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In the article the relevance of scientific research
on various aspects of use of a role play in the
formation of the English language communica-
tive competence is substantiated. The concept
of a role play, its types and stages of imple-
mentation in practice are defined. The need
for careful preparation for the role play was
emphasized. Attention is focused on the impor-
tant conditions for its successful demonstration
by students in the classroom and the roles, they
perform implementing a role-playing game.
Special attention is paid to the teacher’s moni-
toring mission and his tact in conducting analy-
sis in order to further involve students in casual
communication.

The relevance of using a role-playing game as
a method that has significant advantages in the
development of the English language commu-
nicative skills in dialogic speech; a method that
teaches students to respond quickly and appro-
priately in communicative situations and brings
the use of basic lexical and grammatical units to
automatism have been proved. The efficiency
of a role-playing game as one of the innovative
methods, which improves students’ communica-
tion skills more effectively than traditional ones
has been substantiated.

Variants of practical implementation of a
role-playing game at each stage of studying
a certain topic (presentation, practice, pro-
duction) are offered on the basis of effective
textbooks in foreign languages for students of
higher education institutions. It is noted that
at the stages of presentation and practice,
the teacher performs the role of a leader and
assistant, ready at any moment provide the
necessary assistance to students. The suc-
cess of role-playing games at the initial stages
of studying educational material depends on
the clearness, comprehensibility and effec-
tiveness of the teacher’s instruction. At the
production stage of the learned material, the
teacher as a rule evaluates the educational
achievements of students. Methodological
recommendations for the implementation of
role-playing games in the process of teaching
English to students of philological specialities
are provided.

Key words: a role play, presentation, practice
and production stage.

Y cmammi 06IpyHMOoBaHo akmya/lbHiCMb HayKo-
BUX AOC/TIONEHb PI3HUX acrieKmig BUKOPUCMaHHS
po/iboBUX [20p Yy hOpMyBaHHI  aH2/TOMOBHOI
KOMYHIKamusHOI' KoMremeHmHocmi. BusHaueHo
MOHSIMMST PO/ILOBOI 2pu, 1 BUOU Ma emariu pea-
nizayii Ha rpakmuyi. HaeosoweHo Ha HeobXio-
Hocmi peme/ibHOI Mid20moBKu A0 MPOBEOEHHST
PO/16080I 2puU. AKYEHMOBAHO yBaay Ha BaX/1UuBUX
ymosax i yeniwHoi demMoHempayii cmydeHmamu
B HaB4a/TbHIl ayoumopii; Posisix, siKi BOHU BUKOHY-
oMb, iMrIEMeHMyo4U posikosy 2py. Ocobnusy
yBazy MpuoifieHo MOHIMOPUH208IL MiCii BUK/1a-
Oa4a ma (io20 makmoBHOCMI y MPOBEOEHHI aHa-
713y 3 MEMOI0 NM00a/IbLIO20 3a/1y4eHHsI CmyodeH-
mig 00 HEBUMYWEHOZ0 CIi/IKYBaHHSI.

JlosedeHo  akmyasibHicmb  BUKOPUCMAHHS
PO/ILOBOI 2pu Sk MemoOdy, WO Mae 3HaqHi nepe-
Ba2u y po3BUMKY HaBUYOK aH2/I0MOBHOI KOMY-
HikamuBHOI KoMiemeHmHocmi y diasio2idHoMy
MOB/IEHH]; Memody, siKul Hasyae CmyoeHmis
WBUOKO ma adeKsBamHO peazysamu 8 KOMYHI-
KamusHuUX cumyauyisix i 00800umb 90 asmoma-
Mu3My BUKOPUCMAaHHS OCHOBHUX /IEKCUYHUX ma
2pamamuyHuUX 00uHUYb. O6rpyHMOoBaHO echek-
muBHe BUKOPUCMaHHS! PO/1b0BOI 2pu ik 0OHO20
i3 HOBIMHIX Memoois, 3a OOMOMO20K0 SIKO20
KOMYHIKAmMUBHI HasU4Ku cmydeHmis yOOCKOHa-
JIOIMbLCST eqhekmuBHIlLe HiK 3a OOMOMO20t0
mpaduyjitiHux Memoois.

lporoHyrombesi sapiaHmu MPaKMUYHO20
3acmocyBaHHsI PO/TbOBOI 2pU Ha KOHOMY emarii
BUBHEHHST IEBHOI memu (Mpe3eHmayjisi, siorpaujo-
BaHHSI, MPEeOCMags/IeHHS]) Ha OCHOBI diEBUX MIOpyY-
HUKIB 3 IHO3eMHUX MO8 07151 cmydeHmig 3ak/adis
BULYOI OCBIMU. 3a3Ha4eHo, WO Ha emarax rpe-
3eHmayii ma sionpayrosaHHsi BuUK/1adad BUKOHYE
PO/l KEpiBHUKA | MOMIYHUKE, 20moBo20 y 6yOb-
AKUG MOMEHM Hadamu HeobXioHy doromogay cmy-
OeHmam. YCrituHicmb PO/Ib0BUX i20p Ha rMoYamko-
BUX emariax BUBYEHHSI Hag4a/IbHo20 Mamepiasy
3a/1eXums  8i0  Yimkocmi, 3p03yMisiocmi, eghek-
musHoCMI IHCMpPYKMaxy sukiadaqa. Ha emarni
rpedcmag/ieHHs1 OraHoBaHo20 Mamepiasty BUK/1a-
0ay 5K npasu/io nMposooUMb OUIHKY Has4aslbHUX
oocsieHeHb  cmyOeHmis.  HadaHo ~MemoouyHi
pekomeHoayii Wooo peastizayii posiboBUX i20p Y
poYeci Hag4aHHs1 aHe/Iiticbkoi MOBU CmMyoeHmi8
¢hinosnoaidHux crieyianbHocmel.

KntouoBi cnosa: posibosa 2pa, rpeseHmayis,
gionpayrosaHHsi ma emar npeocmas/ieHHsl.

Introduction. Development of foreign languages
and cultures teaching system in national institutions
of higher education requires regular updating of
its components, in particular, modern means of
teaching. Among them a role playing game stands
out as a means of forming the English language
communicative competence. Currently, such a tool
is updated specifically for future philology students.
Undoubtly, the role of the English language in today’s
globalized world is increasing, as it is the language

of international communication, education, science
and technology. Therefore, it is not surprising that
the attention of methodist scientists to the problems
of teaching a foreign language to future philology
students at institutions of higher education has
increased significantly. In our opinion, the task of
a foreign language teacher is to use innovative
ways of teaching in order to increase efficiency of
the educational process, in particular, to develop
perfect organizational forms and teaching methods in
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creating a communicative environment for improving
students’ lexical and grammatical skills.The use of
role-playing games during a foreign language lesson
is an excellent example of implementing a real life
communicative situation.

Previously unresolved parts of the overall
problem. Although researchers have repeatedly
emphasized the importance of role-playing in the
activation of the educational process, the relevance
of our research is determined by the insufficient study
of the peculiarities of conducting English language
classes using game-based learning methods for
future philology students.

Analysis of recent research and publications.
Development of theoretical and methodological
foundations of a role play as a modern means of
teaching English is the problem that is in the focus
of many national and foreign scientists: Bihych O.,
Tarnopolskyi O., Semian N., Svitashova Yu., Hart-
sunova L., Shkurat O., Byrne D., Littlewood W.,
Jones L., Revell J. and others. In the works of
Jones L. and Byrne D. close attention is given to the
importance of role-playing in the activation of students’
communicative activities. However, the problem of
the formation of the English language communicative
competence in future philology students by means of
arole play has not been thoroughly investigated [1; 2;
8; 10; 11, 15].

The purpose of the article is to investigate and
prove the importance of using role-playing games in
foreign language classes for the formation of English
communicative competence in philology students.

Methods. In our scientific research, we used the
analytical method, based on which we studied foreign
and national sources using analysis, systematization
and evaluation of facts, phenomena and processes;
we used the comparative-deductive method to deter-
mine the features of a role-playing game in practice;
the method of theoretical generalization helped us
formulate general conclusions.

Results and discussion. According to most sci-
entists, a role-playing process is usually based on
solving a certain problem, ensuring the optimal acti-
vation of students’ communicative activity in class.
The need to find a solution to the specified problem
determines the natural course of communication,
because any communication is generated by the
need for it [14]. At the same time, setting a problem
and the need to solve it serves to develop students’
critical thinking. The need for careful consideration of
the situation, the search for the right solution devel-
ops logical thinking, the ability to express oneself
with arguments, to convince interlocutors, taking
into account their arguments, as well as to conduct a
discussion in a foreign language. Depending on the
goal, role-playing games in foreign language classes
can be conducted not only in groups or in subgroups
of 3-5 patrticipants, but also in pairs. Role-playing in
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pairs is the simplest type of this methodological tech-
nigue. Some authors recommend to use question-
naires, which the participants must fill out by asking
each other questions, training dialogic speaking skills
in conditions of limited time. As for role-playing in sub-
groups, it can be conducted in different ways. Most
authors believe that all subgroups should play simul-
taneously, and the teacher moves from one subgroup
to another and monitors the students’ work. But there
is also such an option, when subgroups play in turn:
one plays, and all the others observe and evaluate
the work in order to take an active part in the discus-
sion of the performance [13].

Situational cards also deserve attention. Each par-
ticipant receives a card containing information about
a specific situation and a problem to be solved. A situ-
ational card contains a clear instruction, describing
the action of participants. The teacher must take into
account the level of language proficiency of the stu-
dents. Here is an example of such a situational card:

Mother: you want to teach your child do ironing.
Give instructions what to do and answer the child’'s
questions if there are any.

Child: you have never done any ironing before
you saw your mother do it. Listen to your mother's
instructions and ask questions to clarify what is not
clear to you.

Use the following instructions: plug in the cord
in a socket, spread the sheet and the blanket cover,
push the iron smoothly, set the temperature and
steam controls according to the type of fabrics, do
not touch the stick-proof sole with a finger, fold and
take away the bedspread, set up the ironing board,
spread the garment to avoid creases, refill the water
container if steaming is necessary [9].

A role play helps to increase interest in learning
the subject and motivates students. The introduction
of a role-playing game into the educational process
contributes to the expansion of students’ monologic
and dialogic speaking skills, upgrades their ability
to independently express their thoughts, creates
conditions for spontaneous communication, makes
them respond to the behavior of other players in a
hypothetical situation. Here are the main rules of the
role-playing game: 1) students put themselves in a
situation that may arise in real life; 2) students should
adapt to a certain role in a similar situation. In some
cases, they can play themselves, in others — they can
take on an imaginary role; 3) the participants of the
role-playing game must behave as if everything is
happening in real life, their behavior must correspond
to the role they are playing; 4) the participants of the
game should concentrate their attention on the com-
municative use of language [3].

There are five categories of roles, the students
act out; among them there are the ones, determin-
ing: 1) the gender and the age of a game patrticipant;
2) the nationality or the social group a participant
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belongs to; 3) the profession; 4) the range of actions
in a life situation, a student may find himself in the
future; 5) the functions of a game participant. The last
two categories of roles are considered to be the most
important ones in learning a foreign language, where
“functional” roles are minimal blocks of a role play
that are included in many other situations, as a result
of which they must be worked out most carefully at
the preparatory stage [14].

When preparing for a role-playing game, it is
necessary to take into account the psychological
factor, because usually adults and teenagers do
not show a great desire to participate in the game,
because they are afraid of showing themselves to
be funny or inappropriate in front of the group. In
order the students feel confident and at ease, it is
very important to properly prepare them for the role
play. The teacher’s ability to establish contact with
students is of great importance. Creating a favorable
atmosphere in the classroom is an important factor.
There are three stages in a role-playing game:
preparatory, main (actually the game itself) and final.
Some authors suggest dividing the preparatory and
final stages into classroom and home. At the same
time, the preparatory stage in the classroom involves
the instruction of a teacher, who introduces the role-
playing situation and questions for discussion; gets the
students acquainted with the linguistic content of the
game; conducts preliminary training of lexical units and
grammatical structures. Preparation at home consists
of reading texts, reference books, additional material,
watching podcasts on this issue, etc. [3; 7].

After a role play a necessary element is the final
stage, which involves discussion of the role play
and assessment of communicative activity of each
student.

In our opinion, role-playing can be an effective
means of developing the English language
communicative competence in speaking. A role play-
ing game can be really efficient in three stages of
learning new material: presentation, practice, and
production. At the presentation stage new lexical
material and new grammatical structures are intro-
duced in the context of the presented situation. This
stage is distinguished by an active participation of
a teacher, his constant support, explanations, etc.
An example of a role-playing game as an effective
means of developing English communicative compe-
tence in speaking can be the one on the topic “Teen-
age problems” from the textbook “A Way to Success”
by N. Tuchyna.

Imagine such situation: you are a mother of
a 16-year-old teenage son. He has changed a lot.
Share your worries with your friend and ask for
pieces of advice. Another student acts a role of a
successful mother of teenagers, she is quite capa-
ble at coping with different problem situations. The
first student, playing the role of a worried Mum,

presents her problems, using the following expres-
sions: to become very secretive beyond a normal
need for privacy; to change suddenly one’s school
performance for worse; to be always depressed; to
break up with one’s friends; to be often extremely
hostile and sometimes violent; to stay out all night;
to play truant or to refuse to go to university; to be
hanging around all the time; to be annoying; not to
let you know what's going on.

A second student, who is a more successful
mother, gives advice using the following expressions:
she/ he’s been having problems with...; he/she used
to/ would/ would never..., to start with...; the real prob-
lem is...; the trouble is......; she/he can’t put an end to
the whole situation..; it's like banging his/ her head
against a brick wall..; doesn’t he/ she...; it would be
more reasonable to.... [9].

In our opinion, role-playing is seen as an effective
method that is widely used by teachers for the
formation of English communicative competence in
speaking at the practice stage. Role plays are also
used to activate and automate the lexical units and
structures learned in previous classes. Let’s consider
the example of the role-play for the topic “A Family”.

You are a young couple, who has been married
for six months, act out a dialogue between a husband
and a wife, who are discussing their financial issues,
trying to manage their budget and improve the
situation they are in.

Use the following expressions: make both ends
meet; to be hard up; to live from hand to mouth; to be
heavily in debt; to have a comfortable income; to tailor
one’s lifestyle to one’s income; to treat parents as
moneybags; to act as a sole bread winner; to splash
out money; to contribute financially one’s marriage;
to be a financial drain on the family [9].

Pole-playing can be used by a teacher at the
production stage to check students’ knowledge of
lexical and grammatical material and to conduct
a final assessment on the topic. This stage differs
from the previous two in involving the least amount
of supervision and assistance of a teacher. During
such a role-playing game, students reproduce the
learned lexical and grammatical material in the given
situations. An example of such a game can be one
from the textbook “Business Result “by Hughes J. &
Haunton J. for topic “Sharing your working place”.

Work with a partner. Imagine that you are a
manager of the Hub and a person with a small
business, who is interested in using the space. You
are going to have a conversation.

Student I. You are a manager. Prepare a list of
reasons for sharing a workplace at the Hub (e. g.
socializing, better than home-working etc.). Think of
questions you would like to ask the other person about
their business (e. g. How much space will you need?).

Student II. You are a person with business. Think
what type of business you have and other details (e. g.
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what you sell / provide / number of employees / the
equipment you need, etc.). Prepare a list of questions
about the Hub (e. g. How does it work? Why do people
like working here?). When you are both ready, start the
conversation. Change partners and swap roles [12].

Disadvantages of such a role-playing game
include the time spent, as it may take more time than
it is expected. The human factor should also be taken
into account. If any of the students did not prepare
their role or did not come to the class, this puts the
event at risk. The role of the teacher in the process
of preparing and conducting the game is constantly
changing. The teacher manages the active and
conscious activity of students to learn the educational
material. At the initial stage of work, the teacher
actively monitors the students’ activities, but gradually
he becomes only an observer. It is necessary to dwell
on the peculiarities of control by the teacher during
the role-playing game. The teacher monitors the
participants, records their mistakes, but does not
interrupt the game to correct them. After completing
the game, you must first analyze its progress. Be sure
to mark the successful moments, and then focus on
the most typical mistakes of the participants and then
organize work on their correction.

The teacher must be tactful, especially when
evaluating the first role play. A negative assessment
of the activities of its participants inevitably leads
to a decrease in activity. Therefore, it is advisable
to start discussing the results of the game with the
good points, and then move on to the shortcomings.
Despite the fact that the use of role-playing games is
a good motivating factor and has many advantages
over regular vocabulary and grammar exercises,
many teachers do not use this type of activity in
classes, because the role of the teacher is mainly
observational and most teachers are afraid of losing
control over the learning process. But the solution to
this problem is extremely simple — the game must be
well organized and planned. Secondly, the teacher
needs to give students precise instructions regarding
the course of the game and make sure that each
participant knows his partner, the group in which he
works and the role he performs. Thirdly, one should
not forget about the compliance of the role-play with
the goals and purpose of a particular lesson [10].

Conclusions. Having analyzed the theoretical
material on the use of role-playing, one can confidently
agree with national and foreign scientists, who believe
that role-playing increases the quality of learning,
ensures optimal activation of students’ communicative
activity and increases interest in the subject, including
motivation to learn a foreign language. Role-playing
games allow students to practice such communicative
elements as the ability to start a conversation, support
or end it, agree with the interlocutor’s judgments or
refuse them. Depending on the goals, a role play can
be conducted at any stage of learning, to consolidate
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or evaluate the material, to determine the level of lan-
guage proficiency, etc.
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