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SIMULATIONS AS A METHOD
OF TEACHING COMMUNICATIVE SKILLS

Shcherbina V.V., PhD in Philology (Kharkiv)

The article is devoted to the analysis of simulations as specific learning
activities in their combination with the other English language teaching
techniques at all the stages of an English lesson. Simulations are taken into
consideration as alternative to the traditional teaching format. They are described
as a form of group work designed for intermediate and advanced learners. It is
shown that simulations are a good way of practicing discussions, the language
of persuasion. Simulation is viewed asa kind of communicative situation created
for developing learner ’s communicative skills. Simulations have much in common
with role-playing exercises. The main features of simulations are defined in their
comparison with role plays.It is pointed out that role plays don’t require too long
preparation. They are often enacted around everyday situations and are based
on the use of situational language. It is proved that simulations require more time
to prepare and organize. They are more structured and complicated because they
consist of several stages as a rule. In the works of modern foreign linguists
simulations are viewed as a demanding and challenging activity. Simulations
may be called a specific kind of group work as it minimizes competition with
winners and losers that can be psychologically destructive and maximizes
challenge which is considered to be the most important characteristic of
simulations as students feel inspired to do their best.

The set of simulations efficient for the development of communicative skills
has been offered. It is proved that simulations of this kind give learners the
opportunity to sense the working of language as living communication. Each
learner has optimum opportunity for oral practice. It is shown that simulations
are usually based on team work in order to maximize ways of making every learner
experience success. It is pointed out that simulation has quite a complicated
structure consisting of a number of activities. Some of them can be used as
warming-up exercises some activities can help students to integrate new
knowledge into existing knowledge. The simulations offered in the article may be
especially efficient if there is a lot of vocabulary to review. Such activities aimed
at developing communicative skills give every learner reason for speaking. They
provide a basis for the development of more sophisticated, conceptual and
abstract thinking in future.
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Mepouna B.B. [lijoBi irpu sik MeTo1 HABYAHHSI KOMYHIKATHBHIX YMiHb.
CrarTs npucBYICHa aHAIIZY AUTOBHX iTOP Y IX MMO€THAHHI 3 IHITHMH METOTUKAMHA
HABYAHHS AHIJIIHCHKOI MOBH HA PI3HHX €TaIax YPOKy iHO3eMHOI MOBH. JlinoBi
iTPH PO3TILATAFOTHCA SIK AJBTCPHATHBRA TPAJUIIIHIM MCTOAAM HABIAHHA IHO3CMHIX
MOB. Po3rmin cienm(hikv BUKOPHCTAHHS J1IOBHX 110 3AIHCHIOETHCA Y X 3iCTaBICHHI
3 ponboBUMH irpamu. I1oka3aHo, O AINMOBI ITPH € OLIBII CTPYKTYPOBAHUMH
Ta CKIATHAMH 3 TOUKH 30pY iX Oprauisamii Ta mposeacHHA. J{i10Bi irpH, CpsAMOBaHi
HA PO3BHUTOK KOMYHIKATHBHUX HABHYOK, HE TUIBKH HAAAIOTh KOKHOMY CTYACHTY
MOJKJIHBICTh BHCIOBIIOBATHCA, ale W (OPMYIOTH Y HBOTO BimUyTTA
6e31moCcepeTHBOTO CITIIKYBAHHS Y PealbHiil KOMYHIKATHBHIN CHTYaIIii.

3anponoHOBAHO HU3KY BIPAB, HAHOLTBII €(EKTHBHUX Y MPOIIECI PO3BHTKY
KOMYHIKATUBHUX YMiHb CTYJCHTIB.

Kmo4oBi ci1oBa: AioBi irps, KOMYHIKATHBHI BMIHHS, POJIbOB1 BIIPABH, TBOPH1
3i0HOCTI.

Iep6una B. B. /lesioBbIe HrphbI Kak METOA 00Y4eHNsSI KOMMYHHKATHBHBIM
ymennsiM. CTaTss MOCBSIICHA AHAIN3Y HCTIONIb30BAHMS JACIOBBIX UIP B COUCTAHNH
C IPYTUMHM METOTHKAMH OOy CHHS AaHTTINHCKOMY SI3BIKY HA PA3HBIX CTAJIIX YPOKA
HHOCTPAHHOTO SI3bIKA. JIEOBBIC MTPHI PACCMATPHUBAIOTCS KAK ANBTCPHATHBA
TPAaZMIIHOHHBIM METOJAM OOVUCHHS HHOCTPAHHBIM fA3bIKaM. Bompoc
0 crienu(prKe UCTIONB30BAHI ICIOBBIX UI'P PACCMATPHBACTCSA B MX COIOCTABIICHUN
C ponesbiMH HrpaMu. [Toka3aHO, UTO IEIOBBIC HTPHI SBISIOTCS OOlee
CTPYKTYPHPOBAHHBIMH H CIIOXKHBIMHE C TOUKH 3PCHISI OPTaHI3ALIHA U IIPOBEICHUSL.
JlemoBble UTpHI, HANPABJICHHBIE HA PA3BUTHE KOMMYHHKATHBHBIX HABBHIKOB,
HE TOJBKO JAIOT BO3MOKHOCTH KAXKAOMY CTYACHTY BBICKA3BIBATHCS, HO H
(hOpMHPYIO ¥ HETO OMIYIICHHE HEMOCPEACTBCHHOTO OOINCHUS B PEATbHOH
KOMMYHHUKAaTHBHOH CHTYaIlHH.

[MpennoxeH pan yopakHCHHH, HanOomee 3()()CKTUBHBIX AT Pa3BHTHA
KOMMYHHUKATHBHBIX HABBIKOB CTYJICHTOB.

KiioueBbie ci1oBa: JENOBBIC HIPhL, KOMMYHHKATHBHBIC HABBIKH, POJICBbIC
HTPBI, TBOPUYCCKUE CIIOCOOHOCTH.

The actuality of the research. We teach and learn English in a non-
English speaking setting, that’s why words cannot be manipulated in their
natural context. The best thing a foreign language teacher might do is to
manipulate words in games. We have all experienced the teaching format
of the teacher standing in front of the students® audience giving instructions
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or explaining a new grammar structure. It makes good teaching sense to
use other formats. All sorts of group work may become an alternative to
the potentially tedious procedure of telling something. Simulation is a kind
of group work that may become an excellent way of practicing the language
of persuasion, having discussions and developing communicative skills.
There is an old expression that may be powerfully suggestive of what
pedagogical science says about how students learn best: “Tell me, I forget.
Show me, I remember. Involve me, I understand”. There is no doubt,
students need to be told as well as to be shown but the more students are
involved in communicative fluency activities the better they remember
and understand.

The degree of scientific research of the issue. Simulations as
a method of foreign language teaching have been the object of research
in the studies of many both native and foreign linguists. The works by
A. Davison are devoted to the question of fostering learner’s creativity in
order to develop predictive, analytical, critical and problem-solving skills
while using role-playing activities and simulations [2]. Giving definitions
of role-play and simulations A. Davison points out that they “are forms of
games mirroring a slice of reality” [5: 121].

Another British scientist A. Wright considers simulations to be the
technique that may help students to achieve the affective and cognitive
engagement vital for language acquisition as well as understand language
used for natural communication and to use it for effective communication
themselves [11]. In his works the linguist offers foreign language teachers
practical ways of putting role-play exercises and simulations at the heart
of learning communicative skills.

L. Howe and M. Howe take into consideration the function of role
plays and simulations as the important element in modern foreign language
teaching for specific purposes [3]. The classification proposed in their
research is based upon the area of foreign language application.

Emphasizing creativity in teaching and training A. Maley and A. Duff
designed the set of simulations, based on dramatizing and aimed at
integrating creative thinking into everyday classroom practice [8]. In their
works the linguists show the way simulations develop students’ imagination
and personal judgements.

W.R. Lee considers simulations to be the specific kind of improvised
speaking or spontancous communicative activity, especially vital for
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language development and growth [6]. According to the scientist’s point
of view “simulations give use for flexible and improvised language on a
regular basis™ [6: 35].

The aim of this article is to define the ways simulations may function
at different stages of the English lesson with specific focus on the main
features they differ from role-playing exercises, to offer a set of exercises
especially efficient in the development of learners” communicative skills.

Language learing is hard work. One must make an effort to understand,
to repeat, to adapt and to use newly understood language in conversation
and in written composition. Effort is required at every moment of learning
and must be maintained over a long period of time. All sorts of games
may help and encourage many learners to sustain their interest and work.
Games help the teacher to create contests in which the language is useful
and meaningful. As a result the learners may experience language rather
than merely study it.

The problem of a communicative situation is considered to be one of
the most important in the foreign language teaching process. Every foreign
language teacher has his or her unique style of teaching, which is likely to
define the kinds of communicative situation a teacher may create and use
in everyday classroom work. Simulation can be named one of such
communicative situations. As a kind of role playing activity simulation is
sure to be aimed at forming students” communicative skills.

F. Klippel points out that “it is not easy to distinguish clearly between
role play and simulation” [5: 121]. In his opinion simulations are more
highly structured and contain more diverse elements in their content and
procedure. A. Davison and P. Gordon give the following definition of
simulations: “Simulations are simplified patterns of human interactions or
social processes where the players participate in roles™ [2: 55]. Most
simulations demand that participants are supplied with background
information and materials to work from both before and during the
simulation. Such activities require special preparation on the part of the
teacher. In contrast role plays don’t require too long preparation. They
are often enacted around everyday situations and are based on the use
of situational language. “The material necessary for a simulation should
be more varied and complex to suit the multi-layered structure of
a simulation”, — points out F. Klippel [5: 122]. It doesn't mean that
simulations cannot be adapted to different classes and different learner
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needs. These activities can cover a wide spectrum of individual preferences
in ways of learning.

Let’s have a closer look at simulations which are suitable for all levels
of proficiency and can be used at various stages of a lesson.

Simulations and role-plays are usually designed for group work. Class
sizes vary considerably and the simulation assumes an average class of
10-15 students. Group work is often associated with a competition but
competition against others is not an essential ingredient of simulations or
role-plays. Challenge is supposed to be the most important characteristics
of these activitics. Competition may be stimulating for some students but
it can be psychologically destructive making players anxious about their
failures. Simulations and role playing activities minimize the competition
with winners and losers and maximize challenge. As a result everyone
feels inspired to do the best.

As it was mentioned before simulations are quite demanding learning
activities in which the players have to use the foreign language correctly
and adequately. In his book “Keep Talking” F. Klippel points out that “role
plays may improve the students’ oral performance generally, and simulations
quite often train all four skills™ [5: 122].

The simulation “Making a radio programme”, offered by F. Klippel in
his book “Keep Talking™ [5], is a group activity designed for advanced
learners. It is aimed at working on a task which produces a result that can
be played to others. It takes much time to prepare the necessary material
and requires the use of special equipment such as tape recorder and
microphone, record player or CD player, sound effects record, cassette
and music record. Many simulations require the use of more than one
room and the simulation described is not an exception. Students are to
prepare collection of magazine or newspaper articles. The end product
should be a radio programme 20-30 minutes long, consisting of short
interviews, commentaries separated by advertising and music. The
simulation consists of four steps. Let’s have a look at them in more detailed
way.

Step 1. Students start working on different parts of the programme.
First they work in pairs and then go on working in groups. A schedule has
to be written up with the different tasks clearly specified:

Selecting and recording the music — 2 students

Presenting of the programme — 2 students
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Sound effects — 2 students

First interview — 5 students

Second interview — 4 students

Advertisement — 5 students

Commentary — 3 students

Short sketch — 3 students

Step 2. Students look through the articles to find the suitable topics
and prepare the interviews and commentary. When they find a story they
consider to be interesting, they decide who to interview and write up
questions. Students working out the advertisement look through the
magaczines to find ideas they want to adapt. The teacher’s role is to move
from group to group to help and correct written material.

Step 3: Before the final recording each group presents its part of the
programme. Students analyze and discuss the results of their work. The
last alterations and corrections are made. The presenters work out their
introductory remarks to each part of the programme. The sequence of
the individual interviews is fixed.

Step 4: Final recording.

A radio programme like this can be used for developing listening skills
by other classes. Students may come up with new ideas and continue
working at the project and making radio programme devoted to other
topics students are interested in. Simulation has quite a complicated
structure consisting of a number of activities. Some of them can be used
as warming-up exercises, some can help students to integrate new
knowledge into existing knowledge or get new words transformed into
active acquisition. Such simulations, the most difficult and time-consuming
to prepare, may be especially efficient if there is a lot of vocabulary to
review.

The simulation “Controversy at school” [5] is another group activity,
designed both for intermediate and advanced learners. It trains all four
skills and runs over several stages. All the students get the texts prepared
by the teacher. They are devoted to the problems children may get into at
school. The texts are read and language difficulties are cleared up.

Step 1: Students choose the certain situation and discuss it.

Step 2: Students are divided into four groups. Each group gets its own
task. One group prepares arguments the parents may put forward in a
certain situation. The second group thinks of the point of view of the
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pupils concerned. The third group expresses teachers’ opinion. The fourth
group represents the local press. Each group discusses and analyses the
problem.

Step 3: The groups arrange meetings. The parents talk to the
headmaster and teachers. The press interview teachers and pupils.

Step 4: The groups hold a panel discussion and look for the solution of
the problem. They may produce a leaflet or a poster outlining their position.

Simulations of this kind give learners the opportunity to sense the
working of language as living communication. They involve the emotions
and the meaning of the language is more vividly expressed as each learner
has optimum opportunity for oral practice in using language going beyond
what is possible in class work. Simulations are usually based on team
work. This fact allows to maximize ways of making every learner
experience success as students don’t play against each other.

The simulation “The XY society” [5] includes all language e¢lements
and is aimed at developing all four skills. It is designed for intermediate
and advanced learners and is organized as group work.

Step 1: Students found the society. They choose and discuss the main
aims and tasks of the society.

Step 2: Students elect office bearers. They organize elections of
chairperson, secretary, treasurer, committee.

Step 3: Students discuss the agenda of a forthcoming meeting, each
student expresses his or her suggestions.

Step 4: Student hold the meeting of the society. They discuss the
rules, devise and design application form and membership card.

Step 5: Students prepare radio or TV programme about their society.

To sum up, it can be concluded that such an activity gives every
learner reason for speaking. It gives students confirmation and confidence
resulting from successful use of the language. Students may play with
ideas freely and spontancously. The complexity of simulations, which
consist of several stages, prevent the teacher from exactly determining
beforehand which structures, words and language skills will be needed by
the learners. Simulations involve disciplined thinking, curiosity and attention
to details. Moreover they provide a basis for the development of more
sophisticated, conceptual and abstract thinking in future. Simulations take
time and patience but they give students possibility to practice their
communicative skills in order to develop fluency in speech. They make
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work non-routine and keep learners being interested and active during the
whole class.

Simulations as well as role plays are aimed at developing students’
creative skills as they both include components of dramatizing and acting.
The further research in this area is to be devoted to the analysis of
dramatizing activities as a significant component of simulations and role-
playing exercises.
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