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Marykivska H. Formation of Speech Culture of Seniorpupilsin the Use of 
Educational Games

The problem of formation of speech culture is quite relevant nowadays. High school 
graduates must be fluent in spoken and written language in different situations, clearly and 
appropriately expressing their thoughts.

Education of speech culture of students of senior classes maybe not only at school, 
and and in the centers of preparation for entering universities.

Shaping a culture of high school can be done in a form of didactic games. Business 
games are interactive teaching methods. Such methods involve activating the cognitive 
activity of students through active communication. The use of such methods in training helps 
to ensure that high school students learn to formulate their thoughts, express them correctly, 
to argue and debate, to simulate different situations, to listen to others, respect alternative 
ideas, create a constructive relationship in the group, to avoid conflicts, to compromise, to 
find a rational way problem solution. Using interactive methods promotes the formation of 
skills of project activities, independent work, perform creative works. Interactive methods are 
taught to interact constructively contribute to the improvement of psychological climate in the 
classroom, create a good atmosphere, increase the motivation of students to learn.

The article gives examples of the use of didactic games in the classroom on the 
Ukrainian language in the preparatory courses of higher education.
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