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Play activities as a means of developing foreign language skills
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Abstract. In the conditions of developing a multicultural interactive society, the importance of learning lan-
guages is increasing. Currently, the world educational regulations and guidelines are directed at creating an
appropriate environment for maintaining the polylingual community. One of the most effective methods of
teaching a foreign (English) language in this context is a play activity, which has a wide potential through a
wide range of its functions. Play activities perform information, motivation, simulation, integration, develop-
ment and other functions, while contributing to the achievement of the global learning goal. The functional
potential of game activity allows referring it to as a means of multimodal discourse. Multimodal modal dis-
course features the opportunity to combine several ways (verbal, visual, kinetic modes) of raising awareness
of the world and communication in the process of cognition and interaction. Play activities contribute to
memorizing information in a rather spontaneous way due to experiencing emotions, visualization, etc. They
allow making teaching methods diverse, providing visual or visual-auditory support in the process of intro-
ducing, learning and consolidating lexical, phonetic and grammatical materials; games are effectively and
frequently used to conduct classes to revise and systemize materials. Play activities allow students to show
and demonstrate their personality traits, as well as their knowledge and skills; they stimulate the achieve-
ment of the goal and awareness of the way of achieving this goal. The practical relevance of this research is
to develop an original educational board game to align learning with playing when developing foreign lan-
guage skills.

Keywords: multicultural communication, polylingual educational space, foreign language skills, intercultural
competence, play activities

MI'pOBaFI AeATeNbHOCTb KaK cpeacTBO pa3BUTUA WHOA3bIYHOWM
A3bIKOBOW KOMMNeEeTeHUUun
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AHHOmMayus. B ycnosusix pa3sutusa NOMUKYNbTYPHOrO MHTEPAKTUBHOIO obLlecTBa Bo3pacTaeT 3HaYMMOCTb
n3yyeHns A3bikoB. MupoBoe obpasoBaTenbHoOe cOOOLWEeCTBO Ha COBPEMEHHOM aTane 03aboyeHo co3gaHnem
YCNOBUN NS pa3BUTMSA NOMAUIMMHIBaNbLHOro coobwectsa. OgHum M3 Hanbonee ahdeKkTMBHBIX MeTogoB 00 Y-
YEHUS UHOCTPaHHOMY (@HINMNCKOMY) A3blKy B 3TOM KOHTEKCTE SIBMSEeTCH UrpoBas AesTerbHOCTb, KoTopas
obrnagaeT LIMPOKUM MOTEHUManom, peannsyet MHMOPMAaLMOHHYO, MOTUBALMOHHYIO, MOENNPYIOLLYIO, WH-
TerpaTuUBHYIO, UMMKOCTPATUBHYIO, Pa3BUBaIOLLYI0, BOCMIUTATENbHYIO (DYHKLUMW 1 BHOCUT BKNad B AOCTKEHNE
rnobanbHon uenu obyyeHns. PyHKUMOHAN UIPOBON AeATeNbHOCTU MO3BOMSET paccMmaTtpuBaTb e€ B Kaye-
CTBE MHCTPYMEHTa MonMMoAarnbHOro AWUCKYpCa, CyTb KOTOPOrO COCTOUT B OCOBEHHOCTSAX, MO3BONSANLLMX
coBMellaTb B MpoLecce MO3HaHMSA U KOMMYHMKaLUUM HECKOMbKO cnocoboB (MOAYCcOB) OCBOeHMS Mupa u 06-
LeHns — BepbanbHbIf, BU3yarnbHbli, KMHeTU4Yeckui. rpbl cnocobCcTBYOT HENPOU3BOSIbHOMY 3aNOMUHAHWUIO
martepuana, ConpspbkeHHOMY C 3MOLMOHAsbHbIM NepexnBaHueM; No3BonsioT pasHoobpasuTb Npuémbl oby-
YeHUs Yepes co3faHne 3puUTeNbHON UMK 3PUTENBLHO-CITYXOBOW OMopbl B NpoLecce NpeseHTaLmMm HOBOrO NekK-
CMYecKoro, hOHETMHECKOro 1 rpamMmmMaTM4ecKoro Matepuana; UCrnonb3yTcs B Lenax 6onee adpdekTnBHON
opraHm3aumm CUCTEMaTUYeCKOro NOBTOPEHMS M3Y4EHHOro mMartepmana. Mrpa nossonseT kaxgomy obyyato-
LeMycs NposBUTL cebsi, Noka3aTb CBOW 3HaHUS N yMeHusi. rpa cTuMynupyeT AOCTWKEHWE Lenn 1 0CO3Ha-
HVMe NyTW OOCTWXKeHUs 3Ton uenu. MNMpakTuyeckasd 3Ha4YMMOCTb OAHHOIO UCCMNEeAOBaHMS 3akroyaeTcs B pas-
paboTke aBTOPCKOM HACTOITbHOW UIpbl 4SS Pa3BUTUS MHOSI3bIYHON A3bIKOBOW KOMMETEHLIMN.

Knrouyeebie crioea: MexKynbTypHasi KOMMYHMKaLMS, NONUMUHIBansHoe obpasoBaTernibHoe NPOCTPaHCTBO,
NHOA3bIYHASA A3LIKOBAs KOMMETEHLIMS, MEXKYMbTYPHAas KOMMNETEHLUs, UrpoBast AeATeNbHOCTb

The sphere of education holds its significant  global level. Consequently, methodology as a
place and has an influence upon all the life pro-  science cannot but develop being in a perma-
cesses that take place both locally and at the nent state of search for the perfect form of

178 MoAoAEXHbIM BecTHUK UpITY Tom11 Ne3 2021




Veronika E. Drobot, Valeria N. Zakurdaeva, Viadimir M. Schadov, et al. Play activities...

Apob6orT B.E., 3akypaaesa B.H., Llaaos B.M., PeTtucosa C.A. UrpoBasi A@ATEALHOCTb KAK...

learning/teaching. First of all, it is determined
by the fact that methodology is a «technology»,
a set of forms, methods of professional and
creative activity of the teacher. The key task of
the educational system is to reveal the potential
of all participants in the pedagogical process, to
provide them with the opportunity to show their
creative abilities. Tackling these problems is
impossible without the variability of educational
processes. As a result, there appear various
innovative techniques. Besides, traditional
methods are upgraded consistently.

Currently, reforms and changes in this area
are particularly noticeable in the context of de-
veloping multicultural interactive society, where
the importance of learning languages is in-
creasing due to both the expansion of interna-
tional economic and industrial relations, and the
concept of academic mobility. The factors re-
guire conditions for developing intercultural
competence contributing to effective communi-
cation [1, 2]. Hence, learning foreign languages
is considered as one of the priority directions to
modernize education.

Modern integration processes make foreign
language proficiency personally significant.
Students' awareness of the demand for foreign
languages in the modern world, its role in the
labour market contributes to increasing the mo-
tivation.

The modern process of teaching a foreign
language implies student-oriented approaches.
The learning process should activate the intel-
lectual abilities, knowledge and speech experi-
ence, emotions when taking into account per-
sonal qualities. Therefore, it is important to de-
sign the learning process in such a way for the
student to solve certain communicative tasks
and have the opportunity to realize their own
intentions.

Among the other methods, it is the play ac-
tivity that is one of the most effective ways of
teaching a foreign language to let both teachers
and students implement their creative potential.
The play activity is a source of positive emo-
tions prerequisite for learning-a-foreign-
language process. Games are, first of all, an
enjoyable activity. A sense of equality, enthusi-
asm, feasibility have a beneficial effect on aca-
demic performance [3, 4]. The use of the game
can serve different purposes. Employing games
in foreign language classes is always relevant.

Due to play activities, all the cognitive pro-
cesses such as thinking, attention, memory ac-
quisition, and creative abilities are developed.
Research shows that the structure of motivation

is determined by external factors. There are
«personal-specific motives» [5], for example,
negative motives when anticipating and trying
to avoid the problems for not succeeding aca-
demically, etc. But the core of interest is inter-
nal communicative and cognitive motives de-
termined by the activity students are engaged
in in foreign language classes. Therefore, the
teacher should not forget about both game and
competition forms of work when introducing
and/or consolidating the material.

The influence of educational games on the
guality of learning various aspects of a foreign
language (communicative skills, pronunciation,
grammar, vocabulary, etc.) has always been
attractive from both practical and theoretical
points of view [6]. Educational play activities
are considered to be a situational-alternative
exercise, where it is possible to revise a speech
sample in the conditions as close to real com-
munication context as possible covering emo-
tionality, spontaneity, purposefulness of speech
utterance [7].

There are different classifications of games.
Play activities can be divided into vocabulary
games, grammar games, phonetic games,
spelling games, creative games, etc. The ob-
jective of vocabulary games is for students to
enlarge and learn vocabulary in close-to-real-
life-situations; learn collocation aspects, etc.
The grammar-games goal is to understand
speech patterns containing certain grammatical
difficulties; to create a natural situation for the
use of various speech patterns. Phonetic
games are aimed at improving phonetic skills.
Creative games contribute to holistically devel-
oping foreign language skills.

Game techniques are diverse. There are
outdoor games, competition games, ball games
(question-answer, translation of words and sen-
tences from Russian into English and vice ver-
sa); board games (dominoes, lotto, drawing).
Moreover, educational board games, for exam-
ple, are directed at developing team building
skills [8, 9].

Recently, the focus of attention among
those available sophisticated learning methods
is awarded to multimodal discourse. Multimodal
discourse [6] allows combining several ways
(modes) of developing foreign language com-
municative competence — verbal, visual, kinetic
ones. Hypothetically, play activities (games)
can be referred to multimodal methods. Conse-
quently, they can fulfil the following functions:
1) information: the game is a source of infor-
mation; 2) motivation: students are emotionally
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engaged and interested; 3) simulation: games
allow modelling a variety of situations; 4) inte-
gration: games can both integrate several mini-
games aimed at various aspects of the lan-
guage, and reflect the phenomena and pro-
cesses of the surrounding reality; 5) illustration:
visual support; 6) development: games develop
memory mechanisms, attention, thinking, etc.,
as well as personal qualities [10].

The practical relevance of this research is to
develop an original educational board game.
Traditional techniques of learning English can
be too monotonous. So, the board game is
supposed to align learning with playing. The
process of creating the original board game
went through several stages.

Stage I. Conducting a survey.

A survey among students, schoolchildren
and working adults was conducted to evaluate
the demand for educational board games. The
survey was conducted through the social net-
works Instagram and Vkontakte. The target au-
dience — 66 people — answered the survey
guestions in the Google forms format. The most
numerous group — 78,8% were students
(from 18 to 22 years old); the second most nu-
merous group — 12,1 % — working adults (from
22 years old and older); schoolchildren (up to
15 years old) were the least numerous.

The respondents were offered to answer
the following questions:

1) How old are you?

2) What is your occupation?

3) How long have you been studying Eng-
lish?

4) Are you improving your English?

5) What methods do you employ to learn
English?

6) How often do you improve your English?

7) How much time per day are you willing
to devote to learning English?

Books/Internet
Educational programs
Educational videos
Films/ TV-series
Music
Computer games
School/university
Flash cards
Nothing
Other

0 20

What methods do you employ to learn/improve English?

8) Have you ever heard about learning
English with board games?

9) Have you ever played board games for
developing English?

10)What is your attitude to board games as
a means of learning English?

11)Would you prefer to use board games to
learn English?

12)What do you think are advantages and
disadvantages of educational board games?

13)Would you buy a board game to learn
English?

Stage Il. Analysis of the survey results.

The responses allowed us to find out the
level of the respondents' English, as well as
what they do to improve it and what ways they
learn the language. According to the answers,
English is spoken at a very good or average
level in each age/occupation group of respond-
ents. And only 3-10 % of all respondents do
not know it at all, or do not know the language
well. Almost 50 % improve their English lan-
guage frequently, and as many as 30 % do it
on a daily basis. Only 2 respondents do not im-
prove the language and do not want to do it.

So, in the first section of the questions, we
found out the minimum information about the
respondents' English language level. In the
second section of the survey, we found out
what methods most people preferred to learn
English. More than 50 % of the respondents
learn the language in a traditional way (at
school/university or with a tutor). From 30 to
40 % learn the language through self-teaching
textbooks, or through the Internet, or watching
TV shows. It is also quite popular among the
respondents to study with the help of training
courses, videos, or through listening to songs

(Fig.).
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It turned out that exactly 60 % of the re-
spondents had never heard of learning through
board games. This area has not been suffi-
ciently developed, at least in Russia. Therefore,
it is easier to find a niche in the market. The
vast majority of the respondents have never
played educational board games, but would like
to try it. For 53 % of respondents the idea of the
educational board game is appealing, so they
said that they would buy it. The remaining 43 %
hesitate to answer and 2 people answered they
would refuse to buy it. 50 respondents, almost
76 %, consider visual component to be of
greater significance. The survey revealed that it
is important that the game should develop other
skills besides foreign language ones. More than
50 % of respondents hate the idea of playing
boring games. It was also important for the re-
spondents that the game could be played both
individually and in a team. As for instructions,
the opinions were different with the 50 % —
50 % opposition (50 % voted for simple instruc-
tions and 50 % voted for more sophisticated
ones).

Stage lll. Developing the game crite-
ria/instructions.

The survey facilitated the development of
the game criteria and instructions. The re-
sponses regarding, for example, how, how of-
ten, and how much time the respondents spend
on learning English (twice a week or daily, up to
1 hour or up to 2 hours) helped us calculate the
optimal time for the board game. Therefore, the
optimal time of the game process, taking into
account the plot, should be no more than an
hour and a half, so that the participants can
have fun while gaining knowledge.

Thus, the results of the survey assisted in
envisioning all the game criteria and guidelines:

e the mechanics of the game should be
simple and clear;

¢ the instructions of the game should not
be complicated:;

e the game should be aimed at both for-
eign language skills and team management
skills;

e the game should be designed both for
an individual player and teams;

¢ the game should be flexible so as not to
be boring regardless of the number of tutorials;

e the game should require ingenuity,
background knowledge and attention concen-
tration;

¢ the game should be visually attractive.

Stage IV. Test run.

The development of the board game was a
problem-shooting and time-consuming process,
as it required that many details should be taken
into account. The mechanics of our game is
based on the principle of playing «Monopoly»,
but with a specific game plot expanded through
adding versatile game situations, mini-games
aimed at learning the English language.

We created a test sample provided with a
unique bright cartoon-like design, invited the
maximum number of players of different ages
for the test-drive to find out and correct any er-
rors, as well as for calculating the optimal play-
ing time and the minimum age of the players,
etc.

Thus, the practical relevance of the re-
search consists in developing the original edu-
cational board game appropriate both for im-
proving foreign language and team-building
skills. The game helps think in a strategic way
and analyse the context holistically. The re-
search results also in the conclusion that stu-
dents are accustomed to traditional teaching
methods, but they are impatient to employ al-
ternative innovative techniques. The board
game is beneficial in comparison to traditional
ways of learning, especially in terms of motiva-
tion. The prospects of this research can be in
applying other multimodal tools to perfect the
English language, for example, through creat-
ing a game with the plot of a film.
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