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JOPETUYIIMIAK OCICeHIMIMKTHH payaxJIaHbIybIHA XKaFJail  yChULIApbIH, KypaJIapblH XoM (OpMalapbhlH KaHAIay
JKapaTajpl. 6ombI TabbuTaEI [2:28].

bunumnennupuyne MaFJIbIYMaTIaCThIPbIY IbIH IlenarorukaiblKk ”HHOBALMA—MENIETH MeJarOrMKaHbIH
KyLennyu XoM JKaHa oy manTarsl MarjibIyMaT  calachlH XOM KeJIEMHH OWiie Typa e3TepTHY, OKBITBHIYIBIH
TEXHOJIOTHSUIApFa OTHY MEHEH TOMEHICTHIIEp MYMKHH  CallachlH JKaKchuiay. [learorukaiblk MoceleNepau E€CKH
OO0 IBI: yCBULIAp MEHEH IICIINY MYMKHH €MEC CKEHIUTU OCITHIIH.

»  OKBITBIYHIBUIAPIBI OKBITBIY TpolecuHae Xa3upri  COHNBIKTAH, OMIMMIICHIUPUYINH ajblHa KOMBUIFaH jKaHa
3aMaH  MaFjbIyMaT  TEXHOJOTISUIAPBIH  KOJUIAHBIYFA ~ MOCENEJepAM INEIIHY YIIBIH KOl CaHIbl MHHOBAIHSIIBIK

yipeTruy; TEXHOJIOTHSIApIaH MaiilaTaHbly KepeK O0Iabl:
»  OWIMMIICHIUPUY TapaybIHIAFbl JKaHa »  KoibOapyap yChUIbL,
MYMKHHIIWIAKICD  XaKKBIHAAFBI OumuMIIEpIH _XoM »  Oumpre mciecuyre THHWKapJIaHFaH OKBITBIY IIPOIie-
MAF/IBIMATIapbl MHTCPHET TapMarbl, XOM COHNAH-aK,  cy:
Oacka na OaiyaHbIC Kypajilaphbl apKajibl TapKaThIy; > auddepeHIHsIIAHFAH OKBITHIY;
»  MyIbTHMeIua, TEJICKOMMYHHUKAIMSIAD  UCIeMN >  OKBIJIIBI MOPTdEH;

LIBIFAPBIYINBIIAP XM OWIMMIICHAUPUY MOKEMEIEPUHUH
Oupre  wmciecuyum  OapbpICHIHAA  OMIMMIICHIUPUY IHH
Ma3MYHBIH payaKJIaHABIPELY;

»  rmobanb MarJIbIyMar UHOGPATY3UIMEICH
MaiilaTaHbly KOPKEM OHEp IeJaroriapblHa XO3WPrH 3aMaH
MUWHET basapbIHaa TaOBICKa EepPUCUYHHE XOM
09CEeKHIIECIIMKKE YKBITUIBI OONBIYbIHA XKIpAeM Oepeau.

OKBIYLLIBIHBIH JIOPETUYIIUINK OEJICEHIMIIMTHH
KOIUIUICCTUPUYINH Tarbl OWp INOPTIIM JKaFJaibl, kaHa
MeJaroTUKaJbIK TEXHOJOTHUIAPABl UCIEN UIBIFAPBIY XoM
OHBI OKBIY MIPOIICCHHE CHTH3MY MECHEH THIFBI3 OAalIaHBICIIBI
OOoNFaH  OKBITBHIYOBl  IMOIKEMJICCTHPHY,  OKBITHIYABIH
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»  MOJIYJIBJIM OKBITBIY XoM T.0.

Ilemarorukanslk IpoueccTe KOPKEM 6©HEP MEHEH,
TyTacbl MEHEH aJfaHJa MOJCHUAT IEHEH XoM pPYYXbIi
TyJfa CBHIIATBIHAAFbl MEJaror MEeHEeH MHKHUP aJbICHII
celylecHy YUIBIH IIapasT >XapaTbUIFaH OOJBIYBI THHHC.
Kepkem-niearorukanslk, —~ OMIMMIICHAMPUYAWH — XQ3UPTH
3aMaHAarbl Ke3Kapaciaapsl, OMPHHIIY Ie3eKTe, TeK FaHa COJl
apKamsl  TepeH ~ WINMHH  KOCHIIIHMK-TIEJarOTHKaIbIK
TasipJIBIKKA epHcuyTe OONaTyFbIH, OONaXaK KOHHTEIEepIUH
JIOpETUYIIMWINK YKBIIUIBUIBIKIAPBIH payakiIaHAbIPbLY YILIBIH
1IapasTiaap >KapaTblyAbl HO3epAe TyTa bl

PE3IOME
Maskyp Makoja X03Upru JaBp TabJIUM Ma3MyHU Ba POJIMHHU aKC STTUPAIHU. ?KquHnapHH Y3IyKCHU3 YKMTHUIIHY (aosaliTUPHII Ma-
CaJlaCu X031pPTU 3aMOH N€Jaroruka “WJiIMUHUHT Ba U Ta)KpuI/I6aCI/IHI/IHF OHI' MYXUM MacajiaJiapy KaTopura Kupaau. yKI/ITI/II_HHI/I Tama66yc—
KOPJIMK aCOCHIA amajra OMIMPHII MyXHM axaMUsTTa 3ra. YKUTHUII Ba PUBOKIAHTHPHII XapaKaTdyaHINK ch(aTHTra 3ra Ba y YKUTUIIHUHT
cn(baana 60FJ’II/IK. Ta’BKI/IZ[J'[aI_H JIO3BUMKH, yIJ_I6y CI/I(l)aTJ'IapHI/IHI‘ PUBOXKIIaHTUPUIIUIITA aXHOKHﬁ, OKOJIOTHUK, BaTaHIIapBapJIMK Ba Tap6I/I$I-
JIAITHUHT OOIIKA aXKpanu0d TypaguraH TypJapUHHHT MYCTaxKaM aCOCHHU sIpaTalu.
PE3IOME
CraTbs MOCBsIIEHa COBPEMEHHOMY COZIEPKaHUIO M PO 00pa3oBaTebHOTO Mpolecca. Tak Kak B COBPEMEHHOM OOIIECTBE BO3POCIIO
BHHMAaHHEC K npoGneme HENPEPLIBHOI'O XYJOKECTBEHHOI'O 06pa30BaHHﬂ, HE MNOCJICAHIO0 POJIb 34€CH UI'PACT S3CTETUYECCKOEC BOCIIUTAHUEC,
CIOCOOCTBYIOIIEEe aKTHBU3AIMH PAa3BUTHSI MHPOBO33PEHNUS, HHTEIUICKTYaJIbHBIX U TBOPUYECKAX MOTEHIWI auyHOCTH. [loaTOMY Tporecc
06paSOBaHI/IH H606XOZ[PIMO OCHOBBIBATh Ha CO3JaHUH yCHOBI/Iﬁ JUIA BOCITMTAaHUA TBOp‘ICCKOf;I JIMYHOCTH, TOTOBOM K auaiory, COTpyAHH-
YeCTBY M COTBOPUECTBY B PA3IMUHBIX Cepax KU3HH.
SUMMARY
The article is devoted to the modern content and the role of the educational process. As attention increased in modern society to the
problem of the continuous artistic education, not the last role plays here aesthetic education, contributing to enhance the development of
world view, intellectual and creative potential of the individual. Therefore, the process of education should be based on creating condi-
tions for education of creative personality, ready for dialogue, collaboration and co-creation in various spheres of life.

THE USE OF GAMES IN TEACHING ENGLISH
G.Usenova — scientific advisor
Z.Ganieva — student
Nukus state pedagogical institute named after Ajiniyaz

“Games encourage, entertain, teach, and promote fluency. If not for any of these
reasons, they should be used just because they help students see beauty in a for-
eign language and not just problem that at times seem overwhelming.”
(Uberman, 1998)
TasiH4 cy3map: YiMH MeTOIapH, YKUTYBYH, MOCIIAIYB, YKYBYH, YKYB XKapaéHH, 4eT TWJI, HHTEHCHUpUKAIUsIIaLL.
KiroueBrble cjioBa: WUI'POBBIC METOJBI, alaliTallus, YIUTCJIb, YYCHUK, IIPOLIECC 06y‘{CHI/ISI, I/IHOCTpaHHHﬁ SA3BIK, I/IHTSHCI/I(bI/IKaHI/ISI.
Key words: game methods, teacher, adaptation, pupil, process of education, foreign language, intensification.

Teaching today has changed a lot over the past years. the classroom is not to be afraid of using games as a teach-
Once it was all about learners being passive and listening in  ing method along with other methods. According to the
the classroom, but today learners are usually much more  national curriculum games can be a good teaching method
active in the classroom, and what better way to be active  and games, such as role playing games, imitation games,

than by playing games [8]. theatrical expression and problem solving activities are es-
The national curriculum in foreign languages in Uzbeki-  pecially fitting for all stages of language learning
stan states about the importance of keeping teaching meth- Howard Gardner, who tells that humans have eight in-

ods diverse in order to light and sustain interest amongst  telligences, claims that when exploring a certain topic in
students. Teachers can help sustain diversity in a variety of  school it can, and should, be approached in 6 different ways
ways, for example by using activities that require students  in order to maximize the chances of reaching all students in
to be creative in thinking and by emphasizing individual the classroom. One of these ways is “the personal way”,
learning and cooperative learning equally. A more specific ~ where the ultimate goal is to see if it is possible to approach
way that teachers can use in order to keep diversity within  a specific topic by using, for example, role play, or other
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interactions [3]. In addition, Armstrong (2000) suggests
board games as a teaching strategy that might suit students
with interpersonal intelligence because they provide an ex-
cellent setting for interaction between students.

Games have a great educational value and it can be used
in the classroom to make learners use the language instead
of just thinking about learning the correct forms. Games
encourage the learners to interact, cooperate, to be creative
and spontaneous in using the language in a meaningful
way. Learners want to take part in activities, to play games
and are generally quite competitive. In order for them to
take part they must be able to understand and communicate
in the learning language. Games also encourage learners to
keep interest in the work and a teacher can use them to cre-
ate contexts in which the language is useful.

Games are used as methods or techniques to involve
students in learning. Well-chosen and designed games are
invaluable as they give students a break and at the same
time allow students to practice language skills. The benefits
of games range from cognitive aspects of language learning
to more co-operative group dynamics and as a result games
are highly motivating since they are amusing and at the
same time challenging. Ersoz (2000) states that games can
be used to give practice in all language skills and they can
be used to practice many types of communication.

Huyen (2003) identifies the advantages of using games
to learn vocabulary in the classroom: a) Games add relaxa-
tion and fun, so the learners retain words more easily; b)
Games involve friendly competition, so it keeps learners
interested and motivated; ¢) Vocabulary games bring real
world context to the classroom;

Mei (2000) emphasizes similar points by saying that it
encourages active learning, as well as collaboration and
interactivity.

Also there are other reasons that games deserve a place
in the language classroom:

. Games play a big part in helping participants build
relationships, and to feel equal. Playing games in the class-
room can also help create a friendly and positive atmos-
phere where seat arrangement can differ from game to
game, and thus cause diversity from the norm which can be
extremely helpful in keeping an exciting learning environ-
ment;

. The reason most people want to learn a language
is to be able to use it in real situations, for example when
travelling. Games can be a very good way to practice this
skill because they can easily be used to reenact various sit-
uations from real life and provide students with practice in
their fluency. Also, by using games in the classroom the
teacher is giving his students a bigger role, and he himself
is stepping out of the frontline which is a positive thing
because it allows students to take on more responsibility.
Also that allows students to do more on their own, and that
can very well result in an increase in their confidence level,
[7:12-14].

. Language students need to be exposed to the lan-
guage in a variety of situations, which is a need games can
fulfill. Language students also need to be ready to take on
the experience, keeping their minds open and being willing
participants again, games make this possible;

. Language students need to be emotionally in-
volved, meaning they need to feel something while they are
exposed to the language. Strong emotions, such as happi-
ness, excitement, amusement and suspense allow students
to feel positively about their learning situation and are

therefore likely to have a positive effect on language learn-
Ing;

. Games are good for shy students and students
with low confidence, and that applies specifically when
playing takes place in smaller groups because then they get
a chance to speak in front of fewer audience instead of hav-
ing to express themselves in front of the whole class. Also
it is sometimes easier to open up and forget the shyness
when playing a game because the atmosphere is not as seri-
ous and more emphasis is put on fluency rather than gram-
matical correctness; [7:12-14].

. Games can be a good strategy when teaching var-
ious subjects because they are very likely to spark interest
amongst students. They can be used with students of all
ages, and when they are used with other teaching methods
they create diversity which is ideal for school work;

Students learn through experimenting, discovering and
interacting with their environment. Students need variation
to increase their motivation. By using games students al-
ready have a context in which the use of the target language
is immediately useful.

Important things to consider when using games in the
classroom:

v' Choose suitable games (depending on the number
of students, proficiency level, cultural context, timing,
learning topic, and the classroom settings);

v" A game must me more than just fun;

v/ The way students perceive a game depends on the
actual design and implementation of the game;

A game should involve “friendly” competition;

v' Give clear instruction, give clear rules and time
limits;

v" A game should encourage students to focus on the
use of language rather than on the language itself;

A game should give students a chance to learn,
practice, or review specific language material;

According to Gaudart (1999) there are 4 types of games
that can be used and they are: card games, board games,
simulation games and party-type games. When choosing
games teacher does not have to have a multitude of games
up his/her sleeve, but rather creativity at taking existing,
familiar or popular games and adapting it to the classroom
to aim for maximum student involvement. Many games
require modification in use when the students’ needs are
taken into consideration. It is also important to note that a
game doesn’t need to involve a lot of movement or excite-
ment or cheering, but it does need to be intellectually chal-
lenging.

Teachers can use a variety of extra incentives to keep
the energy in the classroom going during games with: group
or team competition, using small prizes depending on age
(stickers, stamps, reward points etc), using dice to deter-
mine amount of points or using fake money or playing
cards as point system (every time a student answers correct-
ly he/she receives a card or note).

Also teachers can use Directed Activities Related to
Texts (DARTS) such as jigsaw, prediction, sequencing etc,
in a competitive way to create a game. Teachers can use
them to present or practice the target language, yet at ht
same time it can develop into a game.

Games lower anxiety levels, are entertaining, education-
al and give students reason to use the learning language. It
is a natural way of learning and exposes students to real
learning opportunities.
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PE3IOME

Maskyp Maxosaza GonuIaHFHII cHH(IAapa YeT TIIIMHU YKUTHIN jkapaéHuaa YIUH METOIJIapHHIHT aXaMUsTH, Macalanapy TaxJIiil
KWINHTaH. 3epo, €I XyCyCHSITHHM MHOOATra ojiraH XOJja uYeT THIWIa ypraTuiaa YHHH MEeTOIIapHIaH TabIUM >KapaSHHHUHT TypIIH

6ockuwiapuaa (oiiaataHuIl MyMKAH.

PE3IOME

B cTaTthe paccMaTpuBaOTCS UTPOBBIE METOABI B IIpoIiecce 00YUeHHsT HHOCTPAHHBIM S3bIKaM B Ha4albHBIX KJIaccaxX, MOCKONBKY, AaH-
HBII METOJ MOKHO HCIIOJIb30BaTh Ha JTI000i CTyHeHH 00y4eHHsS HHOCTPaHHOMY SI3BIKY C ONpeNeNnEHHO aganTarmeil Uil KaXaoro Bo3-
pacra. Mcronb30BaHHE Pa3IMYHBIX UI'POBBIX MPHUEMOB Ha yPOKaX CIOCOOCTBYET (OPMHUPOBAHUIO IPY)KHOTO KOJUICKTHBA, POCTY KOJUICK-

TUBHOT'O 3HAHWS MHOCTPAHHOI'O A3bIKa B KJIaCCE.

SUMMARY

The article deals with the methods of using games in the process of teaching foreign languages in elementary schools. The given
methods are possible to use on any step of teaching a foreign language. The use of different games at the lesson promotes to the creation
of the friendly atmosphere, growth of collective knowledge in the classroom.

IICUXUKAJIBIK 7)KAKTAH APTTA KAJIFAH BAJIAJIAPIbIH
MNCUXOJIOTUAJIBIK O3 ELHEJINKJIEPA
3.11.IIepumMGeTOBa — HCUXO0A02USA UTUMAEPUHUY KAHOUOAMbI, OOYEHN
OorcunuAz amuvinoazel Hoxuc momnekemaux nedacocuxanbly UHCIUmymaol
TasiHy cy31ap: ICUXOJOTHS, IICUXUK PUBOXKIIAHUII, KOPPEKIHOH UIILIAP, ICUXHUKA, XOTHPA, XYJIK-aTBOP, ICUXOJIOTHK XyCYCHUSTIAp.
KiroueBrnle ciioBa: TNICUXO0JIOTUsA, ICUXUYECKOE PAa3BUTUE, KOPCKIIMOHHBIC pa6OTLI, NCUXUKa, MMaMsATh, XapaKTEp, IMCUXOJIOTHYECKUE

0COOEHHOCTH.

Key words: Psychology, psychical development, correctional works, Psychics, memory,character, psychological features.

Banananna mncuxukanblk — paVaKIAHBIVIBIH — anTTa
KaJIBIVBIHBIH aiDKINA ©3TeIeINKICDHHCH OUpH — OaJaHbIH
TICUXUKAJIBIK XODEKETUHWH KOJIUIUIECCUVHHUH  HODMana
emecauru. Mubantunenu 6amamap 63WHHUH KaTanjanbIHAH
anTTa KaJbIVBl MEHEH OWDIe. OJanIblH OMJIADBI. ITHKHD-
neVvienu me Tvbakchi3 6omanbl. OnanabiH MU KOOUIETH e
KVH naVamblHIa e3repenn. ARBIDBIM VaKbITIanbl CaOaKThIH
aKkpIDBIHAA Iapmay >kviere kemenu. bva Oanamapra ToH
O3TeIeNK ThIKKATBIHBIH XQJICH3IMIH. aiibIneIM Oanananna
HC — XODEKETHHUH O0aChIHIA MBIKKATHI JKOKAnbl 00Jambl. ajl
KeluH ajia TeMmeHyied Oacnailinbl. Y3ak MVINETIH ecTe
caKiiaVbl MEHEH KbICKa MVINETIH €eCcTe€ CakKJIaVBIHbIH
TOMEHIIEVH. €CTe CaKIaVBIHBIH OWD KOJMITE €MECTHUIH.
COHIall — aKk aKbUIbIH aKTHBJIIMTHHUH TOMEHIIEVH — OVII Ka-
TeropusiapAarkl Oanamapra ToH esremenukiep [3:46].

IlcuxukanslK payaxiaHblyAblH apTTa Kajblybl Xop TYp-
M Jopexene XapaktepieHenw. JKeHWJ TypuHAe Oananap
onuyaibl yibpiymMa OwiuM Oepuy MEKTCIUICpUHAC, aybIp
JKarmalmapaa apHayibl OWIMM OepeTYFhIH MEKTeIlIepie
stMaca MeKeMeJep/1e OKbIThIIAbI.

bamamap Kauma# ga Oup TamceIpMaHbl OpBIHIIAY A
VIAKCHJIEPAUH O KOpJIEMHUHE CYHEHeIU. YJIIKEHJIep XKopje-
MMHE 39PYPJUK, UC — XOPEKETTUH HOTUIKECUH OpbIHIIAY,
OHBI YKCAac XOpEeKeTJIepre YHpEeTHY HOTHIKECHUHAC ICHXH-
KaJIBIK JKaKTaH payaKJaHbIyJIaH apTTa KaJiFaH Oayajapibl
aKBUTBI 3albLT OaNaapAad axbIpaThlyFa 00JaJIbl.

bananapaa uc —XopeKeTTUH TYpPaKChI3JIBIFbl XOPEKET—
KOOPAUHAIUSACHIHBIH JKETKMJIMKCU3JIUTH MEHEH PEKUMIe
Oo¥ichIHA aaMayIIBLIBIFEI OoJica ma, OyHmai Oamjanap/biH
0achIM KOIIIUIUIH JICHE IIBIHBIKTBHIPBIY TOHH MEHEH CIIOPT
OWBIHJIApBIH  KaKChbl Kepeau. OnapaplH TCUXHKAIBIK
payaxJaHbIYbIHIAaFbl JKOKAPFbl MYMKUHIIMIUKIEPANH Oap
CeKCHJINTHUH, JY3€THUY JKYMBICIAPbIH IOJIKEMJICCTUPHY N
arart 6TUY OPBIHIIBI.

IlcuxukanblKk payaxJaHbIYJIBIH apTTa KaJblyJiapblHa
Oaitmanpiciel  ©3 mnukupiepuH ycbinran M.C.IleB3Hep,
T.A.BnacoBa 0anaHbIH SMOIMOHAIUIBIK epK chepaaapbiHbIH
KOJIHUILICCUYHE KOTl KeYul Oepuy MEeHeH Oupre, HEWPOIu-
HaMUKAJIBIK OY3bUIBIYIApIbIH KEKe XapaKTepUCTHKAChIHA
na aWbpIpbIKiia uTuOap kapartel. CoraH coikec, NCHXHUKa-
JIBIK payakJIaHBIYBI apTTa KaJraH OajanapiblH XapaKTepH-
CTHUKAJApbIHbIH THHKAPBIH AHBIKJIAI, SFHBIA OJI TICHXHKa-
JIBIK JKOHE TICUXO(MU3MKAIBIK HH(DAHTUIN3M TYPUHICTH
aHBIKJIAHATYFBIH JKOHE epTe OallajblK YaKbITTarbl OpaibIK
HEpPB CHUCTEMACBIHBIH 3aKbIMJIAHBIYBIHAH, OHBIH OpPTraHH3-
MUHUH AaCTeHHSJIBIK, LEepeOpacTeHHUSIIBIK JKaFaaiiapra
VIIBIPAaRTYFBIHIIBIFBIH aHBIKTarad [1].

Xo3Upru YakpITTarbl €H THHKAPFBl MAceNeIepuH OupH-
0JI OKBIY MPOIIECHHETH OananapablH payakiIaHbIYbIHIAFbI
apTTa Kanbiyaapael  aud@epeHramisl - U3epTaey IuH
Ma3MyHbI OOJIBII OTBIp. PayakiaaHbIybIHAA apTTa KalraH
Oananappl OKBITBEIY MEHEH TOpOMsuIayma, OJIapablH MOTEH-
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[HAJIBIK MYMKHUHIIMIMKIEPHH aiThin, Oajagarbl KEMIIH-
JIUKJIEPIU TOJIBIK KOMITEHCAIUUIayFa, JY3eTHYTe OOJaIbl.

Xa3upru u3epTieyaepre Kaparanaa, TOPTHIT Oy3bIVFa €H
OMpUHINK TYPTKM OOJFaH >Kargaii OajaHbl THKKeJei
TOPTHIICHU3INKKE OKEIMEHIN, Ooclell  yyalbiM KaWFbIFa
yIIbIpaTajbpl Ja, O KaWFbl OanaHbl arpeCCHBIMKKE allbIIl
kenenu. Toptum Oy3bly COHHAaH maiga Oomanbl. TopTum
OY3BIYIIBUIBIKTBIH, KEJIMIT MIBIFBIYBIHBIH THHKApBI — cabakKa
yiarepe anMayiibLIbIK. AWBIPBIM OKBIYIIBI KaTapiapblHaH
cabaKkTa apTTa KaJbII KOWBIN, TOPTHN OY3bIYBIH ©3WHIIC
OaTBIPJILIK JeN ecarmiaiiasl. by, XxopekeTuH, 0ackamap by
KO3W aJJbIHJIa KOPCETKUCH Kelleau. bynm kebOuHece Oaia-
HBIH MHHE3-KYJIKBIHBIH AYPBIC TOPOMsIaHOAYbIHAH KEJTUIT
mbIFaabl. bupak, ycelHmai OonFaH jkaFdaima aa, TOPTH-
TICU3JTUKTH OajaHbIH OOWbIHA CHHUI KETKEH 9JIeT JIel, Oap-
JBIK ceOeNnTH OHHAH W3JeYy KoTe. OUTKEHU, TOPTUI Oy3bIY
TEeK ©3WHE FaHa OalJIaHBICIBI e€MeC, OHBIH YH HITUHACTH
JKaFJaiiapra Ja, aWTalbIK, ara aHa OWPJIMIUHHUH
JKOKJTBIFBIHA, YKoHE OajachlHa KOWFAH TaJaNThIH Xap TYPJIU
OoJIbIN KeMyHWHE OailaaHbICiibl. bama >kakChl MCHXOJIOTH-
SUTBIK, KaFfaiia TopOUsIaHBIYBl, OKBIYBI, payaKIaHbBIYbI
3opyp. Conpa Oanama yHaMIIbl «MEH» KOJIHUIUICCEIH, O3UHE
JIETEH MCEHUM TMaija Oonanel. byHnal «MeH» OallaHbIH
JKaKCHl JKarmaiifa, HOTUIDKEre epHCHYHMHE, IYPBHIC payak-
JIaHBIYBbIHA MYMKHHIIMIUK Oepe/Iu.

ITcuXOoNMOTHANIBIK — TIeIaroTUKAJIBIK u3epTiieyiepae 0a-
Jla MUHE3 — KYJIKBIHBIH OY3bUTBIYBI MAOCEICCH M3EPTIACHICHU
MEHEH, OUp KOJIMNTE payakjaaHraH Oajla MHUHE3 — KYJIKbI-
HBIH YHaMCBI3 TYPJCPHHHH CeOeIiepy WINMJIe U3epPTIICH-
Oexre. Kumu mMekTen skachlHAarbl OananapabiH abGeKTHB
MHHE3 — KYJIKbIHa XapaKTePUCTHKa Oepe OTBIPHIN, MCUXO-
JIOTHUSUIBIK aHAJIU3 JKacaibl. byHnai Oananap/biH MUHE3 —
KYJKbIHA OKIICJICTHIIINK TOH OOJIBIN, ojlap Oacka Oananap
MEHEH YPBICHIIN, KbIPCHIKJIBIK €CKEPTHYJIEPUHE Te3 HUPEH-
JKUM Kanaabl. byHjgalt MUHE3 — KyJIbIK OHBIH €J1€ KJIMILIE-
CIIETeH ©3apa KapbIM — KaTHaclapJblH ceOeOMHEH maima
OoJajpl JIereH )KyyMakka kenenu [1:22].

bananapgarel  Xop  KbIMJIBI  YHAMChI3  MHHE3
KYJIBIKJIApFa OpaljIblK HEPB CHUCTEMACHIHBIH OXMHUHETH
OpbIH MMENIeUIN eKeH. YHaMChI3 KbUIBIKJIap, COFaH COHKec
MHHE3-KYJIbIKIAPbIHBIH €PKEIUK, KahcapJiblK, YMOIIMOHAJI-
JIbI TYPaKCHI3JIBIK TYPHHJIETH KbUIBIKJIAphl OachIM Oasanap
JIbl YUPEHUYIM aTar KepceTe/u.

TopOusicel KbpIWBIH OanayapAblH  KEJIUN IIBIFBIY Cce-
OcruiepuHMH OWpu — OaylajapblH OKBITHIYIA, TOpOMsIIayaa
aTta — aHaJapJiblH KYyYarnKepIIMIUK CE3UMHHUH KOKJIBIFbI
Oaja MMHE3WHJE MHUHPUMCHU3IIMKTH, SFHBIA  ©3HWMIIHNII-
JIUKTH T1ai/1a eTe/u.

Exunamm cebenm — Oynm YHIOETH COTCHU3IUK, CIUPTIN
HIITUMIIAKIIEpPre OSpUINI KETKEH MIaxcaap/blH 0ap eKeHIIH-
TH, YpbIC — TeOelec, YPJIbIK, aTa — aHaJap/IblH KoHe Oacka
maHapak ar3ajiapbIHBIH )KSHUJ MUHE3 — KYJIKBI, a1 O9pHHEH




