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The article reveals the effectiveness and reasonable usage of interactive
methods while teaching English as a foreign language to the students of non-
specialized faculties. The article shows the importance of these methods as a
means of intensification, optimization and stimulation of studying process.

The article analyses the concept «interactive education technology».
The methods of teaching applied in an interactive process of teaching foreign
languages such as situational-thematic, discussion and research are studied.

The most effective in terms of assimilation of language material and the
interest of students in the process of learning at non-language faculties is the
project method, the method of «brainstorming» and the method of business
role-playing games.

Thus, these innovative methods are characterized by high efficiency of ma-
terial mastering. In the process of work, students of non-language faculties de-
velop not only organizational but also methodological and play-technical skills.
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The rapid development of modern society requires from a student of fast
assimilation and understand the educational material, especially a language.
However, among the variety of existing teaching methods and information
transmission, this process is not only a complex but also a routine task, which
in turn leads to the fact that students lose the motivation to the entire system
of learning. Under these circumstances, there is a need to apply innovative
methods and technologies that would allow them to demonstrate creative
abilities, to discover original ideas and to facilitate and diversify learning of a
foreign language in non-specialized faculties of higher education institutions.

According to R. Martynov, it is necessary to create a modern system of
teaching foreign languages that «taking into account the universal psychological
patterns in the process of assimilation of a certain educational material and the
universal didactic laws in the organization of a certain process of learning would
be acceptable for most people regardless of their age and abilities» [7, p. 31].

Interactive technologies of learning foreign languages create the neces-
sary preconditions both for the development of student’s competence in
speech and for formation of abilities to make collective and individual deci-
sions in problem situations. The innovation in teaching foreign languages, of
course, can be considered an active introduction of interactive methods.
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The purpose of this article is to determine the efficiency and justification
of the expediency of using a number of interactive methods in teaching English
to students of non-language faculties, disclosing the value of these methods as
means of intensifying, optimizing and stimulating the learning process.

Interactive learning was studied by such scholars and methodologists as
I. Abramova, N. Anikeeva, N. Borysova, A. Verbytskyi, Yu. Yemelianov,
L. Petrovskaia, V. Platov, V. Rybalskyi, A. Smolkin, I. Syroiezhyn, K. Fopel,
T. Chepel, S. Shmakov and others.

N.S. Muradova, for example, states that interactive learning is the learn-
ing deepened in the communication process. To increase the effectiveness of
the learning process, three components of communication are required, namely:
communicative (transmission and saving of verbal and non-verbal information),
interactive (organization of interaction in a joint activity) and perceptual (per-
ception and understanding of a person by a person) [9]. Indeed, these three
components of their structure determine the end result, stimulate the process of
knowledge, cause interest, and enhance the language skills of students.

O. Pometun believes that interactive technologies can be considered,
which are carried out through the active interaction of students in the learning
process. They allow, on the basis of the contribution of each participant to ac-
quire new knowledge and organize corporate activities, ranging from the
separate interaction of two or three people and the broad cooperation of many
people [13, p. 117]. The latter is one of the most important benefits of interac-
tive methods over traditional ones.

Active and interactive technologies promote, on the one hand, deepen-
ing and improvement of knowledge, on the other hand, imitations of individ-
ual and collective professional activities. In addition, they develop creative ef-
forts, independence in solving problem situations, and produce positive as-
pects of a dynamic stereotype of a future specialist [15, p. 59], which is espe-
cially relevant for students of non-language faculties.

The use of interactive forms of education in the process of learning for-
eign languages by students of non-specialized faculties will be effective if the
content of the educational process has something in common with future pro-
fessional activities of students. The teacher must take into account the level of
students’ language proficiency, the level of communicative skills development.
It is necessary to ensure that theoretical knowledge in the process of active
learning becomes conscious, so that a student develops and improves not only
knowledge of a language, but could also connect them with future profession.

Learning is more effective in case:

- when forming the purpose of teaching, the interests of the listeners are
taken into account;

- it corresponds to their urgent needs and deeply motivated;

- it is connected with their past and present experience;

- the participants are actively involved in the learning process and man-
age it themselves;
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- the atmosphere of mutual respect is created [15, p. 65].

Interactive methods include the organization and development of dia-
logue communication which leads to the common decision of general prob-
lems which is important for each participant [6, p. 90]. Interactive eliminates
the domination of one thought over another. During the dialogue, students
critically think, solve complex problems on the basis of the analysis of cir-
cumstances and relevant information, weigh alternative opinions, participate
in discussions, communicate with other people. To do this, the teacher organ-
izes an individual, pair and group work, applies research projects, role games,
suggests work with documents and various sources of information, uses crea-
tive works, etc.

In terms of assimilation of language material and the students’ interest
in the process of learning at non-language faculties, the most effective is the
project method, the method of «brainstorming» and the method of business
role-playing games.

The method of projects was suggested by the American teacher
U. Kilpatrik at the beginning of the XX th century. The main purpose of this
method was to provide students with the opportunity to acquire knowledge
independently in the process of solving practical tasks and problems that
prompted the search of necessary information in various scientific sources.

Projects have some common features:

- use of language in communicative situations which are brought closer
to real communication conditions;

- motivating students to work independently (individual or group work);

- search and choice of a subject of the project that is most relevant to students
and is directly related to the conditions in which the project is being carried out;

- search of language material, types of tasks and sequence of work ac-
cording to the subject and purpose of the project;

- visual display of the final result [12, p. 25].

The dominant feature of all projects is their positive motivation. But
why is project learning so motivating? This is explained by three reasons.
First, the project is an individual work. Students describe their lives, their
family, the city, dreams, their own observations and researches. Secondly, the
project work is a very active mediator. Students, not only get acquainted with
the vocabulary or use it, they:

- collect information;

- draw maps, pictures, diagrams, make plans;

- group texts, use presentation;

- conduct surveys, an interview, conduct researches, make records [3, p. 32].

The key of using the project method in foreign language classes taught
at non-specialized faculties is to create a problem that students will be work-
ing on during their work, on a program subject. Examples for illustration can
be the following tasks for project work:

1. «A life story», «Personal details», «Personality questionnaire» (10 Tem:
«Biography», «About my family and myself», «Character and appearancey);
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2. «My favourite movie/ cartoony», «Create your own musical band» (1o
temu «Entertainment», «Cinemay, «Music»);

3. «Healthy food», «Plan your dinner», «My favourite recipe/dish» (10
temu «Mealsy).

The method of «brainstorming» is suggested by J. Donald Philips
(USA). It is applied when a team faces the problem of searching new solu-
tions, new campaigns to the situation. «Brainstorming» allows significantly
increase the efficiency of generating new ideas in large audience (20-60 peo-
ple). Its main objective is to find a number of solutions to one problem within
a short period of time.

The method of «brainstorming» encourages students to offer new and
original ideas by forbidding critical remarks from the teacher or other group
members at the stage of generating ideas. At this stage, the attention concen-
trates only on the number of ideas, not on quality. After the initial generation,
the ideas offered by the students can be grouped, evaluated, postponed for fur-
ther study, and can be selected from the ideas that appear to be the most effec-
tive for solving a specific task.

Stages of «brainstormingy:

I. Formation of an educational problem, justification of the problem of
its solution.

II. Express warm-up.

III. «Storm» of the problem.

IV. Discussion of the results of the work.

V. Selection and evaluation of the best ideas.

VI. Notification of the results of «brainstorming.

VII. Public defense of the best ideas [3, p. 31].

The results of the students’ work who were involved in this type of ac-
tivity depend on the choice of the subject of a problem. Students of non-
specialized faculties express the maximum amount of bright and original
ideas if the solution of the problem is of practical value. For example:

Topic: «My future profession»

1.Where does a working person spend a day? *in the office *in the driv-
ing seat *behind the counter *in the hospital *at home *at the plant

2.Where does a student spend a day? *faculty * lecture *college
*seminar *university *campus *high school *vocational school

3.What can the work be? * challenging *monotonous *boring
*rewarding *demanding *repetitive.

To the same topic for students with a higher level of foreign language
skills it is possible to use the complicated form of the task:

1. Give as many as possible reasons why you’d like to be a lawyer
(economist, lecturer, sportsman etc.):

a) this job is well-paid;

b) it helps people to solve their problems;

c) it is rather prestigious now.
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A role-playing game as an activity involves clarifying the purpose,
planning, implementing a goal, as well as analyzing the results in which an
individual completely realizes himself as a subject. The motivation of the
game activity is ensured by its voluntary nature, the choices and elements of
the competition, the satisfaction of need for self-realization.

As A. Kapska points out that role-playing games are «a peculiar key to
the development of creative abilities of students, whose action creates excel-
lent conditions for self-disclosure of a personality, the development of skills
to think logically, act in word and deed. Games activate each participant's po-
tential creative abilities, which can only be revealed under certain conditions.
For example, to gain «flexibility» of the body in speeches before the listeners,
or «flight» of voice, or observation, or ability to listen» [4, p. 98].

Dianova E.M. considers that a game (role, business, organizational and
activity) is the most optimal and convenient form of teaching, it has practical
application. «A game, like no other active form, allows the student to take
place the main stages of assimilation of the material - perception, comprehen-
sion, memory, application» [2, p. 14].

Role-playing games have four main features [14, p. 117]:

- free development activity, which begins only at the will of a child, for
the sake of satisfaction with the process of activity (procedural satisfaction);

- creative, considerably improvisational and vigorous activity («the field
of creativity»);

- emotional excitement of activity and emotional pressure;

- the existence of direct or indirect rules that reflect the content of a
game, the logical sequence of its development.

During the role-play students of non-specialized faculties are forced to
solve a variety of problematic situations that promote the use of a foreign lan-
guage not only for daily communication, but also for solving professional
tasks. Providing the formation of the appropriate types of speech activity, they
help to realize the main function of learning a foreign language in higher edu-
cation institution - the formation of students’ professional communicative
competence. Illustrative are the following examples of problem tasks:

— You paid a TV repair shop to fix your television, but they did not fix
it. Now they refuse to give your money back. You have an opportunity to
speak to the representative of the Better Business Bureau.

— Someone has just stolen your wallet. Go to the police station and de-
scribe the person that you think stole it.

The essential advantage of the role play in comparison with other forms of
education is the full employment of students, as well as the concentration of at-
tention of participants throughout the whole game. Although role-playing games
somewhat simplify the learning process, break discipline and increase students’
mistakes, their didactic, educational and practical value can not be rejected.

Thus, the project method, the method of «brainstorming» and the method
of business role-playing games are characterized by high efficiency of mastering
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the material. In the process of work with students of non-language faculties, not
only organizational, but also methodological and play-technical skills develop.

The undeniable advantage of these interactive methods of teaching to oth-
ers is that they «need activity from each participant in the class, remove emo-
tional and communicative barriers, facilitate the acquisition and formation of lis-
teners not only professional but also certain personal qualities: concentration,
diligence, initiative, collectivism, creativity, communicative, etc.» [8, p. 15].

Having analysed the above interactive teaching methods applied in the
process of learning a foreign language in non-specialized faculties, it is possi-
ble to make a conclusion that they give students the opportunity to identify
problems, collect and analyze information, find alternative solutions and
choose the most optimal way of solving problems in the process as an indi-
vidual and group work.

The given characteristics of the specified interactive methods allow to
state that their use in the organization of educational language process at non-
specialized faculties of higher educational institutions is a significant factor in
improving the quality of professional and communicative preparation of stu-
dents as future specialists.

Consequently, there is an urgent need for more active use of interactive
technologies in the practice of higher education, in particular the detailed
elaboration of a methodology for the organization of role and project learning
of foreign languages for students of non-specialized faculties.
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Jana cmammsa mae na memi eusHauenHs egexmueHocmi i 0OIpyHmMYy-
8aHHS OOYLTLbHOCMI BUKOPUCMAHHS THMEPAKMUBHUX MemOo0di8 y GUKIAOAHHI
AHNTUCHKOI MOBU 5K THO3EeMHOI CMYOeHmAam HeMOBHUX (akyibmemis, po3-
Kpummst 3HAYeHHs Yux mMemoois aK 3aco0y inmencugixayii, onmumizayii ma
CIMUMYTIAYLT Npoyecy HaAGUAHHSL.

Y cmammi npoananizoeano nouammsa «iHmepakmueHa mexHonio2is Ha-
suanHsy. Pozensanymo innoayitini memoou Hag4aHms, wo 3acmoco8yiomuvcs y
npoyeci  IHMepaKmMuéHo20 HAGYAHHA  IHO3EMHUX MOG.  CUMYAMueHO-
memamuyti, OUCKycilini ma docnionuyvki. Hatbinow eghexmusnumu 3 mouxu
30py 3ACBOEHHA MOBHO20 Mamepiany ma 3ayikasieHocmi cmyoeHmia y npoye-
Ci HABYAHHA HA HEMOBHUX (DAKYIbMemax € NPOeKmHUL Memoo, Memoo “Mo3-
K080i amaxu” ma memoo 0inosux ponrbosux ieop. Taxum yunom yi iHHOBAYIIIHI
Memoou Xapakmepuzyiomscsi GUCOKOIO Pe3VIbMAamueHiCmio 3aC60€HH Mane-
piany. ¥V npoyeci pobomu y cmyoenmie HeMOSHUX (PaKyIbmemie po3euearoms
He MINbKU OpeaHi3ayiliti, ane i Memoool02IuHI ma i2po-MmexXHIuHI HaBUYKUL.

Knrwouoei cnosa: mexnonocis, inHos8ayis, iIHMepaKmueHa mexHo102is Ha-
8YANHS, MEMOOU HABUAHHS, MEMOO NPOEKMI8, MOZKOBUL WUMYPM, POIbO8A 2Pd.
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