these conditions the teacher has improved his
teaching which has become wuseful and meaningful (real life
gituations, imagination) for pupils.

We use communicative gameg for these reascns 1in our
classroom: to attract students to learning English, tc improve
their ability to communicate and especially to ease or overcome
learning dieabilitieg of our pupils (there were pupils with
weak brain disability, dyslexia, stammering and learning
failures).

But games must not lose their pedagogical value, any game
should be prepared well, pre- game activity is important for
the game to be successful, after-game activity shows the
teacher if the aim was reached.

Nen-verbal games have been omitted, because they would
have prcbably increased a possibility of uging native language,
while communicative games have encouraged children to speak in
the gecond language.

The teacher has known his gtudentg and hasg adapted the
activity te their age level, knowledge, abilities and
conditions in the classroom.

We suppoge pupils with learning disgabilities can get tagks
in which we can expect their disabilities will be shown. We
have to modify some conditions (dividing into groupg, easier or

different taske), then these students feel asg equivalent
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partners in our classroom, they take part with pleasure in any
activity during our lesson.

Uging games has been useful in teaching cur children
who are not able te git and listen to their teacher during
the wheole lesson.

According to summary of our classroom experience we can
say we should use communicative games during our teaching,
because they are neceggary in the 6th clage with pupils with
learning disabilities.

We hope teachers who have read thig paper have understood
that using appropriate games is cne ¢f the best wayg to teach
English to 11--12 year- old pupils with learning disabilities
and that they will use some of the principles written in this

work during their teaching.
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A weak brain digability

It is a minute damage of a cerebral tissue. This damage
could arise before childbirth, during childbirth or after
the child is born.

According to report by Matejcek (1979) the damage can

digplay in these peculiarities:

-uneven evaluticon

-mobility and unrest are intensified

-lack of concentraticon

-precipitancy of reactions and impulsivity

-gtriking vicigsitudes of spirit and mental efficiency

-lack of physical skills

-imperfiect percepticon and imperiect imagination

(Matejcek,1979:1).

If we want tc help these children, we have to cooperate
with a psychologist, a pediatrist, a neurclogist and a family
during the upbringing and education of these pupils.

The weak brain disability is often combined with dyeslexia,

with dysgraphia or with dysortographia.

Dyglexia

It is a specific evoluticnary disorder of learning, it is
a disability to read. Pupile are not able to understand a sense
of the written word.

We can divide causes of this disgorder into three groups:
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1) consequence of a weak brain disorder

2)hereditary foundation

3)combinaticon c<of preceding groups (knowledge from early
gtudies) .

According to report by Rainerova (1981) children who want

to read, need the unigon of these functions:
-vigsual difference cof forms
—auditory difference of sounds and syllables
-vigual and auditcry memories
-gense of rhythm
-orientation in time and in space
—abilities to fuse single compenenteg inte function units
-periect perception and perfect imagination
(Rainerova,1981:1).

Scme of these functicons are absent in some pupils,or these
functions are immature, weak. In this case we talk about
dyslexia (disorder of reading). Dyslexia is usually united with
other disorders ( dysgraphia - a disorder cof writing,
dysortographia -a disgorder of ortography).

There isg an assistant for dealings with dyslectics in our
echool., ©She worke with children with disorders individually.
She works with them outside of lesscne (from 1 to 4 classes).
There is a more complicated situation in the 5th--8th clagses.
In these clasges the assistant does not work. Children go for

ambulatory treatment tc the bureau of dyslectics.
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The stammering
It is the nerves that shows itself during the speaking.
It diglocates only reading aloud, but it deces neot dislocate

reading for understanding of the contents of the text.

Studentg with learning failures

There are students with learning failures in our school.
Some pupils are not able to cope with requirements in their
clasg. It means that +they are neot able +tco master the basic
subject ©f the curriculum.

Some pupiles get "behind" in schoel, go te schoel to have a
regt, do not prepare at home. They achieve less than their
learning posgibilities are.

It is neceggary to take care «f children with learning
digabilities during all o¢f their school gpecial workplace ( a
pedagogical and psgychological bureau or a special pedagcgical
centre in the schocl system, psychiatric or neurclogical
workplace in the health service syetem) elaborates a diagnogis
of a gpecific eveluticnary disorder of learning of the child.
The teacher uses such forme and kindg of examinaticons which
really evaluate child & abilities and which are not depreciated
with learning disabilities.

Pupils write controlled works and dictationg after
preceding preparation. If it is necessary, the child with a

digorder will not get tasks which it cannot adequately work
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out and cannot present an achievement that expresses its
possibilities. It is, for example, a classical reading in front
of all the class(for dyslectics) or a lot of writing and
re-writing(for dysgraphics and dysortographics).

Pupils with disorders (dyslexia and dysgraphia) can be
valued in their reports verbally (with an agreement of their
parents) from mother language and from foreign language.

This work with these pupils is toilsome and long, but we
can see results of this work. Children are able to master the
subject matter of the curriculum. They are able to prepare

for their next occupation.
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Communicative Games for Beginners
Jan Rakous

The aim of the project is to prove that communicative games
are useful for pupils with specific learning disabilities
and can help them reduce their learning problems. The focus
is on a small group of 13 pupils 11-12 years old.

Four of them suffer from learning disabilities.

In part I the author states physical and psychological
characteristics of this age group. He also tackles the area
of the main kinds of learning disabilities and gives lots of
reasons in favour of games.

In part 2 the author presents 5 different communicative
activities. It is always clear which lesson in Project
English I they extend. Each participant of the game is given
a role he or she can manage. /e.g. A boy who stammers does
not have to speak, but writes sentences on the blackboard./
Since it is a mixed ability class, in each activity the
teacher treats each pupil individually bearing in mind his
or her learning problems.

The activities are amusing, interesting, for each of them
the writer offers several adaptations. He also comments on
his own classroom experience. The only drawback is that the
author does not state the source the activities are taken
from.

The writer sometimes uses non-existing words /e.g.
pediatrist p.40/ or inappropriate expressions.

In spite of that the project is of value.

It is worth a pass.

((( /f{' t [ L /

PhDr. Marcela Mala
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