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Подводя итог, можно сказать, что определение целей и задач 
электронных материалов является фундаментом для формирования 
системы обучения в современном мире. 
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Motivation is, without doubt, one of the factors which secure the 
effectiveness of the educational process in general. It is equally obvious that 
foreign language courses are in never-ending demand, and everybody realizes 
the significance of effective communication skill for the future life and career. 
So, one might assume that the success of learning a foreign language is 
guaranteed. However, due to various reasons, motivation may decrease with 
time, which is admitted by most of my students; some of them they get 
discouraged by the fact that all hard work does not pay off as fast as desired 
while others lose interest. It is for a good reason that ways to increase 
motivation in a foreign language classroom have remained in focus of 
psychologists, course syllabus developers and language instructors. 

Numerous approached to enhance motivation are associated with using 
interactive technologies, functions of Internet platforms and services, 
authentic study materials, involving emotions in the learning process, 
developing engaging self-study assignments and tests which enable students 
to get the feedback and see the result of their activities straight away, in short, 
reinforcing the motivational aspect of language learning is essential. Methods 
aimed at modeling professional activity in the educational process and using 
gaming techniques also contribute to increased motivation; one of them is role 
playing. 
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Role playing is a technique in which instructors assign participants to 
particular roles and expect them to act as if a set of conditions were true. It is 
an important part of foreign language learning aimed at increasing 
engagement in the profession; primarily, it improves communication skills, 
especially speaking skills. A role playing game is also aimed at team building 
and personal development. It requires a game organizer (in this case, the 
teacher who gives directions); all the roles (on cards with scenarios, i.e. sets of 
rules and restrictions) are assumed by the students. The objectives of the game 
must be clear and attainable; the information provided to the students must be 
sufficient. Role playing is comparable with drama performances; unlike the 
theater, the instructor provides only initial settings, and the participants 
themselves produce the so-called script in the process. One of the obvious 
advantages of the technique is an unlimited number of participants; it is 
equally successful when implemented in a small class of up to 15 students as 
well as in a bigger class of 30 students. Another benefit is the possibility to fit 
it for various language levels, from beginner/elementary to upper-
intermediate/advanced. 

Bachelor students who major in business administration, logistics or 
information resources management at SBMT, taking a course of English for 
business communication, benefit from role playing situations, for these 
situations can be authentic and relevant to their qualifications. It is a good idea 
to arrange a role playing game for students learning such topics as 
management styles and qualities, leadership, teamwork, raising finance, risk 
assessment, crisis management, advertising, and other. Role playing is 
organized in the form of holding a board meeting to develop a company’s 
strategy, conducting a meeting with representatives of another company to 
establish a partnership, carrying out negotiations concerning cooperation or 
other issues, making phone calls to talk to a foreign supplier, receiving a 
business partner from an overseas company or a subsidiary, etc. Role playing 
can be used as a final activity to conclude case studies; brainstorming sessions 
can be incorporated into the activity when relevant. Except role play meetings 
or discussions in class it is possible to organize a press-conference or a 
workshop, which will also contribute to strengthening the acquired commu-
nication skills and enhancing students’ motivation; it is especially vital at the 
advanced stages of training when students become complacent and reluctant 
to further improve the skills obtained in the course of the previous study. 

Along with role playing games, the method of simulation can be used in 
an academic setting. Simulation is a problem-oriented speech activity which is 
carried out in a clearly described and true-to-life environment. This is a 
simplified model of reality which is stimulated and controlled by the problems 
and challenges. It differs from role playing games as students do not play 
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roles, but play “their own selves”. Students choose a problem to their liking 
within the framework of the syllabus topics and solve the problem as if it were 
a real-life situation.  

Prior to role playing activities, the teacher must determine what methods 
of monitoring to use and how to provide feedback, as the assignment must be 
followed up by reflection. The participants should be informed in advance 
what is going to be assessed, their ability to solve a problem or their ability to 
speak correctly, etc. It is not recommended to grade role playing assignments 
as it would contradict the very nature of gaming [3], but it is common to 
appoint a few observers who will watch for miscommunication instances, 
which can be discussed afterwards with the class together with making 
suggestions of ways to avoid mistakes in the future. On the downside, the 
teacher must be prepared that everything might “go wrong” and end up with 
an unexpected result. In my experience, the teacher needs to be able to prevent 
conflicts or misunderstandings. To avoid it, it is appropriate to pre-teach such 
language functions as expressing an opinion, asking about opinions, agreeing-
disagreeing politely, persuading politely, suggesting, requesting, asking for 
and giving advice etc.  

Foreign language teachers are lucky to have access to game banks 
available online, for example, English Current [2] and Businessballs [1], or in 
numerous manuals. Moreover, they can write stories and game scripts 
consistent with the topics incorporated into the syllabus and suitable for the 
students’ future life. It is a known fact that students are motivated and perform 
better when classes are profession-oriented. The pool of data on all types of 
companies and industries is unlimited, which makes it possible to use real life 
information and real life problems for role playing games. 

The use of role playing technology can improve students’ cognitive 
abilities and rekindle engagement in foreign language learning; it can develop 
communication and creative decision-making skills. Role playing helps assess 
students’ speaking, critical thinking, and professional skills, their team role 
preferences and leadership qualities. All the above taken into account, it is an 
exciting tool used for increasing students’ motivation. It should be empha-
sized, of course, that the use of role playing technology cannot replace tradi-
tional methods of teaching as well as currently popular modern educational 
technologies. 
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