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INTENSIFICATION OF THE PROCESS OF TEACHING
A FOREIGN LANGUAGE USING GAME TECHNOLOGIES IN
HIGHER EDUCATION

CraTTio MPUCBSIYEHO MUTAHHSAM 1HTeHCU(]IKallii MPOoIleCy HaBYaHHS
1HO3€MHOI MOBH 3a JIOIIOMOI'0K0 BUKOPUCTAHHS ITPOBUX TEXHOJIOTIH y
BUIMX HABYAJILHUX 3aKjajaxX. Y CTAaTTl BUCBITIIOIOTHCS MO3UTHBHI
MOMEHTH 1 JAIOThCS JACSKI MOopaau I0J0 YAOCKOHAJICHHS MPOIECY
HaBYaHHS 32 JJOIOMOTOI0 IrPOBUX TEXHOJIOT1H Y BH3.

KirouoBi cnoBa: 1HTeHcUQIKallis, TPOIEC HaBYaHHSA, IrPOBi
TEXHOJIOT'11, BUIIl HaBYaJIbHI 3aKJIagu.

Crathd TMOCBAIIEHAa BONpPOCaM HHTEHCH(PUKALMS MHpolecca
00y4eHUs] UHOCTPAHHOMY SI3bIKY INPH MOMOIIHA HCIOJIb30BAHUS
UIPOBBIX TEXHOJOTMI B BBICHIMX Y4eOHBIX 3aBeleHusix. B crarbe
OCBEIAKTCH MO3UTUBHbIE MOMEHTBI M IAI0TCH HEKOTOPbIE COBEThI
OTHOCHUTEJBHO YCOBEPIIEHCTBOBAHMUS TMpoIecca OO0y4YeHuss C
MOMOIIbBI0 UTPOBBIX TEXHOJIOTHI B By3aX.

KioueBbie cJjioBa: WHTeHCH(PUKANHUS, Npolecc O00ydeHMs,
UI'POBbIE TEXHOJOITMHU, BbICHINE Y4eOHbIe 3aBeleHUS.

The article is devoted to the issues of intensification of the process
of learning a foreign language with the help of gaming technologies in
higher education. The article highlights the positive aspects and gives
some tips on improving the learning process with the help of gaming
technologies in universities.

Gaming technologies of learning a foreign language contribute
to the creation of an active, businesslike, necessary emotional
environment. They help students to develop the ability to communicate
on the subject of the language being studied, the ability to quickly find
the necessary lexical units and terms, the keys to solve a problem in a
game situation, sociability, concentration in the right situations, a sense
of confidence in their abilities, the ability to express their thoughts by
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means of a foreign language, an assessment of the likelihood of using
the knowledge gained in the chosen future specialty.

The game, according to scientists, is a type of developing social
activity, a form of learning social experience, one of the complex features
of a person. Thus, the game can be viewed as a socio-pedagogical
phenomenon. The originality of the game activity is manifested in unity
with the practical activity and therefore is active, effective. The game
reproduces not only the techniques and methods of work, but also many
other human manifestations that reflect life in all its diversity.

The game of students can be viewed as a social and cultural
phenomenon that is inherently associated with training and education
as a personality-oriented activity. Naturally, the game of students is
perceived as a natural type of their activities.

Keywords: intensification, learning process, gaming technology,
higher education institutions .

Formulation of the problem in general. The modern stage of
society’s development is associated with the processes of globalization
and integration, which require specialists not only to be competitive
in the labour market, but also to master at least one foreign language.
Mastering foreign languages opens up new opportunities for students,
because it enables them to participate in exchange programs, to
accumulate knowledge on the future specialty, to learn about advanced
technologies and to expand their own outlook. For students of
upper courses and postgraduates, a foreign language is required for
participation in international conferences and work with literature on
the subject of coursework, diploma thesis or dissertation. The above
factors require continuous improvement of approaches to teaching
discipline and intensification of the educational process; in this respect,
the use of gaming technologies has an enormous potential [1].

Presentation of the main research material. Gaming technologies
of learning a foreign language contribute to the creation of an active,
businesslike, necessary emotional environment. They help students
develop the ability to communicate on the subject of the language being
studied, the ability to quickly find the necessary lexical units and terms,
the keys to solve a problem in a game situation, sociability, concentration
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in the right situations, a sense of confidence in their abilities, the ability
to express their thoughts in a foreign language, an assessment of the
likelihood of using the knowledge gained in the chosen future specialty,
etc.

The game, according to scientists, is a type of developing social
activity, a form of learning social experience, one of the complex
features of a person. Thus, the game can be viewed as a socio-
pedagogical phenomenon, an accessible way for students to increase
their knowledge and master the world [7, 89].The originality of the game
activity is manifested in unity with the practical activity and therefore
is active, effective. The game reproduces not only the techniques and
methods of work, but also many other human manifestations that reflect
life in all its diversity.

The game of students can be considered as a socio-cultural
phenomenon, which is inherently associated with training and education
as a personality-oriented activity [8, 36]. Naturally, the game of
students is perceived as a natural type of their activities (socio-cultural,
communicative, correctional, entertaining, etc.). On the other hand, the
game acts in a holistic educational process, as a means, principle, and
method of organizing the life activity of student groups [9, 23].

The algorithm of the organization of the game includes: the choice
of the game and its design; game offer to students; equipment of the
gaming environment; breakdown into teams, groups; distribution of
roles in the game; distribution of the main process of the game and
the development of the game situation; the possibility of correcting the
relationships of students in the game; completion of the game; result
and analysis of the game.

The most common categories of game learning include: research,
simulation games and non- simulation, based on the principles of
problematic character, personality activity in learning, connection
between theory and practice, the development of creative individuality
in group work. The game activates the mental activity of students, allows
to make the new process attractive and interesting, it has an emotional
impact on the trainees. All this in aggregate is, in our opinion, a
powerful incentive to increase the effectiveness of the learning process,
a guarantee of high-quality mastery of the studied subject.

A business training game, as a rule, acts as a form of recreating
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professional activities, modeling relationship systems characteristic of
this type of practice, and high-grade and high-quality knowledge of the
subject within the program of study. According to the conclusion of
many domestic and foreign psychologists and educators, an abstract
method of teaching the subject, formal training turns into a rite of
meaningless cramming, and the knowledge communicated to students
has little in common with real life [1, 87].

The traditional practice of learning views its most important task in
engaging students in the social and systematic experience of mankind.
At the same time, the student turns out to be cut out of the space-time
context, from the context of life and activity, and the goals of mastering
already acquired knowledge are being imposed on him. Such educational
information becomes the beginning and end of student activity.

The strongest motivating factor in gaming technology training are
the teaching methods that satisfy the need of students for the novelty
of the material being studied, the variety of exercises performed.
The use of various techniques, in turn, helps to fix the phenomena
associated with the studied subject in memory, to create persistent
visual and auditory images, to maintain the interest and activity of the
students. In philosophy, it is generally accepted that knowledge is a
proven result of the knowledge of reality, its correct reflection by a
man, which became a guide to action. This means that knowledge is not
transcoding information into the language of brain structures. In order
for information to become knowledge, the student must understand its
meaning, that is, to restructure its past experience in view of the obtained
new content in situations that are reflected in this information. To form
a creative thinking, a creative individual of the student’s personality,
which is an essential attribute of the learning process with the usage of a
professionally-oriented technology, the leading element is an unknown
new knowledge, pattern or method of competent action that he has to
learn independently or with the help of a teacher.

In accordance with the above, vocational training in a foreign
language should be organized in such a way that learning activities
act as a means for solving *“ quasi-professional ” tasks by students.
Modeling in educational activities situations close to reality allows
finding the right solutions to professional and objective problems, being
at the same time one of the effective ways to intensify the educational
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process.

One of the ways to simulate communication in the profile of the
studied subject is speech games. The use of speech games in the process
of teaching students a foreign language convinces that didactic games
in higher education perform all four functions assigned to D. B. Elkonin
, acting as: a means of development of the motivational sphere; a means
of knowledge; a means of mental action and a means of developing
arbitrary behavior. The game always involves making a decision - what
to do, what to say, how to win. It is in the game that students learn social
functions and norms of behavior. According to A.A. Verbitskiy game
leads to the development [2, 15]. The developmental value of the game
lies in its very nature, for the game is always emotions, and where there
are emotions, there is activity, there is attention and imagination, there
is activated thinking.

Teaching the subject as a communication of like-minded people
requires collective activity with regard to personal and interpersonal
relations: a teacher is a group, a student is a student, a teacher is a
student, a student is a group. The educational process, especially with
vocational-oriented training, causes the interaction of all those present
in the classroom. In this case, group activity has a positive effect on the
personality of the student. With intensive study of the subject with the
use of professionally-oriented technology of teaching, the teacher and
students enter into certain social relations with each other. Success in
such a study of the subject is the result of the collective use of all the
opportunities for learning.

Language games as a kind of speech games not only contribute
to the intensification of students actions in the classroom in a foreign
language, but also develop their speech initiative. The gaming
technology in a foreign language class allows to repeat and consolidate
the learned lexical units and typical phrases, to diversify the forms of the
lesson and to maintain the attention of students in the classroom. When
conducting classes in a game form, it is advisable to use the exercises
on the communicative assimilation of new terms, the most commonly
used idiomatic expressions, the accumulation and active mastery of
vocabulary for business communication within the topic being studied.

For practicing professionally significant listening skills, special
language exercises are included in the used language games, which
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are focused on developing the skills to perceive, record and process
the information related to the subject under study and its specificity.
Experience shows that in order to work out forms of business
communication, to form skills to operate with knowledge on the
topic being studied in specific situations of the business professional
community the most productive are communication exercises in the
dialogue mode.

The technology of using games is a form of activity in conditional
situations, aimed at recreating and assimilating social experience,
formed in socially fixed ways of doing things, in objects of science and
culture.

A distinctive feature of the game activity is its voluntariness, high
activity and contact dependence of students. This is a special sphere
of human activity, in which a person pursues no other goals than
obtaining pleasure, satisfaction from the manifestation of his physical
and spiritual abilities.

The variety of speech games we used was explained by a number
of circumstances, in particular by the fact that in the practice of
professional-oriented technology of teaching a foreign language by
other authors, there is no professional-pedagogical orientation. So, E.I.
Passov recommends the use of games in teaching a foreign language to
achieve the following goals: a) the formation of certain skills ( in an
example of the skill of posing a question when playing a puzzle); b) the
development of certain speech skills, for example, after the studying
of the topic “Housing” (students are interested in the game with the
arrangement of furniture in the new apartment); c) learning the ability
to communicate (for example, holding a competition for the most polite
interlocutor or the most sociable person in the group); d) development
of necessary abilities and mental functions ( for example, when playing
a game for checking attention); e) the acquisition of new knowledge in
the field of geography and language, which uses quizzes, lotto, travel,
contests); f) memorization of speech material (for example, playing
on the accompaniment of words with facial expressions and gestures,
rhyming games, etc.) [5, 37].

In the process of learning a foreign language, we filled the future
teachers of a foreign language with both their gaming speech activity
and methodological content so that in the course of teaching the
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necessary material on the subject they would be in the position of active
creators of learning situations. In order to organize the future teachers
of reproducing and creative activity of students in combination, the
new game is started by the teacher, who plays the role of lead, and then
this role is conveyed to a well-prepared student.

In our opinion, to get the most effect from the game it is advisable to
organize it in the form of competition. With the help of games, you can
solve either a particular task - to improve phonetic, lexical, grammatical
skills, etc.) or a whole range of tasks: to form speech skills, develop
observation, attention, creative abilities, etc.

It 1s conditionally possible to subdivide all games into language
and speech games. In terms of terminology, language games should
be distinguished from speech or communicative games, educational
games and business games.

Language games - a type of game tasks intended for the formation
of pronunciation skills, lexical and grammatical skills and training of
language phenomena.

Communicative or speech games are a type of game tasks, the
purpose of which is to organize foreign language communication in the
course of a communicative task.

Role-playing games are a type of game tasks that envisage the
assignment of students to roles and the playing out of a communication
situation in accordance with the theme and roles of students. In role-
playing games there is usually no problem situation.

Educational games are educational games in which the participants
in the game learn the content of the subject matter.

Business games are usually used when teaching professional
communication to create different situations of communication. In
business games, a tense conflict situation is set. Business games
allow the teacher to form not only professional skills and abilities, but
also certain moral qualities of the personality: businesslike manner,
efficiency, integrity, etc.

A characteristic feature of the game is its diversity. On the one
hand, the player performs speech activity, the implementation of
which requires actions related to solving very specific, and often non-
standard tasks, on the other hand, a number of aspects of this activity
are conditional, allowing you to distract from the real situation with its
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responsibility and numerous prior circumstances. Diversity causes the
developing effect of the game, helps to relieve psychological stress,
because in case of failure the game can be repeated several times, which
is not always possible in real life. For people who are focused on results,
life failures are depressing factors that slow down the development of
the personality. The game also contributes to the development, enriches
life experience, creates prerequisites for success in real life.

The game, causing interest and activity of students, gives them the
opportunity to express themselves in an exciting activity, contributes to
a more solid memorization of terms, concepts and rules on the subject
under study. Knowledge of educational material is a prerequisite for
active participation in the game, and often a prerequisite for winning.
So the game is used in vocational-oriented training, it makes it possible
not only to improve already learned, but also to acquire new knowledge,
since the desire to win makes you think of and remember everything
that has been learned before. Another favorable condition for the game
is its availability to students. The game, activating the desire of students
to contact each other and the teacher, creates a situation of equality in
speech partnership, thereby destroying the traditional barrier between
the teacher and the students.

Obviously, the important thing is the ability of the teacher to
captivate, “infect” the students with the game. To do this, the teacher
must be very enthusiastic. Fixing errors should be carried out by the
teacher imperceptibly, without distracting students from the game, an
error analysis is done after the end of the game.

The logic of the game activity represents a certain sequence of
actions: the teacher’s operations in selecting, developing, preparing
games, including students in the game activity, implementing the game
itself, summing up the results of the game. For each type of game there
1s its own specifics of implementation. But in each of them there are
typical operations and actions.

A business game, which is a special form of modeling a holistic
educational process, as our experience shows, 1s based on knowledge of
pedagogical theory. Designing and conducting a business game requires
consideration of such criteria as: material problematics, simulation,
game modeling, joint activities, communication, dialogue, and
diversity. A business game allows to create subject and social contexts
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in future professional activities, and thus simulate, in our opinion, more
adequate conditions for the development of the personality of a future
professional, especially in the field of intercultural communication, as
compared to traditional training.

The social order of the society determines the goals of teaching
a foreign language. In recent years, the requirements for the level of
training of teachers and teachers of a foreign language have sharply
increased. The first priority is learning a foreign language as a means
of communication. A graduate of a language department is no longer
just a foreign language teacher, instructor or translator, but, above
all, a universally educated specialist in international communication.
Therefore, the business game in the educational process should be
subordinate to the goals and objectives of training qualified specialists,
developing, complementing and improving their professional skills.

In a real educational process in high school business game allows
to solve many tasks simultaneously. This, as a rule, is a logical
continuation of a specific theoretical topic, a practical addition to it, as
close as possible to real conditions, it contains novelty and problems
for solving; saturated with the necessary intellectual and emotional
readiness of the participants to the game and creating an atmosphere of
ease and search. We have repeatedly tested in the practice of teaching
students the conditions for the effectiveness of educational games.
We consider them the following: the content of the game should
correspond to the level of preparation of the participants, the tasks of
the participants, the rules of the game; the forms of the game (dispute,
interview, press conference, etc.) and the goals of the game should be
defined (generalization and fixation of the covered topic, activation of
certain vocabulary on the most important topic, etc.); roles must be
distributed, variants of potential decisions should be revealed; stages
of the game with the allocation of the required time must be defined;
the availability of the necessary props for the game should be checked.

In our practice in experimental groups, we mainly used predominant
game training or pure game training. Under the game teaching, including
the future profession, we have designed a technology of training in
which the preference is given to the game, as the most effective form
of education. As a result of this experimental teaching, in addition to
the qualities mentioned above, the following features were identified,
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which make it possible to consider language and speech games as one
of the most effective factors:

- the intensification of the educational process due to the preferential
use of game learning is most effective and economical, since in this
case, as a rule, no large expenditures are required to acquire means of
its maintenance, and the form of the game itself is closest to the real
professional conditions of future specialists;

- gaming training allows to design the learning process as a set of
games of different levels, purpose and complexity, while pursuing the
only goal - to prepare highly qualified specialists who meet all modern
requirements and are able to start fulfilling their professional duties in
full and on high professional level;

- educational games, by their nature and qualities, most successfully
and effectively interact with other factors of educational and
methodological support, can be used at any stage of teaching a foreign
language.
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