YUHBI Ke 00Jiee aKTUBHO MPOSIBIISIIOT HHTEPEC K OCOOCHHOCTSIM CTPaHbl, KyJa OHU
npuexanu yuutbes. [loaToMmy memaror-opranuzatop oOsi3aH B MOJHOW Mepe Ja-
BaTh CTYyJCHTaM COlMaJIbHbIC 3HaHUs. JIJisi TTOBbIICHUS dPHEKTUBHOCTH ajariTa-
IIMOHHOTO TPOoIlecca MHOCTPAHHBIX CTYACHTOB I€Iarory-opraHu3aropy HeoOXo-
JUMO TIPOBOJUTH TPEHUHTH, HAa KOTOPBIX OH JOJDKEH OTpaldaThiBaTh KIIFOYEBHIC
MOMEHTBI B3aUMOJICMCTBUSI MHOCTPAHHBIX CTYJAEHTOB C OKPYkKAIOIIEH UX CPEIOH.

Hcxonst U3 BBINIEU3TI0KEHHOTO OYEBHIHO, KaKyI OOJIBIIYIO OTBETCTBEH-
HOCTb HECET IMeAaror-opraHu3aTop B BOCIHUTAHUU MHOCTPAHHBIX CTYAEHTOB U
(GhopMUPOBAaHUH Y HUX KAayeCTB, HEOOXOIMMBIX UM JJISl COIIMATIBLHOM ajanTaluy B
Poccumn.

Taxkum 00pa3om, meaaror-opraHu3aTop J0JKEH OYeHb CEPhE3HO MOJOUTH K
aJanTalMOHHOMY MPOLIECCY MHOCTPAHHBIX CTYAEHTOB, IOCTOSIHHO Pa3BUBAThH HO-
BbI€ MOJIXO/bI K BOCIIUTATEILHOMY MPOILIECCY, YAYUIIaTh €r0 KaYeCTBO.

Jumepamypa

1. BurkoBckas M. U., Tpouyk M. B. Agantanus HHOCTpaHHBIX CTYJIEHTOB K yC-
noBusaM xu3Hu 1 yueobl B Poccun // Bectnuk PY JIH. Cep. «Cornmonorus». M., 2003.

2. I'py3nesa O. B., CrapocBerckas H. A. Ananranys ”HOCTpaHHBIX CTYJAEHTOB B
cUCTeMe BY30BCKOTO 00pa3oBanus // BectHuk KpacHosipckoro rocyaapcTBEHHOTO meaa-
roruueckoro ynusepcutera um. B. I1. Actadwena, 2016.

3. MaprokoBa JI. A. Anganraiiys ”HOCTpaHHBIX CTYJIEHTOB B poccuiickom By3e // Ha-
yunbli BecTHUK MI'TY T'A. Cep. «MexayHapoaHas AearenbHocTh By30B». CII0., 2015.

4. Martsees 1O. H., MaprokoB M. A., MaprokoBa M. A. Bomnpocsl oprannzanun
BOCIIUTATEJILHOM pabOTHI CO CTyJAeHTaMU-UHOCTpaHllaMu // HayuHo-TeXHHUeCcKue Beo-
moctu CIIOI'TIY. Cep. «'ymanuTapusie u oOuiectBeHHble Haykny». CII6., 2015.

V]IK 372

A. O. Cijova (Tashkent, Uzbekistan)
Banking and Finance Academy of the Republic of Uzbekistan

Role-playing games efficiency for BE communication skills evolving

CraTps mocBsieHa oAHOMY M3 Hauboliee 3()(PEeKTUBHBIX CIIOCOOOB MOBBICUTH MOTHBA-
LU0 MAaruCTPAHTOB MPHU U3yYEHUU MHOCTPAHHOTO SI3bIKA, KOTOpPAsk COCTOUT B TOM, YTOOBI IIpeI-
JIOKUTH 33J]a4, HANpaBJICHHbIE HA Pa3BUTHE HABBIKOB OOLICHMS, U MOOIIPUTH UX CaMOCTOSI-
TEJIBHO YNPaBJIATh IpoueccoM. B pamMkax KOMMYHUKATHBHO-OPUEHTUPOBAHHOIO OOyUeHUs Ta-
KM€ YCIIOBUS MOXHO CO3/1aTh, IPEAJIOKUB POJIEBYIO UTPY 110 COOTBETCTBYIOIIEH Teme. B Hamem
Cllydae 3TO TEMBI, CBSI3aHHBIE C JEATEIBHOCTBIO OAHKOBCKOIO WJIM (DPMHAHCOBOIO cekropa. B
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Y4E€OHBIX YCIIOBHSIX 00ECIIEUNBACTCS «PENETUIINS PEATHHOTO UCTIOIB30BAHUS S3bIKA YEPE3 BhI-
MOJIHEHHE 33JIaHUI HA PEYEBOE B3aUMO/ICHCTBHUE.

Kntouesvie cnoea: poneBble Urpbl, pa3BUTHUE HABBIKOB OOIIEHUS, KOMMYHHKAaTHBHO-
OpUEHTUPOBAHHOE 00YUYEHUE, ayTEHTUUHbIN

One of the most genuine ways to increase the motivation of trainees in
learning a foreign language is to offer them tasks aimed at developing communi-
cation skills and encourage them to manage the process themselves. Such condi-
tions can be created by proposing a role-playing game on the topic most suitable
for the corresponding group of learners. In our case, these are topics related to the
activities of the banking sector or the financial one.

Communicatively-oriented teaching of a foreign language means the forma-
tion of communicative competence. The following types of competence can be
distinguished as its constituent elements: linguistic, colloquial, pragmatic (practic-
al), socio-linguistic, strategic and mental (L. Bachman) [3, p. 5]

Communicative-oriented teaching of a foreign language is possible in an au-
thentic process. In this context, the concept of “authentic” implies not only the use
of “taken from a real life” educational material in the lesson, but also the creation
of methodologically appropriate conditions for natural educational communica-
tion. To do this, in the training environment, a “rehearsal” of the actual use of the
language is provided through the use of tasks of speech interaction; the use of
tasks involving "informational inequality" of participants using organized role-
based communication; or using spontaneous communication [1, p. 3].

It is interesting to consider the use of organized role communication, which
makes it possible to form and develop communication skills through specially se-
lected "life" situations. Role-based communication is implemented in a role-
playing game, which is organized in accordance with the developed plot, distri-
buted roles and inter-role relationships.

The simplest is a role-playing game, involvement in which participants re-
ceive the necessary remarks. Their task is to, carefully listening to each other,
combine these replicas in the context of role-based communication.

More complex is the role-playing game in which participants get a general
description of the plot and a description of their roles. The problem is that the fea-
tures of role-playing behavior are known only to the performer. It is important for
other participants to guess which line of behavior their partner follows and make
an appropriate decision about their own reaction.

Creative role-based communication requires advanced social skills. There-
fore, role-playing games in foreign language lessons often include elements of ex-
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ercises that develop communication skills. Such exercises are diverse, namely, the
participants come up to each other and start a conversation; address each other
with polite requests; learn to give way to each other in a dispute; working in pairs,
express gratitude to each other for the previously rendered service, help, support;
learn to respond correctly to the emotional phrase of the partner and others.

These and some other tasks form the role of the participants in the role-
playing game the necessary social communication skills.

For successful role-playing games, you need to prepare the appropriate ma-
terial. Even if the teacher is preparing a new targeted course, he/she needs to learn
as much as possible about the professional special context of apprentices and the
field of activity in which they work. The Internet web offers helpful resources in
preparing role-playing games. There one can find information about companies,
about banks, financial markets, about the services provided by these institutions.
By visiting the sites of these organizations, anyone will receive the necessary in-
formation that will give the confidence, and so learners will appreciate trainer’s
knowledge and adequate awareness in special professional aria.

Companies’, banks’, etc. sites provide very good authentic material. It is
clear that these materials are intended primarily for native speakers, but BE teach-
ers can easily adapt these texts and use them in groups according to the level. If
you choose companies in accordance with the profile of your learners, you still
have the opportunity to work out and consolidate the relevant lexical material.

Also, for successful role-playing games, it is necessary that learners master
a minimum of dialogic unity in the English language that develops with the help
of the exercising. Before introducing this technique into the educational process, a
teacher needs to do a lot of work. We must not forget that some trainees do not
have the appropriate communication skills. Therefore, in order to organize com-
munication within the framework of a role-playing game, it is necessary to form
these skills in the context of the educational process. To achieve these goals the
following activities may be used: exercises that train etiquette expressions; exer-
cises aimed at developing telephone, meeting and presentation speaking skills;
exercises for training the skills of drawing up small dialogs in pairs and poly-
logs in groups within the framework of the proposed situation; Dialogue exer-
cises on the basis of proposed sample dialogue. The follow up activity, as an
example, is to write a soap-opera dialogue in which two people in love cannot
say goodbye to each other and are trying to last the conversation as long as
possible (based on Ddérnyei, Z. and S. Thurrell. 1992. Conversation and Dialo-
gues in Action [2, p. 39].
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The work, as a rule, is carried out in stages: 1. reading the dialogue on the
roles, paying attention to the remarks to be assimilated; 2. reading a dialogue, in
order to restore missing replicas; 3. re-enactment of the dialogue with reproduc-
tion of replicas by roles; 4. independent compilation of a dialogue similar to this,
but in a different situation of communication.

Such testing of “real” communication situations can prepare learners to
communicate with native speakers. Role-playing game allows to build communi-
cation skills among the participants, which makes it an integral part and the best
way to learn a foreign language.

For role-playing games, it is not necessary to develop a detailed scenario. It
is enough to prepare a general plan, identify some details, offer ideas to diversify
the expected dialogues.

Keep in mind the cards that can be of great help to the participants of the
role-playing game. For example, to develop negotiation skills, the following topic
of the role-playing game is proposed: “the marketing company in which you work
needs additional financial resources, as its competitors have increased their market
presence. You are discussing this issue”.

Before you offer a role-playing game to graduate students, you need to
study the main lexical material (terms), key expressions (greetings, consent, disa-
greement and others), as well as the preparation of various questions. Questions
should dominate in the role-playing game. After you have repeated the compila-
tion of questions, undergraduates will communicate more confidently, without ex-
periencing difficulty in choosing the type of question, without thinking about the
structure of the questionnaire.

Before starting the game, you need to give a few minutes to study the cards
and prepare any key suggestions. The teacher can go around all the participants in
the game and see if they need help.

Suppose Member A receives a card with the following information: “The
company needs to save money. You think a good and easy way is that the compa-
ny canteen should no longer be subsidized. At the moment employees pay only
$ 4.50 per meal, but the real cost is $ 8. With 20,000 employees that’s the saving
of § 40,000”.

Member B receives a card with the following information: “The company
needs to save money. You think the company canteen should stay subsidized as a
good meal at midday is very important. You think you can save the same amount
of money by installing vending machines for drinks. At the moment drinks cost
nothing”.
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Sample cards for students (hints)

Participant A: 1. Make a proposal Participant B: 1. Reject
2. Ask for clarification 2. Make a counter proposal
3. Bargain 3. Clarify
4. Accept 4. Make a concession
5. Ask for agreement

Each role-playing game should be performed at least twice, and undergra-
duates are encouraged to switch roles. Offer stronger undergraduates more com-
plex roles. The teacher can also become a participant in the role-playing game, if
there is such a need, or if it can contribute to the greater effectiveness of this exer-
cise.

Corrections should be avoided during role-playing. (The teacher can make
notes for himself, but do it unnoticed, otherwise it may confuse the participants
(participant) of the game)

It is very useful to record such role-playing games for subsequent analysis,
but this is recommended if the participants in the game look at such an analysis
positively.
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