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GAME SITUATION AS A MEANS OF FORMING
COMMUNICATIVE COMPETENCES IN STUDENTS

Abstract. The article analyzes the role of gaming situations in the process of forming communicative competences in
students. A traditional approach to learning is not always justifiable in a modern comprehensive school setting, as it does not
adequately provide for intensive acquisition of knowledge.

The use of the game situation system permits effective shaping, improving and developing the skills and abilities
for all types of language activities. The game exercises, when used systematically, help to model the conditions of real
communication in the learning process, which in turn leads to an increased level of motivation to learn a foreign language.

The situation as a relationship system does not appear arbitrarily. Students can be provided with specific situational
positions, so that the situation will arise and function on their basis, thus permitting to plan the necessary for controlled
learning situations in advance. The situation is a universal form of the communication process functioning that exists as an
integrative dynamic system of social status, role, activity and moral relationships between the subjects of communication,
reflected in their minds and arising from the interaction of their situational positions.

In the context of our study, we have defined game situations during foreign language lessons as an active type of
educational activity aimed at simulation modeling the systems, processes, and phenomena being studied.

Game exercises with an element of competition provide motivation for learning and speech activities due to participation
in game activities. Game situations with a role-based component contribute to enhancing motivation of student participation
in foreign language communication in the classroom and formation of students’ communication skills. The game situation is
the set of tasks that include specially designed learning situations and communicative dialogues that contribute to the design
of the process of development of the communicative potential of an individual student.
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IFPOBA CUTYALISA 9K 3ACIE DOPMYBAHHSA
KOMYHIKATUBHUX KOMNETEHWIW Y CTYLOEHTIB

AHoOTauia. Y cTatTi npoaHanisoBaHO POJb IrPOBMX CUTYaUi Yy Mpoueci GOpMyBaHHS KOMYHIKATUBHUX KOMMETEHLLV YYHIB.
BusHaueHo, L0 B yMOBax Cyd4acHOI LLKOMM TPaaULIHWIA Nioxia 40 HaBY4aHHS He 3abeaneyye B MOBHI Mipi iHTEHCKMBHE OBOJSIOAJHHS
HEOOXiAHOIO CUCTEMOIO 3HaHb. BMKOPUCTaHHSA CUCTEMM iIrpOBUX CUTYaLiii [03BONSE ePekTBHO GOPMYBaTW, BAOCKOHAMOBATK i
PO3BMBATY HABMYKWN Ta BMIHHA YCIX BUAIB MOBHOI Ai/IbHOCTI. IFPOBOIO CUTYALLEIO € CYKYMHICTb 3aBaHb, L0 BKIIOHYAI0Th CreLiaibHO
PO3p06sIeHi HaBYabHI CUTYaLLi Ta KOMYHIKATUBHI Aianoru, ski CnpusioTb PO3po0Li NpoLLecy PO3BUTKY KOMYHIKQTUBHOMO NoTeHLjany
okpemoro cryaeHTa. CTyaeHTam HeobxiaHO CTBOpIOBATY cneumdiyHi CUTyauiiiHi no3uuii, Wwob cuTyauis BUHMKIA | GYHKLIIOHYBana
Ha X OCHOBI, L0 003BOJISE 3a34aserib NniaHyBaTn HeobXiaHI AN KOHTPOILOBAHMX CUTYaLLIA HABYAHHSI.

IrpoBi BNpaBsw, siki BUKOPUCTOBYIOTLCS CUCTEMATUYHO, CNPUSIOTb MOAENIOBAHHIO YMOB peasnbHOro ChifikyBaHHS B MPOLECI
HaB4YaHHS, L0, B CBOIW Yepry, Npu3BOAMTb A0 MiOBULLEHHS PIBHA MOTMBALi BMBYEHHS iHO3EMHOI MOBW. IrpoBa cuTyauis
€ YHiBepcanbHO GOPMOI0 OYHKLIOHYBaHHS KOMYHIKALIMHOIMO MpOLECy, WO iCHYE ¢K iHTerpaTtuBHa AMHaMiyHa cuctema
coujanbHOro craTtycy, poni, OiSNbHOCTI Ta MOpanbHUX BIAHOCWMH MiX cy6'ekTamMu KOMYHiKaLii. Y KOHTeKCTi AOCAioKEeHHS
BM3HAYEeHO irpoBi cuTyauii nig 4ac ypoKiB iHO3eMHOT MOBMW §IK aKTUBHUIA TWUM HaBYasbHOI AiSfIbHOCTI, CMPSIMOBaHOI Ha
MOJEeN0BaHHA MOAENEN CUCTEM, MPOLECIB | SBULL, L0 BMBYAIOTLCS.

IrpoBi BrpaBn 3 efeMeHTOM KOHKYpeHLii 3a6e3neyyioTb MOTUBALLi0 0 HaB4YasibHOI Ta MOBJEHHEBOI AiffbHOCTI Yepes
y4acTb Y irpoBux 3axofax. IrpoBi cuTyauii 3 posibOBMM KOMMOHEHTOM CHPUSioTh MiABULLEHHIO MOTMBALIi y4acCTi CTYOEHTIB Y
CNiNKyBaHHi IHO3eMHOI0 MOBOIO B Knaci 1a GOpMyBaHHI HaBMYOK CMiJIKyBaHHA CTYOEHTIB.

KnioyvoBi cnoBa: irpoBi cutyauii, MOBHa Aif/IbHICTb, KOMYHIKaTUBHI KOMMNETEHLi.

INTRODUCTION
The analysis of pedagogical theory and practice indicates that a traditional approach to learning is not always justifiable
in a modern comprehensive school setting since the general rate of study and the amount of knowledge to take in are
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aimed at students of the average level, and large amounts of information are furnished in the ready form through the
teachers; in other words, traditional learning does not adequately provide for intensive acquisition of knowledge.

Elimination of this contradiction is possible on condition that the traditional approach to learning is replaced by
playful. We define playful learning as a process where students guided by their teacher take initiative and engage in a
competitive and energetic cognitive activity in the form of game to acquire knowledge, skills and abilities. This process
imitates qualities and conditions necessary to reveal and develop abilities and skills necessary for future life.

Analysis of recent sources and publications. Within a psychological concept of A. Leontiev and D. Elkonin, a game
is defined as an activity the subject and motive of which lie in the very process of its implementation. Their research
showed that games have a particularly big potential for the development of child’s intelligence. D. Elkonin defined a
game a social by its nature activity that arose from the conditions of child’s life in a particular social environment.

Games are recognized and explored by the world psychological community as an important component of cultural
development of a child: children's tradition (V. Mukhina), an upbringing practice (E. Subotsky, J. Bruner), an integral
part of the people's lifestyle and culture (I. Kon) , a way of transferring ethnocultural experience that provides
enculturation of a child (M. Mead).

AIM AND TASKS RESEARCH. The aim of the research is to analyze the role of game situations in the process of
forming communicative competencies in students.

RESEARCH METHODS: To solve the research tasks, theoretical methods were used: analysis, systematization and
generalization of psychological and pedagogical and educational-methodical literature in order to determine the state and
theoretical substantiation of the problem of forming communicative competences of students through game situations.

RESEARCH RESULTS

OcobnnBo cknagHa cuTyauis 3 ¢iHaHCYyBaHHSAM cknanacs B 00'efHaHMX TepuTopiasibHUX rpomMagax Y FipCbKux
[oTauiiHmx obnacTsx.

CONCUSSION AND PROSPECTS FOR FURTHER RESEARCH

The situation as a relationship system does not appear arbitrarily. Students can be provided with specific situational
positions, so that the situation will arise and function on their basis, thus permitting to plan the necessary for controlled
learning situations in advance. The situation is a universal form of the communication process functioning that exists
as an integrative dynamic system of social, status, role, activity and moral relationships between the subjects of
communication, reflected in their minds and arising from the interaction of their situational positions.

Interrelation of the game and communication was noticed by O. Gazman, who believes that the game remains the best
mastered activity for teenagers, who feel confident in it: they know the methods of communication, ways to set goals,
coordinate actions, foresee the result. As a socio-cultural phenomenon, the game is realized in communication, by means
of which it is transmitted, organized, and functions. The game is generated by a specific need for communication [4].

It is in the course of the game that opportunities for manifestation of personal activity, for demonstration of one’s
potential abilities, qualities and communication skills are created. The game provides freedom of action and choice,
possibility for self-determination, for thinking and expressing one's thoughts, controlling emotions, knowing oneself; it
allows everyone to rise above their personal problems in interaction with an outside world.

Communication at school has a meaning deeper than mere contacts between people. V. Grekhnev believes that
one of the best ways of organizing active communication during a lesson is a business or situation role-playing game,
because positive attitudes toward mastering and practical testing of students’ knowledge and certain skills are developed
in the course of such games. The game provides conditions for mental adaptation of students to each other [5].

Communicative situations call for the teacher to create such learning situations that allow communicative
abilities of students to be revealed and implemented. Types of communicative situations are communicative games,
communicative imitations, and free communication.

A game is a peculiar school of communication, during which a child learns the norms of free creative learning
behavior. Use of game situations in the educational process allows creation of an accurate model of communication,
as it involves imitation of reality.

Communication of students with each other is a very complex and delicate process. Ineffectiveness of
communication can be associated with the complete or partial absence of communicative skills, for example, the
ability to comprehend and behave in a particular situation.

Analysis of this problem in pedagogical theory and practice allowed forming a number of approaches to the
classification of game situations or game exercises. The proposed classification is an attempt to reflect all
characteristics of the game and to present it as an effective method of teaching an English class. In our study, we
used play exercises that have a significant methodological potential: they provide motivation for learning activities,
create positive emotional learning atmosphere and favorable conditions for collective interaction when performing
game and study tasks.

A modern foreign language lesson is very intense and requires students to maintain concentration and focus. The
use of gaming exercises helps to maintain enthusiasm and high performance throughout the entire lesson.

The lesson should be filled with such game situations that would allow students to alternate their activities.

Exploring the process of forming speaking skills, it is necessary to clarify two additional requirements for using game
situations in the learning process: the systematic use of game situations as an integral part of the overall system of exercises
and complex use of game situations, which are realized by combining several skill forming programs when exercises from
different complexes can be successfully used in one lesson or combined into one situation as its components.
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We agree with the opinion of K. Savchenko who views modeling of pedagogical situations as the process of
creating situation models that imitate educational process in the course of continuing development of personality that
changes in accordance with the requirements for training and reveals the relationship between the participants of the
situation that reflect the educational process and are under the guidance of the teacher [1].

In our study, we rely on the opinion of I. Zyazyun, who believes that each pedagogical situation can be modeled
differently but the effect of upbringing will directly depend on the knowledge and abilities of the teacher [5].

Presence of numerous hierarchically organized criteria allows characterizing any game exercise from various
angles. Game situations are the most effective method of learning, since the introduction of a game element in
English classes arouses students' interest in the subject, contributes to rapid learning of new vocabulary material and
forming of oral speech skills in a playing environment that is natural for students. Game situation makes the hard work
of learning a foreign language fascinating and brings moral satisfaction.

Modeling specific communication situations and their analysis or solving communication problems are designed to enrich
students with knowledge of communication, its functions and capabilities, to develop various verbal and non-verbal skills and
abilities. A. Matyushkin and M. Postalyuk understand a communicative task as modeling a problematic situation occurring in
the process of real communication. Solution of communicative tasks is based on a logical plan developed by the teacher in
advance, according to which he monitors and, if necessary, directs the learning situation in the right direction [4].

Games can be used at all stages of learning a foreign language at school, but the content of the language material
and the nature of the tasks must be chosen according to age of the students and the level of training of a particular
class. At the initial stage of training, special attention should be given to games on simple perception and reproduction
of the material, and at the next one on the development of students’ ability to identify and compare phenomena and
facts, analyze and summarize them, draw the right conclusions and so on. The game is to be chosen by the teacher
as he is the only one who can decide on the best option for the students.

We agree with the opinion of I. Danilovich, who came to the conclusion that a game task is a specially organized
exercise that requires application of emotional and mental efforts. Game exercises contribute to:

creating children’s psychological readiness for verbal communication;

ensuring children’s spontaneous natural need to repeat language material multiple times;

training students in choosing the right speech option, which prepares them for situational spontaneity of speech
in general [5].

Game is an effective means of learning, which covers various types of speech activity (listening, speaking, reading,
and writing), helps students master a foreign language, and enables them to experience emotional satisfaction both in
the process of playing and upon achieving the results.

L. Golovchitskaya and N. Skakun express the opinion that conducting foreign language lessons with the use of
gaming material activates school children, contributes to achieving high-performance knowledge and fosters love for
English language. The games are created in accordance with the requirements of the school curriculum, taking into
account the psychological characteristics and cognitive abilities of students; their content is aimed at the development
of speech and independent search work of students. Games do not replace other forms and types of work in learning
a foreign language but only complement them [4].

Games can be used at various stages of learning English at school, both in class and during extracurricular
activities: in the classroom, during competitions, etc. Didactic games combine in them features of gaming and
learning activities. When teaching how to speak a foreign language, a didactic game is primarily a student's speech
activity, during which they try on various social and interpersonal roles, realizing both verbal and non-verbal means of
communication (gestures, postures, facial expressions, and the like).

Management of schoolchildren activity is traditionally referred to as activation. The main goal of activation is the
formation of student activity, the improvement of the quality of the educational process. Pedagogical practice uses
various ways of activation, the main of which is the use of incentive methods, namely, competing and rewarding.

According to H. Leimits, one of the means of implementing activation of communication is cognitive communication
during group work, which requires temporary subdivision of students into groups for the purpose of joint problem solving.
Students are instructed to discuss the problem, determine the solution method, implement it in practice and display the
result obtained by their joint efforts. Such work ensures consideration of the individual characteristics of the student,
presents great opportunities for cooperation and emergence of cognitive communication. Work in groups assumes
organization of joint activities leading to the intensification of educational and cognitive processes, mutual enrichment of
students within a group, distribution of initial actions, social and cognitive communication, exchange of ways to solve the
problem, mutual understanding dictated by the nature of the inclusion of students in joint activities, reflection, through
which the attitude to one's own actions is formed and correction is provided. The division into groups can be carried out
according to various criteria. For example, a teacher identifies strong, average, and weak students according to their
knowledge level and proposes development of special exercises to even their knowledge [1].

As evidenced by the practice of learning foreign languages, didactic games ensure consistency and dynamics of
forming linguistic and cultural knowledge in students. The game not only assumes an element of competition, which
considerably enlivens the lesson but also brings speech situations as close as possible to real life. Learning games help
to make the process of foreign language acquisition interesting and creative. They provide an opportunity to create an
atmosphere of interest and to relieve fatigue in high school students. Elements of the game can be introduced into any
type of activity during a foreign language lesson, which makes even the most boring work more interesting.
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One of the effective ways to solve the problem of motivation when learning a foreign language is to use game
situations. A game situation is an exercise aimed at creating, improving and developing students’ skills and abilities in
various types of speech activity by repeatedly performing various language actions (operations) that acquire personal
meaning for the subjects of learning, since they are motivated to participate in the game activity. Gaming situations
have considerable methodological potential: they provide motivation for learning activities, create positive emotional
learning atmosphere and favorable conditions for collective interaction when performing game and learning tasks.

Another effective means of solving the problem of learning foreign language communication, namely the means
of creating communication motivation, is playing exercises. A game exercise is a specially organized exercise that
requires emotional and mental efforts. In a training game or a game exercise, everyone has an equal status. Such
a game can be played even by weak students. A student who is weak in language training may become first in the
game, as quick wit and ingenuity become more important than knowledge of the subject. The feeling of equality, the
atmosphere of delight and joy, the feeling that the task is within the scope of one’s abilities, all this helps to overcome
shyness that hinders the use of foring language words in speech and provides an adequate level of processing some
particular educational material.

We define game exercise as the exercise, the purpose of which is to create, improve and develop students’ skills
and abilities in various types of speech activity through the repeated and varied execution of speech or language
actions that become personally significant for the subject of learning, because they are motivated to participate in
the game activity . Game exercises have significant methodological potential: they provide motivation for learning
activities, create positive emotional learning atmosphere and favorable conditions for collective interaction during the
execution of game and learning tasks.

The study of questions of typology of exercises and provisions of the theory of systems (I. Blauberg, E. Yudin, V.
Sadovsky, et al.), the study of a systematic approach to solving methodological problems (l. Bim, V. Skripchenko, et
al.) allowed us to develop a system of game exercises which is an integral part of the general system of exercises and
methodologically based on the general classification of game exercises.

Analysis of scientific literature and our own teaching experience indicates that didactic games can be actively used in
teaching a foreign language, especially in working with high school students. This is due mainly to the following factors: a
communicative approach to teaching a foreign language, interests of teenagers, natural need of students for the game.

Taking into account all of the above, we have established that the concept of «game situation» can be expanded
by identifying a group of games which prepare students for communicative activity and enrich their vocabulary, and
games that provide communicative activity.

Not any gaming activity can be effective. Only the games that are didactically expedient and methodologically
justified can be considered the effective means of learning. As was already mentioned, the process of learning a
foreign language in a modern school should be aimed at communication. Consequently, the overwhelming majority of
forms and types of work, including play activity with students during a lesson, must also be aimed at communication,
taking into account age characteristics and interests of school children.

In the context of our study, we have defined game situations during foreign language lessons as an active type of
educational activity aimed at simulation modeling the systems, processes, and phenomena being studied.

CONCLUSION AND PROSPECTS FOR FURTHER RESEARCH

The systematic approach allows effective creation, improvement, and development of skills and abilities in all major
types of speech activity. Game exercises, which are used systematically, contribute to modeling the conditions of
real communication in the learning process, which, in turn, leads to increased motivation to learn a foreign language.
Game exercises with a role-based component contribute to enhancing motivation of student participation in foreign
language communication in the classroom.

Game exercises with an element of competition provide motivation for learning and speech activities due to participation
in game activities. Game situations with a role-based component contribute to enhancing motivation of student participation
in foreign language communication in the classroom and formation of students’ communication skills. The game situation
is the set of tasks that include specially designed learning situations and communicative dialogues that contribute to the
design of the process of development of the communicative potential of an individual student.
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