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CEMAHTHWYHI IHHOBAIII B CYYACHIN AHI'JIIMCBKINA MOBI

Moga niepedyBae B OCTIHHOMY pyCi, 3MIHIOETBCSI B TIPOCTOPI ¥ yaci, BogHo4ac 30epiraroyu
03HAKM CBO€I CTaOLILHOCTI Ta MUIICHOCTI. BoHAa € He TUIbKH OfHIEI0 13 POpPM TyXOBHOI KYJIBTYPH
Hapoay abo OCHOBHMH 3aci0 CHUIKYBaHHSI, ajle W pe3yJbTaTOM JOBIOrO ICTOPUYHOIO PO3BUTKY
NEBHOIO CYCHUIbCTBA. THMM CaMHUM HeEK 3a0e3MeuyeTbCsl BUKOHAHHS KOMYHIKaTUBHUX pOJEH,
peaiizallis MEBHUX BJIACTHBHUX I1H (YHKIIN, 3B’S30K MiX PI3HUMH IOKOJIHHSIMH Ta 30€pEKCHHS
OaraToBikoBoi mam’sTi Hapoay. CiriJr 3a3HAYUTH, 1110 0araToacTeKTHUH 3B 130K MOBHU Ta CYCIIbCTBA
0€3yMOBHO BIUTMBAE Ha CITiBBITHOIICHHS JMHAMIKH Ta 3yIMIMHOK y TaKil MOMi(pyHKIIOHATBHIA MOBHIH
cucreMi, iky Mu Maemo [1, c. 189].

CeMaHTHYHI 3pYILIEHHS € MOBHMM 3aCO00M KOHIIENTYai3allii 1 3aKpIirIeHHs] Y KOTHITUBHIN
CUCTEMI YSBJICHb 1 3HaHBb, 110 € COIIANbHO 3HAYYIIUMHU Ui KYJIbTYPHO-MOBHOTO KOJIEKTHUBY, 1 1€
JI03BOJISIE 3apaXOBYBAaTH CEMAHTHYHI 3pYIIECHHS 10 KOTHITUBHUX IHCTPYMEHTIB [4].

A. MansBiH 3ayBaxye, 110 MpoOleC KOHUENTyali3alil COLIOKYJIbTYpHUX IPIOPUTETIB
BinOyBaeThCcsl Ha 0asi 3amacy 3HaHb 1 YSBJIEHb, HIO BXKE ICHYIOTh Y KOTHITUBHOMY IPOCTOPI
KOJIEKTHBY. BiH CTBEPIKY€, L0 CEMAHTHUYHI 3PYIICHHS, TaKUM UYHWHOM, BHUCTYMAIOTh MOJEILIIO
MOXIJIHOTO 3HAYEHHS: B PE3yNbTaTl KOTHITUBHOI OOpOOKHM 3HAYEHHS, LIO0 BXKE € 3aCBOEHUM 1
BIIOPSIKOBAHUM (BUX1JHE 3HAUEHHS ), BiIOYBAEThCS KOHIIENITyaJli3aIlisl HOBOTO 3HAUEHHS (3HAYCHHS
CEMaHTHYHOTO JiepuBata) [4].

JInHaMiKy 3MiHU CEMaHTUKHU CIIiB JTOCIIJDKYBAJIM TaKi BITYM3HAHI 1 3apyOi’KHI HAyKOBII, SIK
JI. Bynaxoscekmii, K. lax, H. Imenko, . Kpictan, A.JleBunpkuii, B. Jlomatin, 5. MakKens3i,
I1. Hetomapk, O. [Tote6ns, B. PycaniBcekuii, B. Temis, O.€pwmakoBa, A. fAtoBT Ta iH. Baprto
BiJI3HAYWUTH TPAIli, [0 TPUCBIYCHI BUBUCHHIO JIOIATKOBUX 3HAYCHD yXKE HASBHUX CITIB B aHTJIHACHKIN
MOBiI Ta ()YHKIIOHYBaHHIO HEOJIOTi3MIB Yy e-AHMCKypci Ta iHTepHeT-muckypei: JI. Mak/lonanbg
(e-llowance, e-diot, e-vite, e-tailing), ®. Xapnini, E. Cerisi, Y. MoHni (cookie, Tweet, account,
application, block, browser).

B. I'manka [2] y cBOiX JOCHIDKEHHSX po3Miisiaaia mUuTaHHs (ikcarlii HeoJoTi3MiB y MOBI Ha
0a3i OHJIAH-CIIOBHUKIB aHTJiHchbKOi MOBU. Cepesl BITUM3HSAHUX HAYKOBIIIB MUTAHHS CEMAaHTHYHUX
iHHOBaMii po3risymamu A. AHapyxoBud, B. 3abotkina, O. ammukina, 1. [Iesaenko, HO. [[3100iHa,
M. Kapnieako, O. Ctumos, JI. Uymak, JI. lllerunina. HeosoriaMu eneKTpOHHOTO Ta iHTEpHET-
IMCKypey Oyio nocmipkeno y poborax H. bonnapenko, A. benosoi, P. Maxauamsiini, T. Cracioka,
O. UmpBonoro Ta iH. FO. 3anuuii po3rnsgae crnocoOW TBOPEHHS HEOJIOTI3MIB Ha OCHOBI BXKE
3ahikCOBaHMX HEOJIOTI3MIB e-TipocTopy [3, ¢. 55]. Bin gae 3aranpHy OILIHKY HOBUX E€JICKTPOHHHUX
3HAYEHb TAKUX aHTJIHCHKHX JIEKCEM, K mouse, e-library, attack, firewall, hacking.

CemaHTHYHI 3MiHH, SIK ¥ 1HII BHOM €BOJIONII MOBH, € O€3MepepBHUMH, MMOCTYIIOBUMH i
YHIBEPCATBHUMHU 1 piAKO BiAOyBarOTbCs panToBO. Y 3B'I3KYy 3 HEBU3HAUEHICTIO B IpoIlecax
CEMaHTHUYHUX 3MiH MHHYJIOTO, 3apa3 MPAaKTUYHO HEMOKIIUBO NIepe0auyUTH, IKUM YHHOM LI IIPOLIecH
Oynyth BimOyBaTucs B MaiiOyTHboMy. Llei mporiec Moxe OyTr MOTHBOBAaHUI a00 BHYTPIIIHBO, ITiJT
BILJIMBOM 3MiH caMoOi MOBH, a00O 30BHI, ITiJi BIJIUBOM KOHTAKTIB 3 IHIIUMH MoBamu. CeMaHTHYHI
HEOJIOTI3MH, TIOMOBHIOIOYHM CIIEKTP ICHYIOUMX 3HAYeHb, MAIOTh YSABJICHHS IO 3PYIICHHS B
OCMUCJICHHI JIMICHOCTI, HAHOUIBII aKTHBHI acoIliallii, OI[IHKY HOCISIMH MOBH THX YH IHIIMX SBUII.
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THE IMPORTANCE OF ROLE-PLAYING GAMES IN THE PROCESS OF
TEACHING ENGLISH

In the modern world, one of the most productive methods of interactive learning is role-
playing. According to J. Harmer: “Role-plays simulate the real world ..., but the students are given
particular roles — they are told who they are and often what they think about a certain subject. They
have to speak and act from their new character’s point of view” [4, p. 125]. We can see that in role-
plays teachers can control what students think while being in a particular role, but how to express
thoughts or opinions is up to them. Thus, role-plays are somehow open-ended which gives students
more possibilities to express themselves, but at the same time teacher can easily control it. So, they
have tremendous potential for the average school, college, or university classroom.

Firstly, by taking on the role of another person and by pretending to feel like, think like, and
act like another person, students can act out their true feelings without the risk of punishment. They
know they are only acting, and can thus express feelings ordinarily kept hidden. This experience can
give rise to greater individual spontaneity and creativity [3, p. 12].

Secondly, students can examine and discuss relatively private issues and problems without
anxiety. These problems are not focused on the self. They are attributed to a given role or stereotype.
Thus, children can avoid the normal anxiety accompanying the presentation of personal matters that
may violate rules and regulations. This experience may result in greater individual insights, into
behaviour and a better understanding of the place of rules and standards. Such learning can best be
accomplished in a non-judgmental situation where "correct" solutions are not the goal [3, p. 12—13].

Thirdly, by placing themselves in the role of another, students can identify with the real worlds
and the imaginations of other children and adults. In this manner, they may begin to understand the
effects of their behaviour on others, and they may gain significant information about the motivations
for their own and other people's behaviours. In such case, students can begin to develop an elementary
but systematic understanding of the science of human relations from repeated experiences and
discussions [3, p. 13].

In pedagogics, role-playing games perform the following functions:

e entertainment (this is the main function of the game — to entertain, inspire, arouse
interest);

e communicative: mastering the norms of communication;

e self-realization;

e therapeutic: overcoming various difficulties that arise in other types of life activity;
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