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Abstract. Problem. In order to train highly skilled specialists, lectures, seminars, laboratories and
practical classes, as well as other forms of training, including the business game as an interactive
method of teaching foreign languages to students are held. It is noted that when presenting the study-
ing material in a game form, students are active and interested in the results of their educational ac-
tivities. There is an urgent need for a serious rethink of our representations. Goal. The goal of the giv-
en article is to determine the specifics of business games and the possibility of their application in the
educational process of HEI in order to intensify the study of foreign languages by students of special-
ties connected with the transport industry. Methodology. The specificity of the methodological support
of the business game, the content and purpose of the game in teaching a foreign language are investi-
gated. It is noted that a business game can help achieve both the educational and developmental goals
of the collective activity of students in the process of teaching a foreign language. Results. The factors
and the professionally oriented character of the students’ specialty for the preparation and conduct of
the business game are determined. The essence, specificity and the methodological support of the
business game as an important form of training students of transport specialties to provide foreign
language communication in higher educational institutions are considered. Originality. The author
proposed recommendations for the development and use of business games. Practical value. Interac-
tive teaching methods help to develop skills of professional communication in a foreign language,
promote the development of necessary interpersonal communicative qualities. Optimal introduction of
role and business games in the educational and extracurricular process is an important and necessary
factor in attracting students to independent active acquisition of knowledge, skills and abilities, devel-
opment of their cognitive activity, formation of the creative personality of students of higher technical
educational institutions.
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Introduction

In order to train highly skilled specialists,
lectures, seminars, laboratories and practical
classes, as well as other forms of training, in-
cluding the business game as a problem method
in teaching foreign languages to students are
held. After all, it should be noted that when pre-
senting the studying material in a game form,
students are active and interested in the results
of their educational activities.

The business game is one of the most effec-
tive means of activation, involving its partici-
pants in the game activity due to the content na-
ture of the game situation itself, and capable of
causing in them a high emotional and physical
stress. In a game it is much easier to overcome
difficulties, obstacles, as well as psychological
barriers. The game, which is motivated by its
nature, relates to cognitive activity and requires

its participants to take on the initiative, perse-
verance, creativity and imagination.

Research objective

The study shows that stimulating students’
steady and long-term interest in learning is very
difficult. For this, the solution of both pedagogi-
cal and psychological problems is equally re-
quired. Psychological problems of university
education include socio-psychological climate
of groups, factors of improvement of academic
achievement, motivation of education, revival of
interest in the chosen profession. The psycho-
logical approach is differentiated depending on
the specialty, but also has general factors for
each profile. Such an example can be the learn-
ing of the ability to make a decision. The future
specialist should not only wuse specific
knowledge, but also be able to integrate them in
the decision-making process even in extreme
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conditions. The identification of the potential of
a future specialist is intended to improve the
learning process [1, p. 48].

In this regard, activating the creative, cogni-
tive activity of students requires the widespread
use of problem-based learning, which, in the
context of an ever-increasing amount of infor-
mation is an effective means of achieving solid,
profound knowledge and skills. Problem learn-
ing forms the independence of the student’s po-
sition, develops and improves the ability to crea-
tive activity. Problem learning helps to
transform the learned knowledge into beliefs
and to develop an active life position. The best
way to solve problem situations in the educa-
tional process is to play, which is a group exer-
cise in solving situations that imitate reality. The
game is considered as one of the main active
forms of educational activity of students.

The goal is to determine the specifics of
business games and the possibility of their ap-
plication in the educational process of higher
educational institutions in order to intensify the
study of foreign languages by students of spe-
cialties connected with the transport industry.

Analysis of recent researches and
publications

The business game is successfully used in
teaching foreign languages to students of
transport specialties at higher educational insti-
tutions (bachelors and masters). It makes it pos-
sible to bring the educational process closer to
the personal cognitive activity of students. Inter-
active teaching methods are widely covered in
the scientific works of many scholars.

In work [1] the author emphasizes that stimu-
lating students’ steady and long-term interest in
learning is very difficult. For this, the solution of
both pedagogical and psychological problems is
equally required. Psychological problems of
university education include socio-psychological
climate of groups, factors of improvement of
academic achievement, motivation of education,
revival of interest in the chosen profession. The
future specialist should not only use specific
knowledge, but also be able to integrate them in
the decision-making process even in extreme
conditions. The identification of the potential of
a future specialist is intended to improve the
learning process. In work [2] the author states
the fact that it is the business game that enables
to identify the potential of a future specialist
through creating a situation of choice and deci-
sion-making, in which the conditions are similar
to the real ones. The new roles of participants

allow them to comprehend, experience and mas-
ter new features. In work [3] the author focuses
on the business game as a form of reproducing a
subject and social content of future professional
activity of a specialist, modeling of those sys-
tems of relations that are characteristic of this
activity as a whole. Such reproduction is
achieved through sign means, models and roles
played by other people. According to the author
of work [4], the business game script is a verbal
(verbal) or a graphic form of substantive con-
tent, which reflects the sequence and character
of the actions taken by players (students) and the
leader (teacher). The stages and operations of
the game in most cases are issued in the form of
a flowchart. The element of the script is also the
description of the conflict or contradiction in-
herent in the content of the game. In the opinion
of the author of work [5], the quality of
knowledge gained in the game form largely de-
pends on the authority of the teacher. A teacher
who does not have deep and stable contact with
group members cannot conduct a business game
at a high level

Business game as a model of students’
future professional activity

The business game is the creation of a situa-
tion of choice and decision-making, in which the
conditions are similar to the real ones. It in-
volves the following roles of participants that
allow them to comprehend, experience and mas-
ter new features. The game contains a specific
event or phenomenon that is subject to simula-
tion, and it is allowed to assign the playing time
to any period (present, past, or future) [2, p. 67].

Usually, a business game is a model of stu-
dents’ future professional activity. This is an
imitation of the managerial, research, pedagogi-
cal real activity of the teacher, the head of a cer-
tain institution.

The advantage of business games lies in
combining both theory and practice, contrib-
uting to the formation of professional
knowledge and practical skills. Games increase
the interest in the subject being studied, as they
are accompanied by positive emotions.

Business games are based on the principles
of collective labor, practical utility, democracy,
publicity, adversity, maximum prowess of those
who participate in it, as well as unlimited per-
spective of creative activity within the business
game.

The business game is primarily a “tool” for
the development of both theoretical and practi-
cal thinking of a specialist: the ability to analyze
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complex production conditions, to perform
complex and new professional tasks.

The pedagogical essence of the acting games
consists in activating thinking, increasing the
autonomy of the future specialist, raising the
spirit of creativity in the education, approaching
vocational guidance, preparing for further pro-
fessional practice.

In accordance with this, the purpose of the
business game is defined as the form of training
organization, namely to form professional skills
and abilities of students participating in an ac-
tive creative process.

Methodical provision of the game implies the
availability of the following materials: a pro-
spectus and game parameters, a set of real and
game documentation. The degree of detail of
methodological recommendations depends on
the complexity of the object of imitation, the
characteristics of the students’ audience, the
specifics of the discipline, its goals and objec-
tives.

Taking into account the content and features
of teaching a foreign language, one can present
the following classification of business games as
follows:

- “warm-up games” such as “brain storm”,
“club of connoisseurs”, themed entertaining
games; their task is to intensify the game and
collectivist motivation, deepen the interests and
imagination of the participants, focusing on the
non-standard approach to the material being
studied;

- situation-role games include: analysis of
specific situations and their role play;

- constructive-role, problem-role, discussion
games: the purpose of their application is the
formation of skills for the acceptance and effec-
tive performance of business roles, developing
interaction and communication, productive co-
operation, participation in the development of
collective solutions;

- creative games: it is a collective creativity
in the creation of technical and artistic projects;
attraction of students to such games contributes
to the development of a creative potential, the
teaching of initiative, courage, perseverance,
and responsibility.

The business game is a form of reproducing a
subject and social content of future professional
activity of a specialist, modeling of those sys-
tems of relations that are characteristic of this
activity as a whole. Such reproduction is
achieved through sign means, models and roles
played by other people [3, p.137].

When properly organized, the student carries
out activities that are professional in form, but
educational according to their results and the
main content.

During the preparation of a business game
and in the process of its conduct, each partici-
pant has an opportunity for self-affirmation and
self-development. The instructor must help the
student to take on the most appropriate role, and
show him his best qualities that could be re-
vealed during communication.

Business games need to be prepared, taking
into account different factors: specifics working
material, basic knowledge of students, and pecu-
liarities of their worldview, etc. It is recom-
mended to start with simulation games.

They differ from the business game by less
volume and the limited tasks to be fulfilled.
Their goal is to give the students an opportunity
to consolidate certain skills in a creative envi-
ronment and focus attention on some important
issue, category, law, etc. The task must contain
contradictions, that is, the problem element is
already laid in the simulation exercise. After
doing simulation exercises, one can switch to
business games. In the educational process of a
higher educational institution it is, rather, a role
play, because the students are not acquainted
with their specialty in full measure yet.

This method reveals the student’s personal
potential: each participant can diagnose his ca-
pabilities independently, as well as in joint ac-
tivities with other participants.

By playing a role, entering into conditional
relations with other players, the student gains
experience and gets new knowledge, develops
skills and abilities, forms the experience of
business contacts.

A relationship that self-organizes business
cooperation, saturates inter-role communication
with the ethical and psychological content, ad-
justs the players to jointly solve problems that
arise during the game is established in a busi-
ness game.

Recommendations concerning the develop-
ment and use of business games are as follows.

1. Business games need to be used only when
a demand for them exists. This is the acquisition
of a holistic experience of future professional
activities, expanded in time and space.

2. During the development of a game, it is
necessary to be guided by the principle of sys-
temicity and take into account its influence on
other types of work on informal and professional
activity, students, as well as the reaction of other
teachers.
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3. In a business game, the subject and the so-
cial component of the participants are necessary,
therefore preparation of a business game must
begin with the analysis of specific production
situations and playing roles. It is also necessary
to form in students the discussion culture prior
to the beginning of the game.

4. The structural components of the business
game should be combined so that it does not
become either a simulator or a gamble.

5. The game must be based on the principles
of self-regulation. The teacher works before the
game, before training, at the end and during the
analysis of game results, which requires im-
portant preparatory work, theoretical and practi-
cal skills of constructing a business game.

6. The mode of student work in the process
of conducting a business game does not fit into
the limits of their traditional behavior in the
classroom and should obey the logic of the sim-
ulated production process.

7. At higher educational institutions, the
compact business games designed for 4 hours of
practical classes are the most acceptable ones.

When organizing a business game, the teach-
er must take into account such special features
as:

— groups of participants should be small (3-8
people), however an unlimited number of group
members is possible;

— each member of the group should know
clearly his duties and take into account the time
limits;

— analysis of the results of the game must be
carried out after its completion.

The general structure of creating a business
game includes the following steps:

— preparatory,

— role-play of the simulated situation;

— summing up the results of the game and
analyzing its results.

The preparatory stage for organizing a busi-
ness game involves performing such operations
as:

1. Choosing a theme and diagnosing the orig-
inal situation. The theme of the game can be any
section of the topic of a given discipline.

2. Forming a goal and a task, taking into ac-
count not only the topic but also the output of
the situation. It is important to build a game
within a single “situation”.

3. Defining the structure, taking into account
the purpose, tasks, themes, and the composition
of participants.

4. Diagnosing the game qualities of partici-
pants in a business game to be sure that the team

has developed a positive interpersonal relation-
ship.

5. Diagnosing the objective circumstances
and considering the question of where, how,
when, under what conditions, and with what
subjects the game will be played with.

In the process of preparing a business game,
all didactic methods can be applied: explanato-
ry-illustrative, reproductive, problematic teach-
ing, partial investigation, and research one.

You also need to take into account the fol-
lowing methodological requirements:

— the game should be a logical continuation
and completion of a particular theoretical theme
(section) of a given discipline, a practical addi-
tion to studying a discipline in general;

— maximum approximation to real profes-
sional conditions;

— creating an atmosphere of search and ease;

— thorough preparation of educational and
methodical documentation;

— clearly articulated tasks; certain content
and rules of the game;

— identification of possible solutions to a par-
ticular problem;

— availability of necessary equipment.

In order to make the business game success-
ful, the teacher must write the script and be sure
to familiarize the students with this document so
that they could have time to prepare. The busi-
ness game script is a verbal (verbal) or a graphic
form of substantive content, which reflects the
sequence and character of the actions taken by
players (students) and the leader (teacher). The
stages and operations of the game in most cases
are issued in the form of a flowchart. The ele-
ment of the script is also the description of the
conflict or contradiction inherent in the content
of the game [4, p. 180].

The set of roles and player functions must
adequately reflect professional and socio-
personal relations characteristic of the fragment
of professional activity modeled in the game.
The higher is the professional level of the teach-
er, the better the set of roles are. The difficult
moment in developing a game is a clear distribu-
tion of player functions. They must be put to-
gether and supplemented by instructions in
which, in tables, or in the form of algorithms,
the rights, duties and possible actions of the
players are listed in a verbal form.

The rules of the game reflect the characteris-
tics of real processes and phenomena, which
exist in prototypes of simulated reality in a sim-
plified version.
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In addition, there is another plan of the game
- the rules of purely gaming nature; if they are
not followed, the game will cease to be a game,
turning into a training session type.

Requirements to the game rules are reduced
to the following provisions:

— the rules of the game contain restrictions
related to the technology of the game, the rules
of the game procedures or their elements, the
roles and functions of the teacher-leader, evalua-
tion system;

— the rules should not be voluminous, no
more than 5-10, they should be presented to the
audience on posters or with the help of technical
means;

— the nature of the rules should ensure repro-
duction of the real and business context of the
game;

— the rules should be related to the incentive
system and instructions for players.

The evaluation system provides control over
the decisions that are made, self-control, and
provides meaningful evaluation, as well as the
competitive character of the game, makes it pos-
sible to evaluate the activity and personal quali-
ties of the participants of the game, and conse-
quently the success of the work of the game
groups. It should be built first of all as a system
of self-evaluation of players, and then as esti-
mates of the teacher-presenter.

The business game is a controlled system,
because the game procedure is prepared and ad-
justed by the teacher. If the game is in the
scheduled mode, the teacher may not interfere
with gambling, but only observe and evaluate
the students’ gaming activity. If the actions go
beyond the plan and the purpose of the lesson is
not achieved, the teacher can adjust the direction
of the game and its emotional mood.

Business games as an organizational form
have both a negative and a positive impact on
the learning process.

Advantages of using business games:

— the goal of the game on a big scale corre-
sponds to the practical needs of students.

This form of organizing the educational pro-
cess eliminates the differences between the ab-
stract nature of the subject and the real nature of
the professional activity:

— the game contributes to deep comprehen-
sion of a wide range of problems;

— in the game there are formed professional
activities, stereotypes that are easier to over-
come, self-esteem is corrected,;

— unlike traditional methods that involve
dominance over the intellectual sphere, in the

game the personality can fully realize his/her
abilities;

— the game provokes the inclusion of reflex-
ive processes, provides an opportunity for inter-
pretation, comprehension of the results obtained;

— students are usually satisfied, the educa-
tional process is motivated and emotionally rich;

— there is preparation for professional activi-
ty, skills and abilities are formed: students learn
to apply their knowledge; post-heated discussion
contributes to the consolidation of knowledge.

The experience gained in the game may be
more productive than gaining in professional
activity. This is due to the fact that business
games can increase the scope of reality, clearly
demonstrate the results of the decisions, provide
an opportunity to check alternative decision; the
information that a person uses in reality is in-
complete, inaccurate, and it is provided for the
game, although incomplete, but accurate infor-
mation that increases the confidence in the re-
sults obtained and stimulates the process of as-
suming responsibility [4, p. 94].

The business game helps to achieve educa-
tional, educational and developmental goals of a
collective nature, based on familiarizing with the
actual organization of work.

The simulated situation should involve am-
biguity of decisions, contain elements of uncer-
tainty that provide the problem character of the
game and identify the abilities of the players.
Direct formulation of the problem or indication
to it is not allowed. At the same time, rules,
norms are formulated unambiguously.

Expected efficiency of using business games:

— cognitive: in the process of business game
students are introduced to the dialectical meth-
ods of studying the problem, organization of the
team work, the functions of his/her “position”
based on one’s own experience;

— educational: in the process of performing a
business game, the awareness of membership of
each participant is formed; the degree of partici-
pation in the work is determined; the relation-
ship of participants is felt when performing
common tasks; all issues are discussed collec-
tively; it contributes to the formation of criticali-
ty, restraint, respect for the thoughts of others,
and attention to comrades in the game;

— developing: in the process of business
game, logical thinking, the ability to find an-
swers to questions, speech, speech etiquette, the
ability to communicate during the discussion are
formed.

The quality of knowledge gained in the game
form largely depends on the authority of the
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teacher. A teacher who does not have deep and
stable contact with group members can not con-
duct a business game at a high level [5, 164].

If the instructor cannot rely on his students’
knowledge, pedagogical skills, human qualities,
the game will not achieve the intended result, or
vice versa, may have the opposite result. There-
fore, only taking into account all the peculiari-
ties of this form of training organization, ob-
servance of  the  requirements and
recommendations to its implementation will
give a positive result of educational activities.

Conclusions

The conclusions were formulated based on
the research conducted and the prospects of fur-
ther investigation in the given field.

Thus, such interactive teaching methods help
to develop skills of professional (and not only)
communication in a foreign language, promote
the development of necessary interpersonal
communicative qualities: communicative and
tolerant, dynamic and flexible behavior, empa-
thy, rationality and orientation towards coopera-
tion. Therefore, optimal introduction of role and
business games in the educational and extracur-
ricular process is an important and necessary
factor in attracting students to independent ac-
tive acquisition of knowledge, skills and abili-
ties, development of their cognitive activity,
formation of the creative personality of students
of higher technical educational institutions.
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Opranizanis Ain0Boi rpu K iHTEPAKTUBHOIO Me-
TOXY HABYAHHS iHO3eMHOI MOBH CTYJEHTIB TpaH-
cnopTHUX cneniansHocTeii BH3

Anomauin. Busnaueno cymmuicme, cneyuixy ma
Memoouune 3a0e3neyentst OLI0GUX 20p K 8ANCIUBOT
opmu HasuamHs cmyOeHmie THULOMOBHOMY CHLIKY-
BAHHIO YV GUWYI WKOML He@IIoN02IMHO20 NpoQiio.
Llocniooceno cneyuixy memoouuHo2o 3a6e3neqents
010601 2pu, wo nepedbavac HAsABHICMb HABUAIbHO-
HAYKOBUX 1 NPOEKMHUX mamepianie, 3micm [ memy
npoGeoeHHs 2pu 3 THO3EMHOT MOBU, A MAKOJIC NCUXO-
J1020-COYION02IYHULL XAPaKmep CMYyOeHMCbKOi ayou-
mopii. 3aznauaemocs, wo 0inosa epa Mmodice OOno-
Moemu  OOCSIZHEHHIO — HABYANbHUX, — GUXOGHUX |
PO36UBANLHUX YiNell Y KOJeKIMUGHIU OIIbHOCME Cy-
Oenmis-Heinonozie y npoyeci HAGUAHHS [HO3EMHOL
Mosu. 3’c08aHO YUHHUKU, 30KpeMd CKIAOHICMb i
AKmMyanbHicms  HABUANLHO20 Mamepiany, 0a306ull
Ppi6eHb 3HAHbL CMYOeHmis HepiioNo2iuHo20 nPoQiio,
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npogecitino-opicumosanuil xapakmep ¢axy cmyoe-
HMI8, cneyudixy ixHbo2o ceimo2nsdy mowjo, wo 00-
360J110Mb  OeMAIbHO NIO20MY8amu Mma npoeecmu
oinosy epy. Cmamms micmums analiz nepeddoayysa-
HOI  ehekmusHOCMI NPOBEOeHHsT y CMYOeHMCbKIl
ayoumopii 0iosux i2op, NiOKPecmoeEmMbCs ix nizHa-
BANLHUL, BUXOBHUL, PO3BUBANLHUL, KOJIECIANbHULL
xapakmep i NCUXOJIO2IYHI aCNeKmu, 3a AKUMU 6U3HA-
4AEMbCsl HABUAIbHA KOPUCHICIb | OUOAKMUYHA 00Yi-
JabHicme  Oinosux icop. Okpemo RiOKpecieHo, wo
KOMNIeKMayis poibosux (QYHKYil mux, xmo 6epe
yuacme y 2pi, MaAe aoeK8amuo 6i003epKamo8Amu
npogecitini il CoyianbHO-0COOUCMICHI  BIOHOCUHU,
xapakmepui 0isi npo@ecitinoi  OLsLIbHOCMI, 3M0o0e-
08anoi' y epi. ¥ cmammi cgpoxycoeano s3nauny yea-
2y Ha HeOOHO3HAYHOCMI | HeBU3HAYEHOCMI pe3)iib-
mamieé 2pu, wo 3abesneuyiome il nPobIEMHUL
xapakmep [ 8UAGISIOMb 30IOHOCMI MA 80JIbOBI IKOC-
mi epasyis. [Ipasunvha opeanizayis epu oonomazae
cmyoenmam 30MUCHIO8amu  OBLIbHICMb, WO € paxo-
6010 30 HANPAMOM, Hpome Ysi OiIbHICIb GUCMYNAE
5K HABYATLHA | MemOoOUdHa 6UNpAgoand 3a ceoimu
pesyibmamam ma 3a2aibHuUM Ni3HABANbHUM 3MiC-
mom. Y npoyeci niocomosku 0in06oi 2pu, nposedeH-
HS U 002060peHHsl i1 pe3yIbmamie KOJNCeH VUACHUK
Mae 3mM02y OISl CAMOCMEEPONCEHHS I CAMOBOOCKOHA-
JIEHHSL CBOIX 3HAHb, YMIHb [ HABUUOK.

Knrouosi cnosa: cyuacni memoou nasuamms, 0inosa
epa, Qynxyii 0inosoi epu, memoouune 3abe3neueHHs
0in08uUX [20p, opeanizayis 0060l epu.
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Opraau3anusi 1eJI0BOil HTPbI KAK HHTEPAKTHBHO-
ro MeTo/a 00y4YeHHs] HHOCTPAHHOMY SI3BIKY CTY-
JeHTOB TPAHCIOPTHBIX crienuajibHOcTeil BY30B
Annomauyun. Paccmampusaemcsi cywnocmo, che-
yugurka u mMemooono2udecKas nOO0EPI’HcKa 0el080l
uepbl Kax GAXNCHOU (opmbl 00yueHuss cmyoeHmos
MEXHUYECKUX CReYUaibHOCmel UHOA3bIMHOMY 0buje-
HUio 6 evicutell wkone. Onpedenenvl paxmopwl, 6a-
306blll YPOBEHb 3HAHULL CHYOEHMO8 MEXHUYECKO20
npouis, cneyugurxa ux Kpyeo3opa u m.o., 4mo nos-
80J151€N NOO2OMOBUNb U NPOBECIU OEN08YIO USPY.
Knroueevte cnosa: cospemenivie memoovt 06yuerus,
oenosast uepa, saemMenmol 01060l UePbl, MEMOO0JI0-
2uueckoe obecneuenue 0eN0GbIX USp, OPeaHU3AYUSL
0e0801l uzpbl.
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