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GAME TECHNOLOGY AND ITS PLACE
IN TEACHING RUSSIAN LANGUAGE AS A FOREIGN

A. Borysova, V. Lazarieva

The article deals with phenomenon of game technology. Authors state that
there’s a close relation between language acquisition and psychological condition
of students. Game helps to achieve personal internal comfort of a student but if
organized in a correct psychological way and theoretically grounded. It supports
language acquisition for foreigners who study Russian.

Keywords: game technologies, foreign language learning and teaching,
communicative approach, language immersion.

ITPOBI TEXHOJIOTITI TA iX POJIb
Y HABUAHHI POCINCBKOI MOBMU SIK IHO3EMHOI

A.O. Bopucosa, B.B. JlazapeBa

Posensnymo ieposi mexnonoeii' y 6ukiadanti pociicbkoi Mosu K IHO3eMHOL.
Ieposi mexnonozii, Xou i € CKIA0080K YACMUHOK Neda202iUHUX MEXHON02IH, npome
00Ci He HAOMO NOWUPEHI Y GUKIAOAHHI POCIUCLKOL MOBU 5K IHO3eMHOI NOPIGHAHO,
Hanpukiao, 3 awueniticokow. 3a80amHsa i2po6oeo  Xxapaxmepy 00nOMa2aioms
[HO3eMyAM He3anedXdCcHO 6i0 iX 6iKy adanmysamucsi 00 HOB020 KYIbIMYPHO20
cepedosuya.

I'pa € npupoonum 3acob6om OCE0€EHHA OUMUHOIO HABKOIUWHBO2O CBIMY.
Biomak, sona mae cmamu 0608 ’513K08010 YaACMUHOIO HABYANLHO20 NPOYECY, 30KPEMA
1l 6ueueHHs inozemHux mos. Omoice, Memor cmammi € Onuc ieop, ix Kiacugpixkayis
ma 6U3HAYEeHHs nepesaz y HAGYAHHI POCICLKOI MOGU. A8mopu Maxodxic nooaroms
PI3HI Cnocobu BUKOpUCMAHHS 2pU HA 3aHAMMAX i3 Mosu. lepu Oailomv 3mocy
cmyodeHmam po3caadumucs i 36UKHymu 00 PisHOMAHIMHO20, 6A2aMOHAYIOHATLHO2O
Cycninbcmea, y AKOMY 60HU HCUBYMb I HAgUaromuvca. Bonu momusyroms supasxcamu
IHOUBIOYANbHICMb, WO € CYMMEBOIO NEPEBALOI0 8 MAUOYIMHbOMY COYIATbHOMY Md
npogeciiiHomy scummi.

Bidomo, wo npoyec ycnoi komyHixayii 8i06yeacmucs 3HAYHO npocmiue 8
YMOBAX 12p0o60i OIANbHOCI, KOMU CIMYOeHmuU «2paromy» poi, AKi YeKaoms Ha HUX Y
nooanbuwomy npogeciiino-coyianrbHomy scummi. 3a60anns euknaoaqie i gaxieyis iz
MemOoOUKU — po3podbumu €0uny cucmemy 3a60anb HA OCHOBI i2P0BOI MexXHONO02Il, WO
OXONI8AMUMYMb  sIKOMO2a  Oinvuie coyianvHux cumyayin. Jns moeo, wob
cmydeHmu moenu enpaeismucs y eueuenni PAHI ma oeonodisamu mosHumu
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Haguukamu uepez py, Y cucmema Mae cmamu OQIYiiHUM KOMNOHEHMOM
Nnpocpamu 8USUEHHs POCIICLKOI MOBU AK IHO3EMHOI.

Iepu mooicymsv 8uxopucmogysamucs Ha pPisHUX pieHAX 6usYeHHs Mou. Bonu
NiOBUWYIOMb NPOOYKMUSHICMb HAGYAHHA U A0aNMayiiHy 30amuicime CmyoeHmis.
Aemopu maxooc Hazadyloms nNpo NCUxoa020-nedazo2iuHy YiHHICMb 3ACTMOCYBAHHS
ieposoi’ mexHono2ii 8 HABUAMHI IHO3eMHOI Mogu, ii 30amuicmbv enIueamu Ha
GHYMPIWHIL KOMPOPM cmyOenma i YCRiuHiCms y 63a€Mo0ii 3 omoueHHAM. Aemopu
36epmaromyv y8azcy Ha NPAKMuYHy 3HA4YWicmy 2pu ma ii 6UXO8HUL NOMeEHYIa.

Knrwuoesi cnosa: izposi mexnonoeii, memoouxa UKIA0ants iHO3eMHOI MO8U,
KOMYHIKamueHutl nioxio, 3aHypeHHs 6 MOGHe cepedosulye.

HUI'POBBIE TEXHOJIOTHYHA U UX POJIb B OBYYEHHNU
PYCCKOMY S3BIKY KAK HHOCTPAHHOMY

A.A. Bopucosa, B.B. Jlazapesa

Paccmompenvt uepogvie mexnonoeuu. Aémopvl obpawaiom enumanue Ha
CB5A3b MedHCOY YCHEWHbIM 081A0eHUeM AZbIKOBLIM MAMEPUANIOM U NCUXOT0SUYECKUM
cocmosanuem cmyodenmos. Jlocmuub NCUxon02U4eckozo Komgopma nomozaem
Memoouyecku npaguibHO UCHOb3YeMas uzposas mexnonoaus. Mepa cnocobcmeyem
bonee Obicmpomy noSpydiceHuro 6 A3vikogylo cpedy. Onpedenena memoouueckas
YeHHOCMb U OAHO ONUCAHUE OMOETbHBIX USP, KOMOPble MO2YM OblMb UCHOAb306AHbL
HA 3AHAMUAX NO PYCCKOMY A3bIKY KAK UHOCIPAHHOMY.

Knrouesvie cnoea: ucposvie mexHonio2uu, MemoouKa NnpenooasaHus
UHOCPANHHO20 A3BIKA, KOMMYHUKAMUBHDLI NOOX00, NOSPYICEHUE 8 A3bIKOBYIO CPeody.

Statement of the problem. Using games plays an important role in
learning Russian as a foreign language from the view point of language
acquisition, by extending students’ speaking skills, grammar and language
experience. RL foreign students benefit from such kind of language
immersion. It upgrades their social-mental activity through learning and
memorizing new vocabulary etc.

The notion “game pedagogical technology” covers a group of
methods of classroom learning in the form of pedagogical games. Game
technologies are the constituent part of pedagogical technologies.

The problem of using game technologies is not a new in the theory
and practice of educational process but, unlike other foreign languages,
Russian needs to develop its methodological basis for using games as a
system of tasks, aimed at making the process of study easier both for
students and for a teacher.

Review of the latest research and publications. Working out the
theory of game, its methodological basis, defining its social nature and
meaning for learners had been made in the works of L.S. Vygotsky,
A.N. Leontyev, D.B. Elkonin. Problems of game techniques in the
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methodology for Russian language as a foreign were scrutinized by
N.L. Fedotova, L.S. Kruichkova, N.V. Moshynskaya, N.B. Bytekhtina [4].
N.L. Fedotova, D.B. Elkonin and L.S. Vygotsky considered game as one of
the main forms of psychological functions development and way of adult
world cognition by a child. Game is important not only for balanced process
of personality in childhood to teenage years. Tasks of game nature help
foreign students at any age to adapt to a new language and cultural
environment [4]. It’s the most loyal way of including them into new
conditions. That is social function of game. N.B. Bytekhtina gives the
following definitions ”Game is an activity, peculiar to people since birth to
an old age that a person discovers a world through”, “Game is a practice
period before a serious deal that lies ahead in this life [3, p. 68].

Game is a way of personal self-comprehension in situations that are
of too wide range in an actual life. “Game is a self-recognition and self-
testing”. “Game is an essential part of culture [3, p. 68]. Game is exercising
in interactions.

Game pre-communicative tasks are used to develop lexical,
grammar, phonetic and speech skills. They let take a step from acquisition
of language tools to communication in a newly acquired language. E.g.
games like “Verbal portrait”, “Housewarming party”, ‘“Phone” etc.
Communication games are applied to develop communicative competence
in all four types of language activities.

A game is the basic, initial way for a child to perceive the world. At
early ages game is the main activity that develops senses, enlarges the scope
and supports in further social roles. While growing, game becomes the
antonym to work, activity. For parents game becomes as well an interesting
and fruitful way to organize activity of their child, to direct an enormous
energy into a “good” way. Sometimes an interesting game as an exciting
occupation is the only way to distract a child from misbehavior or to
prevent serious consequences of wrong doings etc. The paper focuses on
peculiarities of applying game technologies in teaching Russian for
foreigners.

The objective of the research is applying gaming methods at
teaching Russian as a foreign language within multicultural audience.

Presentation of the research material. How to master speech
activity by means of game technologies? This question becomes more
popular both in native (A.N. Leontiev, L.S.Vygotskiy, D.B. Elkonin,
O.V. Gavrylova, A. Luchinkina,N. A. Salanovych, V.V. Andrievskaya) and
foreign science (A. Talak-Kiryk, J. Hadfield, D. Crystal).

Vital importance of outlined problem is caused by a number of tasks
that methodology is to solve concerning foreign language teaching: to keep
students interested in learning, to simplify grammar understanding, to
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follow practical purpose of learning a foreign language — applying it in
everyday communicative situations; to keep students alert and attentive
during the whole period of class. Game becomes an effective way to solve
these tasks.

As well, one of the most important problems of foreign language
teaching is learning a spoken language that makes conditions to develop
communicative functions of language. Games are effective to create a
friendly environment which is a true way to prevent possible conflicts
within the classroom especially in a multicultural audience. Besides, oral
communication is easier during game activity, when students are acting out
roles that they would be facing in their further professional and social life
(doctor, manager, shop-assistant etc.).

Game technologies affect all the learning processes. Pedagogical and
didactical value of a game within the classroom lie in a fact that it allows its
participants to fulfil themselves, take an active, leading position, to prove
their occupational fitness. The aims of using a game in the process of
studying are: certain skills development, speech and communication
competence, psychological stability that is necessary within multicultural
society, especially. Moreover, acting within the game is much more suitable
for students who feel lack of confidence, who have difficulties in presenting
their thoughts in public, who are afraid to make a misake and lose in front
of their group mates etc.

An important part of a teacher’s work is to keep a number of rules
that would make it really an effective way of learning a foreign language.
They are as follows: having an interesting, true life situation to act it out, to
make a proper planning, so that all students will be involved, regardless of
their reference level; being aware of the result. Most scientists agree that
when using game technology at the class, teacher should know exactly,
which skills are needed from students, what they would learn during game
activity.

The advantage of using game within classroom activity is to train
unprepared speech, to develop spontaneous reaction to the situation that
appeared. Using a role play can be more effective than even any pair or
group work — it gives more space for discussion. Game is a model of
necessary social roles that students would be performing after. Game is
suitable at any stage or type of work with language (grammar structures,
vocabulary etc.). Game is more focused on a process itself rather than the
result.

A prominent game theorist, didactician D.B. Elkonin tells about 4
basic functions of the game: a way to develop motivational-and-need
sphere; a way of mental and character behavior development [7]. Game
defines important personality changes and new personal qualities formation.
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When playing, children learn behavioral norms. Game itself has the ability
to teach, to organize, to uprear. A key fact for us to understand the true
didactic value of the phenomenon of game is that a child can’t ever get tired
of it. Means that this kind of activity at the classroom would never be a
“difficult task” for students. As they’re “playing” together with teacher.
And this is his feeling of professional methodological tact would prompt
how to represent this kind of work to a student group in a nice, “playing”
way, but filling it with logic and solving the goals desired. For that fact, a
game should be worked out, based on the main objectives of a game as a
social and psychological activity: 1) to entertain; 2) to communicate; 3) to
compete; 4) to solve a task; 5) to develop creative abilities. Methodists
define such features of game as a learning tool: highly-motivated, non-
forced, personal, very private activity, studying at student body and through
student community, learning with interest.

Well-known specialist in teaching methods Ye.l. Passov and
M.N. Skatkin emphasize how important is game activity in the foreign
language learning. “Game is just a cover, a shape that the content of it
should be studying, mastering language activities”[6].

The most common type of game activity to be used in a classroom is
a role-play game that reflects models of everyday interaction and
communication for foreign students. Simple in its organization, this kind of
game is of a great value to develop skills of spontaneous speech.
“Shopping”, “At doctor’s cabinet”, “At the dean’s office”, “In a restaurant”,
“At the market” etc. “This aspect of social relations shouldn’t be
neglected”, as methodologists say [5, p. 141]. Foreign students don’t take a
risk to face threat or aggressive attitude, rudeness. The aim of a role-play is
to train unprepared speech. To repeat and practice grammatical forms,
standard ways of addressing, replying etc. Game within a lesson gives a
chance to students either open themselves more than traditional lesson
allows, or, the other way round — to hide their insecurity behind a “mask”.

Conclusion. A great advantage of role play is that it brings pleasure
to all participants of a process of studying. Students exercise their
imagination, act easily, that’s why learning material is quickly absorbed.
Application of non-conventional approaches helps to consolidate language
phenomena, contributes to creation of visual-oral images. It helps students
to keep active and interested. Though, it can be just a single game element
during the whole lesson.

Directions for future research are development of methodological
basis for using game technologies at the lessons of Russian as a foreign
language.
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