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Annotation: The article explores the use of role-playing and simulations for
teaching foreign languages, with a particular focus on their application in higher
education. It highlights the flexibility of role-play types based on students' language
proficiency and asserts their effectiveness in reinforcing language skills for
professional use. The article underscores the student-centric nature of role-playing,
emphasizing its role in developing communicative competence and bridging the gap
between theory and practice.
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AHHOTanmMs. B cratbe wuccimenyeTcss HCHOJB30BAHUE POJIEBBIX WP U
CI/IMy.]IHI_IHﬁ IIpu O6yLI€HI/II/I HHOCTPAHHBIM A3bIKAM, 000606 BHHUMAHHNC YACILACTCA HUX
MPUMEHEHUIO B BBICIIEH 1IKojie. B HEM momuepkuBaeTcsi THOKOCTh THUIIOB POJIEBBIX
HUI'p, OCHOBAHHBIX Ha BJIAACHHUHW A3BIKOM YYalllUXCA, W YTBCPKAACTCA HX
7 (PEKTUBHOCTh B YKPEIJICHUW SA3BIKOBBIX HABBIKOB JJIsi MPOPECCHOHAIBHOTO
HCIOJIb30BaHus. B cTaTbe MoauepKuBaeTcs JUYHOCTHO-OPUEHTUPOBAHHBIN XapaKTep
pOJIEBOW WIPBI, IIOJYEPKUBACTCA €€ POJIb B PA3BUTUA KOMMYHHUKATUBHOU

KOMIIETEHTHOCTH Y MPEOJO0JCHUN pa3pbiBa MEXKAY TEOPUEH U MPAKTUKOM.
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KiroueBblie cioBa: BJIAACHUC SA3BIKOM, O6Y‘I€HI/I€ HHOCTPAHHOMY A3BIKY,
MCIKKYJIbTYPHAsT KOMMYHUKAILU, KOMIIETCHTHOCTHBIN moaxoa, HWHTCPAKTUBHBIC
METOAbI O6Y‘I€HI/ISI, FeﬁMH(i)HKaHPIH, poJacBaid urpa, CUMYJIINU, pCUCBbIC HABBIKH.

Annotatsiya. Maqolada xorijiy tillarni o‘qitishda rolli o‘yinlar va
simulyatsiyalardan foydalanish masalalari ko‘rib chiqilib, oliy o‘quv yurtlarida
ulardan foydalanishga alohida e’tibor qaratilgan. Unda o‘quvchilarning til bilimiga
asoslangan rolli o‘yin turlarining moslashuvchanligi ta’kidlanadi va ularning til
ko‘nikmalarini kasbiy qo‘llash uchun mustahkamlashdagi samaradorligi haqida bahs
yuritiladi. Magolada rolli o'yinning shaxsga yo'naltirilgan xususiyati ta'kidlangan,
uning kommunikativ kompetentsiyani rivojlantirish va nazariya va amaliyot
o'rtasidagi tafovutni bartaraf etishdagi roli ta'kidlangan.

Kalit so'zlar: tilni bilish, chet tilini o'rgatish, madaniyatlararo mulogot,
kompetensiyaga asoslangan yondashuv, interfaol o'gitish usullari, o'yinlashtirish, rolli
o'yin, simulyatsiya, nutg ko'nikmalari.

INTRODUCTION

In today's globalized world, there is a growing fascination with acquiring
foreign language skills [5]. Foreign languages are in high demand for facilitating
cross-cultural communication, reflecting the needs of our contemporary society [8].

This article delves into the valuable educational method of role-playing and
simulations, which stimulate critical thinking and creativity while allowing students
to hone their speaking abilities in settings that closely resemble real-life situations.

The role-playing approach primarily focuses on replicating frequently
encountered instances of cross-cultural communication, where designated roles are
acknowledged and potentially modified during the enactment. This method broadens
the realm of imagination during cross-cultural interactions, enhancing the effective
understanding of linguistic norms from different cultures. It is closely related to
simulation, a technique that artificially constructs cross-cultural communication

scenarios to anticipate potential responses and communication outcomes [3].
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The terminology used in literature and textbooks regarding the role of play and

simulation in foreign language instruction varies widely. Terms like "simulations,"

"games,"” "role-playing games,” “simulation games," and "role-playing simulations”
are frequently used interchangeably [18].

Nevertheless, simulation encompasses a broader concept than role-playing. For
instance, Laduss [15], distinguishes simulations as intricate, lengthy, and relatively
inflexible, while role-playing games are simpler, shorter, and more adaptable.
Simulations emulate real-life situations, whereas role-playing engages participants as
characters from everyday life [15]. Simulations simulate real-life situations, whereas
in role-playing the participants play characters from real everyday life [18].

Simulations invariably include an element of role-play [15].

This paper will analyze the role-playing/simulation method using the following
framework:
language theory,
language learning theory,
method objectives,
curriculum model,
learning activities,
student roles,
teacher roles,
instructional materials,
the gameplay process,
and recommendations for effective role-playing.

Language Theory

Richards and Rogers present three theoretical viewpoints on language:
structural, functional, and interactive. The role-playing/simulation method aligns with
the interactive perspective, viewing language as a tool for establishing interpersonal

relationships and conducting social interactions among individuals [16].
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Role-playing and simulations foster effective interpersonal relationships and
social interactions among participants. For simulations to be effective, participants
must assume their role responsibilities and perform to the best of their abilities in the
given scenario [13]. This necessitates the use of effective social skills when
interacting with other participants in the simulation.

Simulation technology first emerged in France, and Francis Debiser defines
simulation as the imitative, fictionalized, and enacted reproduction of interpersonal
Interactions structured around a challenging situation, such as learning a case, solving
a problem, or making a decision. [6].

Christopher and Smith distinguish between "convergent” and "divergent"
models of language learning within simulations [11]. In a convergent model, speech
patterns in simulations are specified, whereas in a divergent model, speech exchange
patterns remain undefined.

Language Learning Theory

Scarcella and Crookall conducted a study that demonstrates how simulation
can facilitate foreign language learning. They posit that language learners become
proficient when they are exposed to a significant amount of accessible new material,
actively engage in the learning process, and experience positive emotions and
benevolent relationships within the student community [18].

In simulations using accessible material, students immerse themselves in real
communication, playing their roles actively, which often makes them forget they are
learning a foreign language. This allows students to experiment with new behaviors
in a safe environment, fostering long-term motivation for language acquisition.
Method Objectives

Cummings and Genzel suggest that the initial step in preparing a role-play is
defining its objectives. They offer a general goal, such as helping students feel
confident in restaurant visits or at ease in business situations like contract
negotiations, alongside specific objectives, like ordering at fast food establishments.

These specific goals distinguish themselves from the broader objectives [12].
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Curriculum Model

The curriculum model can be a blend of a "procedure” and a "process."
Initially, the student's own activities are pivotal for learning, but the teacher selects
the tasks. This approach, as described by Skehan, is known as a process procedure for
learning [20]. For instance, in Ladousse's "Famous People™" game, students begin with
a simple role-playing situation where they play the role of a widely known person,
and the group asks questions to guess the character [15]. Subsequent games add
complexity, and these extended game scenarios let students shape the interactions
[20].

This can be achieved through a "project competition" [15]. where students
model situations directly relevant to them, defining roles and exploring chosen
activities.

Learning Activity

The simulation and role-playing method, particularly when employing a
convergent model, align with Skehan's four criteria for task-based learning:
prioritizing meaning, having a clear goal, evaluating activities based on specific
outcomes, and establishing real relationships. Classroom activities are therefore not
language-centric but focused on objectives and actions determined by either the
instructor or students [20].

Sadow provides an intriguing example of student-teacher involvement in a
simple role-playing game [17]. In this scenario, students are portrayed as aliens
encountering earthly objects without knowledge of human civilization, prompting
them to deduce the functions of these objects. Such role-plays and creative activities
encourage students to employ their imaginations, promote reflective thinking, and
engage in foreign language communication.

In more intricate role-plays, the teacher's activities can be more comprehensive,
and the students' activities can become more specific. For instance, the teacher may
distribute handouts, present a case study, define the role-play situation clearly, and

provide role description cards. This type of situation modeling is applicable to
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language education in various domains, including technical English, English for
Business and Industrial Work, English for Tourism, Service, and International
Relations. Furthermore, role-playing and simulations should be integrated into
professional language teacher training programs.

Student Roles

Student Roles: Traditionally, learners' roles in role-playing and simulation
methods have been clearly defined through verbal instructions or role cards.
However, Kaplan challenges role-playing games that restrict themselves to
predetermined topics and specific vocabulary areas, as they tend to discourage
spontaneous conversation [14].

The "tapestry approach” is suggested as a more suitable model for student roles
[19].

According to this approach, students are expected to take an active role in their
learning process. They should collaborate with teachers in selecting topics and tasks
and provide detailed input on the learning process. This can be achieved through
methods like the "project competition™ or similar divergent simulations.  Students
may experience new aspects in role-playing and simulation that they are not
accustomed to [10]. Therefore, instructors are advised to assess students' knowledge
levels and introduce experiential exercises to promote active participation, especially
among students who are more accustomed to an instructor-centered classroom.

The Role of the Instructor

Instructors are responsible for determining the overall structure of role-plays,
but their active participation usually diminishes once the game's structure is
established. They transition into a role likened to a traffic controller, ensuring the
smooth flow of the game without dictating specific directions, as described by Jones
[13]. This approach aligns with Scarcella's perspective. It shifts the traditional central
role of the teacher in the classroom to a more supportive and hands-off position,
allowing students to interact freely based on their spontaneous cognitive impulses.

This adjustment helps reduce student anxiety and enhances the learning process [19].
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Instructors should also take on additional roles, such as keeping students
motivated by stimulating their curiosity and selecting learning materials that inspire a
strong desire to learn and acquire new knowledge [10].

The Role of Learning Materials

Since simulations replicate real-life scenarios, the learning materials should
closely resemble what might be encountered in actual situations. For example, in the
alien role-playing games, students explore items like toothbrushes, clocks, light
bulbs, and keys as if they were "aliens from other civilizations.

An even more compelling example is Kaplan's "Foreign Reception Game,"
designed for students learning English as a foreign language before traveling to an
English-speaking country [14]. This simulation centers around organizing a buffet
lunch for native English speakers in Washington, D.C. Students plan, conduct the
lunch, communicate in English during the event, and engage with guests afterward in
English. This practical experience promotes self-confidence and the ability to handle
unpredictable real-life situations.

The use of learning materials in this way deviates from the conventional
"conspiracy of uniformity” created by publishers, as outlined by Skehan [20]. It
allows for material adaptation to individual student needs and encourages the
development of simulations by students, which can be used in their own and other
group settings in the future.

The Role Play Process

The Role Play Process: This description outlines the role-playing process,
utilizing the Ladousse [15] format as demonstrated in the "Playing on the Island"
simulation presented by Cru-call [18]. Laduss identifies process as one of 11 key
components in role-playing games [15]. These elements include level, time, purpose,
language, organization, preparation, warm-up, process, subsequent analysis, analysis
and observations, and variability. The various role-playing exercises are then

assessed based on these factors.
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The "level™ refers to the minimum and sometimes maximum extent of student
involvement. "Time" may vary depending on whether students need to read articles
or reports. "Purpose" denotes the broader aim of each activity, such as fostering
confidence or developing a feel for the language.

"Language" signifies the specific structures, functions, skills, and intonation
patterns students may require. "Organization™ addresses whether the activity involves
pairs or groups and, in the case of groups, how many students should be in each.

"Preparation” encompasses all the necessary tasks before the activity, while the
"warm-up" involves vocalizing ideas to capture students' attention and interest.
"Process" offers a step-by-step guide to the activity, with various suggested
sequences for role-playing [16], although it's noted that many role-plays don't need to
adhere strictly to such guidelines [14].

The "follow-up" of the game pertains to actions taken after the role-play is
completed, possibly as homework, and may include general notes or warnings of
potential difficulties. Different variations of role-playing can be employed with
various groups or at different training stages.

These 11 Laduss factors can be applied to the "Playing on an Island"
simulation [15]. This scenario unites the group through collective decision-making
activities that enhance foreign language skills. In this artificial situation, the group is
stranded on an island due to a shipwreck, with a volcano set to erupt soon, requiring a
swift evacuation plan. Lifeboats are available to transport everyone to nearby islands,
but a group consensus is needed regarding who goes where and with whom.

The procedure for this activity includes:

Level: Advanced.

Time: 1.5 hours for the primary game, followed by an hour for analysis.

Obijective: Developing decision-making and cooperation skills.

Language: Enhancing language skills to express opinions, agree or disagree,
persuade, defend viewpoints, offer cooperation, analyze data, and draw conclusions.

This promotes various skills, including listening, speaking, writing, and reading.
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Organization: Involves the whole class and small groups of 3 to 7 students.
Preparation and warm-up: Providing students with information on lifeboat numbers,
neighboring islands, and requiring each student to complete a "personal profile™ with
accurate details about their gender, age, nationality, education, profession, practical
skills, and top 3 preferred islands.

Process: Involves the group making decisions to reach a consensus. The
Instructor ensures active participation and may introduce changes to the game if
decisions are reached too easily. The remaining time until the volcano erupts is
periodically displayed.

Analysis: Small groups discuss the five major factors influencing their
decisions, such as forming groups, selecting islands, and choosing lifeboats.
Variability: Each group determines the political structure of society on their new
island, developing a set of guiding principles or a constitution for the community.
Tips for successful role-playing

Preparation for Success: Even at elementary levels, role-playing can be
effective with thorough preparation. Instructors should identify the language tools
students require and ensure they are familiar with these structures. Providing
necessary words and phrases on the board may offer additional support. At higher
levels, students might not need language assistance, but they do benefit from time to
immerse themselves in their roles.

Some of the possible roles of the teacher are:

Mediator: Assisting students with new language tools.

Spectator: Observing role-plays and offering feedback afterward.

Participant: Sometimes, it's suitable for the instructor to actively participate in
the role-play.

Realism in Role-Play: Realistic elements and props can enhance role-plays
significantly. For instance, in a chef-customer role-play, a simple white paper cone

labeled "chef" can make the activity more engaging.
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Rearranging furniture or simulating entry by knocking on the door can add
authenticity.

Authentic Roles: Strive to make the roles assigned to students as close to real-
life situations as possible. This approach helps students relate more effectively to the
scenarios, especially if they have limited exposure to certain settings. Business
students can easily act out a business meeting with colleagues from abroad.

Introducing Vocabulary Structures: Students may encounter vocabulary gaps
during role-plays. Instructors can assist as a "walking dictionary™ to support students
by offering the required vocabulary and expressions. Alternatively, instructors can
introduce a "time-out" for students to consult dictionaries and note down necessary
vocabulary, allowing them to learn in a natural context. This way, students will learn
new vocabulary in a natural environment and remember it better.

Correcting Mistakes: Instructors should handle mistake correction
thoughtfully. Immediate, extensive correction can decrease motivation, so it's
preferable to correct mistakes after the role-play. Phrases with errors can be written
on the board for collaborative correction.

Independent Work on Mistakes: If possible, provide video recording equipment
for role-plays. This allows students to review their performance, identify errors, and
make improvements. Peer corrections are also valuable. It's important to discuss with
students when they prefer to have their mistakes corrected.

Role-Playing as Real-Life Practice: Role-playing offers a practical way for
students to practice a foreign language by simulating real-life situations. There are
two types: scripted and unscripted role-plays, with scripted ones using examples from
textbooks. Different scenarios can be adapted for foreign language classes to
encourage diverse language use.

Encouraging Participation: For larger groups, ensure active participation by
occasionally having groups present their role-plays in front of others. This motivates

students to use the foreign language creatively.
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Dispute Between Neighbors: Role-playing disputes, like noisy neighbors,
allows students to explore new vocabulary related to various situations.

Debates: Engaging in debates actively uses language skills and expands
vocabulary, making it an effective language practice activity. Selecting suitable
topics and dividing the group into two subgroups for argumentation can be a valuable
exercise.

Creativity in Role-Playing: Encourage students to use their creativity when
participating in role-plays. Challenging scenarios can provide opportunities for
creative language use and problem-solving, making role-plays engaging and
effective.

CONCLUSION

Role plays can be seamlessly integrated into any part of the curriculum, serving
as a valuable tool that enhances learning by fostering cooperation and empathy
among students.

Role-playing offers a dynamic platform for students to both listen to and
employ a foreign language in a meaningful context, empowering them to actively
apply it in real-life scenarios.

These role-playing activities exemplify the practical use of language with a
focus on effective communication. Game-based methods are especially effective in
creating opportunities for learners at all levels, including beginners, and promoting
meaningful interaction with others.

The supportive and cooperative learning environment promotes self-regulation
among students, aligning their internal motivations with the collective learning
objectives [7].
ncorporating information technologies into education has opened up new avenues for
utilizing game-based approaches, leveraging information and communication
technologies to enhance students’ communication skills. This immersive approach

helps shape their professional identity [9].
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To produce competitive professionals for the job market, universities must
continually evolve their teaching methods and expand their repertoire. The optimal
combination of diverse teaching techniques is key to achieving an effective course
and delivering high-quality results upon its completion [1].
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