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The article is devoted to the issues of business games creation and implementation in the process of
teaching a professionally oriented foreign language at engineering universities. It has been determined that in
the context of teaching a foreign language to engineering students, a business game develops foreign
language communication skills, thus forming not only professional competence, but also communicative
competence; it reproduces the subject and social content of students' future professional activities, forms a
system of relations typical for specialists in the relevant field. Therefore, in the learning process through
business games, students provide substantive content to foreign language communication, integrate their
professional skills into foreign language skills, master the ability to build social relationships, learn to
overcome conflict situations and respond adequately to changing circumstances.

The article presents an example of the methodological development of the business game "Innovations
in the Energy Sector”, which was tested at the Department of Foreign Language Training, European
Integration and International Cooperation in partnership with the Department of Automation, Metrology and
Energy Efficient Technologies (UEPA, Kharkiv). The experience of using business games in the process of
foreign language learning at an engineering university allowed the authors to identify their specific features:
using special didactic, methodological and technical support; careful preparation of speech materials;
activation of students' independent work at the preparatory stage; selection of tasks in such a way as to
stimulate independent training in business games not only to master new foreign language vocabulary
(including terminology), but also to model various styles of speech (including terminology).

The article concludes as follows: using game-based learning increases students' motivation to learn
foreign languages and cultures, prepares them for practical foreign language skills in real life and in their
future professional activities.

Keywords: foreign language teaching, business game, engineering university, case-technology,
students’ independent work.

O. bpunueea, A. llooopoxncna «J/linosa rpa sk iHTepakTHBHA ()opMa HABYAHHS 1HO3EMHHX MOB Yy
KOHTEKCT] BHIIOI 1H)KEHEPHOT OCBITH».

CraTTs TpUCBSYEHA THUTAHHAM IMIATOTOBKH Ta MPOBEACHHS MUIOBHX IrOop y TpoIleci HaBYaHHS
mpodecifHO OpiEHTOBAaHO! iIHO3EMHOI MOBHU B IHXXKEHEPHHX yHiIBepCHUTeTax. BH3HA4YaeThCs, MO y KOHTEKCTI
HaBYaHHS CTYJCHTIB I1H)KEHEpHHX CIHElialbHOCTe 1HO3eMHOI MOBH JiJioBa Tpa pPO3BHUBAE BMiHHS
IHIIOMOBHOTO CHUIKYyBaHHs, (opMyloud B Takuil crmocid He nuiie mnpodeciiiHy KommeTeHmilo, a i
KOMYHIKaTHBHY; BIJTBOPIOETHCS TMPEIMETHUH 1 COI[iallbHUN 3MiCT MaiOyTHBOT MpodeciitHOl AisTBHOCTI
CTYZACHTIB, (OPMYETHCS CUCTEMa CTOCYHKIB, XapakTepHa JUIs GaxiBUiB BiAMOBiAHOI Tamy3i. TakuM 4nHOM y
nporeci HaBYaHHS 3a JOMOMOTOI0 JiJIOBUX Irop CTYACHTH HAMOBHIOIOTH IHIIOMOBHE CIHIJIKyBaHHS
MPEeIMETHIM 3MiCTOM, IHTETPYIOTh CBOI mpodeciiiHi HABHYKH 3 IHIIOMOBHUMH MOBJIEHHEBHMY HaBHUYKAMH,
OTIAaHOBYIOTHh YMIHHSIMH OyIyBaTH COIlialIbHI B3a€EMOBITHOCHHH, HABYAIOTHCS TOJIATH KOH(MIIIKTHI CUTYyaIlil Ta
a/IeKBaTHO pearyBaTy Ha MiHJIMBI 0OCTaBHHU.

VY crarTi HaBeACHO TPUKIIAI METOIMYHOI po3poOKu nimoBoi rpu "[HHOBamii B eHepreTWdHii ramysi’,
ampoOariis  skoi mpoBommiacs Ha Kadempi I[HIIOMOBHOI IMATOTOBKH, €BPONEHCHKOI IHTErpariii Ta
MDKHApOJHOTO CIHiBpOOITHUITBA CHUIBHO 3 Kadeaporo ABToMaTH3allii, METpoJorii Ta eHeproeeKTHUBHHX
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texHonorik (YIIIA, XapkiB). JlocBi BUKOpPHUCTaHHS MIJIOBHX irop y IMpolleci BUBYCHHS 1HO3EMHOI MOBHU B
IHKCHEPHOMY YHIBEPCHTETI JO3BOJIMB aBTOPKAM BHOKPEMHTH IXHI TIEBHI OCOOJMBOCTI: BHUKOPHCTAHHS
0COOJIMBOTO JUIAKTUYHOTO, METOAMYHOTO Ta TEXHIYHOro 3a0e3MeUeHHs; peTesibHa MiAr0TOBKA MOBJICHHEBHX
MarepiaiB; aKTUBI3allis CAMOCTIHHOI pOOOTH CTY/AEHTIB Ha MiATOTOBUOMY €Tari; J00ip 3aBJaHb TAKUM YHHOM,
00 CTUMYITIOBAaTH CAaMOCTIHHY IIATOTOBKY JI0 JJIOBOI TP HE JIMIIIE 10 OTIAHYBaHHS HOBOI JIGKCHKH (30KpeMa
i TepmiHOMoOrii), a ¥ MOIENIOBaHHS PI3HOMAHITHUX CTHJIIB MOBM (30KpeMa i TEpPMIHOJOril), a TaKoX
MO/ISITFOBAHHS Pi3HUX CTHIIIB MOBH (30KpeMa 1 MOBJICHHEBHX ), 30KpeMa i MOBJICHHEBOTO.

VY crarTi 3po0JieHO0 BUCHOBKH, IO BUKOPUCTaHHs irpoBOi ()OpMH HaBYAHHS IMIJBHINYE MOTHBAIIIO
CTY/ICHTIB JI0 BUBYCHHS IHO3EMHHX MOB 1 KYJIBTYp, TOTYE iX JIO MPAKTUYHOTO BUKOPUCTAHHS 1HO3EMHOT MOBH
y peaJbHOMY JKUTTI, @ TAKOXK Y MallOyTHIl nipodeciiiHiil AisTIBHOCTI.

Knrouoei cnosa: BuKIanaHHsA I1HO3EMHOI MOBH, JiJIOBa TIpa, IHKCHEPHHH YHIBEPCHTET, Case-

TEXHOJIOTIsI, CAMOCTii{Ha po0OTa CTYICHTIB.

Problem statement. The globalization of
the business and technical world today encourages
the need for engineering students to master the
English language for professional communication
in the field of international business.

Since future engineers will communicate
with their partners over the phone, will be involved
in discussions and negotiations, and participate in
business meetings and presentations, it is necessary
to organize business games aimed at simulating
these situations in the foreign language classes at
the technical university. It will allow developing
students' instrumental motivation to master the
skills of foreign language professional-oriented
communication by means of a foreign language in
academic conditions. Maximum closeness of the
training process to real industrial and business
situations in the gaming form will also contribute to
the  development of students' adequate
communication behavior and the correct choice of
language and speech means of expression of their
thoughts in a foreign language. Therefore, the
issues of preparing and implementing business
games are relevant to the methodology of teaching
English for specific purposes.

Literature review. The problems of game-
based organization of the learning process have
been studied by M. Ellis, C. Johnson, K. Jones,
G.P. Ladousse, W. Rivers, etc. According to many
researchers, business games expand the range of
topics for communication, make the process of
foreign language communication more dynamic
and expressive.

Business game simulates future
professional activity of students, teaches them
how to act in those or other real-life situations.

In the context of foreign language teaching,
a business game develops foreign language
communication skills, thus forming not only
professional competence, but also communicative
competence. Business games recreate the subject
and social content of students' future professional
activity and develop a system of relations typical

for the specialists of the respective branch. On this
basis, we can conclude that within the academic
process by means of business games students fill
their foreign language communication with
subject content, integrate their professional skills
with foreign language speech skills, master the
skills of building social relationships, learn to
overcome conflict situations and react adequately
to the changing environment.

The purpose of the article is to determine
the specifics of business games and the possibility
of their application in academic process of
engineering universities to intensify the foreign
languages teaching.

The statement of the main material. In
the theory and practice of teaching English in
higher engineering education the emphasis has
shifted from the linguistic principle to the
communicative one. The aim of teaching English
at engineering universities is to prepare students
for foreign language, including professional
communication in English (developing skills and
abilities to communicate fluently using different
styles of speech, including scientific one, applying
professionally oriented vocabulary - terminology).

The main task of a modern technical
university foreign language teacher is to choose
the methods and forms of learning activity
organization that would allow to stimulate interest
of future specialists in the course of learning the
discipline. In this regard, one of the most effective
forms of teaching is the interactive form of
learning. Interactive game, being a special way to
involve students in creative activities, is one of the
means providing optimal conditions for the
development and self-realization of participants in
the educational and pedagogical process.

The ultimate goal of teaching English at an
engineering university and the implementation of the
communicative teaching principle determine the use
of special didactic tools enhancing the activity and
involvement of the students in the foreign language
learning process. After all, the best way to learn
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something is to actively interact with it. These
didactic tools can be considered as an important
factor for the effectiveness of the learning process.

The most effective and efficient interactive
forms of practical organization of foreign
language teaching to engineering students are
competitions,  scientific-practical  conferences,
thematic projects, business games, discussions,
classes involving multimedia technical means.
Our own practical experience in using non-
traditional forms of practical classes in training
future engineers-teachers allows us to say that the
business game is one of the most effective and
multidimensional methods.

Gaming activity influences the development
of attention, memory, thinking, considerations, all
cognitive processes. But its main advantage when
used in technical higher educational institution is
that it allows its participants to reveal themselves,
to learn to take an active position, to test
themselves on professional suitability.

Any of the organizational forms of game-
based learning allows to go beyond the limits of a
traditional practical lesson, this format of the
learning process organization increases the
possibilities of both the teacher and the students
and stimulates the learners, in particular in
teaching English, to communicate, to dialogue
within the group, allows each student to
personally meet and experience the reality of
foreign language communication.

In a play-based, practical activity in a
communication situation, the teacher formulates
communicative tasks in such a way as to ensure
not only action, but also interaction, i.e., to
simulate the communicative conditions for each
student. One student's remark should act as a
stimulus for other students' speech activity.

We consider the business game in teaching
English as a learning speech activity based on the
principle of professional communication, promoting
simulation of professional relationship conditions.

The main parameters determining the nature
of the role situation are the presence of a single plot
corresponding to the chosen situation and the role
relations between the participants of communication,
which often have a conflicting character. When
learners take on a role, they are playing themselves
or a character in a specific situation. There is
therefore no spectator in role-playing, and therefore
there is certainty that communication will take place
and that the behaviour of the participants will be
interpreted correctly.

For the game to be considered successful, it
is necessary to define the rules of the game:

- the student is asked to put himself/herself
in a situation that may arise outside the classroom,
in real life: from meeting an acquaintance in the
street to business negotiations, conferences, etc;

- the student should adapt himself/herself to
a role in the situation. In some cases, he/she can
play himself/herself, in some other cases he/she
will have to take on an imaginary role;

- role-players should behave as close to real
life as possible and their behavior should be
appropriate to the role they are playing;

- the role-players should concentrate on

communicative language use rather than the
usual practice of fixing language units in speech.
Researchers identify several stages of organizing
and implementing a business game. We believe
that the game realization has three stages:
preliminary, the game itself, and the final stage.

For instance, methodological design of a
business game at studying the topic "Innovations
in energy industry” is based on interactive
learning through business games on case-method
basis - learning in the context of simulated
situation reproducing real conditions of scientific,
industrial, economic, social activity; simulation of
various situations related to working out and
making collective decisions, reconstruction of
functional interaction in a team, etc. Case
technology can also be considered as an "active
learning method". The conceptual foundations
were formulated in the early 20th century by
American philosopher and educator John Dewey.
He claimed that the traditional system of
education, based on acquisition and assimilation
of knowledge, should be opposed to learning "by
doing", so that new knowledge is extracted from
practical activities and personal experience. Case-
technology is an interactive learning technology
aimed at developing students' knowledge, skills,
personal qualities on the basis of analysis and
solving real or simulated problem situations in the
context of professional activity, presented in the
format of a case. Case-technology application in
education allows English language teacher to
implement problem-based learning, assess the
development of students' competences (ability to
work in a team, self-organization and self-
education, ability to search, store, process and
analyze foreign language information from
various sources and databases, present it in the
required format using information and computer
technologies, ability to consider modern trends of
engineering and technology in their activities,
etc.). Case technology is aimed at the
development of interdisciplinary knowledge and
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skills, as the solution of a problem situation may
be at the "junction" of different disciplines and
require the application of knowledge from other
disciplines and scientific fields. The establishment
of interdisciplinary links takes place in the process
of students' work on the case (during its analysis
and development of a solution). Problem solving
contributes to the development of students' meta-
disciplinary knowledge and skills, including
communication skills and so-called soft skills:
teamwork,  flexibility, conflict  resolution,
persuasion and compromise. This methodological
development is based on meta-subject links.

The goal of the preparatory stage, also
called the informational-motivational, explanatory
stage, is to determine the conditions for speech
and procedural actions, develop optimal ways of
communicating and using the learning material in
speech, match forms of interaction and relations
between communicants, i.e. participants of the
game. At the preparatory stage, an important type
of work is the presentation of theoretical material
on the topic, search for additional information or
statistical data, approval of the rules of conduct
common to all.

At the preparatory stage all these issues are
discussed, a behavioral line depending on the
situation is developed, participants are selected
and roles are allocated, problem-solving options
are explored.

The preparation and implementation of the
role play should be done in stages. The first stage is
to learn the linguistic material and to find the
missing linguistic means by oneself. At the
beginning of the topic it is important to set the
students up for a role play, discuss the game
situations and select the speech actions. In the
second stage a number of micro-situations
representing fragments of the final speech situation
are organized. At this stage individual rejoinders
are practiced to justify their own opinion, to clarify
information, to confirm what has been said, to
express their attitude to the problem discussed in
imaginary communication situations. At the third
stage students are given roles, practice the language
material that best reflects the meaning of the role
play and play out the language situation.

The business game was tested at the
department of Foreign Language Training,
European Integration and International
Cooperation in cooperation with the department of
Automation, Metrology and Energy Efficient
Technologies (UEPA, Kharkiv).

Participants of the business game:

- The director of an innovative enterprise. It
is his responsibility to create and update the work

plan. Coordinating the work of the team. Making
decisions on operative issues.

- Manager (2 persons). They are responsible
for setting tasks for the team members in accordance
with the approved work plan; design and description
of the innovative enterprise project; creating a
business plan and determining the costs of the
product innovation, he/she provides information and
clarification of the work done to the management
team. Using information technology, he/she
proposes the necessary ideas for the innovative
project and methods of its implementation.

- PR Manage is responsible for the
presentation of the innovative product to the
customer or the investor.

- A technical specialist is to think over the
technology to be used in the innovation project,
and then he/she will come up with the necessary
ideas and methods to carry them out. He/she will
contact the technical support service for advice.

- An analyst also assesses the team's work
and makes recommendations on how to improve
the project in order to minimize time and
resources. In particular, he/she is responsible for
communication with the technical support service.

- The Expert Department is made up of
lecturers from the Automation, Metrology and
Energy Efficiency Technology Department and
provides a certificate of manufacturing innovative
product.

- Public service - the third-year students of
UEPA. They interview and recruit the
participants, offer different kinds of work, for
which the participants receive a salary.

- Technical Support Service (UEPA
masters) advises the participants of the business
game on the production technology of an
innovative product, provides the teams with an
estimate of the necessary equipment and materials
required for production.

- Consumers- teachers of Automation,
Metrology and Energy Efficiency Technology
Department. The team presents a business plan for
an innovative

of the company to buyers and investors for
the purpose of selling the product.

- Team of experts - lecturers of Foreign
Language Training, European Integration and
International Cooperation. The team presents to
the group of experts a passport of the enterprise
for the production of an innovative product. The
experts assess the team's work.

At the beginning of the game the teacher-tutor
introduces the rules of the game to the students,
announces the theme of the lesson and justifies the
relevance and practical relevance of the topic,
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informs the students of the game plan, goal and
objectives as well as the assessment criteria. For the
success of the business game, it is recommended to
start with preliminary training. The students should
be divided into 4 teams of 6 persons. All participants
in the game should be familiarized with the scenario
and given instructions.

Having received a communicative task, the
student finds himself/herself in the context of a
game. Speech communication in a role-playing
game necessarily implies that there is someone to
whom the communication is directed, i.e.,
communicators who come into speech contact. The
participants of speech communication, entering into
speech contact, perform certain social roles, the
presence of which is one of the components of the
learning and speech game situation. Representatives
of different social groups use in their speech
appropriate turns of phrase and vocabulary, for
example: in the speech of a customer, sentences
expressing a request prevail; in the speech of a
mechanical engineer - affirmative sentences; in the
speech of a director - imperative ones. When
allocating roles, students' interests and individual
characteristics should be taken into consideration. A
student's interest in the role to be performed
increases his/her motivational readiness for foreign
language speech action, allows to eliminate such
factors as: shyness, fear, stiffness, anxiety

In the process of such activities not only
students learn certain professional aspects of their
future work, but also automation of foreign
language speech skills, which becomes a practical
goal of foreign language teaching with the help of
business games at an engineering university.

The aim of the main stage is to solve a
certain issue related to the future professional
activity of students, to achieve a positive result. At
this stage the participants of the game implement
their speech intentions according to the pre-
defined roles, creatively reveal their professional
and communicative abilities, form their social
relationships in the given conditions of the game.
The game allows students, against the background
of solving typical business problems, to actualize
in memory and automate in speaking active
terminological vocabulary, consolidate speech
patterns and models of business communication,
to master the skills of argumentation, persuasion,
logical inference, defending their point of view. In
the process of the game the participants overcome
psychological barriers such as insecurity, fear of
making a mistake, which ultimately has a positive
impact on the level of their foreign language
communicative competence.

The aim of the final stage of the business
game is to control, analyze and summarize the
results achieved. At this stage the personal
contribution of each participant of the game is
evaluated, their role is analyzed, reasons for
possible failures or difficulties faced by the
students during the game are explained. It allows
students to reflect on the course and results of
their activities and to prevent possible typical
mistakes in the future. During the discussion of
the game the students consider the contradictions
and look for the best options to overcome them,
focus their attention on the quality of both
professional performance of roles and correctness
of linguistic presentation of their statements. To
summarize the results of the game, students write,
for example, a written report on the work done or
a post on a website where they make suggestions
and critical remarks.

The business game, as a means of
simulating all kinds of activities, people's
activities and relationships in society, is a means
of finding new (for students) ways of interaction
and methods of effective learning, as it removes
the contradictions between the theoretical, abstract
aspect of the learning process and the practical,
real aspect of professional activity. In the business
game, the acquisition of knowledge by the
learners takes place as a result of collaborative
activities. Each of them finds a specific solution to
the problem in accordance with their role and
purpose. A business game is not only about
interactions in learning, but also about learning
how to work together and cooperate.

The participants of the game noted that they
gained an important experience through
participation in the business game - the ability to
work in a team, to agree with the team members,
to take responsibility for the result of the
completed task. The students noted that ™"an
invaluable experience was the opportunity to try
themselves in a certain role, in a certain
profession in practice".

It should be noted that the learning function
of the business game is extremely important
because it brings to the training the subject and
social context of the future professional activity
and through this to create an adequate atmosphere,
as compared to the usual training, for the formation
of the personality of the future specialist.

Also, business games through modeling and
acting out business activities in learning
environments form foreign language
communicative and professional competences of
students, providing students  with  high
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qualification and increasing their competitiveness
in the labour market in modern conditions.
Business games have a great developmental
potential and motivate students to generate their
own foreign-language statements on topics
directly related to their future professional
activities in situations as close to real-life as
possible, so this type of learning activity is an
effective means of professionalization of foreign
language teaching to engineering students.
Conclusion and  further research
prospects. The experience of using business
games at the (UEPA, Kharkiv) allows us to
highlight their specific features: use of special
didactic, methodical and technical support; careful
speech material development; activation of
students' independent work in the course of game
preparation; selection of tasks so as to stimulate
independent training for business game not only
in mastering new foreign language vocabulary
(including terminology), but also in modeling
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various styles of speech (including scientific), as
well as formation of skills of selecting necessary
information.

Thus, it can be noted that the use of
business games of various types in English classes
is a form of training that significantly enhances
the process of communicative competence
formation in the academic and professional sphere
of communication, which, as it is known,
represents one of the main objectives of foreign
language teaching in an engineering university.
Organizing and carrying out classes with the use
of various forms of game-based learning requires
from both the teacher and the students a great deal
of time and physical effort. However, as practice
and own pedagogical experience show, the
application of game-based learning increases
students' motivation to learn foreign languages
and cultures and prepares them for the practical
application of a foreign language in real life and
in future professional career.
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