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VY marepianax BceykpaiHChbkoi HAyKOBOI OHJIaitH KOH(pepeHIii 32 MI>KHAPOIHOIO
Y4acTI0O BHCBITIICHO IIIMPOKHHA CIEKTp TUTaHb, IIOB’SA3aHUX 13 aKTyaJIbHUMH
npoOjeMaMi PO3BUTKY KpaiH Ta PErioHIB, CyYacHHUX MDKHApPOIHUX MPOIECIB Y
T'CONOJIITUYHOMY, KYJbTYPHOMY, €HEPreTHYHOMY Ta I1HQopMaImiiHOMy BHUMIpaXx,
MDKHApOJHUX 1HTErpaIliiHuX Ta JAC3IHTEeTrpaliifHUX MPOIIECiB, MUTaHb MI>KHAPOIHOTO
paBoNoOpsAKY Ha movyarky XXI cT. Ta pI3HOIJIAHOBUX AacHEeKTIB MICHA Ta pPOJi
Ykpaiau B cUCTEMi MDKHApOJAHUX BiTHOCHH. Ha OCHOBI aHami3y BITYM3HSHOTO Ta
3apyOKHOTO JOCBIY PO3TISAHYTO IUISIXH BHUPIIICHHS 3aBlIaHb CHOTOJCHHS Y
3raJlaHnx Taly3saX, HaJaHO OOIPYHTOBAaHI MPOMO3MIIII IIOA0 NUIAXIB TMOKPAIICHHS
MDKHApOJHOI B3a€MOJIlI Ta JUIUIOMAaTUYHOI JISJIBHOCTI, a TaKoX MO0
BIIOCKOHAJIEHHSI YUHHOTO 3aKOHOaBCTBA.

Marepianu BceykpaiHchbkoi HaykoBOi OHJIAMH KOH(EpEHINi aapecoBaHO
BUCHUM, TpaKTUKaM, (axiBIsAM 3 MDKHAPOJHHUX BIIHOCHUH Ta MIKHApPOJIHOTO IpaBa,
JIUIUIOMAaTaM, ciiyXxadaM MariCTpaTypH, CTyJI€HTaM BHIIWX HAaBYAJBHUX 3aKIaJiB, a
TaKOX YCIM, XTO IIKaBUThCS MPOOIIeMaMy MKHAPOIHUX BITHOCHH Ta MIXKHAPOIHOTO
mpasa.

Mamepianu nooani 6 aemopcwKiil peoaxyii. Pedakyis 30ipnuka He Hece
8I0N0BI0ANILHOCHI 3 3MICH me3 00N0BI0I ma Modce He NOOLIAmU OYMKY aémopd.
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This article aims to analyze the role and benefits of role games in teaching
students that specialize in International relations at university and to investigate
language learning through the use of role games. As | have been working as a lecturer
at university | have always been wondering how is it possible to make my practical
lessons more exciting and efficient. Once | implemented a role game in my lesson
plan I couldn’t help but felt amused at it immediate success and educational value. So
| started investigating the topic and | want to share findings.

Unfortunately, in Ukraine there are no many scientists engaged in studying role
games as a mean of learning foreign language especially at university. My interviews
among students of different ages indicated that interactive games are highly
understated tools in language learning.
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Games have been used in language teaching for some time but have not been
devoted much attention until recent years. Research findings state that games do not
only spark interest with students (Chen, 2005) but they also contribute with many
beneficial factors that can be useful in future learning (not only language learning).
Traditionally, games have been used as a positive incentive in classes to motivate
learners and give them a useful, educational break.

Frequently games have been conducted during warm-ups at the beginning of
classes or as a final part to finish off a lesson in a playful and fun way. These are not
the only ways of using games as | recommend to use them to practice new vocabulary
and to fill a more substantial part of a language lesson. Language learners have in
multiple studies indicated that they are very enthusiastic when it comes to using
games in their learning (Gee, 2003) and this is a factor that should be taken into
consideration when it comes to using games in learning situations.

Studying is as fast paced as life. And studying in the 21 century has to meet all
the demands and alongside with acquiring necessary skills — to boost EQ (emotional
quotient). While playing role games students learn how to interact with each other
effectively, express their opinion, find common language and common ground, be
tolerant, understanding, supportive, but competitive enough. Adding here language
component is one of the benefits that enables all teachers adopt role games to almost
every specialization at university. And all these equals a productive and successful
lesson. In my case it was a salvation with International relations students, as | had a
chance to practice topical vocabulary in various communicative situations and to
prepare them for future professional challenges.

A massive research which was conducted in Berlin (2013) found that students
that played games could actually increase their brain volumes in several regions of
the brain. According to Linda Jackson, professor of psychology in Michigan, games
can also be used as a tool to increase creativity with students. Jackson has conducted
a research study and stated that the more students played games of all sorts, the more
creative they were in task such as drawing pictures and writing stories. In addition to
this Jackson (2011) claimed that “games can be designed to optimize the
development of creativity while retaining their entertainment values such that a new
generation of games will blur the distinction between education and entertainment”.
She adds that education and entertainment should be able to cooperate in a beneficial
way which will give both learners and educators a newfound interest in teaching and
learning.

James Paul Gee (2005) suggests that in relation to language teaching and
learning we understand games as conceptual models or “doctrines” that work across
formal and informal contexts of learning. In this specific aspect of teaching, games
are often seen as a stimulator in the learning classroom since students seem to get
more motivated by them.

Games in the language classroom are considered as the “fun factor” of language
learning and students seem to engage in a more communicative way when using
games as a learning tool (Meyer, 2006). According to Mayer (2006), games have
often been misunderstood since they are related to informal situations that do not
belong in the learning classroom and therefore gaming process has never been the
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central activity in studying process. She adds that games should not be perceived as
primitive. Students that are using games in their learning also gain a broader social
interaction and community awareness.

Games as teaching tools should not be used in the wrong way; instead they
should be aligned with the learning situation and the learners themselves to make it
work. The whole meaning of learning has shifted from being able to recall and repeat
information to being able to find it, evaluate it and use it at the right time and in the
right way (Corbett 2011). The advantages that gamers are given with the help of
games are many and the Institute of Play in New York (2014) lists a couple of the
most important ones on their website. They state that students are introduced to
scaffolding and collection of data through gaming and that this is proved to be helpful
in their future academic learning. In conclusion, a great deal of research has been
conducted around the world and many of the findings indicate that games may
promote learning and knowledge. Furthermore, students have found the games as a
helpful tool in their learning, when used accurately by the educators.

If a learner already has a great interest in this type of learning, they are also more
eager and willing to engage in a different way than if the interest is lacking (Gee,
2003). This is something that educators should take advantage of and try to turn into
a teaching tool rather than underestimating it as a “non-serious-fun”. In addition to
this, educators should carefully choose what games they are using in their teaching
since many of the older students may worry that games in their education is a childish
and useless method. Therefore, it is of importance to explain the purpose of the
specific game and to reassure them that “fun” can also be educational and that this is
why the games are being used. Another crucial factor in using games in English
classroom is to pay great attention to the difficulty level of the game being used.
While part of the fascination of games lies in the difficulty of them, they should not
be considered too difficult or too easy by the learners since this can surely discourage
them and make them less enthusiastic about this new way of learning.

Bente Meyer and Birgitte Holm Sorensen (2004) are two professors working in
the Danish University of Education, who have written a paper on the subject of
games in language learning and with the help of their research they have concluded
that games should be commonly used in classrooms. They base their research on the
development of Serious Games (digital games and equipment with an agenda of
educational design and beyond entertainment) and claim that games are a crucial way
of “informal learning” that takes place within the educational institution. They
explain that formal learning is often considered “the stereotypical learning way” in
classrooms while “informal learning” is put in a context where the teaching is taken
outside of learning educational centers and combines activities (such as creating
blogs, chat or play video games) with learning. Meyer and Sorensen continue
explaining that the informal way of learning languages is an important element to be
integrated since it involves playfulness and sparks the great interest with students;
this contributes to the construction of the social learning process that develops EQ
level.

According to professor 1-Jung Chen (2005, pp. 125) the benefit of using games
in learning classrooms are the following:
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. Games are learner-centered (the student is always in focus).
. Games promote a communicative competence.
. Games create a meaningful context for language use.
. Games increase learning motivation.
. Games reduce learning anxiety (consequently boosting confidence)
. Games integrate many various linguistic skills.
. Games encourage creativity and spontaneous usage of the language.
. Games construct a cooperative learning environment.
. Games foster participatory attitudes of the students.

In learning a foreign language all of the nine reasons above can be useful but not
many of them can be achieved without the usage of games in learning environments.

The results of the study showed clear advantages of the use of the interactive
method while teaching English. The technique is recommended for use in English as
a Foreign Language classes at the university level. It increases educational motivation
and boosts interest in the course.

Performing a role-based task allows the students to liberate their personality, to
unleash their creativity without discomfort (and fear of interpersonal conflicts), to
criticize, ask questions, evaluate others' performances, and at the same time - more
carefully prepare for their own roles, knowing that they will be the object of attention
not only of the instructor, but also of the peers.

In addition, the proposed methodology develops not only specific professional
and linguistic competences, allows not only to acquire the content of education
directly stipulated by the plan of practical training, but also to develop
communicative leadership competencies, in particular skills of public speaking,
negotiation, consistent and logical presentation of the material, successful interaction
and many more that, in turn, will be very helpful for our students in their future
personal and professional lives.
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OCOBJIMBOCTI HEPEKJIAAY MIZKHAPOJHUX JTOKYMEHTIB

B ymoBax rmobamizaiiii CycniibCTBa MeEpeKiaJ MDKHAPOIHUX JIOKYMEHTIB
MIOYMHAE BiJIrpaBaTH Bce OUIbIIEC 3HAYCHHS 1 TOMY IOCTA€ MUTAHHS B J€TaJIbHOMY
aHaji3l 0COOJMBOCTEH Ta TPYAHOIIIB, SIKI MOXYTh BHHHKHYTH IIiJl 4Yac IIbOTO
poIIecy.

Mera myOmikamii — pO3TISHYTH OCOOJMBOCTI TMEpeKIay MDKHAPOIHHUX
JIOKYMEHTIB.

[Tepeknan — e TBOpUMA TIpoliec, KUl BUMAarae BiJl aBTOopa HE JIMIIE Mepeaadi
3MICTy OpHWriHally, a W BIATBOPEHHS CTWJIKO Ta 30EpPEeKEHHS CMHCIOBOTO
HABAHTAXXEHHS Ta KyJIbTYPHUX OCOOTMBOCTEH BUCXiMHOTO TekcTy. llepexmanay, mpu
IIbOMY, Ma€ BpaxyBaTh Bci Il (akTopu, mo0 SKHAWTOYHINIEC TMEepeaTH OCHOBHY
IYMKYy TEeKCTy. He € BHHATKOM 1 mepexiaa MDKHAPOAHOI JTOKyMEHTAIlli, SKuH, 10
TOTO K, Ma€ CBOi 0COOJMBOCTI. MDKHApOAHI JTOKYMEHTH XapaKTepHU3yIOThCS
HAsSBHICTIO 3HAYHOI KUIBKOCTI abOpeBiaTyp, CKOpOYeHb, YMOBHHX II03HAYCHb,
cnemianbHOi TepMinosorii. KpiM Toro, 1i TEKCTH BiIPI3HAIOTHCS MEBHUM THUIIOM
rpaMaTUYHUX CTPYKTYP Ta QYHKIIIOHATLHUM CTUJIEM.

MixHapoaHI MOKYMEHTH HaNeXaTh A0 OQIMiifHO-TIIOBOTO CTUIIO, SIKOMY
MpUTAaMaHHI Taki PHCH, SK JIOTIYHICTh, OO0 €KTHBHICTH, SCHICTh, OQIIIHHICTS,
0€3eMOIlIIHICTh, TOYHICTh, CTEPEOTHUITHICTh, KOHKPETHICTh, Yy3arajlbHEHICTb.
JIoT14HICTh € HAaWOUTBIII TOMITHOIO PUCOI0 (DYHKITIOHATHLHOTO CTHIIIO, IO 3YMOBJICHO
YIOPSIKOBAHICTIO MOBHHMX 3aco0iB. He MeHIn BakauMBe 3HA4YeHHS BiJirpae
CTEpPEOTUNHICTh, fKa Imepeadadae I[ITAMIOBHUH  XapakTep JIOKYMEHTIB, iX
A0JIOHHICTh, 10 € HEOOXIJHOW YMOBOIO Mg OQOPMIIEHHS JOKYMEHTY Ta
CTBOPEHHsI MOro TEKCTOBOI apXITeKTOHIKU. EMoliiiHo-3a0apBiieH1 clioBa HE
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