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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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e diagnostic: detection of deviations from normal behaviour, self-knowledge during the
game;

e correctional: making positive changes in the structure of personal data indicators;

e interethnic communication: assimilation of the same socio-cultural values for all people;

e socialization: inclusion in the system of social relations, assimilation norms [ 1, p. 22].

Role-playing helps to make the learning process interesting and exciting. In the game, even a
passive child can complete such a task, which is difficult in ordinary life, because there is a certain
convention and there is no such cruel assessment that a student experiences from the very first days
of training because this is a game. A sense of equality, an atmosphere of passion enables students to
overcome stiffness, remove the language barrier, fatigue, reduce anxiety, tension, and a negative
attitude to learning activities.

Consequently, the task of the teacher is to find as much as possible pedagogical situations in
which the child's desire for active cognitive activity can be realized. The teacher must constantly
improve the learning process, which allows children to effectively and efficiently assimilate the
educational material. That is why it is so important to use games in foreign language lessons, as they
help to communicate, promote the transfer of experience, gain new knowledge, develop child’s
perception, memory, thinking, imagination, emotions, such traits as collectivism, activity, discipline,
observation, attentiveness. In addition to the fact that games have invaluable methodological value,
they are simply interesting for both students and teachers.
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KOJIbOPOBA KAPTHUHA CBITY B HOBEJIAX JIZKEKA JIOHJOHA: «BIJIA THIA»

Komip 3aBxau MaB 1 Mae BEJIMKE 3HAUCHHS B XKHUTTI TOIUHU. [le 3HaXoMuTh BiqoOpaskeHHS 1
B siteparypi. KomoparuBHa Jiekcuka B XyJOKHBOMY TBOPI € BHPaKEHHSIM JYMKH aBTopa. Bona
BKa3ye HE TIJIbKW HAa CEHCOBI 3HAYEHHS, aJlie i J03BOJISI€ MPOHUKHYTH B MCUXOJIOTII0 MMChMEHHHKA,
3pO3yMITH HOro eMmouiiHuN cTaH B MOMEHT HamucaHHS TBopy. Moma [[xeka Jlonmona Oarara,
pi3HOMaHiTHA, iJiOMaTHYHA 1 € TyXe [[IKaBUM MaTepiajoM JUIs JTIHTBICTHYHOTO aHaMi3y.

Konoponimu (Bix nat. color — xouip, rp. onima — im’st), 800 KOJTLOPOHA3BY, BUSHAYAIOTHCS K
JIeKCeMH, JCHOTaTUBHUM 3HAYEHHSM SKHX € 03Haka Koibopy [1]. deHoMeH KOoJIbopy € MpeaMeToM
BUBYCHHs 0ararbox (hyHIaMEHTAIBHMX HayK (MPUPOIO3HABCTBA, (i3UKH, aCTPOHOMIi, TICUXOJIOTIi
TOIIIO), & OCTAHHIMH POKaMH JIOCHIKEHHS KOJIOPOHIMIB SIK MPOIIAPKY JEKCUKH, IO BiI0Opakae
CHPUHHSATTS AiCHOCTI IEBHOIO HAIIi€10, AY)KE IMOMIKUPEHE B JIIHTBICTHIII.

[TocmyroByIOOYHCh BIIACHUM KHUTTEBUM J0CBiIOM, J[ek JIOHIOH CTBOPHB OIOBiJaHHS, B
SAKUX TICHO TIEPEIICHCS XOJOJHA JKOPCTOKICTh HEBOJIATaHHUX TPOCTOPIB «OULTOi THIm» 3
MiTHECEHOK TEMOI OOpOTHOM OCOOMCTOCTI 3a 30€PEeKEHHS MOPaJbHOI CTIHKOCTI, IIMPOCTI
JIOACHKUX CTOCYHKIB B YMOBaX, KOJIM BUCTOSITH MIT TUTBKH MO-CIIPaBXXHbOMY CHIIbHUH 1yxoMm. Came
y «[liBHIYHUX OMOBIJaHHAX» KOJIp Oepe y4acTh y CTBOPEHHI XYJOXXKHBOTO 00pasy, € OJXHHUM 3
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