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Introduction
The main goal of my thesis is to focus on various types of game and their using in lessons of the Czech language and literature. The thesis is divined in theoretical and practical part. The theoretical part of my thesis describes options of using games in teaching and suggests how to put games in teaching most effectively. It will focus on both positive and negative aspects of using the game in teaching as well. The practical part of my thesis will illustrate the results of a research among teachers at upper grades of elementary schools and their pupils.
Games In Teaching
A game can be used in every part of a lesson. I can be a motivation, a part of an explanation, it can function as a mean of exercising and testing the knowledge of pupils. It is important to define the rules exactly and clearly in advance, with using an illustrative example when possible. There has to be an evaluation after every game included in teaching. Teachers consider game an effective teaching method and they believe that it is has a strong potential to motivate. The reasons for teachers’ decision not to include didactic games to the process of teaching can be for example: high numbers of pupils, inadequate size of classrooms, and shortage of materials for such activities.
A game brings a feeling of satisfaction, it develops creativity and it contributes to increasing of ability to speak, to remember, to formulate. Especially for children it is a very popular activity. Children put all their personality into a game. I should be one of the basic methods of the teaching process in case of elementary school pupils.
Games help to develop features, which are important in the teaching process; concentration, ability to think quickly, to remember, to answer exactly. While playing, pupils, on the one hand, see the variability and possibilities of a language that they can handle to some extent; on the other hand, they realize that they have to make a certain effort to reach an ideal ability to effectively use it. The aim is a development of creativity of a child in all areas; including inter-personal relationships. A game helps to build social relationships, it teaches a child to communicate, sympathize with others, cooperate, it builds an ability of self-reflection, teaches how to get on with other people.
A didactic game is one of the methods, which has become increasingly used in the last years due to an endeavour after alternative approach to education. It proved to be an appropriate way to pupil’s handling the subject matter, pupils look forward to the lessons and it helps to overcome difficulties in the teaching. A teacher can make pupils to participate on the lesson very intensively through a game. It allows the teacher to build and support a positive attitude toward a subject.
Methods of research:

· Qualitative Research:

· Observation of lessons;

· Guided Interview with pupils;
· Quantitative Research:

· Questionnaire for teachers;

· Assessment of prearranged test for pupils.
The main research instrument will be a methodology tool (MIKULÍKOVÁ, V., MAREŠOVÁ, H. Metodická pomůcka "Didaktické hry ve výuce českého jazyka a literatury”. Olomouc: Univerzita Palackého, 2010. ISBN 978-80-244-2710-2). This tool was created on base of a Student Grant Competition project. The methodology tool contains 144 preparations for teaching Czech language and literature (grammar, literature, composition and communicational education). Out of these 144 preparations, 72 are crated for control group of pupils and 72 are created for experimental group of pupils. The first kind of methodology elaboration concerns transferring the new knowledge onto the pupils in the classic form (explanation, practicing on language exercises, etc.), the second kind of elaboration concerns handing the new knowledge onto the pupils in an untraditional, experiential way (with the use of games and other gaming activities).
We asked elementary school teachers who teach Czech language and literature for cooperation. According to School Educational Programmes of these elementary schools all thematic units for the methodology tool were carefully chosen. Every thematic unit consist a teaching preparation for three lessons. After every thematic unit there follows a test evaluating the amount of remembered information. The test results will form the basis of quantitative research. We will compare how many information remembered pupils from control groups and how many information remembered pupils from experimental groups.
The methodology tool was distributed to teachers in two ways. Firstly, it was published on a CD; secondly, all materials are available on a web site created for this purpose (www.didaktickehry.upol.cz).
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